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AvaUon HilC PhiUoeoph~ Part 53 
As has been the case all too often in recent 

times, the new year brought more than resolu- 
tions. Inflation seems to be catching up with us 
again and in an attempt to stay solvent a price 
increase is in order. Effectwe immediately, all 
flat box games except TACTICS I/ and BLITZ- 
KRIEG will retail for $9.00. TACTICS I1 will 
remain at 65.00 as our lost leader introductory 
game. BLITZKRIEG will remain at $1 0.00-a 
price necessitated by the size of the board. Most 
stores will probably delay passing on the 
increase until they place their next order so you 
may still be able tolocate thegames in your local 
store at the old price for a short while. 

Speaking of reduced prices, we occasionally 
get complaints from ELITE Club members who 
are upset because they can utilize their 
$I.OO/game discount for only the mail order 
titles. The explanation for this is quite simple. 
Our distributors (and your local store owners) 
would be quiteupset, andjustifiably so, were we 
to offer the games direct for less than the 
suggested retail price. Such price undercutting 
would be akin to cutting their collective throats 
{and therefore ours) and would be looked upon 
with something less than mirth by our distribu- 
tors. Hence, the ELITE Club discounts must 
apply only to Mail Order Division games. 

Our distribution system is a story in itself. 
Approximately 85% of our business is done 
through wholesalers or mass merchandisers. 
These concerns order in large quantities at the 
largest possible discount and then sell the 
games in smaller lots at a smaller discount to 
individual stores. Thus, when you call asking us 
to recommend a store in your area whichcarries 
the garnss, more often than not we can't help 
you. All we can do is give you the name of a local 
wholesaler who probably could care less about 
selling one game to an individual. If you're lucky 
he may provide you with the name of a store in 
your area which he supplies, but In many cases 
he's likely to be too busy to want to be of any 
help. So unless you happen to be nearby a good 
source, you're better off sending us a mail order. 
Now that UPS service has been extended across 
the continental United States our mail order 
service runs even quicker and more efficiently 
than in the past, and w e  strongly urge you to use 
it if having difficulty finding the games locally. 

The wargaming t-shirts are in production and 
are available for mail order purchase now. See 
the advertisement elsewhere for ordering 
details. The black and white photographs shown 
in this issue do not do full justice to their 
appearance in full color. 

NEW TITLES 

As related last issue, KINGMAKER will be 
our annual spring retail release. It will be 
accompanied by the second edition of TOBRUK 
whose place in the Mail Order Division will be 
taken by FRANCE, 1940. Therefore, effective 
immediately, TOBRUK will no longer be eligible 
for the ELITE Club discount, but FRANCE, 1940 
will. 

Accompanying the spring retail releases will 
be our newest mail order offering; RUSSIAN 
CAMPAIGN. Like KtNGMAKER and ALESIA, 
RUSSIAN CAMPAIGN is the initial product of 
another company. The game was initially 
designed by our exclusrve Australian agent John 

Edwards who marketed it in Australia where it 
became an instant success. Although the game 
has been hard to obtain in the United States, 
those Americans who have seen it have been 
lavish in their praise. We initiallydiscountedthe 
possibility of producing it due to the overlap of 
subject matter with our own STALINGRAD but 
several games quickly convinced us that this 
was too good to ignore. So we've set out to 
improve the graphics, tighten the rules, add 
scenarios and playing aids, and generally 
improve upon what was admittedly an extremely 

I 
entertaining game before we ever saw it. 

Although RUSSIAN CAMPAIGN covers 
much the same ground as STALINGRAD, it is an 
entirely d~fferent game. The Russian doesn't win 
just by holding on to his cities. He must reverse 
the tide of war and take Berlin by June, 1945. 
Moves are double impulse with each impulse 
equalling a month of real time. Industrial values, 
airpower, weather, partisans, parachutists, 
naval transport and invasions all lend a touch of 
realism to a game which never becomes static. 
The German blitzkrieg knives through the initial 
Russian defenses with all the force of the 
original Barbarossa. The average game finds 
German panzers outside the gates of Moscow by 
November only to be repulsed by General 
Winter. From that point on it's a close thing as 
the Germans strive to deliver a knockout blowto 
Russian industry before the Red Army can 
recover and start its steamroller advance on 
Berlin. 

The game plays swiftly and in exciting 
fashion with many changesof fortune. By way of 
illustration-one test game we playedfound the 
German panzers surrounding Stalin in Moscow 
in September, 1941. The attack which, if 
successful, would have resulted in anautomatic 
German win, came at4-1 oddsandwas met by a 
Contact. Another attempt during the second 
impulse (October) fared no better. The Russian, 
in his turn, could manage only a 1 -2surrounded 
vs the northernmost panzer pincer and a 1-4 
soak-off with Stalin. As fate would have it, the 
panzers were eliminated in a retreat and Stalin 
survived the soak-off, retreated out of danger, 
and set upshop in Stalingrad. A sudden change 
in the weather stopped the Germans in their 
tracks and after a touch &go 1942, the Russians 
gained the upparhand and swept into Berlinand 
victory. What had looked like a sure German 
victory turned into a gradual uphill battle for the 
German player. For lack of a better comparison, 
RUSSIAN CAMPAIGN could easily be consid- 
ered a ON0 in a miniature, highly playable form. 
PBM enthusiasts should latch onto this one. It is 
being especially developed with the pbm enthu- 
siast in mind and should be the best game we've 
ever made for pbm play. 

As good as RUSSIAN CAMPAIGN is, it's 
small potatoes compared to other recent acqui- 
sitions by Avalon Hill. Wargamers far and wide 
should be thrilled by our purchase of Games 
Research, Inc.-makers of the classic DIPLO- 
MACY game. DIPLOMACY is a seven player 
political/military game which has been so 
successful in establish~ng a hard corpsfollowing 
of its own that it has been widely recognized as 
the third branch of wargaming iri and of itself 1 

Continued on Page 24, Column 2 
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I- PANZERB 
About six months after PANZERBLITZ became 
generally available in retail stores I began to hear 
complaints: "We know every bush . . . no chal-' 
lenge . . . crucial hexes all located . . . familiar 
. . . need new terrain . . . new boards . . . MORE 
boards . . . ". 
Now these complaints had some validity. Ig my first 
outburst of enthusiasm for PANZERBLITZ 1 
played all twelvescenariosa couple timeseachin the 
spaw of a month. Thereafter, I discovered that my 
tactical appraisal of the ground was nolonger fresh: 
1 did not have to look around wildly for the vital 
high ground; 1 knew precisely where it was and how 
long it would take my troops to get there. Manstein 
at the height of his glory could not have boasted 
such an advantage. 

Realistic tactical combat should be an improvisa- 
tory art. Since we expertsare no longer improvising, 
we feelentitled to dance mournfully upon the bodiea 
of victim novices to sad strains of "unrealism" and 
"over-familiarity." 

If you can't join the chorus line, this article is for 
you. 

Incidentally, there are two ways in which you can 
study the terrain thoroughly and still retain some of 
the impromptu feel of "real" combat: 

1. Play carelessIy. (my method) 
2. Have somebody make up new boards for you all 
the time. Why Avalon Hill never published new 
boards 1 cannot understand. At the outset, 
PANZERBLITZ could have sold mapboards the 
way Barbie sold midget bikinis. 

I. OVERVIEW 

To facilitate over-familiarity with the three boards 
Avalon Hill did publish, let's see if we can discover 
the design philosophy behind them. 

LITZ HEX BY HEX ,,,,c,,.Y 

The countryside depicted on the mapboards does 
not seem much like the Russia described in my. 
Richard Scary atlas. No snow, no mud, no weather 
at all, in fact. No vast forests, vast steppes, or vast 
women. Lots of hills, though, all the same height. 
Trees grow on top, but never on the slopes. 

Transportation needs are met by an amazing 
quantity of one-lane roads, too narrow for vehicles 
to pass each other at speed, but so  well paved that 
trucks can go four times as fast on roads aa on open 
ground. Although the Soviets depended heavily on 
their railroads, PANZERBLITZ has no choo-choo 
terrain-nor airfields, nor major cities, nor broad 
rivers, factories, farms . . . . Well, why go on about 
it. PANZERBLITZ terrain is not 'twenty square 
miles of typical Russian terrain." PANZERBLITZ 
lacks (dare I utter it?) realism. 

will fare just about the same, no matter whether 
outfitted with Pz IV's or Tiger II's. Quite seriousamd 
complete military histories, even those concerned 
especially with small unit actions, rarely givedetails 
on vehicle types involved. Apparently, flexibility of 
commanders and of tactical doctrines will more 
than offset inferior equipment. The technicalities of 
tank design are not to have direct bearing on the 
outcome of the action. 

Now, PANZERBLITZ is a game designed a t  the 
height of what was practically a worship of tanks. 
Minor variances in tank design, however unimpor- 
tant militarily, were a matter of intense interest to 
many of us. Nobody wanted to hear about artillery 
or infantry-if a game had tanks in it, it sold. Only 
recently have wargarners begun to take a more 
balanced view. 

Fortunatelv. PANZERBLITZ, faulted now for its lackof realism 

Few "real" tank battles take place on complex was, in fact, never an  accurate portrait of armored 

ground. Generally, the defender deliberately warfare; it wasat birth a caricature, in wh i~h  the fine 
shadings of tank and anti-tank design are heavily chooses a site dominated by one or two major underlined and exaBerated, The unreality of the terrain features (E.g. Alam El Halfa ridge) in the 

hope of denying the attacker freedom of caricature has nothing todo with"~layabilit~"--the 

The attacker makes the best of whatever accidents adman's excuse for drabness-but is jnstead a 
response (whether a deliberate or unconscious of ground are available to him, but usually will have response, I do not know) to the major wargaming to make some part of his assault over open ground. fantasy of 1969-70: the over-awing might of the At that noint. if not sooner, the battle is beyond .. .,. 

either cokmander's control. It becomes a slugging 
match, the outcome of which will depend on Tank-worship prvades the game. You see it in the 
attrition at the crucial point. The division CO may counters: only the armor rates a silhouette. You 
commit his reserves at this or that point, but once he hear it in the name: PANZERBLITZ! (How much 
does, the result will be decided by luck, morale and blitzing was done by Panzem in the game's 1943-44 
numbers. time period?) Most of all, it emanates from the box- 

Brilliant strategems are uncommon on the real art: Advancing Jagdpanthen, teutonic, massive, 

battlefield, and technical differen=s play a minimal dominating ihe horizon like battleships and no 

part. An infantry company over-run by assault guns infantry in sight- 

will not care what sort of assault mns they are. Tank The PANZERBLITZ boards, too, are the natural 
platoons undergoing heavy artiliery concentrations map of the tank freak's fantasy.   he pattern of the 
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terrain is set up to make small differences in range 
and movement factor as crucial as possible. Why, 
for example, does no road run between Opustosche- 
nia and Zabvenia? Doesn't anybody ever journey 
between these two towns? But if the road were there, 
then there would be no place on the mapboards 
where the tanks could outdistance the trucks, where 
the trucks' slow off-road speed would leave them 
exposed in the open. 

The logicof geography (reality) would expect a road 
between the two communities; the logic of game 
design (fantasy) demands open terrain. The PAN- 
ZERBWTZ boards answer to the latter logic, and 
the player with the speedier tanks triumphs on the 
Opusoschenia plain j a r  as he feels he oughr to. That 
feeling, that what happens in the game isjust how it 
should be, is all the reality you ever get in a 
wargame. And in regard to that feeling, the 
PANZERBLITZ boards were once quite real. 

11. HEXES AND HEXSIDES 

Now that we have an overview, let's disect the 
boards a bit. For one half the time you spend 
playing, your units will be motionless, frozen in 
place while your opponent shoots, over-runs, 
assaults or encircles them. With that delightful 
prospect before you, you want to be a might choosy 
about where you park your Puma. Fortunately, the 
choices are not extensive; I'll list them for you: 

I. Clear terrain. 
Some industrious reviewer once counted the clear 
terrain hexes in PA NZERBLITZ; he found 481 of 
them. They are all dangerous. You can lose units 
faster, in more ways, on clear terrain than on any 
other kind. 

1 envision this terrain as being rather soft, open flat 
ground. Tanks grind through it at half their road 
speed. Trucks wallow at !A their road speed. Since 
the boards are designed to be advantageous to 
tanks, clear terrain is compleieb clear: No wheat 
fields or small boulders which would give infantry a 
concealment bonus. Where the tanks are observed, 
everybody's observed. 

And observation is deadly. (The game symbol for 
the Evil Eye looks like this: 

THE GENERAL ' 1 
4. Hilltop hexes. 
There are really two types of hilltop hexes: 

A. With trees. 
B. Without trees. 

L J 
Not only can you besho ~nclear terrain, youcan 
also be close assaulted and over-run, all without 
addition to the die roll. On the other hand, if you live 
long enough to return the fire, you will find your 
opponent's units in cover or on higher ground. 1 
recommend that you don't stop on clear terrain, 
even if it means you can't use all your movement 
factors, wen if it means youcan't fire next turn, even 
if you'll miss an opportunity to over-run a truck. 

Rule: IF YOU STOP YOUR UNIT ON CLEAR 
TERRAIN, BE PREPARED TO LOSE IT. 

Incidentally, it pays to be a little suspicious when 
you see a small target in the open, particularly if you 
are retreating. A German in Situation Four can lose 
a lot of units just by taking the time to open fire 
every time the Russian gives him an easy shot. 

2. Slopes. 
The slopes in PA NZERBLJ7Z are all bare, without 
concealment. like clear terrain on an incline. The 
incline is extremely gentle, so that a reverse slope is 
never in defilade to an observer on a hilltop. 

At a distance, a unit is more likely to be observed on 
a slope than on plain terrain. This disadvantage is 
offset by a defensive advantage: Incoming fire is 

Type A is just swell. You can see the enemy far off, 
you can shoot him up from a distance and he can't 
shoot back. Type B is awful. Hecan see you from far 
off, shoot you up from a distance or over-run you. A, 
hilltop is the most exposed chunk of terrain around. 
You get a large field of fire with few masks and a 
defensive bonus, and with cover you can take 
devastating advantage of thosefeatures. Most of the 
good art~llery positions on the board are green 
hilltop hexes. But just as you can see everything, so 
everything can see you. Without cover you cannot 
last long enough to use that wide field of fire, and 
since every popgun in range can join the attacks 
against you, the halving of low-level fire wilI 
probably not save you. A Fight on Bald Mountain is 
a Loony-Tune. 

5. Orange hexsides. 
Orange hexsides are very nearly superfluous to the 
play of the game, once you understand the shape of 
the terrain which the mapboard describes. An 
orange hexside signifies a military crest. It is not 
necessary to outline the interior plateau hexes of 
Hill 132; once youunderstand that the top of the hill 
is flat, a mesa, then the only significant orange 

wingram 1: Situation 4. hexsides are those adjacent to slopes. If you wish to 
The JgPz. IVdaresnotfireat the truckwbicb the Russianhasput fire down the slopes vou must assume a position 1 

out as bait, forfear oftheinfantrydoscassault. Norcanlbc Naghorn: 
R w i a n  tanks would surround it next moue. Both German units 
should retrcat. 

halved. The advantage does not benefit small 
units-a halved Hummel will still kill a truck-but 
does give infantry units an approach march free 
from the hazards of over-run. A tank may stop on a 
slope to take up  a temporary firing position or to 
avoid over-run. Neither infantry nor tanks should 
occupy a slope permanently: There is no cover and 
no addition to the die roll, so eventually your 
opponent will bring up the artillery to get a 4-to-I 
sure kill. You want to move on before he does. Thus, 
for the most part the superior field of fire you get 
from a slope goes unused: You can't afford to stick 
around long enough to shoot. As with clear terrain, 
best stop elsewhere. 

3. Brown hexsid~.  
Presumably these hexsides represent little ridges in 
the slope, flanked by enough rubble that you can't 
get close to them to use them in a hull-down 
position. Unlike the other heavy hexsides, Brown 
hexsides don't always block fire along their length. 

The trick with brown hexsides is to stay close to 
them but not too close. One hex away on low 
ground is ideal. If you stop adjacent to the hexside 
you will be on a slope: In that position the brown 
hexside will block your field of fire to slope or 
ground positions, but leave you exposed to fire from 
hilltops. If you stop on flat ground one or two hexes 
behind the brown hexside, your field of fire will not 
be much worse, but your protection will be 
considerably greater. About the only advantage an 
adjaoent position confers is that the brown hexside -. 
will help keep an adjacent attacker halved. Dhgram 2: Brown hexsidei. 

Thc Russian armor is badly positioned. Neither unit can be 
overrun. But the SU45 has a very poor f ~ d d  of firc, b l e d  on three 

In any event, it is wise in mind that aidcs by brown hexsides and about to be pummeled by a Hummel. 
hexsidesdo not impede movement. Their protection The T-34/85, one hex awny from tbt brown hcxside, has a much ; 
is from fire only; you can be over-run or outflanked better field of fire, and all German fire is blocked. Motia, howevcr, 

through a brown hexside if your opponent has the thai thc b r o ' ~ "  hex-sides halve the Grrman CATattack to the point 
that the SU-85 is in no more danger from two stacks orinfantry than 

movement factors. As with slopes, it is best to regard the T-34 is from one ptack. 

brown hexsidss as transitory shelter-enough to 
stop for a turn but not enough to set up camp. Even Orange hexsides make rather better cover than 
then, better inspect the terrain carefully. Often there brown hexsides because the cover is more obvious. 
are peculiar gaps between the ridges (Diagram 3) A flat-topped hill is easy to hide behind, and has no 
which allow a shot to slip through. Many a dead embarrassing gaps. Moreover, you can do your 
man thought he was on dead ground. hiding at any distance from the hilltop. No one need 



Dieerain 3: Brown hex-sides. 
The German armor seemed safely h~dden bthind the ridge lines. 

A slight miscalculalion . . . 

puzzle out whether attacker or target is closer to an 
orange hexside; unlike brown hexsides, they mask 
lire absolutely, for all distances. This feature allows 
one to make use of reverse slopes ina  way that is too 
dangerous with razor-back ridges. The cover is still 
too tenuous to allow the setting up of artillery on a 
reverse slope, as an enemy turning movement will 
unmask the target, but infantry and vehicles may 
pause here as long as they deem necessary. 

One more thing about orange hexsides. Each hilltop 
hex has one blind shoulder, and many have two, 
where an unfriendly unit may find shelter. A hilltop 
unit has no line of sight along the length of an 
orange hexside. These blind shoulders are very 
handy as jump-off points for close-assaulting 
infantry. (Diagram 4) Interlocking fire from 
neighboring positions is the best remedy for this 
vulnerability. 

I 
Dlanam 4: Omnge htx4ides. 

The Russian has occup~d the blind shoulders of the German 
position with hig  recon units. Ncithcr German unil can i5rc;tithcrcan 
bF CIOSC asI*Pultcd ncxt turn. 

6. Swamps. 
Swamps seem to be more water than weeds. 
Infantry can move through swamps but get no 
concealment advantage. Vehicles enter swamp 
hexes only on roads. Thus, swamps have a 
channelizing effect, very much favoring a defender. 
A swamp is a fine place to stop a unit behind; 
stopping in a swamp hex is no healthier than it 
sounds. 

7. Woods. 
The woods in PANZERBLITZ provide 100% 
concealment. A unit in woods is invisible, even if 
you saw it go in, even if it fires at you every turn. If 
you want to shoot it, you've got to spot it first. The 
spotting requirement is a bugaboo to a lot of 
garners, particularly those who want to see a sort of 
Tank Fight in the O.K. Corral, witheverybody out 
in the open, blasting away. Instead of that they get 
TI345 playing cops and robbers with the Tigers in 
the timber. And "Panzerbush" loses another fan. 

Now these Panzerbushers do have a valid "reality" 
argument, since the game does not feel right to them 
(although I should hasten to mention that quite 
frequently troops do have trouble locating the 
sources of incoming fire; I gather one has a certain 
tendency to keep one's head down, making it hard to 
see . . . ). But the Panzerbushers miss the design 
purpose of woods hexes. Woods hexes are not 
places to cower in, safe frcm all harm; they are 
places to move through and fight for. 

The essence of combat is movement: One force tries 
to move into or through the area occupied by a 
hostile force. In twentieth century warfare, there are 
two absolute requirements for tactical movement. 
One is traversable terrain-a path. The more 
obstacles (E.g. hills or enemy soldiers) in that path, 
the slower the movement. The second requirement 
is cover. The more complete the cover, the more 
freedom from fire and observation, the faster the 
movement. 

PANZERBLITZ is the most fluid of any of the 
tactical games primarily because the PANZER- 
BLI7Z boards feature an unnatural abundance of 
cover, most of it woods hexes. (That industrious 
polyhistor whose work I am plagiarizing counted 
207 woods hexes, approximately one for every 2.43 
clear terrain hexes. 1'11 bet Redmond Sirnonsen 
didn't know that.) A good part of the fighting in the 
game is over possession of woods hexes, particularly 
those on hilltops. Moreover, most of the attacks 
which are not directed at woods hexes are set up 
from them; the very quantity of woods hexes on the 
boards means that units may get closer to their 
targets before jumping off and suffering less 
exposure in the process than would be possible in 
more natural terrain. Less concentration of force is 
necessary for an attack, and hence impromptu 
attacksand multiple attacks are commonplace, even 
where forces are balanced. Because firing units in 
woods remain unspotted, fire discipline is unneces- 
sary. Players feel free to pop away at any target in 
view, even at poor odds. An average game features 
more fightin', movin' and shootin' than the entire 
battle of Kursk. A lot of this larger-than-life quality 
is caused by woods hexes. 

8. Green hexsides. 
Green hexsides are the functional opposite of woods 
hexes; where woods hexes facilitate the fluidity of 
movement, green hexsides impede it. Most of the 
movement in PANZERBLITZ will occur aIong 
more-or-less the same paths. Where the terrain is 
open, the road network and the availability of cover 
will determine the paths. Where the terrain is 
heavily wooded and cover is abundant, the lines of 
continuous green hexsides will form barriers to 
vehicular traffic, slowing movement to infantry 
pace. Swamps, and to a lesser degree hills and 

streams, will extend the green hexside barriers, 
sometimes clear across the narrow part of the board. 
Any holes in the line can be filled by mines, blocks or 
infantrymen. As long as this line remains intact, the 
defender's job is nearly complete: If the attacker 
cannot pass the line, he cannot reach his objective. 

The defender may make things even worse by 
establishing mobile reserves behind the lines and by 
covering the line with artillery. The artillery and the 
obstacle line are mutually supporting: The obstacles 
shield the artillery from attacks; the artillery beats 
of f  attempts to remove the obstacles. 

To overcome such a defense the attacker will have to 
force a breakthrough. Infantry can infiltrate green 
hexsides, but often time does not allow the infantry 
to proceed unsupported to the objective. Moreover, 
the enemy usually has ample time to bring up 
reserves to block a purely infantry advance. 

A better tactic is to use the infiltrating infantry to 
clear the passes in the green hexside line, either by 
attacking the force covering the block or by a 
flanking close assault, if the block is infantry. In 
either case, simultaneous pressure should be 
brought to bear from the friendly side of the barrier. 
In such an operation it is sometimes possible to use 
the green hexside line against the defender by 
snuggling up to it, where the hexside will provide an 
assault force with cover from the hostile artillerv. 

Dlagram 5: T h c  ue of @ti hcx-sides. 
Thc initial attack has recoikd: the Gcrrnans arc suffering lrvlu a 

plague of small PAKs. They  cm't go around the guns bmause the 
grctn kx-sidc6 block all vehicular movrmcnt past 1 k  linc ahown. 
Worse still, the w d  on the road bas made the Russian back-upline 
unilaokable. Fortunately. for lhc German, ncithcr Rwian  lint is 
supported by infantry, thua, cannot hold rno& than a couple turna. 
The c l w  asgrult will go in behind the shelter of the green hex-sides 
whcrc thc Swict artilkry cannot reach. 

9. Town hexes. 
PANZERBLITZ towns are strange. Clearly they 
bear no resemblanoe to those clumps of wooden 
huts one normally associates with the Russian 
interior. The houses seem to be made of stone or 
steel, conveying instant armor to the inhabitants. 
Yet they give little shelter to individual infantry or 
artiltery units. Moreover, a position in a town 
insures a unified defense. Let's look at these oddities 
more closely. 
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A single infantry unit can be four times as 
vulnerable to "A" class weapons in a town hex as in 
plain terrain. A standard battle tank's weapon is 
halved at any range against soft targets, such as 
infantry in the open, but doubled at close range 
against armored targets, such as infantry in towns. 
Thus, an infantry onit threatened by tank attack is 
on the horns of a dilemma: If it stays out in the open 
it can be over-run: but if it enters the town it will be 
caught and destroved when the panzers move up. 

11 is theGerman's turn to fire: which unit should heshoot at? His 
odds agaiut the Russian in the opcn arc only 1 - 1 .  But against the 
Russmn in thc town ht ha% a dl, almost a sure kill! The security 
infantry should not fire, slncc their "I" type weapons are incffcetivc 
against the armored urget-and not ncdcd anyhow. Better to save 
them for a clos~ assault against the r m n  unit in thc open. 

One suspects that the designer made a false analogy 
somewhere; the protection given a mobile man 
behind an immobile stone wall is nor like the 
protection given a trapped man in a maneuverable 
armored box. 

The only solution for the infantryman is to seek 
safety in numbers. Generally, PANZERBLI7Z 
artillery has an uncanny ability to single out and 
smash weak units. A platoon of supply wagons 
hiding amongst a couple platoons of King Tigers, 
taller, broader and in every way more bulky, is 
vulnerable if spotted, even when all three units are 
skulking in the woods. But in town hexes those 
wagons are untouchable, full 'protected by their 
doughty companions. Infantry receive similar 
benefits. They have large defense factors anyway. 
and when you add up two or three of them into one 
big defense factor, indivisible . . . . 
Even after the town hex is spotted, the infantry is 
relatively safe. Any unit attempting to spot infantry 
massed in a town hex is likely to be scratched by a 
sizable CAT. The massive defense factor creates a 
difficult attack problem even for tanks, and to some 
degree overcomes the extra vulnerability conferred 
by town hexes. 

But what an odd tactical doctrine I preach! The 
"realistic" reaction of an infantry company threat- 
ened by H E  fire isto disperse, so that only a few men 
can be hit by a single impact. The PANZERBWTZ 
player, however, does better to concentrate his 
troops-the precise opposite of orthodox teaching. 
This oddity is inherent in the artillery rules and not 
really restricted to town hexes; but towns are where 
the oddity hits hardest. 

10. Gray hexsides. 
Gray hexsides are nearly superflous to the game; 
they do not impede movement at all; they do block 
fire somewhat. Apparently, a gray hexside repre- 
sents an angle or jog in the town streets such that 
several buildings overlap the line of sight, pre- 
venting observation, but allowing movement. All 
the towns occupy at least three hexes; presumably if 
there were smaller towns the artillery might be able 
to fire straight through them. 

Gullies are dangerous to both sides. An  attacker 
may see a gully as a very attractive approach route, 
offering protection from over-runs and ground level 
fire without the inconvenience of green hexsides or 

Dimgram 7/1: Gray htxaidcs. Diagram 7/1: Gray hex-sides. 
The Russian has mis-posit~oncd his T-34/85~. If the German Now the Russmn has hi1 it right, yes? No! &cause now the 

occupics hex "X" the Sovin artillery will not be of any assistam. Gem,, has brought his SPAs up to provide an artillcry conccnrm- 
since thegray-hex-idcs blockall LCIFto"x".To~reventthe German tlon 01 h , ~  own-onc tht T-MS art not likely to survive. I f  even one 
from taking Opustoschenia with hardly a shot f i r d .  the r-341859 G~~~ unit survives to spot, the T - 3 k  will havc to vacate the 
should omupy "X" thcmseives, forcing the Germans to slop in the prcmiscs without firing. [f 1hc ~~~~i~~ moves b ~ k  to hip former 
own  or risk the barra~e ~n the town. position, on the Friendly side of thegray hexidfa,  ht might possibly 

bc ablc to risk a shol-a1 worst, theT-34s will bea couple hexes cloaer 

Gray hexsides become tactically interesting only friends and can more mdily a run it, 

when possession of the town is in dispute; in that the kxposure of clear terrain. But the protected 
instance a unit may find shelter behind the hexside approach can be very slow. It is a lot easier to Set 
from enemy artillery. Therefore, an attacker into a gully than to get out of one: Four times as 
entering an occupied town be wise to stop on the hard for tanks, three times as hard for trucks, which 
friendly side of gray hexsides. Similarly, a defender have it rough anyway. Vehicles with JOW movement 

garrisoning a town will be wise, if he cannot occupy factors may have to stop on clear terrain after 
all hexes, to take his own supporting artillery into exiting. If the vehicles exit directly ontoaslope he 
account. If he has enough fire power to knock out the cost is practically prohibitive. 
any attacker enters the town, then he should What is worse, the protection provided by gullies 
occupy the hex(es) where his opponent would find incomplete. Units on slopes and hilltops have 
shelter. ( ~ i a g r a m  71 1) But if his own artillery is observation. A unit in a gully gets no 
weak, defender had best set behind the gray additions to the die roll when shells rain on it from 
hexside himself. (Diagam 712) above; it might as well have been on clear terrain. 

When stopping in a gully hex without concealmei 
check the heights. There may be guns in them th 

11. Gullies and streambeds. 
These dry streambeds would be called wadis in 

hills. 

Africa. The channel is not slab-sided, like a gorge, A defender thus has three methodsfor dealing with 
but more gently inclined, at about the angle of a infiltration through gullies: (i) He may block the 
slope hex or a little steeper. Thus, adjacent units gully physically with mines, road blocks, or 
may fire into a gully and units ingullies may fire out, infantry, forcing the attacker to take an expensive 
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detour. (ii) He may occupy a covered hilltop 
position so as to interdict traffic along the 
streambed. (iii) H e  may hold one or two long- 
ranged mobile units in reserve. Then, after agullible 
attacker has committed himself, the reserve moves 
to a temporary firing position on a bare hilltop or 
slope. The attacker will have to scramble to get into 
cover, and all too often infantry, carts, and even 
some trucks, won't have the movement factors to get 
out of the trap. 

Diigrnm I: bullics. 
Sncaky Ivan thought he saw a way to get around the road blmk 

and set up a dose assault on the Germanarlillcry position. Then the 
Wirbelwind movd up.Now thcrttackisoffand [vancannot pos&ibly' 
yl both trucks sway intact. 

12. Fords and Bridges. 
For all practical purposes these terrain features are 
identical. The difference between them is only 
movement point. Neither offers any concealment or 
defense advantage; both are bad places to stop aunit 
you want to keep. 

Fords and bridges tend to be good placesfor a block 
or a mine. A good many armies have adopted the 
practice of shelling crossroads indiscriminately, on 
the grounds that traffic is twice as likely to be at a ' point where two roads meet. You can't do  artillery 
interdiction in PANZERBLITZ; but you can apply 
the same principle. If you block a bridge, you not 
only interfere with traffic along the road but also 
with traffic along the gully. In effect, you are 
interdicting a cross roads, with the additional side 
effect of turning a gully into a minor barrier, tirne- 
consuming to cross and even dangerous if cover is 
sparse. 

13. Roads. 
There is no such thing as a road hex. A hex takesits 
nature from the terrain on both sides of the road, 
which nature the road does not alter (except in the 
case of a bridge, which magically transforms a 
stream hex into clear terrain). A road gives no 
security from fire, close assault or over-run; the 
terrain through which the road runs may do that, 
and should, therefore, be the first object of a player's 
scrutiny. 

The only factors you must consider when deciding 
whether to stop on or off a road are your plans for 
movement in your next turn and your opponent's 
plans. If you are stopping only because your 
movement factors have run out, stay on the road. If 

your position is dangerous and you might need a Any stationary blocks or mines should be put in a 
fast getaway, stay on the road. If you are seeking a position where your opponent will spend maximum 
firing position to suppon an attack, best leave the movement points getting around them. Blocking a 
road clear. And for heaven's sake, if you are exposed road on a slope will cost him four to six movement 
to fire without cover, get off the road and find some points; on clear terrain, only one or two. If you 
place to hide-a wreck on the roadway won't help block the road in a swamp, he won't get by at all; 
attack or defense. likewise. a block on his side of a green hexside will 

Dimgmm 9: Roads. 
The German has txotlltnt ddcnsivc ground with good 

obgmation and access, and a powerful it static O.B. But he has 
negated half his advantap by deployinghis blmks and rninepkhlnd 
his own lines "incage of a brrakthrougt." I f tb t  Russian attacks all 
along thc front it won't mattrr, but if the R&n puts aU his force 
brhind any one of the indicated attacks, the f e a d  breakthrough will 
be almost guaranteed. T k  German ham no immtdhtt. mobile 
rtscrvca; if he galhers t b m  from a quiet p m  of his front he will 
quickly discmw tbmt he has b l k d  his reinfo-nts, not thc 
mcmy. Far M k r  to haw dcploywi the min- and blocks in Front of 
the line and kept I m U  r e s e w  m o u n d  in the iruch dcploytd ina 
anlral position. 

cause him grief. 

In all cases the blocks should go in front of your 
lines, not behind you. If he can't get to you, he can't 
attack! If you fear a breakthrough and wish to stop 
exploitation, station a mobile infantry or AJT 
reserve near the threatened road. If the threat 
materializes, the reserve can block; if the alarm was 
false, your mobility is preserved. 

Most of the admonitions above apply to every 
assault route, not just the paved routes. There are 
many paths throughout the boards; roads are the 
swiftest and smoothest-and the most obvious. 

111. GESTALTEN 

The boards are not random collections of hexes, 
they are selections, carefully put together as hills 
and forests so as to exercise the strengths and 
threaten the vulnerabilities of each unit. To fight 
well in a forest, you must know more than the 
general properties of woods hexes; you must also 
look at the whole forest, and the terrain around it: 
the Gestalt. (For those of you who don't dc cross 
word puzzles, please don't be alarmed: A Gestalt 
is nor a member of the German secret police; it 
is just a short name for form and entity.) 

Before 1 continue this sermon, let me set up a few 
conventions so that Idon't have to talk in the Bingo- 
game jargon of grid coordinates. 1 suggest that you 
lay out the boards 1-2-3, the way they are 
pictured on the play-by-mail sheets. For an actual 
game, compass directions are determined by 
instructions on the scenario card; but for thesake of 
di'xussion here, let's consider that standard map 
orientation applies: North is at top, East on the 
right, etc. I haveconsidered all the half-hexes at the 
edges of the mapboards to be playable because, 
depending on the orientation of the board, they 
sometimes are. 

Board 1 

Board I is an excellent board for defense kcause the 
jumble of hills, woods and water obstaclesfrequent- 
ly restricts movement to a few paths only, and those 
easily blocked. Moreover, there are enough good 
artillery positions to support the blocks. The terrain 
favors the Soviets. The Russian technique of direct 
fire supporting massive infantry assault works kst 
where slope and shrubbery are plentiful. The 
German army, preferring long range and indirect 
fires, must avoid the Soviet clinches or it will be 
Heer today and gone tomorrow. 

At the very top of the board is a path most 
frequently overlooked. A fast unit may travel 
straight along the north edge of the board in two or  
three moves, pausing behind the orange hex-sidesor 
in the dead ground where the west road leaves the 
board. Hills 104and 126and the ridge between them 
make an almost perfect shield against flanking fire 
from the south. The defender's units must leave 
concealment to block the path physically. The best 
way to close the hole is to put artillery on the 
northern hex of Hill 126, in order to put fire on the 
potential layover hexes. To be doubly safe, put a 
roadblock or mine next to the artillery. 

To hamper north-south movement, occupy the road 
slope hexes with a staticcounter or  anarmored unit. 
Even a w m k  there will slow your opponent 
considerably. 
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That northernmost hilltop hex is really the best 
artillery position on Hill 126, but the hex with the 
number often lures the novice. The numbered hex 
looks at first dance to havea better field offire-but 

only three blind hexes. Part of the risk of these blind will have to go over Hill 126. Players using this path 
hexes may be avoided by occupying the middle must hold both the hill and Adski. If Adski is 
woods/ hilltop hex with supporting infantry, or with occupied by hostiles, units will be deprived of the 
a small howitzer or mortar. cover they need to move off the hill, and the hill itself 

it doesn't.   he two fields of fire cover almost the 
same ground. 

Actually, the numbered hex is quite a bit riskier: 
There are eight unobserved hexes, not covered by 
fire from the numbered hex, from which a close 

The town of Adski is not the dead end it appears, will be under continual threat of close assault from 

True, itisalmost impossible togosoulh from Adski, the town. To  makethe barrier solid, occupy allthree 

pursuing the direction of that useless road, Notice, woodslhi l~ to~ hexes and garrison Adski with tank 

however. that Adski is a natural re-entrant to Hill de"royers Or infantry' 
- - - , - -  - 

126. And because the terrain to the south is difficult. Between Adski and Hill 135 lies a sort o f  desert. The 
assault may be launched: ~hehor the rn  position has any east-west movement on the tap third of Board I combination of t h e e  ridges, two streambeds, one 
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swamp and Hiil 109 is forbidding indeed. It takes at 
least 15 movement factors for-vehicles to cross this 
area, which means at least one turn in the open for 
all but the fastest armored cars. Without concear- 
ment all military life withers, and the area becomes 
dead. Even fire through the area is blocked by the, 
ridges, except for one narrow line of sight along hex 
row J. Few battles happen here. 

In the middle of the dead area is a sort of hole: One 
lone clear terrain hex surrounded by slopes and 
swamps. I f  there are no enemies to the east, thishex 
can be temporary harbor for a wayward Panther or 
T-34, for it is almost completely in defilade from fire 

- tothe north, west and south. The only line of sight to 
this hex is from the slope hex just southeast of Hill 
IW--and by the time a hostile unit mounts that 
slope the transient can be gone. 

wigmi 12: ~ ~ n d  ground. 
None or the Russian anrllery on thc hills can rM the Plnther 

whtrc it paugcs in the course ofa h n k  march. But thc Gcrman ha6 
ovcrlookod ant puny mortar--and must now stand a 3-1 attadt on 
the infantry pssengcr. 

The major north-south route on Board I splits in 
three after it crosses the ridge line. The fastest route 
is the shady lane running down through the woods 
towards Hill 135. If that avenue is blocked, vehicles 
may travel freely along either side of the woods. 

Note that while north-south movement is easy and 
safe, east-west movement is blocked by lone lines of 
green hex-sides. This has two effects: ( I )  Vehicles 
committed to one north-south avenue cannot 
readily switch to another within the forest, and (2) 
east-west traffic must go around the forest at one 
end or the other. Thus, for travelin any direction the 
crucial hexes are at the north and south ends of the 
forest. 

Because north-south lines of fire are not blocked by 
green hex-sides, this woods is a good plaoe for 
emplacing A/T guns, preferably with supporting 
infantry. Any force attacking the woods will be 
exposed to fire from Hills- 126 and 135. The bend in 
the road means that borh hills must be held to make 
the woods below secure; if only one hill is held, an 
enemy may shelter behind green hex-sides where the 
road turns. (You can't assume your opponent is 
crazy just because he's around the bend.) 

A force attacking in the woods should be composed 
primarily of infantry, supported by heavily armored 
assault guns and "H" class weapons. This area is the 
perfect stomping ground for SU-152s. 

The streamkd-and-forest combination on the west 
edge of Board I has a dual nature. The ford is 
extremely convenient; the green hex-sides flanking 
it are extremely inconvenient. North of the woods 

D i a p m  13: Around thc k n d .  
If the German half track had made it to Hill 126 kst turn, the 

Rusgians would have a tough fuht. As i t  stank the German artillery 
superiority is muira lkd  by green-htxaides tvtn though all the 
Russiam in the forest are spotted. The over-matched Axis infantry 
will havc to pull buck, kaving ncvcral hex- un~pottd.  In the next 
turn the Russians will unload a e v e  infantryassault force i n t h e  
htxca. 

the streambed is an access route: The ford gives you 
an easy way out. South of the woods the streambed 
is a barrier: Vehicles must pay full exit cost. The 
position to occupy or block is the ford. 

Hill 135 is the decisive terrain feature on Board I. If 
you hold it, you hold the board; if not, you are 
everywhere under its shadow. The hill has a bounty 
of excellent artillery positions, and if all of themare 
o~cupied it can be a tough nut to crack. 

However, the hill does have its weaknesses. There 
are nine woods hexes nearby where enemy infantry 
may assemble in concealment and from which they, 
can then assault the hilltops with one move. Only 
one hilltop hex is free of this threat. The narrow 
southern end of the hill particularly is surrounded 
by these jump-off hexes. lf the enemy is allowed to 
assemble there unhindered, there will be hill to pay: 
A strong stack of units may die without getting off a 
shot. To hold the hilltop securely, it is necessary to 
fight for the flats. 

Hill 135 has a second weakness. Communication 
among the hilltop positions is difficult. To move a 
unit only five hexes from the north end of the hill to 
the south end requires two turns at least. lf an 
attacker holds the road which almost encircles the 
hill he will have what amounts to interior lines-he 
can switch his units to one flank or another faster 
than the defender can. If the defender has only carts 
to  move his artillery, it will becompletely immobile. 

Morever, the defender's vehicular units can be 
trapped against the green hex-sides. 

A wise defender will station some infantry on the 
northern end of the hill for quick reinforcement 
against close assault, and perhaps one or two small 
mortars for easily shifted fire. A still wiser defender 
will not mass his troops on the hill but will retain 
some on the low ground as outposts and reserves. 

Movement in the middle section of the mapboard 
tends to be trifurcate. To go east or west, you have a 
choice of moving north around Hill 135, south 
around it, or over it. If you go north you must move 
through the bottleneck between Hill 135 and Hill 
109. The copses in the defile provide concealment 
for block forces. If the defender uses armor to stop 
the bottle, he should x t  up on the enemy sideof the 
green hex-sides, so that if he loses a fight the wrecks 
will block traffic. He will alsoget a better field of fire 
in that position. 

The southern route is a last resort, to be used only 
when the other paths are blocked. It isjust possible 
to squeeze a vehicle between Hill 135 and the woods 
to the west, and so pass on around the lower tip of 
the hill. But travel is impeded by trees, gullies and 
slopes. A Panther will need two turns to cross the 
board safely by this route; a Pz IV will need three. If 
the northern route is blocked, it is quicker for 
vehicles to go over the hill than around it to the 
south. For infantry on foot, it isquicker all the time, 
even when the road is available. 

All three east-west pathsend up passing through the 
gate-like groves on the east side of the board. It is 
almost impossible to blockeast-west movement into 
this area-there are not enough green hex-sides- 
but a defender should garrison the woodsanyway to 
block the north-south route and to deny his 
opponent assembly areas for an attack on Hill 135. 

The woods southwest of Hill 135 are moreextensive 
than they appear. l t  is possible for an infantry unit 
to travel clear across the board without losing 
concealment, or as far south as Hill t 23. The north 
section is a threat to Hill 135, so it is wise to put a 
garrison there. If you put a unit on the road, you 
must also put one in the woods hex inside the curve, 
or your opponent can cut across and catch the road 
on the other side. It is also good to station an 
infantry or A/T unit in the one gap through the 
green hex-sides, near the western edge of the board: 
A unit there will stop north-south movement 
altogether on that side of the board. 

If Hill 135 is captured daspite your best efforts, try 
retreating some infantry to the hex entirely 
surrounded by green hex-sides. In that position the 
infantry is safe from long distance fire and will have 
to be rooted out by close assault, which mn be a 
time~onsuming process. lf your opponent bypasses 
that pocket, the infantry can move out to harass 
traffic on the road or to threaten weak artillery 
positions on the hill. 

To the east this woods turns into another tree-lined 
avenue, where the road curves around Hill 130. The 
place for a block in this area is at the north end, 
where two units can seal off the line of green hex- 
sides. Blocks further south can be bypassed on the 
slopes; they should be used for delay only. 

If the road is blocked units may still travel north and 
south by two parallel gullies. The eastern gully is 
preferable because it is longer and has superior 
concealment. The ridge &tween the gullies keeps the 
routes separate. The western gully has few safe 
hexes in which to pause, and one serious problem 
for northbound traffic: If somebody occupies the 
woods hexat thenorthenda unit can hardly get out. 
East-west movement throughout this area isn't 
worth the trouble. 
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The two small circular hills on each edge of the 
board should not be occupied, not even by a fort. If 
the field of fire tempts you to try a fort, consider for 
a moment: The fon and the units in it can be kept 
dispersed and useless most of the time by a handful 
of units firing from cover-all your opponent needs 
is 2-to-I odds. The advantage of keeping a few 
enemy units occupied will not be worth the loss of 
the fort if he rolls a one. If you must use these hills, 
use them for cover: Set up behind them, not on 
them. 

South of Hill 130 the road passes through Uschas 
and into the marshes. Uschas is the vital point. 
Occupy the two southern town hexes with small 
weapons-this is a good position for A/T guns, 
small infantry support guns, even those Russian 
12.7 rnm machine guns that nobody ever knows 
what to do with. Similarly, you may bottle up the 
road from the other end by occupying the two 
woods hexes at the the bottom of the board where a 
traveler must debark. If you cannot spare three or 
four units to guard Uschas, you can accomplish 
almost the same result by placing a block or a 
mine-or if you are the ruthless type, a spare half 
track-in the road. Block the road right in the 
middle of the swamp where any stopped unit will be 
quite exposed. Then you really need not pay much 
attention to this sector: The southeast corner of the 
board is permanently denied to vehicles. No major 
attack will come that way. 

If you feel that you must force the swamp, don't try 
it with vehicles unless the defense leaves you a gap in 
the exits so that you can deploy on the far side. If 
there is no gap, a better technique is to mass your 
infantry and make a wave attack. Expect that it will 
be costly and allow yourself plenty of troops. Only 
when Uschas iscaptured and the road is clear do you 
send vehicles across. The "forced marshn is not 
recommended because it is obvious: A prudent 
defender will be massing his artillery as soon as he 

. sees that youare massing infantry. When you charge 
out of cover, you will be swamped with fire. 

Gagram 15: Overburdened ~crrnd";. 
Among Ihc units shown, only thc Lynx is last enough to ebcape 

the pursuing Soviets without taking fire. The other units must choose 
bctwcca stopp~ng exposcd on a alopc or turning to battlc the 
overwhelming attackers. Thig is a somewhat artificial example 
dtsimcd to point up thc German's dlsadvantagcs in a pursuit 
situation 

If the road is guarded, you may prefer to go by 
another route. Unfortunately, there are very few 
other routes. In hex row BB there are only three 
hexes through which vehicles may pass. (Diagram 5) 
One of these is the swamp-road hex; the other two 
are gaps in the green hex-side barrier. All of them 
are easily blocked. Among the trees there are 
secondary block positions on hex row Z, requiring 
only four units. Thus, from any direction an 
attacker will be faced with a long slow battle, 
involving two successive infantry infiltration and 
flanking operations. In most scenarios time will run 
out before anything can be accomplished. An 
attacker with a severe time limit would do well to 
avoid battle on the south end of Board I if at all 
possible. 

Hill 123 and the adjacent ridges serve about the 
same function as the corresponding hills and ridges 
at the north end of the board. They block lines of 
sight to and from Board 1 (although not 
completely-watch for gaps!), and interfere with 
movement. Because there is no road it takes 7 
movement points to cross the ridge barrier safely. 
This is where the Germans suffer for their over- 
burdened chassis. A Hetzer must spend one turn 
exposed to fire in order to cross. A Jagdtiger must 
spend two turns. Not that long range artillery fire 
could kill a JgPz V1 . . . but it might be annoyed, 
and a couple of lucky dispersals could keep it out of 
the fight altogether. 

BOARD 2 

Board 2 is neutral ground; neither army is favored. 
Most of the fighting on Board 2 will be of a fluid 
nature, a lot of positional jockeying and small 
meeting engagements. So much open terrain makes 
it difficult to block movement completely. So much 
concealment makes it difficult to d e w  fie enemy at 
least a slow advance. The two large hills, with their 
superior sight lines, tend to be the crucial positions, 
and most batties occur on or between them. 

There is an unobstructed path across the width of 
the board at the north edge. (Diagram I l (1)  (You 
will notice that all the narrow board edges feature 
more or less unobstructed paths, except the 
southern edge of Board 1 .) The town of Golod and 
the trees adjoining it dominate this path; in 
conjunction with a mine or a block, an occupied 
town will block it completely. Without the block it is 
necessary to occupy the woods to the west, and 
perhaps those to the east as well, to prevent the 
faster varieties of armor getting by. 

Golod is also the key to the main north-south route. 
If you occupy both southern hexes, the town neatly 
corks the bottle neck formed by the gully and the 
hill; anyone movingthe length of the board will have 
to go over one or the other. Incidentally, it is 
possible to short cut slightly when entering Golod 
from the south: Don't follow the road; enter by the 
western hex. Saves you half a movement point. 

Golod has another virtue: Hill 129 has a large blind 
sector to the north, and fire from Golod and from 
the northeast woods hex will just about cover it. 

It is wise in this area to be a little distrustful of that 
old military caution about seizing the high ground. 
The north end of Hill 129 looms right over the 
town-but it is not dominant. Many a novice 
seeking Golod in them thar hills has found himself 
exposed to fire from below. Don't try to subdue the 
town with subtlety; just grab it and garrison it. 

The valuable portion of Hill 129 is the southern end. 
There you have three fine artillery positions, of 
which the most southern is vital. From that hex you 
can command large portions of flat land to east and 
west, and provide interlocking fire support for both 
faces of Hill 132. Because of the stream and swamp 

Diagram 16: Board 2 East-West movement routes, hyj!h-hu,u$ 
nlorcrneni routcr. 

to the southeast, the southern position is hardest to 
reach and therefore, hardest to assault-and also 
hardest to reinforce or evacuate. What you put there 
you should plan to keep there, and reinforcements 
had k t t e r  be handy. 

Like Hill 135 on Board I, Hill 129 has poor internal 
communication routes. A garrison should include 
some infantry which can pass the green hex-sides. If 
your artillery must have mobility, I recommend half 
tracks to cope with the slopes. 

There are two ways to assault Hill 129. From the 
north and east an attacker can approach by road or 
gully and will use the woods in the northeast corner 
of the board as his assembly area. From those 



'THE GENERAL PAGE 11 

: L  . i 
m -  " 

I ,  

0 
8 6 ,  

Diamm 17: Assault rraths aaainst Hill 129. 
am he western can be interdicted by fire from Hill 132: the 

cnslern p l h  cannol bc. 

woods he can sortie to the adjacent slope hexes, 
which are blind to supporting fires from Hill 135 
and to Hill 129's own gunfire. Enemy infantry on 
these slopes is a deadly threat, and there i s  no really 
good counter once they are there: The cramped 
positions on the hilltop will seldom have the 
strength to resist the close assault on the next turn. 
Far better to prevent the whole affair by occupying 
the assembly area. 

The other assault route is from the west side, where 
one woodslroad hex is close enough that the 
infantry may attack straight up the slope. This 
assault is riskier than the  assault from the east, 
because the attack must be made on a narrow front, 
over a slope exposed to fire. All the same, the 
preventative method of foiling attack is recorn- 
mended here too, not only to prevent enemy 
assembly but also to block movement along the 
road and to outpost Golod. 

The stream between the two major hills forms a 
natural obstacle to north-south movement; the 
obstacle is best reinforced by a pair of blocks at 
bridge and ford. To a lesser extent, the streambed is 
also a path for east-west movement; but the east- 
west traveler finds an uncomfortable lack of cover 
on the west side and an inconvenient marsh on the 
east. And because the streambed itself provides no 
cover against guns on the hills, the traveler will 
generally prefer to go by the cleat terrain route 
immediately to the south. 

Hill 132 is the largest hill on the board, the only hill 
too big to be dominated by one or two units. One 
does not fight for Hill 132: one merely fights on it. 

The hill is the site of a cross roads; any enemy 
passing through Board 2 will likely want to pass 
over it. Unfortunately, the quantity of open terrain 
on the plateau makes it very difficult to forbid 
passage altogether. Several slope hexes on the 
southern sides of the hill are difficult to observeand 
lay fire on, and a speedy vehicle can usually scuttle 
from the shelter of one such hex to a similar hex on 
the other side of the hill. You can, however, deny 
your enemy the use of the road by occupying 
Bednost, by occupying reverse slopel road hexes, 
and by road blocks or mines. As a general rule, the 
static counters should go on the slopelroad hex, not 
on the hilltop where they can be bypassed. 

The best artillery position on Hill 132 is the 
northernmost hex on the point of the hill. Artillery 
at this point provides the same services for Hill I29 
as artillely on 129 does for Hill 132: Each position 

swats pests which the other cannot reach. As with 
129, the weakness in the position is the unobserved 
rear approach. Unlike 129, the processes of 
communication and reinforcement among the 
defenders are not much hindered by green hex-sides 
or slopes. 

The main artillery position on the point may be 
supplemented by secondary positions on both 
flanks. If an  attack is not immediately threatened 
from the north or west, it is well to leave the 
road(woods/ hilltop hexes on the west side unoc- 
cupied, so that the road may be used by friendlies for 
retreat or reinforcement. I suggest holding a couple 
of  infantry units or small mortars back in the woods 
where they can move forward to pre-empt the road 
hexes if necessary. The hex with the large 2 is a 
handy place for a weak howitzer or A(T gun. It 
won't have much in the way of field of fire, but may 
serve to keep the bad guys away from the main 
position. 

Dialram 19: Dcfcnse of Bednoit. 
At the end of his turn the Ruggian unloadg infantry to spot for 

heavy artillery on anolhtr board. Thc Gtrman xt-up is poor. The big 
mortar on Hill I29 1s in a good position, from which it covers both 
flanks 01' HLII 132:and theother unitsarcnot badly lacattd txccpt lor 
the US with noli~ldoifirc; but most olthe blocksarem~serably placed 
and can be circumvented. None ofthem could bccircumvcnlcd i f t b q  
were plaad on slopt/mad hexes, and the Russian assault would be 
depr~ved of half its Force. Only blocks I nnd4areadequate whertthty 
bland. (Note that the truckcarrving thc recon unit cannotquitereach 
a hex adjacenl lo Bednopl.1 But even with all  the blocks properly 
posit iod,  tht Russian could $till mount an attack a coupk turns 
lstcr from t k  sheltered alope hexes where the wagons with rifles are 
shown 

The other hexes of the northern woods are not on 
the military crest and cannot command anything 
beyond the rim of the hill; they should be occupied 
when attack is possible from the south or east. The 
corner hexes have the best fields of fire. 

If the north woods are held against a southbound 
attacker, he is likely to slip to his right to catch the 
road which climbs the hill from the west. This move 
is not readily blocked, but occupation of the littie 
woods at M&N will at least prevent him from 
obtaining a secure rest stop. He can also attempt to 
go around Hill I32 on the east side. but that path is 
tortuous and contains several bottle necks where a 
single unit might cause delay. 

The eastern and southwestern faces of Hill I32 lack 
good firing positions altogether, and the south face 
has only a mediocre position. As an attacker you 
should be able to find an unobserved assembly point 
quite close to the southernwoods(town complex. A 
wise defender will give the southern woods a heavy 
complement of infantry to fend off CATS, and put 
most of his A / T  capability in Bednost to meet 
vehicles driving into the interior of the plateau. 

Diqrnm 19: German Mobsle Defense. 
The Ru~sian armor must go north of tht line of gram hcx-sidcs 

or south of it. Asingle blockingunit stalls thesouthernatiack+ but the 
nonhern attack can be blocked only by fire from hcxeo " A  and "6." 
If these pwutiona are strondy heid the Soviets will be forced to the 
slower paw of infantry nssault through the woods in the south. 

The value of Bednost is that it guards the back door 
to both the northern and southern woods on Hill 
132. The town also features a couple shortcuts like 
the one at Golod. To block movement across the 
plateau, and to hold the hill itself, it is essential to 
hold Bednost-but the place itself is not much of a 
firing position and does not command anything off 
the hill. If you have a choice, employ short-ranged 
units in Ekdnost and save the long range factors for 
other positions. 

Very little traffic moves past the southwest face of 
HIH 132. The route has advantages: The woods 
provide concealment to the traveler, and the bare 
heights deny concealment to an enemy. But the 
fork-tongued streambed is a stumbling block which 
cannot be bypassed. Slower vehicles are left exposed 
to elevated observers. Better send them by another 
route. 

South of Hill 132, Board 2is rather like the northern 
half of Board I :  A set of ridges on one side of the 
board screens pathways through the woods. In this 
case there are two paved roads instead of one, and 
the ridges are a bit porous, so that an attacker can 
usually ooze into the position wen from the west. 

There are few good firing positions that face west. 
Hex "A" (Diagram 19) is probably the best of them; 
the rest are frequently masked by brown hex-sides. 
There are gaps which allow very narrow fields of fire 
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in and out-nasty surprises are possible for those 
who do not examine their LOS carerully. 

An attacker has two routes by which he can come: 
Along the southern edge or just north of the ridges. 
The southern route is readily defended by an 
infantry block-force, and the defender may rely on 
the green hex-sides to guard his center. But the 
northern route is almost impossible to block 
without at least three mine fields or  road block 
counters-with anything less. don't even try. 
Instead, buy time with a mobile defense. and then 
retreat across the ridge in the middle of the board to 
take up secondary blocking positions. 

You can employ a very similar two-phase mobile 
defense against an attacker from the east. But the 
east side of the board is also suitable for a rigid 
defense. The streambed forms a protective barrier 
restricting the attacker to a few channels- 
particularly if the Cord can be blocked. Them are a 
number of low-level firing positions behind this 
barrier, and the possibility of Limited fire support 
from Hill 132. An attacker should plan to work 
through the woods with a large infantry force. The 
defender would do well to have a heavy infantry 
contingent, alsu. 

Against attack from nonh or south a mobile defense 
is again recommended. At least four units will k 
necessary to blwk the main approaches. and even 
that many will be relatively easily outflanked. A 
numerically large force might hold forawhilc, buta 
force less than ten units should plan to retreat 
eventually. While the block-Force stays. it must be 
sure to position units with A I T  capability next to 
green hex-sides crossed by roads. Germans should 
be particularly wary o l  bringing on an engagement 
here: This is all good ground for the heavy Russian 
Infantry, and lor SU-152s. 

BOARD 3 

On Board 3 we meet at last something like the 
featureless plains of the Ukraine. Acutally there is 
quite a Lot of terrain on Board 3. but since not much 
of i t  is woods-and those woods in awkward, out- 
of-the-way places. never quite where you want to 
go-the board looks barer than it is. Still. there is 
the somewhat scary possibility that a unit will be 
caught in the open, unable to find cover. On the 
other boards one fights for observation and 
mobility. for the hills and for the paths between 
them. On Board 3 one fights simply for shelter. 

harm, and smash any units attempting to close his 
forward positions. The forward units may not even 
need to fire: Simply occupying all available cover 
will be quite deadly enough. The Russian units do 
not have the range to match such tactics, and will 
suffer heavy losses in the open stretches if the 
Russian player does not watch his steppe. 

Towns are more important on Board 3 than on 
other boards. There are more of them, and all 
directly astride the main routes of march. More 
importantly, there are town hexes with large fields 
of fire on Board 3, as there are not on the other 
boards. The isolation of the towns-there are few 
close concealed hexes where a close assault may 
form up-and the cohesive defense factors make a 
heavily occupied town an extremely tough nut to 
crack. 

The northern third of Board 3 is flanked by two 
gullies. The gullies tend to inhibit movement east or 
west, although they can provide a temporary 
shelter. Board 3 has no elevated concealment from 
which a hidden unit may cover the gullies with fire; 
therefore, after a careful check of the LOS to other 
boards, a unit may rest in a gully momentarily. 

Movement north and south is aided by the gullies. 
The eastern streambed is a bit more conducive to 
travel northward. since a slow unit may rest incover 
before attempting to climb up the banks. Unitswith 
7+ movement factors can journey irom either clump 
of woods to the other without exposure. The 
western streambed is not quite so useful. At its 
southern end it is particularly hard to get out of. Its 
northern end doesn't lead anywhere. Hill 107 
provides some cover from unfriendlies to the west 
and south. and a wise traveler would perhaps prefer 
to rely on that cover. staying out of the gully and 
retaining more mobility. 

In the center of things sits Grabyosh and its satellite 
woods. The quickest east-west route passes north of 
the two gullies, near the top edge of the board. 
Anyone taking that route will likely stop at 
Grabyosh. Likewise, few units are fast enough touse 
the road to or from Opustoschenia without a 
stopover in Grabyosh. Thus, the town is crucial to 
all operations in the north. If you can, grab 
Grabyosh. 

The best field of fire a t  Grabyosh is not in the town 
itself but in the southernmost adjoining woods hex. 
To aive that nositionadded nrotection. and to block 

small oddity: There is an extra gray hex-side aiong 
the north border of the town, possibly a city wall. 
This rpstricts the field of fire to three hex4ides 
instead of the usual four. 

If you are headed nonh through Grabyosh and 
plan to take the east road, there is another 
shortcut: Do not follow the road. Jump off to the 
eastern town hex instead and save movement 
point. 

Every time I play Situations4or 6 as German, Satan 
materializes at my elbow disguised as a Local real- 
estate broker. He transports me to the top of Hilt 
107, sweeps his arm across the magnifioent vistaand 
offers. if I will but fall down and worship him, to let 
me bring a Hummel up there. Now that I'm older 
I've learned to turn the deal down. 

The top of 107 does offer a magnificent field of 
fire-you can see and shoot into practically every 
nook and cranny on Board I-and in theory the 
German SPAs ought to be able to smash a Russian 
assault before it comes into range. In practice the 
Russiam often wrne so fast and in such quantity 
that if the SPAs take more than one shot there will 
be Russian survivors shooting back. And since SPA 
armor is too thin to stand up to much of that, the 
SPAs will generally x a m p r  after the first shot. 
Total it up: It takes two turns out of action (one 
climbing the hill, o m  descending it) for only one 
turn in action. Since tbe trick with SPAs is to spend 
a maximum time firing, the move to Hill 107 looks 
to be wasteful. 

And dangerous. too. It takesprecious time toget off 
that hilltop. A T-34 on the road moves three times as 
fast as a Wespe descending slopes; if the Wespe 
comes off it a turn too late. it will betrapped with no 
place to hide. Board 1 isso open that almostany safe 
concealed position has a good field of  fire. The 
rewards to be gathered on Hill 107 do not justify the 
exposure of valuabte units to risk. 

To go south from Grabyosh there are two routes. 
The straight route, along the road, is fastest. To get 
from Grabyosh to Opustoschenia without spending 
a turn in the open, a unit must have at least seven 
movement factors. Each block or mine, and each 
pair of wrecks, deployed on the road will increase 
the number of movement factors required by one. 
To stop movement altogether. at least four blacks 
must be deployed between Hill 107 and the western 
stream. 



m 
advantage of providing a couple of firing positions 
along the way. 

What to do with a unit that has less than seven ' movement factors, if the road is under fire? Well. if 
' 

you must move them. you can generally sneak along 

Uiagram 23; k f tnsc  or Opusto~henia. 
in the initial attack, thc Russian dropped off his tank-loaded 

infantry and then moved his tanka up to spot. But the tanks were 
destroyed, and now thtir wreckage blocks out the close assault. The 
Russian would have done betlcr to sprtad both armor and infantry 
through all the hexes adjacent to the town, ao that no one hex would 
br wmplctcly oaupied by w r e ~ k s  
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behind Hill 107. Even a wagon. if it takes its time (8 
turns) can make it into Opuvtoschenia with only a 
turn in the open. Of course, the enemy need only fire 
once . . . 
Upustoschenia is the key town for Board 3. 
Movement in any direction must pass through the 
town; it is too far to go around without cover or 
concealment. Gunfire from the town's four hexes 
will cover most of the mapboard. At the same time 
there are few enough firing positions which may be 
used against Opustoschenia-very inconvenient for 
the Russians-and no place a t  all to set up a close 
assault. 

The isolation of the town will force an attacker to JA 
surround the place with massive forces deployed in 
the open. Thedefender should use a high proportion 
of armor inside the town, particularly a German 
defender. An  attacker, on the other hand, must 
avoid using too much armor, particularly if he's 
Russian. If the attack should fail, there is always the 
danger of building an  impassable rampart of wrecks j' 
for your opponent; (Diagram 22) to avoid this for ,I.. 
certain, put one infantry unit in every attacking 
stack. Both attacker and defender should consider 
keeping reserves handy to exploit or plug any town 
hexes which become unoccupied. The defender may 
want to overrun the attacker with some armored 
units inside the town moving out and others outside 
the town moving in to fill the vacated piaces. 
(Diagram 23) The defender should keep aH four 
town hexes occupied if at all possible. 

The empty plain south of Opustoschenia and the 
stream which flows past Zabvenia form a strong 
double barrier. It takes eleven movement factors to 
cross the plain east to west. Travel north or south 
requires less speed; how much less depends on 
whether objects in the gully can be observed by the 
enemy. If they can be, nine movement factors is 
minimum safe speed. If the enemy has no observa- 
tion, units with only four movement factors could 
travel south in safety. by ducking into the gully at 
the first opportunity. Going north is harder. 
requiring seven factors minimum. East-west traffic 
may also use an unobserved gully to hide in, but 
traffic will be slow skirting the pond. 

Zabvenia would have a splendid field of fire if it 
weren't for that awkward ridge a few hexes to the 
north. But even as it is, Zabvenia controls the most owr-runs $0 as to bring their full stren@h to b a r  on the 
important single hex on Board 3: the ford. Since the attackers Only the SU-152s. and lour of tkT -34~ f i re .  The other T- 
ford i s  the nnlv channel throueh the streambed 345, thc SU-BSr and the SU-76s make over-run attacks. Those uniu in . . . - . . . . . , - ., the town m k ~  thtir ovtr-runs out and remain exposed to Cia. ThtT- barrier, it is of peculiar importance. A single mine or .Ms the Row I PANZERBUnappaullp, whiEh 

block reduces movement on Board 3 to a danger- I,,, the miantry also tx-d and the town once apain fil~cd to 
ously exposed crawl. The ford is the only fast route, capacity with armor. Any holes in tht dcfenseg can be filled by 

r e s e w  from Grabyosh. The Russians will lose a dozen unila. but Iht . .. 
Germans will most l~kely be diaprsod without any &potters for their 

Continued on Puge 34, CoIumn 3 heavy Brlillev, 
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THE PALEVEDA GAMBIT A NEW BRITISH GAMBIT FOR 
AFRIKA KORPS 

by Jon Lockwood 

As many years as AFRIKA KORPS has been 
around, and seeing the many articles that have 
been written concerning German strategy, you 
would think that some daring soul wouM have 
experimented with a new, innovative, and pos- 
sibly a better British defense. However, in scan- 
ning various back issues of different wargaming 
magazines, I see that no significant effort has 
been made in this area. The standard British 
defense has been universally accepted as the best 
defense not just because it is of high quality, 
(which it is) but bemuse no one has seriously 
looked for a viable alternative. Here then, is a 
presentation of a British defensive gambit devised 
by Carl Paleveda of Tampa, ~ l o i d a .  Hence its 
name, the Paleveda Gambit. To illustrate the 
flexibility of the gambit, I will use 2 different 
German opening moves which are both good 
openings, but which utilize different approaches 
to the British defense. The first will be referred 
to as the Hazlett opening, (from the Afrika Korps 
Thesis) and the second opening will be the 
D.A.K. opening (from the article in Vol. 7, No. 4 
by William B. Searight). 

Paleveda Gambit va Hazlett Opening 

German 1st mwe: Trenta-W3, 2113-M19, 
2115-N17, 211104-N16, Supply-017, Rommel- 
015, Ariete-H3, Pavia, Savena, Brescia-KS, Bo- 
logna-K3 
British 1st move: All 1-1-@$-Sea, 7/31 Motor-E7, 
9A/20-Cll, Supply No. 1-C8, Supply No. 2-Tob- 
ruch, 213-H24, 22 Gds-126 (Other Variations for 
initial placement around Tobruch are given at the 
end of the article). 

What madness is this? The British player has 
left the western passes wide open! 2 units are, 
guarding the escarpments around Tobruch, while 
two 2-2-6's and a supply unit take up a blocking 
position on  the escarpments of Gebel EI Achdar! 
But now let us see just what the German can do 

Assume that the German receives his semnd 
supply unit. In the area around Tobruch, the 
German can only get a 1-1 surrounded on 213 
using an additional 1-2 against 22 Gds if he 
wishes to attack immediately. In the imrnortd 
words of Dirty Harry, "Do you feel lucky?" The 
immediate benefit of the Palev& Gambit is the 
severe delay it imposes on the Italians. The best 
German countermove is to move Pavia, Brescia, 
and Ariete around the southern end of the 
escarpment. The worst possible move would be 
to move to G7 to  try and slip past the blocking 
force. Why this is so will be demonstrated in the 
second British move. (See Figure 2.) 

. - . ,  . . 
Figurs 2: The best attack possible is a 1-1 surrounded against 
2/3 with a 1-2 smkotf against 22 Gds. Craps, anyone? 

British April II - Unlike the standard defense, 
the F'aleveda Gambit is more flexible in that it 
has various countermoves depending on how the 
German initially reacts to your initial placement. 
If he has begun to move the Italians around the 
escarpment, it would be best if your blocking 
force does not move at all. Your force poses 
enough of a threat to Bengasi without Raving to 
move closer and needlessly expose your position. 
If Rommel is used to give the Italians a 2 square 
boost, this means that the 21st Panzer cannot 
move far enough to attack your position a t  
Tobruch at all! Not helping the Italians with 

Flgure 1 : The Paleveda Gambit on the April 1 turn.The Germen ' units are protecting. Neither can either of the 2-2-6 's be 
cannot isolate this force because of the supply unit which the ~mmediately surrounW. 

will not reach Tobruch before June. If, however, 
the German has been so foolish as to move some 
ItaIjans to G7, here is where the gambit can 
impose maximum delay. Simply move 7/31 
Motor to F8 and 9A/20 to E5. This prevents the 
Italians from reaching Tobruch before June, even 
with the Rommel bonus. The one thing you have 
to remember is to destroy your supply unit at 
C8, since it can no longer be proteded from 
capture. T h i s  leaves your units open to isolation, 
but as long as you do not stack them together 
they will tie down a substantial number of units 
in the effort, which is what you want. (See 
Figure 3.) 

Figure3: One of the trapsof the Paleveda Gambit.Ofcourse. the 
units can now be isolated, but that wll take both time and men. 

What to do at Tobruch, though? The intelli- 
gent German will take what the British player 
gives him and not try to turn the whole affair 
into a craps game. Again he has 2 options: 

1) Take the western passes and set up a 
blocking position in front of the escarpments. 
There are 2 things to look out for here. The first 
is to insure that the blocking force cannot sally 
forth and capture your supply unit. The second 
thing is to set your line up so that you can retain 
possession of the passes without the attendant 
danger of being surrounded. 

2) Ignore the bait and concentrate on sealing 
off both approaches to Gebel El AcMar. This 
may sound a bit hard to believe, but the second 
option is actually the better choice for the 
German. This will be explained in the German 
May I turn. 

What happens if the 21st Panzer moves to the 
2nd turn positions suggested by Mr. Hazktt? 
(P22, T26, and R29 for the Recce). Simply bring 
in your light infantry (along with Supply No. 3 
to garrison Tobruch while the No. 2 heads to 
Alexandria) and move your units to the following 
positions: 213-K18, 22 Gds-H17, ?'All. and 
2-N23, 4115 and 7-026, 41111-M20, Pol. Car- 
pathian~P31. Look a little familiar? If the 
German won't take what is given, do not give Mm 
the chance to  change his mind about it later! If 
he has deployed 211.5 farther east, he muld get 
an automatic victory on  P31. This means that he 
is too far east t o  get one on the escarpments, so 
just interchange the positions of 22 Gds and Pol. 
Carpathians. 

Assuming that the German has chosen one of 
the 2 above options, the British Player then sets 
up in the following configuration: 213-H24,41/5, 
7, 11-127, 22 Gds and Pol Carpathians-125, 7Al1, 
2-K36. 

German May I - For the a k e  of  argument, we 
shall again assume that the German receives a 
supply unit. Now that the German has 3 supply 
units on board, he can give serious thought to 
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attackmg the blocking force. The only way that 

, he can attack both 2-2-6's at once is to have all 
the Italians attack 7/31 Motor at 3-1 and the 21st 

, Panzer attack 9A/20 at 3-1 surrounded. This does 
' get rid of the block, if not by combat, then 
' eventually by isolation. It has several drawbacks, 
I though. First of all, it wastes a supply unit on a 

non-critical position. Second, it abandons the ! western passes to the British player, who can 
reoccupy the positions thus causing more head- 
aches for the Germans. Third, any results other 
than D-elim and the Germans will be hurting. It is 

I possible for the German to lose a maximum of 9 
! factors to the British 4. The fourth and final 
i reason is tied to  the third. If 7/31 Motor survives 

the 3-1, the Italians will never make it  to 
Tobruch before June. So much for that idea. 
However, attacking Tobruch with only 12 factors 

. is not the brightest idea in the world, either. The 
15th Panzer cannot threaten either Tobmch or 
your blocking force in May. Remember what I 
aid about blocking the approaches to Gsbel El 
Achdar? 2 units of the 21st Panzer can bIock the 
9A120 on C11, while the Recoe occupies G18. 
This makes reoccupying the western passes too 

, 1 .  nsky for the British to attempt. Thisalso insures 
1 that the Italians mn make it  to Tobruch. There 

are 2 disadvantages to  this maneuver. The first 
and most important is that i t  leaves the blocking 
form intact. Containing the force will not det+ 
troy it, gince it carries its own aupply unit. The 
w n d  disadvantage is that the German must 
leave a 22-4 at F5 to prevent a British seizure of 
Bengasi. If the British were to retake Bengasi, 
they could easily threaten the German home base 
and supply lines from that position. Another 

' Italian must be positioned at G9 to prevent the 
2-2-6's from escaping into the central desert. It 
will take time andlor supplies and men to destroy 
the force. What if the German does not block off 
the eastern coast road approach to Gebel E1 
Achdar? Thii will be dealt with during the British 
May I turn. 

British May I - Your course of action again 
depends on the manner in which the German is 
dealing with your blocking force. If he has sealed 
off the approaches to Gebel El Achdar, your best 
bet is to sit tight. Be is not going to eliminate 
you unless he attacks you. If he has abandoned 
the western passes in order to  crush your 
blocking force, simply reoccupy the western 
passes in the positions of the standard defense 
which we all know and love, using all 1-1-6's, 213, 
and 22 Gds. Take care that your positions are 
strong enough to prevent an automatic victory on 

: the escarpments. (At least 3 factors per escrarp- 
ment) 9A/20 does not have to stay at C11 where 

, it mn be surrounded. This will foxce the German 
to use 2 units if he wants to prevent the unit 
from escaping. Itccan be moved to CfO to prevent 
the German from surrounding it  on a 3-1 attack. 
If he has used Recce to hold the coast road pass, 
sit tight in your Tobruch perimeter and wait for 
him to came to you. If the German has chosen 
not to guard the coast road approach to Gebel El 
Achdar, the British player can (if he so desires) 
pull off a sacrifice to block the Italians by 
positioning themselves at C15 and E17. Over- 
running the position is next to impossible, 
requiring most of the available troops the Ger- 
man has on board at the time. A bettw long 
range move would be to stay where you are and 
maintain the threat rather than make it easier for 
the German to dispose of you. 

one time. Leaving a minimum force to oppose 
the blocking force, (3 Italian units) the Germans 
attack and drive the British into Tobruch. The 
British leave two 1-1-6's outside of the fortress to 
make the Germans waste anothex supply on their 
1st June turn. The remaining British forces delay 
toward Alexandria, while the blocking force sits 
there and annoys the German. (Mostly by just 
sitting there) 

As the situation now stands, the German has 
1 Italian unit on Home Base, 3 Italian units 
watchiig the blocking force, and 2 more besieg- 
ing the fortress at Tobruch. What does this leave 
the German for the drive on Alexandria? The 
15th and 21st Panzer Divisions. That does not 
l ave  much room for exchanges, especially 
around El Alamein. The German could go back 
and clear out the blocking position, but he would 
have to be wary of the possibility of the British 
isolating the Italians besieging Tobruch. It will 
still take time, supplies, and men to destroy the 
position. (Usually 3 turns) What makes this 
gambit so effective is that the absolute minimum 
forces required to hold Tobruch are used, while a 
substantial SUPPLIED blocking force is sent into 
the German r m .  The German cannot do as he 
has in the past and string a line across the board 
to kill stray units. He is forced to either attack a 
non-critical position ox tie down a significant 
portion of his foxce to cantah it. Now to deal 
with the D.A.K. Opening. 

Paleveda Gambit vs D.A.K. Opening 

The principal difference between the HazIett 
Opening and the D.A.K. Opening is that the 
former thrusts more directly at the eslrarpments 
while the Iatter ignores them entirely, preferring 
a route around the southern escarpment% and 
posing a possible threat to Alexanhia. The initial 
German move is as follows: Bologna-W3, Savena, 
Brescia-13, Trenta, Pavia-PIS, 2115, 104, and No. 
1 supply-T22, 2113-U24, Rommel-P1 3. The Brit- 
ish setup is identical to that used against the 
Hazlett Opening. The hs ic  premise of the DAK. 
Opening is that the 21st Panzer can outflank the 
British in the western passes, for& a precipitate 
withdrawal to Tobruch. Of murse, it is veIy 
embarrassing for the German to  find that his 
ItaIian force has been blocked, and that his 
flanking force no longer has anything to out- 
flank! The German is further chagriied to dis 
cover that his 21st Panzer is too far away to  
immediately help the Italians, nor can he im- 
mediately menace Tobruch in his next turn! The 
smaU force of Italians moving through the central 
desert does not pose you any immediate p rob  
lem. Moving the Italians through the central 
desert takes the mme amount of time as having 
to move them around the escarpment. The 
problems for D.A.K. get even stickier as time 
goes on, as we will see in the next move. 

Figure 4: The D.A.K. Openlng in operation. Theonly drawbadt is 
that there is nothina to outflank. sines the British have U U I M  
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especially pleasant. Again assuming that the 
German gets his supply unit, he can do one of the 
following: 

1) Continue with the original plan and move 
his forces to the positions suggested by Mr. 
Searight. (Bologna W3, Savena 13, Brescia F3, 
Trenta L15, Pavia N17, 2115, 104, No. 1 supply 
429,  2113 P29, No. 2 supply-N15) Now the flaw 
in the D.A.K. Opening becomes glaringly appar- 
ent. The 21st Panzer cannot assault Tobruch by 
itself, but at the same time it is too far away to 
be of any aid to  the blocked Italians! The Italians 
moving through the central desert are of no aid, 
uniess they divert to  aid the remaining Italians in 
a 3-1 on 7/31 Motor. The 21st could make a 
lunge at the British Home Base, but a wide awake 
British player can easily anticipate and parry the 
move. In effect, the German has split himself into 
two combat groups, each unable to accomplish 
anything by themselves, but incapable of mutual 
support! Clearly this is not a wise course of 
action. 

2) Abort the D.A.K. Opening and seize the 
western passes instead. One advantage, of this is 
that the 21 st Panzer will be in position to either 
attack the block in May or m l  off the blocking 
force. One other advantage is that the Italian 
force in the central desert a n  attack either 7/31 
Motor or 9A/20, or move on Tob~uch via the 
coast road if the B~itish does not block it. The 
&advantage is that you can no longer threaten 
Alexandria, but that is a minor dimdvantage 
compared to  those involved in continuing with 
the D.A.K. Opening. 

British April I1 - If the &man has any sense, he 
will have aborted the D.A.K. Opening. The 
Italians moving through the centrd dexert rran 
reach the mast road in May and aid the 21st 
P a n w  in an attack on the escarpments. As the 
British commander, you have the choice of either 
employing the to  block the Italians, or 
maintaining the bbck for use as a mntinuing 
threat. I recommend the latter as the better 
muse of action unless you feel that the delay of 
the Italians serves your purpose more. If the 
German is too timid to  move completely into the 
western psses, i t  i s  possible for you to pull back 
your blocking form and revert back to  the 
Standard Defense! (Which might not be a bad 
idea; you could conceivabIy have the &man 
player vacilIatiq between 2 fronts). 

Let us suppose, though, that you have 
decided to maintain the blocking force. The 
German will still be faced with the choice of 
either attacking it  or leaving a for= to watch it. 
From here on in, play proceeds much as it does in 
the Hazlett Opening. 

Which attack is superior? Neither achieved 
decisive results against the PaleVeda Gambit, so in 
that sense there is not much to choose from 
between the two. The Hazlett Opening has better 
overall balance, but it is vulnerable in that the 
Italians r e 4  too much on the coast road, which 
the Paleveda Gambit is designed to block. On the 
othm hand, the D.A.K. Opening employs the use 
of the Rornrnel unit to  speed the Italians through 
the oentral desert, reaching Tobruch one turn 
sooner than under the Hazlett Opening. Its major 
weakness is that it is not capable of mutual 
support, since the Palcvcda Gambit manages to 
split i t  up into two separate assault groups, 
neither of which is capable of doing too much by 
itself. On= the Paleveda Gambit is put into play, 

C;erman May I1 - If we assume that the German Into Tobruch. Any German should now seriwsb consider nothing that the German can do &ill for$ the 
has not attacked up to -this time, it will be of no a"ring his bwr'e 'Ian, British player to  abandon the gambit against his 
benefit to  the German to  receive more supplies, G m a n  A p d  11 - The German commander has 2 will, unless the German makes a mistake of 
since he can have no more than 3 on board at any options at this point, neither of which are sufficient magnitude to  warrant its abandonment. 
G 
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Figure 5: This is what muld wnffont our reckless German. It is They are also too far away from the Italians to be of any 
obviousthat 12 factors by themselves arenm goingtodothe job. immediate benefit. 

The only way to stop the Paleveda Gambit (or at G e r m  advance and occasionally send suicide 
least reduce its effectiveness) is on the first move units in a usually futile effort t o  menace his 
of the aarne. This opening is especially designed su~p1y Iines. 
for use against the ~aleveda Gambit and is called 
(modestly enough) the Lockwood Opening. This 
opening attempts to combine the most advanta- 
geous segments of the other two openings, with a 
slight modification for use against the Gambit. 
The setup is as follows: Trenta W3, Ariete H3, 
Savena K3, Bologna K5, Pavia, Brescia P13,21/5 
N17, 211104 N16, 2113 07,  Supply No. 1. 017, 
Rornmel015. 

What this opening attempts to do is confme 
the Paleveda Gambit to as small a space as 
possible so that it becomes much easier to 
bypass, and subsequently easier t o  dispose of. At 
the =me time, it retains enough of the advan- 
tages of the other openings so that it if usable 
against the Standard Defense, should the British 
player decide to use it instead. All things con- 
sidered, the Paleveda Gambit offers a lively 

- - .  
ADDENDUM: Alternative initial placements at 
Tobruch are as follows: Both 213 and 22 Gds at 
125, 213 a t  I25 and 22 Gds at 127,22 Gds at H23 
and 213 at 125, or 213 a t  125 and 22 Gds at H24. 
The only opening maneuver I found which in any 
way attempts to acmmplish the objectives of the 
Paleveda Gambit was in an article by William B. 
Searight in Vol. 5, No. 6 of the GENERAL. (The 
same author of D.A.K., interestingly en0ugh.j' 
The author moved a 2-2-6 to E7 to block the 
Italians on the fnst move, but then pulled it back 
t o  Timimi on the second. A good concept, but 
tactically weak since in enterp~ising Gaman mn 
cut off its escape route on the second move and 
kill it through isolation. Since that time no 
British commander has had wen THAT much 
chutzpah! 

alternative to the aggressive British commander 
who wants to do more than passively resist the 

Figure 6: The Loekwood Opening. The British units shown are Gambit, thus markdly reducing rts effectiveness. Of course, it is 
part of a variation of the Standard Defense used against this not very good against this Modifid Standard, but that iswhythe 
openinp.Theotherrwo2-2-B'sareat G 1 8 a n d H l 7 N o h t  it is Paleveda Garnblt was developed. It puts the German "betwwn 
still possible to emplw the Palevede Gambit, butthe plaesment the devil and the deep blue sea" on his first move1 
of the Recce unit reduces the available operating space for the 

WARGAMING 
T-SHIRTS 

The wargaming t-shirts are now available and 
although these black and white photos do not 
portray the vivid colors and sharpness of the 
artwork you can take our word that theseshirts 
spon an  exact full color likeness of wargam- 
ing's most widely recognized box cover. 

The back sports an enlarged, silk screened 
version of the Avalon Hill logo. The neck and 
sleeves feature attractive red collars to present 
a very pleasing overall appearance. 

If there is sufficient interest we will offer 
other wargaming subject t-shirts from time to 
time. Be sure to order enough to outfit your 
entire wargame club, and pick up one more for 
the girl in your life in case you want to attend + 

ORIGINS II as a matched couple. 

The shirts sell for 55.00 each plus the usual 
postage charges based on the dollar amount 
of your total order. Be sure to specify size. 

I NAME I I ADDRESS I 1 CITY STATE - ZIP- I 
I Please send me - wargaming t-shirts. 
I have enclosed $5.00 per shirt ordered. 

I - Medium 

- Large 

Xtra Large 
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; PBM EQUIPMENT I I The nttw WATERLOO rukm are now 

Tired of playiw srrlitrtirn or humiliating 
the m e  W m n t  l y  aftw day? Y w  may 
b in yow game r m  but what a n  
you do wimt a gowl player from mother 
pan of tha country? T W s  only ma way 
to find out - play by mill PBM ir an 
e a s ~ t ~ h r n  end comanimt-to-ure system of 
phying f8llow pmwn perass the nation, A 
w i a l  CRT and ewnbst resolution system 
makes it i-ible to draat! PBM is an 
ontiPeIy d i f f m t  experience from faer-to- 
face play. I t  him mdu bsnw pnwrs of 
mnv who have tried it, and dl thorn who 
havo mastad it. P8M is the only vvay to 
pwticipattr in the many national tourna- 
msnh held mla r ly  for Awlon Hill g~mw. 

Each kit xlk for 64.50 postpaid and 
inctudsr m g h  mstarielr tn play virtually 
d o m  of m. including &lendurn s h x s  
which lirt official grid-dinam fm b 
gmw not s l d y  m n g  them a d  

charts md CRT.8 for - 1  play. 
K i a  are mailabk fw tf# following m: 
AFRIKA KO- KRLEGWIEL 
BLITZKRIEG + LUFIWAFFE 

+ BULGE ANZlQ 
+ DDAV PAAlZERBLlTZ 

GETTYSBURO $TALINORAD 
WATERLW 

availaMe from,ths Parts Ospl. b r  91.25; ~ ~ i l a  
the g e m  remainn eggentially the same. 

I chpnges to river and foassr rules affecting 
movement wilt probably alter play balance I ~omiderably in hvor of the French player. Ths 

: old battle manual is incorporated into the new ' rules as are directions for printing grid mcr: 
Ordi~tes on the board. Numwaus small 
changes -re rmde whkh are too lengrhy to 
go imo here but consist primarily of mwing 
ambiguit&r from the oldrules. Do not-to 
find the new rubs in a raemtly purchssed 
WA TERLOO Wme as i t  will probably tdre a 
year to enbust  curmnt s t d m  oi & I r a q  
asmmbld gamos. The new r u b  will bs 
available only from thu Part6 -1. for the tima 
being. This pries will problbly incrmrw a b r  
Jum 30th t o m r  t!wellpsnssofaur rede le  
effort. 
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WARGAMING/MINIATURES/DIPLOMACY 

NATIONAL CONVENTION 
Board Wargaming Twmamtaw Sportsorrd by All iht kading Wargam Companica Air, 
Lond, a d  Naval MinLttwu Tournaments r~ld fkmonsrra~ioas Collector'r Auction Di- 
p1-n IX, National O iphacy  Comrlmuc e Game hi@ Workshap znd Seminam Hum 
k l c t  mibi t ion  Fmtuxing ALL Major W v n u  and Miniature Rbnufatturrrs Hundreds 
of inkmal Acrivitiea rod Drrnanstrariom Law-cast, on-tampur homing and dining 
facilities M w c  I l c t i v i t i t s  Adaed E m  Week! 

I DATE: JULY 23,24, and 25, 1976 
I PLACE: Johns Hopkins Univ., Bnl timore, Maryland 

YES1 The wargaming w m ~  d rhe cmrwy, Ongim 1, rnums! II you m i d  lmt year's r n a i v e  f l thwin~ d 
wargaming's bear, [car noll You havtanolhrr opportunity !a ppr~icipair in this wriubkgaming awsuaganml 
ALL mjvr -ming and miniisturn mmpnics wi l l  again b. there to rhounre their ncwcst rekascs and 
pmdlln8 rpKiplly prrpaml LorTHISnhow. I t  you  wantmkep upwith the Ialertbppmingsin thtbobby this 
cmwniion isa MUST! Na w brout-donr by the past. ORIGINS I1 promires m hawmorctournpmmu, r m u ~  

sminw.  rn 'mpnt' dcmomrre~ions. rnm prixs, mwr trndt show panicipanu. mmr pawnmy m u ,  and 
mae cxcitcrmnt t b n  i t s  illun~riwa pPedccfsmr. The ririsr w a r ~ ~ a r / m i n i r t u r c m / d i p ~  hobby i s  
#rowin& mwhrownin$-li~mlly rxpldng. And ORIGINS I I  will k 'gmund-mo' tor all LhC action. Dm'[ 
min a minuu of it1 

DIPLOMACY FANS! Origircg I1 h a s  the honor d hasting DIP-N IX. thc only mqpixcd national 
DipQwwy COmvtntim. Plans arr now undrrway IO makt this year's Dipldhn lingulrly outwnding. This is  
thr gathering Ihat p p l e  will br ralking about for years. Don't miss it7 

I HERECISTUATION, TOURPIAMENT IIWISTIUTtON. LUDGlNG RkWRVATtONS, DEALER 
EXHIBlTION fNPO1MATION: Sed an SSAE 16 'CONVENTION', c/o T.A.H.G.C., 4517 H d d  Rad, 
Baltimore, Md. (Mi) S4-5YW. 

GENERAL BACK ISSUES 

( REVISED TOBRUK RULES 
AVAILABLE NOW I 

As p r m i W .  the revissd TOBRUK tulm are 
now available. Containing wet 06 majw 
changes, the rules rrlsr, i d d o  many new 
EXPERIMENTAL RULES. as welt as sonw major 
additions to the regular rules fram-k. The 
most impwtant standard game chanps is a 'fir8 
initiation hcirino' rub which reducad dm 
rolling by almost half. Alao included is a 
'scenario addenda' seetian which expands the 
fiM three scenarim to utilize the total r u b  
package and a sa d historical summerbea 
&tailing thecourse d u w n t s  rapresemd by the 
scenarios. All ol  the marerial printed in !he 
GENERAL will also be inelu&d. 

Many players will apprsciats the unique 
'summary chan' which wilt hopefully #urnma- 

I rim all g e m  funmiam at the standard, optional. 
and amrimenu1 rules level and which should I 
great&facilitate playing the game with ALLthe 
rubs. 

New experimental rules include: Ine&ntal 
AFV Damage; Stuka Counterbattery; Sustained 
Barraw Fire; Bept Aspaet Option {fw t a r p a  
turning twards enemy in their final hex af 
movement); Undulating Terrain COVW; Ammo 
E&eumion. Overload. and Replenishment; WiH 
Not Firm' rule; First Turn Increased Fire-Far- 
Effect; VarisMm Minimum Crews; Infantry Close 
Assault Agains AFW* Aceintal Bombing; 
Personnel Surrendsr; Intimidation, Chain Sur- 
renttar; Using Capturud Equipment. and mm8. 

In ohm. the Mail-Order Relee- version of 
the TQBRUK rules rapresents the rnoatcumplete 
tactical gamm padrage ever relaas&. Owners of 
the PRE-PRODUCTlQH version of the rules may 
update their rules by simply mailing the COVER 
d their old rules along with 6aC tocover pwtepe 
and handling to: 'New Rules.' The Avalon Hill 
Game Company. 451 7 Hatlord Road. Baltimore. 
Md. 21214. Available after October 15. 1976. 

COLLECTORS MARKET 

Phwnwanlrrd !or Rt 3R. Blklt. W .  1776 .W.  
tam 18. A k  ursnlad: Vat. 10, No. Id Clsnerlt 
with h y m  Gulf pi-. Wiil p y  83.00. T q  
Qrwp, 1 Dbl C y s m K s  *vs. Chub VirP. CA' 
s;lPf 1, as-. 
W + W  ail k k  ivpvesd Gannal. hnfpr lm 
md *on. Uw Civil W u  Origr~l .  C-uiA 
Wdl prr ~ l y  lair prrw sll MI b. CUWW 

I*M) 422.433. = IBIP @ wndllion will tr.br 
h it,. hhavs mlrr Vol. 10#llor 

J h  W It*. S m  s a w .  259 Y.  J O h M .  

-la, IU 8310t (298) 23347U2. 
R.ad artiesl "Sm thm mi& rho Banlshn 
Il"-W. 7.Mm. Xamx&.SSGT. CrlipO 
Larig. 412 E. Whwrth Ilsntout. 1L SllWB 

slsn m a r .  7105 +5rh St.. C- C h e ,  MD 

St. SI. Lwm, MO g3t08. R.2. 
w. 
ham: Brm. W&r Glrne *'ConWm" k-. 
winl. I-. metal .he end b u d  I 
&h.. u-b l .  Osvid M u o n .  f h ~ 5 8 b  
in;, aun A&. w O~&~,I&:SBB~. 
on c U M m  E. iYSZ'n t 4%" rr?en.alZd~u 

w m p a u a  
Mn mm. In % ," ,"v,l.& E. ?&Ti% 

W-ia 35 (iremkrUI 81, Conlmd. I . .  
1 m 6  t80n 169-14. 
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BASIC RULES 
DIPLOMACY b basically a relatively simple game in principle, but complex in execution. Each p i m  has 
the power of 1 and can mwc anly one space each move. There is no clement of chance. The play of the 
game combines careful plannlng as in Chess, with skill in negotiating deab and prsuadtng other pfayrrs 
to go with your plan. 

DIPLOMACY may be played by any number from 4 to 7 players. The game is best with 7 prayen but can 
be playd wd with less. Although the ultimate objective of the game is fur one power to gain rantrcl of 
the majority of the bard, the gamc can be play& well by d--iA:-- : 7 advar-- exactly how many moves 
will be played in thc game. 

1 -  ,'._. - 
The mowa in the game are classed as two mows 1 YeWBegmnlng in the year 1301 with Spring and Fall 
mows. A game involving only 8 to 10 mows, or 4 to 5 years, makes a very g d  game and wi1ttakr as 
much as 3 hours for beginneft. Knowing when the game wiIl end, each player can then plan to have a 
maximum number of pieces an the board at that time. The winner is the player with t k  most pimeson 
the board. 

The rulebook appeam ominous because of its Imn@h. Most of the book is taken up with careful explanation 
of the rule6s. It is n-ry for refererice but need not be read and abscrrbd thoroughly btiore starting 
a game, 

You start the game by putting the pieces (Amits and Navies) on the board as outlined in the beginnins 
of the r u l e b k ,  and thm begin your negotiations before you make your first moves. Armies may move 
to any space on land and m y  be convoyed by the Navy across the sea. A Navy m y  move to any space 
in the sea, as well as %any space on land that is sdjamnt to water, . - .. .- .. :& -1:. .--7-:. 

,<.-:-.- - & 
The n u m b  of pieces that a player has on the bard at one time 1s detemrnch by the nwnkr of "supplv 
ecntms" which he mtrois. The supply centers are m a r k d  by black dots an tht board. Control of the 
supply cmm is dttcrmintd by which piece isst m p i e d  the supply center in the Fa11 move of the game. 
The moves of the game are .-- . fi~urcd .. .,....,.-. as --, -.. 2 . ----,--a- moves each -- -,-a q7- ar ,-- beginning in the year 1W1. Thm is a Spring 

4'i - -- . , mow and a Fall move. .- . . ! .  , . .  . .. . 1 .  
. .- .; - . 

. . . . .  - -  ,' . ' .  - 
Omapancy d a supply center in the Spring of the year dorar not mean that yw have mtrol of the su, 'v 
center. You must be the k t  farce to m p y  the supply crnm In the Fall of any year. 

During the fimt year, it is important to plan to occupy as many of the supply mtem in neutral coun -. . I S  

as possible. It is important to make alliances with p laya  so that you both do not go for the same supvlv 
center and waste your cnerg&a. If, in planning your moves, there are questions as to where a piece can 
or cannot move, or how, then consult the rulebook. 

A h  negotiations, ead! play- privately writes down an paper the moves for all of his Armies and Navies. 
Thrrpe ' o r d ~ "  are thm read off. A unique fmturc of Diplomacy is that evexy p i e  of evmy player moves 
dmultmeudy. ' fkrehm all odms must b mad out before it L clear where tach p h e  will md the 
--a. QnIy ant pi- can he in one space on the board at one m e .  If two pieces err ordered into the 

me space, neither on& maven unlesa it has "wpport" from another piece. Thus, a move can be want&. 
Negotiations betore each move help avoid wasting a m w t  in this manna. 

A *  Amy or Navy may suppwt the movc of another A m y  or Navy of that cwntty w m y  other country 
&g a move, pIwidtd it Is d j t  to the space into which the movc is bting ma&. Sup- can 
be givm on s deferwive baeill to pfob~ct a piece f m n  h i %  dis~dgtd from the space it -pits. 

f f a p i t e  h a r h m ~ d ~ n o t h c f i n ~ h t h c d & ~ i n ~ ~ i c n d a s n ~ t , * m i t m m  
into the empty --or it m y  Eofic an unwppottrd p k e  to w t  wt of r space. To "supporl" a mow. 

mpparting p h  murt i W  b abh to movt in* the aplcr under attack. W n g  piem 4 t h  
~ p p o r t d o n o t m a v r . h a d v m t r g c I n ~ o f j ~ m P r r i n n  
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STRATEGIC ALTERNATIVES 
THE RISE AND (SOMETIMES!) DECLINE OF THE THIRD REICH by Mark Saha 

Look for Mark's suggested THIRD REICH playing aids on the Readers Response Page of this issue. 

The fust thing to  be said about THIRD 
REICH is that everyone should get hold of a 
copy - or at least get hold of a friend who has a 
mpy - and get in on  all the excitement at game 
tables these days as soon as possible. Gentlemen, 

' make no mistake about it - the Third Reich is on ' the move again! That paranoid madman Hitle*, 
I once a harmless obscure Austrian artist (notice 

we didn't say he was a good artist!) has come to 
power once more and is changtng the face of 
Europe as he swings wildly at enemies both real 
and imaginary; while the jackal Mussolini sits 
cackling on the sidelines waiting to pick at the 
spoils; and Winston Churchill desperately seeks 
RoosweIt's aid in restoring sanity and order to  
the continent; and Stalin spends sleepless nights 
tossing in bed in a cold sweat, worried sick about 
the survival possibilities of Number One! 

Strange, isn't it - how very few people 
actually want to fight a war, but almost anybody 
would give his eye teeth for a chance to  run one! 
Well, Avalon Hill - those wonderful folks who 
have made so many other amazing things possible 
- now give you the opportunity to do just that. 
And not just any little old war. No pikers, they; 
what they have selected is no less than the 
Second World War. At last, here's your chance to 
indulge in all those secret fantasies: Be a mad- 
man! Be a jackal! Be a Bolshevik! Be Winston 
Churchill! Be. . . well, you get the idea. 

Getting Started 

The main thing is to get into the game, into 
actual play at the game table, as soon as possible. 
That's what this twofold article is about; first 
some practiml hints on how to get a smooth and 
fast paced game into motion pronto, and then 
some hard tactical/strategic advice on how to 
stay in the game as long as possible after that. 
(Nothing is more pathetic than a 3R addict who 
has driven over a hundred miles for a session - 
only to bungle or bust himself out of the conflict 
in the opening moves - and spend the rest of the 
day cooling his heels in the library, perhaps 
cllocking ruovie ads in the local papex, wlule the 
war rages on in the next room with his services 
and advice most decidedly no longer in demand.) 

The first thing you should do upon purchase 
of a copy of THIRD REICH is stop by your local 
Xerox operator and have three copies made of 
the charts on the gameboard; since there are two 
groupings of charts, this will require six Xerox 
shots. Next, cut out the charts and mount a 
complete set on each of three 11" x 7" poster 
board cards. This way, players sitting at aU sides 
of the table have a complete set of charts before 
them - the player at the south edge using the 
actual gameboard charts. 

Next, the game rules; these have been criti- 
cized for a number of reasons, but in fact they 
are quite good. Actually, far above average. What 
bogs down most 3R games that I have seen or 
participated in is not the rules but the fact that 
AH made a very poor selection of rules modules 
summarized on  the back cover of the rules book. 
Consequently, "first time" players find them- 
selves scrambling through the booklet for clarifi- 
cation of every trivial rule or sequenoe of 
practimlly every phase of their turn ("Anybody 
know how you make an air attack on a naval 
base?" etc.) I've urged AH to  remedy this by 

running an interngent selection of rules modules 
on pages 16/17 of THE GENERAL, so this entire 
page could be removed from the magazine and 
used as a much needed play aid (not a rules 
subsf itute!). 

It goes without mying that aIl participants of 
a THIRD REICH session should have read the 
rules at least once before showing up for the 
game. This is a courtesy you owe to the other 
phyers But in addition to this, untiuunless AH 
runs the rules module suggested above, the owner 
of the game should buy a deck of oversized 5" x 
8" index cards and type out some of the more 
frequently used rules for handy reference. For 
example, a separate card for air attacks on enemy 
air bases, on enemy naval bases, air interception 
of enemy aircraft and enemy fleets; naval inter- 
ceptions; amphibious assaults; the Malta/ 
GibraltarlAxis Forces in Afrim rules; Supply; 
partisans. Rules for movement and combat are 
probably not necessary as they bewme second 
nature very quickly. So will most of the above 
rules; you'll find yourself chucking these cards 
away fairly quickly after a couple of games, but 
for getting started and helping new players they 
can definitely make the difference between a fast 
and exciting game - and a bull session. 

Finally, most important, one card should be a 
carefully typed out Turn Sequence Card. This 
avoids many problems and speeds up your game 
more than anything eke - simply by reminding a 
player of all the options available to him during a 
turn, a i d  the exact sequence in which they must 
be carried out (See Turn Sequence Module). 
Notice that there are sequences even within a 
phase; for example, that air attacks on  naval 
bases may be made only after all other combat. 
Also, notice that the German must commit his 
M u r m s k  convoy interception force during his 
Movement Phase; the Allied player assembles any 
such convoy during the Allied Build Phase; and 
the mnvoy actually sets sail and its fate is 
decided during Strategic Redeployment. Also 
included are items many people forget; such as 
that Declarations of War must be made during 
Declaration of Strategic Options; air units m y  
stage during Movement Phase and fly during 
Combat Phase (!); and that any loans of ERPs t o  
allies are made during Strategic Redeployment. 

So you cran see that a good tight Turn 
Sequence Card is a very Randy thing to  have. 
Finally, while typing up these cards, it's a good 
idea to  include the Rules Booklet number of each 
rule on the mrd - sa you can quickly consult the 
booklet if further clarifimtion is necesrary. 

But is all this work REALLY worthwhile? 
That's a good question. And I have a good answer 
- yes! It would be worthwhile even if you intend 
to play THIRD REICH only once. But you are 
not going to  play the game only once. After the 
first session you'll be hooked, believe me. It's 
assembling these play aids that you need do only 
once - and you'll be glad you did for years 
afterwards! 

Because, gentle friend, as you are about to  
discover, THIRD REICH is a game so deep and 
rich with strategic possibilities as to bewme a 
virtual bottomless pit of twists and counter 
twists. What works in one game can burn you in 
the next. There are no "perfed" strategies to my 
knowledge, although there are certainly some 

good ones. We mn't discuss them all here but 
enough can be said to allow you to  survive your 
first games long enough to barn something. After 
that, you'll start licking your chops as increas- 
ingly subtle wrinkles suggest themseives - and 
you're on your way! 

The Strategy of Europe 

A major war in Europe is always a highly, 
complex and confusing political and militmy 
event. F i s t  time THIRD REfCH players usualiy 
have the same impression when they sit down at 
the gameboard. Indeed, they often feel that if 
only they didn't have so many options available 
- so many different courses of action - they 
might have a bettex idea of what to do! Fortu- 
nately, certain fundamentals of geography and 
poIitics that dominated the actual war are a h  
built into the game; and, while players need not 
deal with these realities in the same way as their 
historical counterparts, a knowledge of what is 
going on is essential to your making intellgent 
decisions. 

The fust thing to remember about THIRD 
REICN is that the key to victo~y or defeat for 
either side is Russia. If Germany can mnquer 
Russia fairly m l y  in the game, the Axis will 
almost certainly win a decisive victory. If Germa- 
ny can be enticed into enough sideshow "adven- 
tures" so that the invasion is postponed until, 
Rusaia is too strong (and you can't do this to a 
good German phyer unless he's got something 
else up his sleeve), or if the invasion fails to 
topple Russia, or even fails to force Russia to  sue 
for peace, the Axis is probably going to lose. The 
Italian player also realizes this, so he u s u d y  
avoids excessive demands on German resouroes 
and causes the British as much trouble as possible 
in the Mediterranean while this "main event" is 
in progress in Russia. 

The second thing to remember about Russia is 
that she is very weak and easily defeated early in 
the game. But she grows in strength very quickly, 
and sometime around 1942 has become so 
powerful that a German invasion is no longer 
pleasant to contemplate. Which means the Ger- 
man usually wants to  invade Russia as soon as 
possible (again, unless he's got something up his 
sleeve). The very first game turn would be ideal, 
except that it leaves a hostile French and British 
army on the continent in his rear - and 
unmntested Murrnansk convoys of aid to Russia! 
So the usual German scenario i s  the historical 
blitz: smash France, seize Norway - and hit 
Russia with evexything but the kitchen sink! This 
is not the only German strategy, nor necessarjly 
the best; but it is very mmmon and quite' 
playable, and understanding the fundamental 
logic behind it can guide othe* players in making 
decisions. 

England 

Let's s t n t  with England. Surprisingly, I find 
this one of the most challenging and difficult 
positions to play in the entire game. England 
probably has more different options, alternate 
courses of action, open to her than any other 
country. She can: (1) Delay the fall of France, 
(2) Discourage the Germans from attempting to 
invade England, (3) Invade Noway, (4) S e i ~  the 
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Mediterranean, (5) Send Murmansk convoys, (6) 
open a Lend Lease route in Persia; and. .  . some 
very bizarre t h g s  we'll discuss later. 

The point is that England can do almost 
ANYTHING she wants, but she cannot do 
EVERYTHING! And this is what proves the 
undoing of most English players; they grab wildly 
at the plethora of options and opportunities, and 
in trying to do everything acmrnplish nothing. 

Actually, what England should do - indeed, 
must do! - i s  very simple. England must try to 
p~event the Germans from acmmplishing what 
t h q  must do - namely, oonquering Russia! 
Understand this, and as England it becomes much 
easier t o  order your priorities. First, you should 
definitely throw in enough force to  dehy the fall 
of France as long as possible. Why bother, if the 
muntry is going to fall anyway? Bemuse every 
single turn you delay the fall. of France you also 
postpone the German invasion of Russia. And 
since Russia is growing stronger all the time, that 
one extra turn delay wuld be the one to decide 
the issue in Russia, and hence the war. 

This same reasoning dictates a swift and hard 
British invasion of, and struggle for, Norway. 
Even if you fail to take it, the German struggle 
for control there will again delay or weaken an 
invasion of Russia. And finally, when Russia is 
invaded, England must send maximum BRP aid 
possible to the Soviets every single turn! The fnst 
year of invasion i s  the most cruciaI; if Russia 
survives that, she has a good chance of surviving 
the mwnd; and if she survives that, she's in the 
game to stay! 

It goes without saying that England must 
keep her own home guard in order during the 
above, to avoid being invaded herself! But there 
is something else she must also do that is a little 
more subtle. Namely, she must deploy very 
carefully in the Mediterranean. Why? Because the 
above operations are going to  make very heavy 
demands upon her fleet. Therefore, after the rust 
two game turns, all BEF forces in North Africa 
should be as self supporting as possible, and 
prepared to 'go it alone" on  defense for at least a 
year. Because, should the Italians cause a crisis 
here, England could not put the situation right 
without pulling fleets from the priority Norway] 
Murmansk operations. And if England did not 
"put the situation right," and the Mediterranean 
collapsed, the catastrophic blow to British re- 
sources would bring an even more drastic curtail- 
ment of aid to  Russia. So the best way to avoid 
this double bind is for the B~itish to dig in and 
hold at Gibraltar and Suez, and not go adventur- 
ing. America enters the war in 1942, and this 
massive reinforoement of fleets and resources will 
allow a "heating up" of the Mediterranean at that 
time - while s t d l  suppo~ting Russia. 

All this may seem like rather obvious advice, 
but you would be surprised at how many British 
players I've seen open the game with an eggres 
sive North African campaign - while Russia 
collapsed! 

Other Sleeves 

Hopefully, the above example of a German 
strategy and British countexstrategy illustrates 
how playas may use a fundamental understand- 
ing of the strengths, weaknesses, and needs of 
other countries in formulating an intellgent 
policy and course of action for their own. 
Especially, it should bz born in mind at all times 
that Russia is the key. Never forget this. 

However, you will notice I've qualified ahnost 
everything I've said with the remark "unless the 
player has something else up his sleeve". This is 
what makes THIRD REICH so truly remarkable 
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as a game. The variations are endless. You mn try 
pretty much anything you want, providing you 
are willing to take the consequences Here are a 
few examples NOT recommended until you've 
experienced a few sessions; but should give you 
an idea of the possibilities. 

DESIGN- 
(I) Britain, France, and Russia ALL declare 

- 
war on Turkey on the first turn of the game! 
Note: this would not mnstitute a state of war 
between Germany and Russia. These allied units 
cannot attack together according to the ruIes (no 
units may stack with Russians), but they can 
factor together in assaulting the same targets. 
Russia may use amphibious invasion without fear 
of interception as Turkey's fleet is based in the 
Mediterranean. Obviously, France would fall very 

PRACTICAL MATRIX 
by Adam Gruen 

quickly - and all French units in Turkey would 
return to France for either Vichy or deactivation. Matrix combat results tables have always been manner, probability percentages from the r e g u h  
The Germans would also get Norway. But the 30 a fascinating part of wargaming. Designed not CRT were maintained. 
BRPsforTurkey shouldprobablygoto Russia, and only to flavor a game with historical combat, As an example of the "situation-determina- 
En~land muld open a Persian Lend Lease route. matrix CRTs give players a chane to outwit their tion" technique, witness figure No. 2, which is an 
The Suez would be strongly defended, and opponents via maneuvers, relying on part enlargement of the 2-1 mlumn from the master 
Britain need only garrison Gibraltar and protect strategy fw luck instead of the traditional die matrix CRT. Let us assume that in a game of 
against n homeland invasion. This wodd be an roll. In certain circumstances, a player can STALINCRAD, the Germans are attacking a k e y  
interesting situation. "control" the outcome of a battle by shunning or river position in the hopes of dislodging the 

(2) Germany muld dehlerately delay an preferring a particuhr maneuver. A game such as Russian units. The situation is not good for both 
invasion of Russia. Instead, she attempts to  I 776 is a compromise (a very good one a t  that) sides in terms of units, neither mmmander wishes 
overrun all of Europe. Absolutely essential to this between luck outcomes and determined out- a total elimination of his forces. If YOU were the 

would be the conquest of England - make comes. I berrarne intrigued by the aspect of fitting 
that British player mol  his heels in Canada for other AH games with matrix CRTs similar to - tC 

the rest of the game! The va.1 resources of Spain, 1776 The tables I created had the desired effect 1 ~ i g u r e  2 3 

the Mediterranean, and East Europe would all fall of the advantages mentioned above. Not satisfied I 
Q 

to the Axis. Russia would probably thiik twice merely with one successful experiment, I began 
about declaring war if England fell quickly; but wondering if it were possible to create an  
surely the Russkies would seize Persia to guaran- accurate, playable, and no-luck factor matrix 
tee Lend Lease from the United States Thus, this CRT for of the "D back 2" games. 
game would be decided with a massive Russo- 
German war; a battle of superpowers, and since The answer, naturally, was yes In  first experi- 
the Russian front is the most incredibly tactical meriting with matrix CRT~,  I found that it was andon Position 
of the entire game, the better tactician would not possible to  create a perfectly balanced matrix 
probably win. But Russia would have to be very without ruining the percentages of results in the 
aggressive; with all those Axis objective points, regular CRTs. As shown in the matrix CRT Hold-at-all I 

Russia w0dd haw to take Berlin to win. HOW- provided (Fig- No. I), some choices are more AS one can see, the . a l e  16 the only one w the 
ever, if she could seize a n o n - R u s h  part in the beneficial than others. Yet this did not hurt the 
Baltic, the Yanks wuld bring their fleet in and CRT at all; players could choose maneuvers he samsresults, mndfighting Wihdrawal &&Id-at- 

start landing troops too! nre also the seme For the attacker, no columns Ire depending on the tactical situation. In effect, the cal, although no advantage can be gamed by 
(3) The best story I've heard SO far - and this sttategies resultant from the CRT were si& to any one column w a r  another. (Count~ng EX as zero, 

is authentic - is a September 1939 first turn the game-theory techniques expressed by Mr. plus 2, and AE as minus 

British decisive victory. This was accomplished C,,OU~ in the Jan.-Peb. issue of 1975. In  this 
by Roy Easton at UCLA's Galaxy gaming club. 
The Italian, i t  seems, was greedily deploying for ~i~~~~ 1 
gome exciting adventures in Greece, Yugoslavia, 
and North Africa. The Italian peninsula was THE MATRIX COMBAT RESULTS TABLE 
oonspicuously weak in defense. So, first turn, 

I 
1-5 1-4 1-3 

Britain declared wax on Italy, made an amphibi- E E A B E E A E EA 
ous invasion with armored exploitation - and A32  AE BE AB2 AE A62 AE 
took Rome! The Italian counterattack, or what AE AB2 AE A €  AB2 1 : A €  A62 AB2 
little there was of it, failed; and all Italian force5 AB2 , AE ABZ AE I : AB2 AB2 A€ 
disappeared from the map. The German, shaken n F AB7 A , 17 AE AB2 A62 
to a point beyond description by this instant- 
aneous collapse of the Mediterranean, Italian rn 

i 
1-2 

peninsula, and his own southern flank - resigned. E EA B 
I understand he was not very happy with his EX AE A62  
iackal partner! A32 D82 AE 

AE EX A82 
What's Best? ,I E 

Which brings us full circle; bemuse "what's 
best" in this game means what's h s t  for you - in 3-1 

this specific game session -against these particu- E EA B 

lar opponents - in this unique situation. That's DE EX 032 

the real challenge of five-man THIRD REICH DB2 DE EX 
(which I regard as the best version) - recognizing EX DB2 DE -- 
that you are dealing with four other individuals , -B2 EX 

of differing pmmnalities, experience, and garne- 
board capabilities. Sometimes, you find, you can ~ p ,  - position 
attempt the most absurd things - and get away FW, . .qghting Withdrawal 

S. . . . Standfast 
Continued on Puge 34, Column 4 HC. . . Hold-atqH-Costs 
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4-1 
E €A  B 
DE DB2 DB2 
DF DE EX 
Dl ! DE DE 
Db;' EX DE 

DE. . . L,,,nJer Eliminated 
082. . Defender Back 2 
EX. . . Exchange 
ABZ. .Attacker Back 2 
A€. . . Attacker Eliminated 

E. . . . Engage 
EA. . . Escalating Asgault 
6 . .  . . Blitzkrieg 
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German commander, which tactic would you 
choose? It really depends upon the situation. As 
described above, your best choice would proba- 
bly be ENGAGE. TMs is so bemuse you m m o t  
afford an AE, due to your lack of units. True, 
there is a 50% chance an  EX will occur, but since 
you are attacking at 2-1, an EX will guarantee 
you the river line. The DB2 will also give you the 
river line, but at a lesser cost. The AB2 wilI cost 
you the position, but i t  will not hurt you in 
losses. 

Players can determine theit choices in this 
fashion. Taking certain variables into account, 
choices can vary greatly. If losses were not a 
problem fox the Germans (I don't know when 
that might happen), then the commander would 
probably have chosen a BLITZKRIEG. If the 
attack were on the 3-1 column instead of 2-1, an 
ESCALATING ASSAULT would be preferred. 
The defense can also use the situation to deter- 
mine his choice. For example, if, using the same 
situation described for figure No. 2, you were the 
Russian mmmander, which would you choose? 
This is a tough choice. If you had figured out the 
German choice, you would naturally play 
STAND-FAST. Assuming you don't know what 
'the German does, though, your choice depends 

.upon which you value more, the units or the 
river. If you want t o  hold the position, a 
HOLD-AT-ALGCOSTS would be the correct 
choice. Why? Since holding the line is important, 
you would want the best possible result in 
placement of units after combat. Since an EX 
would lose you the line, this ieaves the choice 
between 2 losses and an AB2 (Standfast), or 2 
losses and an AE (Hold-at-all-costs). Obviously, 
one would choose the latter. 

You may have noticed that there is no 
column for a 1-6 or 6-1 attack. Bemuse I use a 3 
x 4 matrix, these attacks are difficult: The 
defense will have at least two choices that assure 
AE in the 1-6 attack, and the offense will have a t  
least one choice which assures DE in the 6-1 
attack. If I were to  change this in order to 
balance the column, the percentages would be 
altered. Since the 1-6 attack has a 17% chance of 
having AB2 as a result, on my 3 x 4 matrix there 
must be 2 AB2s (2 out of 12). If I changed this 
to 4 out of 12, the column would be the same as 
a 1-5 attack. I suggest that a 1-6 or 6-1 attack be 
done normally, by rolling a die and referring to 
the regular CRT. 

The amusing qualities of the matrix CRT 
provide for a bit of Iuck as wellas skill. In figure 
No. 3, which is a mathematic representation of 
the 1-1 odds mlumn, the attacker is a t  the 
disadvantage. His best choices are EA and B, 
which will lose % of a point per combat. Notice a 
strange fact, though. If the defender picks Stand- 
fast, which is his best pick, he will have lost the 
advantage he had over the attacker! If the 
defender knows the attacker will choose EA or B, 
his best possible choice is AP, which will give him 
?h of a point per combat. The attacker, however, 
may be wise to the defender's strategy, and pick 
E instead. If the defender counterguesses this, he 
will of wurse choose S which starts the guessing 
game all over again! Good guessing can raise a 
player's morale, if nothing else. 

The reason I use the type of maneuvers suited 
best for WWII games is due to the fact I own a 
KRIEGSPIEL set and can use the mrda they 
provide. For those who don't want to use cards, 
blank counters will do fine. Simply write the 
abbreviations of the maneuvers on the back of 
the blank counter, to provide secrecy. For the 
WATERLOO and GETTYSBURG games, the 
names of the maneuvers can be changed as long 

as the matrix is still used. (It goes against the 
grain to have Napoleon pull a Blitzkrieg on the 
Prussians). Incidentally, a simple solitaire version 
for the defense can be done by the method 
described in figure No. 4 

What I have related here is only the tip on the 
iceberg of matrix wargaming. I'm sure that this 
CRT mn be modified to include many different 
aspects of warfare, at the wargarner's whim and 
fancy. Matrix CRTs open up a tremendous 
amount of potential in f ie  enjoyment of war- 
games, particuhly the old AH classics. I feel that 
they are a definite step ahead in the field of 
wargames. 

**** Q 
A.H. Philosophy Continued from Page 2 

(miniatures and conventional wargames being 
the other two). 

DIPLOMACY deals with the situation exist- 
ing in pre-WWI Europe as seven powers(Britain, 
France, Germany, Austria-Hungary, Russia, 
Italy & Turkey) plot and maneuver to control 
Europe via military force and political maneuver- 
ing (otherwise known as 'backstabbing'). Each, 
country starts with an assortment of fleets and 
armies and attempts to gain control of supply 
centers which will allow them to expand their 
forces. Agreements(which don't have to be kept) 
with other players forsupport or non-aggression 
are necessary for expansion, and even survival. 
Each turn represents six months with "builds" 
of new forces taking place every year, The 
strongpins of the game is the fact that, it is 
totally devoid of luck elements of any kind. The 
game is especially vibrant in postal play where 
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literalty dozens of fan 'zines have sprung up to 
monitor the rnulti-player games complete with 
'press releases' from the various powers. 
DIPLOMACY fandom is another world- 
complete with its own rating system, records of 
all postal games ever played, and a self- 
regulating organization made up of the enthu- 
siasts themselves catled the International 
Diplomacy Association {I.D.A.). It is this organi- 
zation which is swonsorina DIPLOCON IX in 

Shown a h a  at left is Allan Calhammer, designer of 
DIPLOMACY, presenting the game to Don Greenwood (center]. 
New Producis Manager: and Tom Shaw. Vice President of the 
Avalon Hill Game Company. The photograph vas taken shortly 
after theofficial sign~ng ceremonies at the Hobby IndustryTrsde 
Show in Chicago. 

Originally published in 1960, DIPLOMACY 
has been handicapped from a marketing view- 
point by the fact that it wasonly a one game line. 
It is a marketing axiom that it is very difficult to 
get broad retail distribution on just one product. 
Despite this handicap DIPLOMACY has con- 
stantly enjoyed good sales figures which we 
hope will triple as a result of increased availabili- 
ty through our larger distribution system. 
We are prevented from lowering the price of the 
game to S t 0  by prior wholesale price guaran- 
tees made by GRI to their wholesale customers. 
We wilt retain the popular wooden playing 
pieces and issue the game exactly as it was 
made available by GRI. Eventually, when 
present stocks run lowwe'll repackage the game 
into the bookcase format but the time tested 
elements of the game itself will always remain 
the same. We will be unable to ship DIPLOMACY 
into Canada or England due to exclusive 
licensing arrangements with manufacturers in 
those countrias, but readers residing in those 
areas will be able to purchase their country's 
native version from the local manufacturer and 
in that way avoid expensive import duties. 
DlPLOMACY is not available from us at the 
present time. When the transfer of inventory is 
completed we will notify you via the GENERAL 
and ar that time will be able to accept mail orders 
for the game. 

One would think that all of the previously 
mentioned acquisitions would be enoughtosate 
even the most ferocious game appetite, butthsy 
represent only the tip of the gaming iceberg at 
Avalon Hill. The business world was astounded 
on January 28th to read that the Avalon Hill 
Company had entered into final negotiations for 
the purchase of the complete line of 3M games. 
3M had developed an extensive line of 52 adult 
game items which was nationally distributed in 
stationary and department stores over the past 
10 years. 3M was somewhat of a pioneer in the 
adult game field-being the first company to 

Continued on Page 31, Column I 
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SERIES REPLAY 
ALLIES: Tom Oleson 

In Vol. 12, No. I of the GENERAL there was 
an ANZIO Series Replay won by Mark Saka 
(Germns) over Tom Oleson (Allies). Afterwards, 
it was decided to test the value of hindsight and 
continue o n  a best two-out-of-three basis to 
explore nltermtive strategies. Match B wus re- 
sumed by  the Allies at itlrn 14 {DEC IIIJ. The 
first ilhstration shows the situation just before 
the Allied move, e.g., the end of turn 13 (DEC 
IJJ. The last two turns of the previous replay are 
now forfeit and we pick u p  the action st that 
point. The comments of the neutral judge are 
printed in ifulics. 

GERMAN PRELUDE: 

It's always nice to get beat by Tom Oleson in a 
game of ANZIO. You can't help but wonder what 
clever twist he'll dream up to take you apart this 
time. Best of all, anybody who gets beat by Tom 
regularly will likely lose few ANZIO games to 
any body else. But beating Tom-and beating him in 
print yet-is something else again! I don't know 
who was more surprised, as we both felt he had the 
gameearly on, when he secured a port at Ortona and 
1 blundered away critical hex 5-43. SR Judge Joel 
Davis said Tom erred in "trying to be too clever" 
when it took very little imagination to grind out a 
pedestrian win at that point. But Tom isn't one for 
pedestrian play; he tried to win as efficiently as 
possible, inflicting a major German disaster with 
minimum Allied casualties, and didn't quite pull it 
off. 

Nobody gets a second chance in real life. But 
that's part of the charm of wargaming. Both Tom 
and I were fascinated with the position; so we 

replayed the last few moves in a "best of three" to 
explore possibilities, and results speak for them- 
selves. Notice this assumes all earlier events and 
errors to arrive at the positions given; and, since the 
Allies move first, I was unable to correct my further 
error of not defending the invasion areas. T h i s  was 
acceptable to me because it wasa theory I wanted to 
test. Joel Davis had said I should have been able to 
put up at least a token beach defense. Granted, my 
faiiure to garrison Vesuvio was a major blunder. 
Apart from that, I felt that NO defense might be 
better than a weak defense. Against no defense, an 
invasion can move only three hexes on Initial Lift 
landings. Against a weak defense, they might roll a 
"Breakthrough" and run wild. W a i  Joel right? I 
wanted to see for myself. Yes, Joel Davis was right! 
Moreover, notice, these rubber matches indicated 
perhaps a garrison on Vesuvio was low priority- 
since I won without one-but was beaten by not 
defending in strength elsewhere. 

The final matchis especially interesting in that it 
illustrates a point many Basic Game A NZIOplayers 
overlook. Namely, the Allied player doesn't have to 
take ANY victory cities to win-he wins if the 
German can't establish a continuous front on the 
final turn of the game. Perhaps Joel Davis 
overlooked this fact when he criticized Tom's 
"Operation Stretch" in the original SR, and 
suggested I was overdefending there. Not only was 
Tom stretching my front, he had me desperately 
worried about an allied breakthrough there that 
could make it impossible to reestablish a front 
without giving up a fatal number of cities. 

What makes the final match the most interesting 
of the series to me (even though I lost) was the fact 
the German actually has two POSSIBLE wins on 
the board in two potential continuous fronts. The 
odds against achieving either of these was poor. 
Nonetheless, the wins are there, and are interesting 
to study and keep in mind for future play. 

The northernmost continuous front is fairly 
obvious, since it is only necessary for the German to 
fill thegap in this front (which already exists) to win. 
The southern front was more subtle, and only 
occured to me after a bit of study which showed that 
with optimum Breakthrough the Germans could 
isolate all Allied units north of the Ortonaareaand, 
of course, in the process fulfill the continuous front 
rule as defined in Basic ANZIO rules, Page 18, Rule 
1s C. 

These rubber matches were pbm, so I am more 
responsible for errors and shoddy play here than if it 
had been ftf. 

At Start: 
Here we are with the usual result of an initial 

Allied invasion at Termoli, with a drive north out 
of Tmanto and Messinu. In this case the Allies 
have spent several turns extending the G e m n  
left +flank defenses. Both sides are in good shupe 
from a "unit-Depletion" standpoint, in that they 
are both pretty much at fu II sirength. The Allies 
have three "safe" victory cities, need two more, 
and are poised for their second i~lvusion. The 
German defense is wide open from the rear. The 
armored ersaia o n  V34 and G46 would be more 
usefuI neur Pompei The 15th Pnnzer Grenadier 
at M49 seems a waste - nerhn~s dt should take 
the pIace of  26th ~anzer; freekg tRpt unit to 
cover invasion zones. With only two tums lefi, 
neither side h s  any slnck, and mn 't afford any 
wste.  

ALLIED DEC. 111 COMMENTS: I don't know 
why I didn't see during the first game that this 
Mondragone invasion is superior in every way to  
a Napoli invasion in this pituation: it captures 
Napoli, cuts off Salerno, menaces Cassino, and is 
not too far from Terracina! It also cuts off quite 
a few important German units I feel that I have 
an excellent chance to win this time. 

In the first game I was criticized, and not 
without some reason, for pushing north of 
Pescara, but allow me to point out that two or 
even one, German unit defending behind the 
beach a t  Mondragone would have made this 
invasion difficult, perhaps impossible - but the 
long Allied front makes this hard for the Ger- 
mans to arrange. 

At the end of my turn I had occupied four of 
the five points needed to  win: Foggia, Napl i ,  
Termoli, and Pescara. The Germans did their best 
to retake Mapoli and shore up cassino and failed. 
With the two habes of their army effectively 
separated by the Allied invasion, they muld not 
efficient& reorganize for the necessary strong 
rnunter+attacks. 
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Tom's point about pushing north of pes&a 

would be more valid only if he'd pushed mme. 
what furthw. 1 think Murk couId have wrsily 
scraped together enough units to counter the 
invusion. 

GERMAN DEC I11 COMMENTS: Overall I 
am not too unhappy with the situation, and still 
have a reasonable chance to win. Thisisall themore 
remarkable when you consider how poor the overall 
German situation stands. Due to prior poor play on 
my part, my line is overextended badly-from 
Salerno to Pescara--and two of my east coast units 
are stuck on High Apennine hexes. What thisshows 
in my estimation is that while an Allied Dec 111 
second invasion is certainly viable and even 
powerful, it also has limitations. The Allied 
advantages are: 

a) No mud. 
b) lnvasion reaction cannot get into combat 

before game's end. 

Allied disadvantages are: 

a) The Allied player puts hidself under consid- 
erable time pressure (two moves!). 

b) Germans move last. 
c) German invasion reaction can still be used to 

fulfill German zoc requirements. 
Mweh 8. Allkd Dee. IIITurn:ThistimetheAllies invadefunher the 2 Para owns both sides a step bur the Allies maintain their d) Germans can no longer be isolated. 
north in the Mondragone mnemth 13 of a possible 14stacking anack positions and thus eliminate2Pare whlCh~ann0t m w o r  
~oints. The 1-2 attack us Herman Gorina reduces i t  a step, and anack tn its turn. The wak-off attack of the Fr. 4 Mt and 45th My attacks at Salerno and Napoli are obvious, 
ihe2 para ~ d a  rs elirnrnated but the 23 ~deretreais t o ~ 6 9 . ~  1 - Dlvlsion at 1-4 against 15th Panzergrenadier retreats with no and 1 be happy if 1 can take and hold just one of 
1 us the 28th Panzer reduces the 36th Division to a 2-3-12 but loss to 049. 
the Allied units are able to hold their attack w i t i ons  A 1-1 ua 

these. The attack on Br. I inf. is mostly to keep it out 
of the Cassino battle if things go wronpl there. 

ALLIED DEC 111: 
The attack st Blerno is really snaky, but 

gwd. Had the German been defending "near 
Pompei, " this wouldn't have happened! Again, 
just an eratz unit at hexes such as K54 or K52 
would have greatly helped. The debacle a t  Cm 
sino illustrates a tactical point in ANZIO: bette? 
two hexes strongly defended than t h e e  moder- 
ately gam'saned A bit of reshuffling would have 
meant an Allied 1-2 on N48, and an Allied 

retreat. The invasion units are cleverly placed 
(although we should keep in mind that the 
invasion is %n second thought '7. m e  British 1st 
Division keeps 2nd Para f?om moving, and hands 
it a tough odds attack. British 5th Irlfantry 
block the bridges at M54, while the British 4th 
Bde. dictates only defender Pipled attacks on 24 
Gds Tke Allies now have five cities, since they 
Iast occupied Salerm, and threaten two more. 

flurry da-nacks, but nonaareassue~esdulas thefi;stwherethe retreats M Mondragona. The Germans do not advance. The 3rd 
1st Parechute loses a step in puahlng bmk the Dr. 7th Armor PG anacks the British let Infantry at 1-2and inflinss 1 $tep loss, 
which is reduced to e 2-2-12 as the Germans regain control of but isredueed Itself to a2-3-72 sndretreats toN54.TheGermar 
Sa1erno.A 2-1 us the US 3rd Division dwsn't fareaswetl: 29 PG attsrnpt to salve~e Casino is met with disaster as the 2-1 vs the 
is reduced to a 2-3-12 and reaeated to N56. HuD 44 retreats to Frnnch Mor. Div ~nf l~c tsa lossof 3steps on 26 Panmrend fow  
M56 and the Herman Goring Division to M57. The 3rd Oivisim the Germans back to M a .  
takes a step loss but holds its ground. 305. 334. and Frascati 

Anyway, there seems little else I can do wGh 3PG. 
Attacks three and five are the real gambles, and 

if successful will seal the fate of Cassino. If my 2-1 
attack on 24Gds succeeds, AND if my 2-1 vs. the 
French allows me to occupy N49, then he cannot 
possibly enter or attack from Cassino next turn. He 
will need BOTH Napoli and Salerno to win. 

If things go wrong, I have in mind a last-ditch 
attack on Pescara next turn. I'm fortunate he 
couldn't put more pressure on Terracina, as that and 
Pescara would probably have called off my Cassino 
adventure. 

GERMAN DEC 111: 
Imtead of directly attaeung Naples and SaI- 

erno. the same 19 lattack factors muId have been 
used to hit 23 Bde. (two defense factors), 
surrounded. E v w  with a "5" die roll, you 'd get 4 
movement points after combat, which would 
enable the Germans to advance into Salerno, and 
next to Naples, fmcing the Allies to attack With 
fist a little luck (67% probabiliby), the Germans 
couM occupy 055. With she 4th Erwtz Infantry 
a t  058, the strong Allied forces near Benevento 
uvu Id be blocked. A nother key point in ANZIO: 
small units sloize make easy targets, which in turn 
wn produce advances that "lock-in " your o p p e  
nent The atfsck on the British 7th Armor w s  a 
w s t e ,  especklly a t  1-1. 

Tke Germns should have kit  24 Gds. with 
much mope strength. Look at the units used: 
Frasmti, 334, 305! A11 low attack factor, high 
gefense factor. He should h v e  pulled 18th 
Pnnzer and 15th Panzer Grenadier into the 
attack Two ermtz units at H51 is one too many. 
One at J50 would free another attack unit us. 24 
Gds. Make it 4- 1 and b a d  L51 with hmvy units. 
Advance a sml l  defender to K52, and you've 
protected the back door to L51. 3rd hnzw 
Grenudier should have been retreated t o  N53, not 
N54. 

ALLIED DEC. IV COMMENTS: I now hold 
Cassino strongly, and have won unless the Ger- 
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mans can retake a city. Although they have a 
fighting chance at Napoli, or even Cassino, it is a 
1-in-6 chance at best, as I don't believe they can 
do better than 1-1. As in the first game, the end 
will see a big part of their army cut off in a 
pocket near Salerno. 

ALLIED DEC IV: 
The Allies couldn't ask for a better position 

on the part of the G e m n s  for this turn's 
attacks, which serves to  reduce German strength 
and encircle units. Naples is compIetely wfe now. 
A t  Cassim, I6 defense factors mean no better 
than a 1-2 attack is possible, which won't 
dislodge the Allies. There is no point in 
mntinuing. 

GERMAN DEC 1V COMMENTS: Only 
Salerno has fallen to me. The failure of my 2-1 at- 
tack to take N49 has resulted in catastrophe for my 
forces in L51, who did their job admirably. Cassino 
is now held strongly by the Allies. He has given up 
on Salerno, so my only real chance is Napoli. Even 
there, my assault is nothing more than an opportuni- 
ty for him to make a mistake. Otherwise, success is 
impossible. His error would be to retreat into 
Napoli, where 1 could hit him with a second combat, 
with possible advance into the city. But if he retreats 
two hexes-through Napoli-there is no way I can 
occupy it or reach him for second combat, because 
even a f  optimum odds I cannot destroy enough 
steps to achieve breakthrough. 

.ALLIED EPILOGUE: The German did counter- 
-attack at Napbs with what was left of the 1st 
Para and HG Divisions a t  1-1 vs the Ameriricran 3rd 
Infantry, losing a step for his trouble. The 
remmnts of 3rd PG and HuD were only W t l y  
more successful in their 1-1 vs the British 5th 
Infantry - both sides taking a one step 10s. 
Neither attack was abk to retake Naples. 
This is the victory I blew in the firgt game by 

presuming too long that the fall of Sakrno was 
inevitable, and by failing to see the advantages of 
an invasion further north which made if math* 
maticaIIy improbable far the Germans to win. My 
biggest criticism of their play is failure to garrison 
their very vulnerable rear. At least one way they 
could have done this would have been to  not 
build up some depleted units, instead using the 
ersatz units as coastal defenders. 

With Match B fiPmly in the Allied victory 
column, we now proceed to the "rubber match" 
of the series, startinga bit earlier, with the Allied 
DEC I turn. The action up to this point i s  again 
thnt which is reported in VoL 12, No. 1. Only the 
last four turns which weW now observe are 
changed from the original. 

ALLIED DEC I COMMENTS: The attack on 
Frascati was too good to pass up for three reasons: 

I ,  odds better than 2-1 are rare 
2. P48 threatens Cassino and the roads South 
3. 1 have a chance to destroy a unit or two. 

As for the Allied move; although a basic odds 
attack on a surrounded defender, particularly a 
valuable unit like the Canadian division, is hard to 
resist, I believe the Germans need every available 
unit on the Western littoral. I also think their 
withdrawal northeast of Napoli was unnecessary, 
but I'm pleased to see it! 

ALLIED DEC I: 

Ii is impossibk to overstate the concept "keep 
your objectives in m i d  in playing this-or any 

.. . 
~ a o e h  B. ALLlEDDec. lVTurn:ThefinetAllidmovedrives the- Division. But the Allied soak-off= add insult to injury-Br. 23rd 
nails intotheGerman coffin.Three German un1ts(334,Frescati. kmored Brigade causing a step h s  to HG in a 14 ,  white the 
and 305) are eliminated in a 3-1 surrounded at Cassino. A British78th Division retreastoPS4afterturning 29th PG inMan 
similar 3-1 vs HuD 4 4  near Naples is less suaxtssful, managing. inverted mumer In its 1-1 soak-off attack. 
only to hold its ground while Icsing a step from the Br. 46th 

other-game. The siruurion, at start,finds the Allies 
firmly gripping three of their required five cities 
{Foggia, Termoli, Pescara). Tbey are very close to 
Salerno and only four hexes (three at the end of their 
Dee. I turnjfrom Cassino. The German position at 
P48 h the close~t to Cassino and should be one of 
the most strongly &fended positions in his line. 
Tkrm d c f m  factors here are woe&/@ inudequate, 
and the Alliedplayerjumps on them wirk relish. Tke 
German should have considered defending 048 
imtad,  faking advantage of the High Awnnines 
(eflectively a quadrupledhex as long as P60 k held). 
As the Allies advmce to P48, they force the German 
defense to llr48J.70, with Cassino at their backst Any 
conceivable defense line i~ going to have a weak 
point, but why not phce it around Q42 where the 
line can bulge fomer and nor surrender a victory 
city? 

GERMAN DEC I MOVE: My opponent informs 
me that he intends to try a new wrinkle this final 
round. That's ominous, considering his reputation. 
My guesses include (a) premature invasion during 
mud to gain time for the Allies, (b) no second ' 
invasion at all, or (c) a Dec 111 "no mud" invasion, 
not necessarily in a new area, but with a new tactical 
twist. This last I consider most likely and am acting. 
upon. 

Notice that in pulling back almost my entire 
front, I have: (1) plaoed myself incloser proximity to 
the west coast to prepare for fighting a battle on 
reversed fronts; (2) wherever possible in this 
withdrawal plaoed units on roads or highways to 
allow them to react very quickly; while(3) leaving as 
many rivers and Apennines to impede Allied east 
coast forces, and, because of this withdrawal 
allowed myself to build up two units. 

3rd PG is weak on the hill near Salerno, but this 
was necessary for 1Para to rebuild; the situation will 
be corrected next turn and meanwhile due to mud 
the best he can get is 1-1 on it. 

My own 1-1 assault on Canadian ldivwas made 
because advantages far outweigh disadvantages: (a) 
I can live with wen a "six-out" result as it is basic 
odds, (b) there is a good chance I can wipe out the 
entire unit even without rolling a "1"; and (c) success 

-- 
Metch C, ALLIED DEC I Turn: While the tnvesion armada 
assembles on the western mast, the Allies concentrate on 
defense but make one lawe assault--a 3-1 us Frageati and the 
3rd Ersetz Infantry. elirninaltng both enemy unltsand occupying 
P48 at no c-I. The 23rd Bde nas lust been rebuih kwn invened 
mumer statu~. 
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Match C. GERMAN DEC I Turn: The German player exercises 
lmth rscklessnes3 nand excessive caution on the same turn. 
Grasplnq at the 1/6chaneeddestroying the Canadlan Divisbn 
ina 1-1 surrounderlanack, theGermansarerepulsedwith atvm 
step loss end retreat to W. T36 and R37 respectively. 

there threatens Pescara and shortens my own front. 
Allied "Operation Stretch," which has about run 
its course anyway, will be shattered. and protecting 
Pescara will certainly compromise his upcoming 
offensive elsewhere. 

Die roll "6"-the worst possible result! Nonethe- 
less, these units will be used for zoc requirements, 
and if 1 can get them there soon enough, for west 
coast defense. 

I've placed blank "danger" counters on M58 
(Vesuvio), Napoli, K54, Frascati, and G44. Ideally, 
I would like units in each of these before the second 
invasion. Units a t  Napoli and Rome need be 
strongest as these are notdoubled. Thisdeployment 
would also cut both ends of the highway through 
Terracina, so 1 would also need only block the one 
road from there, which forces defending Cassino 
can do. 
GERMAN DEC I: 

Out oftfryryingpan, but into rhefire. A number 
of axioms to good play in ANZIO have been 
violated here. I.) Don't use armor io rebuild 
infantry (it's too big an investment for the return). 
2.J Don't build up units (German) until either a 
speczflc unit iS inverted (or near it), or you've got 
widespread partial strength units. Tkc German 
nee& nmerow,  small value units toJll in gaps: kb 
mission continues to be primarily defensive, for 
which Ersatz units are well suited. 3.) Don't make 
low odds attacks, especinlly when they accomplish 
nothing1 Even if the 1st Canadian had been 
destroyed, the Allies could have slowly withdrawn 
to the Pescam River, running the game out long 
before the steadily diminishing German- units could 
capture Pescnra. It's hard for the German to take all 
the lumps without striking back, but it doesnogood 
to strike out in such futility. 4.) In t e rm of defensive 
factors, Napoli is probably over defended, while 
Pompei, Terracina and Rome (!!!) are left bare. 
Here is where the Ersatz, not to mention unirs lost in 
altacks would be so handy. l7zs use of High 
Awnnines ai 01 P48 to save a unit is very goodplay, 
although it allows the Allies to take 048 without n 
fwhl- 

m r  Cnssino and Salerno. He seem to be 
comphting the German with a 'killy seusoe" of his 
own in the rzorth-or is there something on his map 
pike a victory ciry) rhat's nut on mine? Tkr 
"retreats" are actually advances that chop up the 
German defenses. 

GERMAN COMMENT ON ENTIRE DEC I1 
MOVE: Detractors may say "Oh, but it was poor 
German play that made it possible." Maybe so, but 
how many players can exploit so brilliantly the poor 
moves of their opponents? Notice, please: ( I )  
EVERY SINGLE ALLIED VlCTORY OBJEC- 
TlVE IS ElTHER TAKEN OR DIRECTLY 
THREATENED, and (2) this was accomplished 
despite the fact that EVERY SlNGLE ALLIED 
ATTACK ROLLED A SIX!I! 

1 can only say that as a gamer I'm delighted, but 
as German defender, appalled! My response seems 
rather dismal and pedestrian, too. The best I can 
come ua with at the moment; I'm ~ r e t t v  shaken, as . - -  

Elsewhere what a m r  to be premature withdrawals a l l ~  1st YOU mist understand. But readers are urged to.set Parachute and 26th Panzer to rebuild to full strength although 
the western k a c h w  remain unprotected. The German hesona UP this position and try their at a 
armor reolacement In resenre and the 334th Dlvislon whleh IS response. Almost anythinc! is oossible! Remember 
maklng I ~ B  way to the front and 1s currentb at 837 yo; don't have to fuifil~ & m a n  C O ~ ~ ~ ~ U O U S  front 

rear are protected, and the Germans ahould have 
their hands full, I'm not worried about the 
possibility of an end-run. My attacks couldn't have 
been worse, the only consolation being some 
advantageous retreats. 

The German riposte has temporarily retaken 
Salerno, but I still have 5 victory points, including 
Roma, which has nearly been retaken. More 
importantly, the German front i s  collapsing into 
fragments. 

requirements until final move, and since Germans 
are not isolated they no longer have to worry about 
that, either. So-a German breakout south to 

.retake Foggia and TermoIi is even plausible! 
Anyway, here's my thought: I took out paper 

and pencil and tried to decide where I wouldattempt 
the small remaining chance of victory. I am 
garrisoning Salerno and Napoli, hoping they can 
withstand two more turns of attacks at 1-1. 
Cassino-1 shall fight for; Terracina, I shalldefend! 
If all that is accom~lished. 1 must also take Roma 

ALLIED DEC 11: for my win! Cassino and Roma are the most 
doubtful, but almost everything is doubtful! 

&fore your h a r t  bleeds for the poor AlliesJ Retaking either Salerno or Napoli by the Allies 
realize that the "6"die roll isexactl~ what he wanred would give them the victory! 

Match C. AWED DEC I1 Turn: The Allied m o n d  invasion has player who is rewarded with a forward ratresl after cornbat- 

ALLIED DEC 11 COMMENTS: ~f a ~ ~ ~ ~ l i  landed atRomewithout opposition. E lwhe re the  Allles launch thus trapping the German 2nd Para. m e  US 34th takes 0 two 

invasion led to a hairbradth for the Allies, a three mads-all of which BE mm by ''6'' die rdls. However, step log9 ta 2-3-12 strength. BR 78th takes a onestep Ices. and 
only In the case of the 2-1 us the 94th Infantry are these " b d "  82/505 bewrnes an invert& counter. The Allies "retreat" the 

.Mondragone invasion a narrow viCt0rv. then a die rolls beneficial to the German cause. All of the A l l i d  units 3rd to L52, 70th & 34th m N48. 45th w 051, and the 606th to 1 
Roma &&con nhnuld do even better! The absence involved in the attack tekeastep lossand retreat mR42,savethe 048. The Allles continue their foward retreat at Salerntr whers 1 ............................................. 

of defenders allows me to hold muc.,of !he Cansdian Division which retreats unscathed to539. Fortunately the 6Wth and Wn 1st Meare destrgred in a 1-1 us the3rd PG. 
' 

forthe Allies, the German defenders had notmcupiedadoubl& but the Br. 7th Armor gets to "retreat" to M59. Although the 
beachhead with light unit$. South of Srtlem0 I have m i t i o n s o  their lmansnm limiradto3stson The1 -1 uaznd~ara  German has lost onlv one sfeo (1st Ersatz Arrnw) to the Allies' ................. ......-.....-.-...-............... - 
left my left flank Anchored,  but as the portsin the awinst a doubled psi t ion but thls matters lmle tothe Allied 11-ha has s u f f e ~ ' a  rnorial'bjow 
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At least I force the Allies to makedecisions, too. 
: When he commits himself, so shall I! Although, 

notice, Salerno and Napoli are pretty much 'on 
their own" for now. 

I passed up a 3-1 at Civitaveochia because a step 
loss was unacceptable; 1 must mass my forces intact 
for this last great battle! Undoubtedly, US 1Armor 
will be part of the action now that I have posed no 
east coast threat. 

GERMAN DEC H: 

, f ie German makes good use of terrain at P41. 
1 The 334th Iqf.antry could have been skgted to H35, 

which would keep Allied unitsJrom swinghg up 
past & h a ,  and rhen south. German positions are 
now tarferedand tom almost beyond hope1 Ithink I 
might haw wed HG, 3PG. & 2nd Para to hit Br7, 
and 305, ISPG, & 1st Para to get at the US 3rd 
Division. 5% attackers could be arranged to uko 
defend uguirpsf possible Dec III Allied advmces. 

ALLIED DEC 111 COMMENTS: With a little 
better luck the game would now be over. There no 
longer is a front line, just a very fluid, confused 
situation. 1 hope that Mark is more confused than I 
am. 

The German response to my move, consisting of 
a "hedgehog" defense of Terracina, Cassino, Napoli 
and Salerno is about the best possible strategy to 
protect those cities in the present confused circum- 
stances. The AV attack was clever, but perllaps the 
12 movement points generated could have been put 
to better use, if only in continuing to steam-roller 
weak Allied units. The German Adriatic flankcould 
have been shorter and stronger if brought South to 
the Pescara River; for example: P39, R41, and U39. 
In a situation such asexists in this particular game it 
would be difficult, perhapsimpossible, to determine 
just what a retreat "to the rear" consists of! 

ALLIED DEC 111: 

, It's hurd to muke any sense out of the bwrd 
anymore. If's now a veritable hodgepodge of units! 

Match C, AUlED DEC Ill Turn: The Allied mweturnsthe boerd 
into a hectic jumble of mlors with little cohesion and wthinu in 
sight even faintly resembling a front.The turn mmmences with 
an AV (7-1 1 attack us, the 65th Infantrywhich, despim a "8" die 
roll ~~~~~~~~~thw unkandallowfreeparraagemrough the hex. 
The Fr. 4 Mt and US 45th Div each lose a step and the NZ Oiu 
losas two. The Br. 6th DIU and US 1 Armor advancn into the 
vacated h m  Another "6" die roll in the 1-1 attackus 18 PZ cmts 
*heFr 2 Mor and US 36th Divisioneacha mgand  they retraat m 

The Allies have a lead on the Germans since the 
G e r m  task is to both kxepfive cities AND form 
some kind of cohesive line. I think the multitude of 
low-odds attacks are taking their toll on both si3es. 
but some of the Allied losses near Rome may have 
been unnecessary since a defensive posture coupled 

E44 and J44 raspectively. The 28m Panzer is not quite as 
fortunate, losing a s t e ~  In a 1-1 anmelt by the Br. 1 st Dlv and Lnd. 
4th, but holding its ground and forcing itsattackers bdr to 647 
and E46 respectively The turn could well have ended whh rwo 
less Panrer divlslons on the bond, but the Germen cen't be 
blamed for not feeling fortunate at the moment. E l b e r m ,  the 
Allied player takas advantage of the chaotic "front" torebuild6 
units including 606.24 Gds, 681 5, Ind. 8, US 34th, snd the Br. 4 
Armor BrlgBde. 

with the end-run around Bolsma would give the 
G e m s  m c i e n t  grieJ The atrackrs near 044 
might have been better employed near Naples. A 
heavier commitment against Naples woddproduce 
viable drives against THREE victory citks (Nuples, 
Salerno, Rome) when only one ip required. We'll 
.V*P 

Match C. GERMAN OEC II Turn: The German is forcad m end dravvs B stelemate-neither retreating or lasing/gainiw 
d a p r d  on rivers and High -nines to temporarily hold a casualties. The German munteranadt on Rome wlth 16th ti 
sernblanm of front but even $o his army has been cut into iwc 26th PZ turns both 201 GDS end 8816 into inverted arunters. 
W e t s .  The 2nd Pare attacks the BR 7Eth and US 34th et 1-2 but the Germens decline the advance imo the ciry. 

GERMAN DEC IKL 

Tkc Automark Victory on ISSFrnay have been 
better employed $the resulting movememmt had 
been simply wed in advance only: movkag a&acent 
to 821325 m d  24 G&- 60 PG should be mi 
ehewhere. At thispoint, I think the German should 
continue husbanding his strength to withstmd 
expected viciou attacks next nvn. In addition, he 
still mustfill holes in kiP lines. The Allies huda wry 
slim hope of forcing Terracina, but faiIurc to mtack 
in the Naples area enables the German to pull 
mrything into the city. T?te Allies, the bulk of their 
'yree" forces at 044, cannot rectfy thesituation. By 
stripping his l h s ,  he might get a 2-1; m Allied 
oflemive against this area on Dec ZZZ might Lw 
reduced the Germun Afmders enough to make a 3- 
I possibk. 

ALLIED DEC 1V COMMENTS: A lot of the top 
pro basketball players started out in street games in 
New York, including Kareem Abdul-Jabbar, 
Connie Hawkins, Julius Irving, etc. "Dr. S" always 
maintained that in those games, when going in one 
on-one for a lay-up, it was just as important to make 
the other guy look silly as to score a basket: so here 
goes! 

In order to  prevent the Germans from massing 
every unit for last turn attacks, they must end the 
.game with a front line, or the Allies win. Although I 
had a good chance to win by holding 5 cities, I 
decided it would be no harder-nd more fun-to 
win by preventing the Germans from ending the 
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Match C. GERMAN DEC Ill Turn: The German masies his combat us the French 2nd Mortar. Unfonunatelv, the German 
Sb. ~ i n g  w e r  for a 9-1 AV attaocagalnst lSSF  26th PZ sdfers rollsa"6".causrng a loasoftvvostewfrom~ne334thanoeno,ng 
8 1-1 step In tne anack out 1 2  extra movement points are the oftens~ve witn no furtner aavanw. The Fr. 2nd Mor suffersa 
generated from the werkill, causing a Breakthrough which one stapIce8in theattack. Elaswhere the94th Inf Is repulsed ina 
a l M  334.71, end362ndInfand 16th PZtooMaina4-1 second 1-2 attack w the US 3rd Div with a smp loss. 

game with a front line. Their army is split up into no board. Anything is possible in ANZIO, but my 
less than 8 pockets, as much by rivers and High .chances look good. 
Apennines as by Allied units. They only have four The German final move could have won the 
units able to move freely in the northern half of the game for them had their attacks generated enough 

, . . . . . . . - - . . . - - - . 
grace by cutting offffinual~thesntlre ~errnan arrny.~hemk 1st the illustration). llhe mwernent'points generated by the second 
and 6th Divisions each Iwt  a step in a 4-1 AV attack vs the 1st AV allow the NZ, Canadian 1st and US 3rd to launch a second 
Ersatz Infantry, allming the Canadian 1st Inf to enter T36 and attack vs the 3rd Ersatz Inf 8t 7-1 odds. The NZ Div ia reduced to 
attack m cenjunnion with the NZ snd US 3rd Dwisions in e 7-1 inverted cwnter stetus but the other anackers advance after 
AVvs the 3+4 Mt and 6th Ewtz  Inf. These two AVs clearedthe combatMP39. Both French unkstnkeon replamrnentsandgaln 
coast road. allowing t h B r  1st Pare, US 45th Inf and French 4th a step. 
Mt to advance up me Adrlwlc coast. The latter two ended their 
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forward movement either to close the front north of 
Rome, or to penetrate W the Allied port, aince to 
win in this alternative way the Allies need to trace a 
line off the North edges from their port. I'd ,say they 
had a 16% chanm to succeed, and it failed. It was a 
worthy try, however. 

While revising the 1669 ANZIO for re-issue 
in 1974 I gave a Iot of thought to the anornaIy that 
breakthrough movement can result in a unit moving 
farther than it could under normal [non-combat) 
_movement. I concluded that there was no better o 
realistic way to handle it. In this last turn, fo 
example, several strong German divisions steam 
roller Allied brigades. One could imagine a resul 
ranging from negligible resistance, to an heroic 
effort that would delay the attackers despite thei 
overwhelming strength. If the rules were modified tt 
stipulate that attackers can never exceed thei 
maximum normal movement, not only would i 
demand a lot of bookkeeping, but in my opinion i 
wouId over-represent the average delaying ability o. 
smaIl units in Automatic Victory situations. 

GERMAN COMMENT ON DEC IV: Since thr 
Allies are going for their alternate win: denying tht 
Germans a final front line, I have two desperati 
chances to atill defeat them. Either one would br 
akin to running the table in billiards. 

In the north, I have a 7-1 attack with one chanct 
in six of generating enough "breakthrough move 
ment" to close off the front. 1 could have tried t c  
form a front across the narrow "Gothic Line" neck 
of the peninsula, but the gain in fewer units needed i! 
more than offset by the added distance they must gc 
to get that far north. What really hurts is that I stil 
have an armored ersatz credit that 1 am unable tc 
claim, because all are in play on the board. If thir 
unit were a t  135, I'd have a 113 chance instead 01 
118th. Moreover, 1 could probably rearrange tht 
deployment attack to make the odds even better. 

In thc aouth, 1 start out with a pair of high-oddr 
attacks, but this is just 'the beginning. From these I 
must generate enough forward momentum f o ~  
second and third combats, all of which musl 
generate favorable rolls, in order to penetratt 
towards the Allied ports at Ortona and the Termoli 
zone, either to actually reach them, or to shield then- 
from the rest of the board by German zoc's, therebj 
denying the Allies their victory. 

The results? Blast! 1 wodd have loved to pull this 
one out! Admittedly, my tactics were sheel 
desperation. Overall, 1 must say I got better die rollr 
than 1 deserved, and hot crap shooting is no 
substitute for good play. A German victory here 
would have been a "steal" from an Allied player who 
rolled more than his share of sixes and deserved to 
win far earlier. 

DEC IV TURN: 

fie victory criteria state that the German must 
prwmr the tracing of a line (free of Germm ZOC) 
from a porr (beachhead orport city) as constructed 
on the board (therefore excluding the south end), to 
the north edge of the board. f i e  Allkd startpoints 
are the Roma area, Ortonu, and the Termoli zone. 
Rome (borh the beach and Lido port) are easily 
captured. This leaves the eust coast. In a nut shell, 
there's only one way to block the Allied "victory 
trace" from these two porr counters. We have two 
merho& to evaluate: I.) throw a new defensive tine 
around or north of the ports; or 2.) destroy the 
ports. The Naples force$ can't uitack Br.56, the 
Caskitto forces can'r break out to the east @rimarily 
due to blocking terrain). The Roma forces can't gel 
pasr Er46 (ar best, they could AY Br201, und 
advance to P42 for a 1-2). The Alliedforces in the far 
Northeast prevent any swing from there to the 
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Memh C, GERMAN DEC IV  Turn: Thesmall German hopesfor 
a victory now depend on overwhelming attacks generating 
enough excess movement points to allow second and third 
combat and enable them, wlth a great deal of luck, to close the 
front. The beginning of such a line IS formed In the nonh (out of 
viwlby: la Ersau atTZ1.26th PZ-(123, HuD 4PN26.334- 
N29, and the g4th at WZ. The German starts with a 7-1 AV rs 
325 and the Allied replacement counter st F41 A " 6  die roll 
quickly puts an end to any thoughts of second combat as the 
Replacement counter survives the attack and retreats. A 9-1 us 

South. Therefore, rhere is nbsoluteIy no c h c e  to 
destroy the Adriatic ports. In the North, there is a 
slim chance 10 form a continuow front, but IIS the 
results show, it didn't work. 
SUMMARY: 

My "gut reaction" is that the AIliedplnyer could 
have sewed it up I W  (as opposed to 83%) by more 
directly pursuing the "city victory" campaign from 
Dec II on. As it was, he came down the line to Dec 
I V  and war forced to win the hard way, which he 
most certainly did. and did very well, In fact, his 
positions are really a work of art. Understand. tk13 is 

Cdo 2SS has more sumess snd generates 12 extra movement 
points. The 306th Inf loses two steps but all 4 attacking units 
move on to attack the Br. 2 Para at 9-1 .Again, the Germansare 
met with a "6" die roll which, ahhough it eliminates the British 
defenders, does not generate enough extra movement to 
maimam the German's mathematical chances of a victory. 
Elsewhere 1 Para. HG, and 3rd PGw~peouttheBr 4Bde in an8- 
1, but this attack as well as a subsequent second combat vs 5(15 
& 23 sre nwv pointless. The German has been dealt s 
cmastrwhic defeat. 

THE ANZIO MASTER at his best: novices beware 
this approach! 

The German player srarted in the red, losing 
Frascati and under the gun at Caasino. Tke Dec I 
turn cost k h  dearIy and from thatpoint on h e f i w  
with a broken wing. ANZIO doe3 exemplify the 
axiom t h t  the winner is he who makes the fewest 
mi$take#. Murk played a fairly goodgame, but Tom 
just plain stayed one step ahead of him at all times, 
parriculnrly in regards to tactical phcement. 

a 
;. A.H. Philosophy Continued from Page 24 

utilize bookshelf packaging in an  attractive 
format. Not a wargame company, 3M special- 
ized in abstract games of strategy for the adult 
market. The true adult game addict will readily 
recognize such classics as: FACTS-/#-FIVE, 
BACKGAMMON, FEUDAL, TWIXT, OH- WAH- 
REE, etc. We will not attempt to maintain all of 
their items although we will continue to 
manufacture and distributethe best of their line. 
The combining of the two lines should enable us 
to build our retail distribution to new heights. 

Again the consumerwill benefit by increased 
availability of both 3M and AH games as one line 
opens marketing doors for the other. In addition, 
due to the efficiencies of scale brought about by 
the merger of the two lines we will be able to 

reduce the price of 3M gamesto the $1 0.00 level 
so as to keep parallel pricing structure between 
the lines. 

W e  cannot accept your ordersfor the 3M tine 
at this time but will be happy to do so at a later 
date when actual manufacture commences. 
Stay tuned to the GENERAL for details on this 
and other exciting news from Avalon Hill. We 
have far more up our sleeve for '76 and you 
won't want to miss any of it. 

Other titles on the horizon include a com- 
plete remake of GETTYSBURG by our resident 
Civil War expert, Mick Uhl, and the often delayed 
STARSHIP TROOPER which probably won't 
make its appearance until ORIGINS It. The latter 
is getting deluxe art treatment and will probably 
be our most colorful game ever. Armed with 
Robert Heinlein's endorsement we hope STAR- 

SHIP TROOPEB will do for us in the bookstores 
what OUTDOORSURVIVAL accomplished in gift 
shops. 

Vol. 12, No. 4 of the GENERAL was a bit of a 
surprise to us as itgarnered a 2.64 rating to rank 
as our third best effort in the past three years. It 
was surprising because the feature article was 
not voted the best of the issue as is usually the 
case. Top honors this time around went to Dr. 
Joseph Connolly for his STALINGRAD varianr 
"Starting Stalingrad in 1 942." The polling for 
individual articles based on our random sam- 
pling of 200 votes (3 points for best, 2 points for 
2nd best, etc.) looked like this: 

........................ Startlng Stalingred In 1942 . .  230 
The Battle of the Hydaspes .......................... 213 
Series Replay: Afrika Korps .......................... 135 
3-D Panzerblib ..................................... 134 
Beck w Nuts & Bolts ................................ 94 

.............................. A Study of Wargarners 84 
PBM-The Hard Way..  .............................. 74 
Design Analysis. .................................... 73 
Calculatd Victory.. ................................. 59 

.................... France '40 That Might Have @+en 5 3  
The R e s t  of the Battle ............................... 28 
k H .  Philosophy . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  23 

This issue will be coming to you, as usual, 
quite late. We will be doing our best to get back 
on schedule in the near future but circum- 
stances may make that impossible for quite 
some time. The recent acquisitions will dictate a 
heavier workload for all of us at Avalon Hill, and 
just as important, may force a move to larger 
quarters. Should this occur we will be hard 
pressed to maintain our current publishing 
schedule. We hope you'll be patient with us in 
the hectic months ahead. 

A.R.E.A. 
We've recently revised the official pbm 

procedures for all AH games by doing away with 
special pbm CRT's and charts in favor of a 
system which transforms all 10 digit stock 
results to a base 6 number. This is accomplished 
by dividing the base 10 number by 6 and using 
the remainder as your die roll. A remainder of 0 
would be equal to a resulr of 6. Individuals using 
the old system should feel no need to rush to the 
new one, but games not already underway may 
do better to switch to the new system. All AREA 
matches not already in progress as of February 
29th. 1976 should utilize the new system. 

AREA now has approximately 1700 mem- 
bers. To date, only one individual has been 
expelled although three others have been sent 
"warnings." It is unfortunate that anyone need 
be told to conduct themselves in a mature 
manner and that the ultimate purpose of the 
games is, after all, to havefun. However, if AREA 
is to develop a reoutation for reliability we will 
have to trim the tioublemakers from the rolls. It 
is an unpleasant position to have to exercise 
dismissal powers with no more evidence than 
the written account of a supposedly wronged 
parry. We urge all AREA members to exercise 
good judgement. manners, sportsmanship anc 
constraint in complaining about opponents. Just 
because you file a "foul" call before the other 
fellow doesn't mean he'll be banned. If hisstory 
is more convincing than yours, you might be the 
one that gets bounced! The point is that AREA is 
supposedly a pool of mature and reliable players 
who are fun to play. Exhaust all possibilities of a 
mutual conciliation before complaining. W e  are 
still looking for more AREA technicians in the 
Baltimore area to update the records on 
Saturdays. Write or call Don Greenwood at 
Avalon Hill if interested. 

Q 
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THE REST 0 F BLITZKRIEG by Dave Roberts 

The new BLITZKRIEG rules did slrch an 
excellent job of cleaning u p  a previously urnbig- 
uous game Th#i we were hesitmi to include some 
of the advanced optionals which might have 
"muddied the wter" again. So in order to spare 
some newcomer the pain of biting ojj@ more than 
he couId chew, we omitted the Hidden Move- 
ment, Nuclear Warfare, and Propaganda sectior~s 
at the Iast minute. They am presented bebw for 
the use of the G'EN E R AL's veteran readership. 

Hidden Movement: 

Each side may "hide" up to 10 units and 
remove them from the board. Hidden units must 
always be stacked with a "covering" unit and 
obey normal stacking and movement rules.. 

To hide a unit, remove i t  from the board and 
place it in the fold of a 3 x 5 index card as 
illustrated. The unit to be hidden may be 
"mentally" moved to the covering unit, or the 
wvering unit may move to the hidden unit. 
Reinforcements must be placed on the board 
before being hidden. The unit identification of 
the covering unit (and only that unit) must be 
written in the fold of the index card. 

Units may be hidden with a covering unit of 
any type. (In the TG, air and ground units may 
hide under each other.) Hidden units may move 
normally with the wvering unit, although neither 
may exceed legal rates or restrictions at any time. 
To change a covering unit the hidden unit(s) 
must be returned to the board and the 3 x 5 card 
revealed. 

Whenever a covering unit attacks, is attacked, 
moves through an unfriendly city, or at the 
discretion of the controlling player, the hidden 
units are returned to the board and the 3 x 5 card 
revealed to your opponent. Hidden units at sea 
need not be disclosed even if enemy units are in 
the same sea zone. 

Hidden units which are attacked are only 
revealed at. the instant of combat. In an  Auto- 
matic Victory situation involving a covering unit, 
the hidden unit with that covering unit need not 
be revealed until after the attacker has wmpleted 
all movement. If revelation of the hidden unit 
then reduces odds below AV, any units which 
moved beyond that AV must retrace their steps, 
"piling up" as close as possible behind the AV 
battle. Retracing units must be placed in legal 
stacks not in enemy ZOC, and they may not 
attack anything that player-turn. This is culled a 
"ms6y surprise". 

Nuclear Warfare: 

Nuclear warfare may be wnducted on both a 
tactiml and a strategic level. Players shouldn't 
engage in tactical nuclear war unless prepared to 
accept the possible consequences of strategic 
-nuclear war (See 38.7). When using tactical 
nuclear weapons, attacks on the TGAT and ACT 
are rolled 3 columns higher on the chart than 
otherwise. Thus a 5-8 attack may be rolled as a 
17-20 instead. Attacks on the EBT are roUed 6 
columns hjgher on the chart. Any tactical nuclear 

BBT attack affects aU BBT targets in that hex 
(34.2, 34.3, 34.4, 34.5, and 31.42). Aligrounded 
aircraft in rt nuclear target hex must be removed 
Fnst, before any ground factors are removed. 

Each player has enough tactical nuclear weap 
ons to  support 150 nuclear attacks per game 
maximum. A record must be kept of all nuclear 
attacks expended. If a bomber intending to use a 
nuclear attack is shot down before bombing, the 
unused attack would still be considered 
expended, in addition to possible nuclear attacks 
used in air combat there. Place a heads-up penny 
on each target hex where a nuclear attack is used. 

After all cnmbat is resolved, and air units have 
landed, the attacker must roll for faU-out effects 
on any units then in or adjacent to a nuclear 
target hex. Affected air units must be lost before 
ground units in that hex may be taken as losses. 
Armor units are never lost due to fall-out. Fallout 
is rolled on the 4-7 column on the BBT. The 
attacker may deliberately attack vacant hexes on 
the BBT to produce fall-out. 

All ground units that advanced or retreated 
after combat into or through a nuclear target 
hex, or into or through any adjacent hex, must 
also roll for fall-out. Air units needn't roll for 
fall-out in hexes they flew through. Armor never 
roll for fall-out. Roll separately for each stack of 
such units in each affected hex moved into or 
through. It is possible for a given stack to have to 
roll up to 5 times for fall-out after combat, 4 for 
advances or retreats, plus 1 for ending the turn in 
an affected hex. 

In the player-turn following a nuclear attack, 
!lip the penny to tailsup. Adjacent hexes are no 
longer affected by fall-out, but a tails-up hex still 
affects each stack moving into or through it. 
Units which simply move out of a f a h u t  
affected hex escape fall-out effects. Factors 
elimjlmted by fall-out while moving are removed 
immediately and do not engage in combat that 
player-turn. Remove the tails-up penny at the 
end of this player-turn. 

If a minor country liberator uses a nuclear 
attack in or adjacent to a city of that minor 
country, all special benefits of having been the 
liberator are lost. Cities of that country are no 
longer friendly to the former liberator, and must 
now be garrisoned to be friendly. Any unreduced 
cities would now resist the former liberator just 
as they would the aggressor. The 2 factor losses 
of 29.6 and 29.7 now also apply to the former 
liberator. However, (A) players need not garrison 
cities during a player-turn in which they are 
subject to fall-out, and (B) players need not 
garrison cities garrisoned by their opponent, in 
order to avoid the 2 factor losses of 29.6 and 
29.7. 

For strategic nuclear warfare, both have a full 
s tock  o f  multiple-independently-targeted-re 
en t  ry-vehicle-intercontinental-ballistic-missiles, 
equipped with multi-megaton-thermonuclwr- 
devices. Translated from Pentagonese, this means 
that either player may upset the board whenever 
he pleases. 

Although not strictly prohibited, players 
should refrain from (A) using tactical nuclear 
weapons over enemy home country cities, and 
(B) occupying any home country hexes with 
ground troops. Players who upset the board in a 
player-turn in which their opponent escalates the 
wnflict to such excesses as "A" or "B" above 
would be considered morally justified. But in any 

case, all players and spectators present when the 
board is upset should be forever banned from 
further play of Avalon HiU Games. 

Propaganda: 

While having no direct bearing on the logicall 
mechanical elements of the game, a zealously 
waged propaganda campaign can make a major 
contribution to final victory, or even win in an 
otherwise hopeless situation. 

Players are now free to engage without limit 
in propaganda such as accusing the other of 
warcrimes, political corruption, suppression of 
subjed peoples, forecast the coliapse of the 
other's economic system, etc. Scathing use of the 
term "aggressor" should be made at every oppor- 
tunity, and the most high-minded nobility of soul 
feigned in use of the term "liberator." Going 
deeper, one could drum one's fingers loudly on 
the table when awaiting the end of your oppo- 
nent's move, or you might respond with a bored, 
"Ho-hum, what a dumb game!" when your 
opponent rolls into a crucial city with a 1-2 and a 
die roll of "1". 

Players are reminded that excess zeal in 
propaganda may damage relations away from the 
game table and leave you no friends, but that's 
your business. I t  all depends on how seriously 
you take simulating the absurdity of war. 
Remember, this is an Optional Rule. You don't 
have to use it. @ 

LEXA'~~DER ', ., " "  . ; : :.' '., 
ON0 EDITION .",'- ,,"' 

.I 

&$he second edltion rules for ALEXANDER< 
TI-IE GREAT are naw avarlable from the  parts ' 
department for $1 .SO. The new rules Include .' 

. a n  expanded appendlx of questions a n d c  
:answers on play, a s  well as a revised sequence 
of play, rnlssile ruies, and more accurate>' 

, descr~pt~ons of the mapboard terrarn and? 
counters. Alsoavaiiable for $ 1  .OO are the new<< 
ALEXANDER counters which include the half., 

:strengths printed on the reverse side in a- i  
: Irghter shade of color to help differentiatw 
:between full and half strength unlts. ~ e ~ u l a r y ;  

I 
postage charges appty. 
$.~$T>d*,;;'>x 

.d:$Tdq :+ xt PLAY-BY-MAIL-: 
<?,, PROCEDURES REVISED t 2 
2 J 

been revised to handle instructions for all 
names recommended for pbrn play. The new I 

kiystem adapts all pbrn games to usage of the" 
'standard base 6 CRT. The Instructions are ; 
- included wrth the purchase of any pbm kit or ' 

can be ordered separately for 50C plus usual' 
"postage charges. :$q. y $ , , :  

rsL,j REDUCED HEX SHEET PADS :;,; '! 

Mow available from the Mait Order Depart 
ent is a pad of 30 hex sheetswith normal ha1 

Inch hexes printed on one side and W "  hex 
printed on the back. The pads are useful 

are  available fro 



Dear Sin: 

I have recently purchad a copy of your game 
Woodcn Shiw and lron Men which I am aenerallv 
p lead with kxcept forthefan thattbe~kchfleef 
is com~letclv imored. I t  is true that tbt Dutch flea . . -  
was small and it's primary Function was wnvoy 
escort, but i t  wap l&r then the Amcrieanflta of 
thc 18Wsand laraccnouah to kscrrowrnwntvof 
His Majesty's $ 6 ~ ~ 6  m ip ied  in'the North &a. 
Anothcr intertsting thing about the Dutch fleet is 
that Sit did not exist, the British would have been 
dcnicd onc of htr grtattst naval victorus undcr 
sail, the Battle of Camperdown. 

The Batik or Camperdown took phw on 12 
Oclobcr 1797 and was thc most decisive victow. 
strategically as well as tactically, since the 
destruction of the Soani6h Armada. Thc Dutch 
fltet under the cokrnand of Admiral John 
William Dewinter. was ordard to sortic into thc 
North Sea "Tor the honor of the h e "  and was 
caught by the Britigh while attcmptingto makc i t  
back to non. WhilccatchinathefleeineDutch. the 
British fleet, under the Gmmand & ~dmira l  
Adam Dunfan, then years of 8s. was in two 
disheveled formation6 whm thc ordcr forWeneral 
Chase" was gven. As the British c l o d  at m angle 
or a~~roximatelv 120 dc~rte6 to thc Dutch. tht 
putit; formation k t  looit a murderous rahng 

broadsidt Ihal did littlt loslow thtadvancingflmt 
of Adam Duncnn. Many of the British SOLg 
managed to break through the Dutch line resulting 
in thc division of DeWinlcr's fkct into thm 
sections, two of which were hopelegsly involved in 
intership mclas to a numtrically supcrior forma- 
tion. The third section of Four ships was not 
involvod in the fighting and they ran. A h  four 
hours of fighting, the Bntish captured nine of the 
Dutch ! k t  and left two to flounder on the &oil of 
thcir ME. All this climinatcd the Dutch flmt as a 
lighling force and cleard tbe North Sea for the 
next 115 yearb. 

I n  my opinion, this was at least the t h i i  patest 
victory tor England in this pcr id  I m a m  i t  was 
fought by fleets which were nearly ident~ml in 
every rebpcct, and it showed tht folly of the 
notorious fighting instrrucuons, which mntinued 
to be followcd until World War 11. Duncan might 
well have been another H o w  or Rodney if he 
wasn't stuck with anidle front Likc thc North %a. 

I havc includd a sanario o l  Campcrdown and 1 
hope you find i t  useful in expanding thepmbili- 
ties of Wooden Ship and Iron Men. But ns far ap 
thcst big sanarios go, takc my advicc and pet 
some additbonal boards. 

Robtrl Hmrnig 
West Yarmouth, MA 
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Dcar Sir: 

The rollowing is an optional rule gubrnittod 
For wc in your Rcviscd BLITZKRIEG gamc. 

37. FORTRESSES 

37.1 This is an optional rule For the Tournarneet 
Gamc. ~orl-msrs rep~cxnt tmphced posi- 
tions to strenmhen defense of an aren. This 
rule can bcu& only in conjunctionwith thc 
Cr~tical Resources Rub. 

37.1 Each playtr bcdns the gamc with 4 For- 
tresses. He may position them anywhere 
within his home country. 

31.3 A playcr rcccivcs I F o r t r ~  counter at the 
start of his pIayer turn i f  he has 4 friendly 
Basic Industry cities. He must ulaw il 
immediately o i i l  is losl: ~ortmscscannot be 
accumulated and bmwzht on en masse later. 
They may be placed on any non-spa or lake 
hex From which a combal rupply lint can be 
lraad to onc of thc IND aties (not 
necensanly in the home country). Once 
placd, fortre6m may not k moved. 

37A Once placed, a fortress may be occupied by 
anyground unit oftither sidc. Fortrcsacs may 
be destroyed by friendly forces (removed 
from thc h r d )  i f  aunit bqins its turnon thc 
lortress and d m  not move thal [urn. Any 
number of Fonrcsscs may bc dcslroyod in a 
turn. 

37.5 Units in fortrcucs havc ccrtain advantages: 

37.31 Units in Fonrcsres may ignort retreats 
calld for by the TGAT (attacking or defend- 

Let t e r s  to the Editor ... 
h r  Mr. Greenwood: 
1 was very muchsurpW t o m  thu inthe Avalon 
Hill Philosophy Part 52 in t k  Novemlxr- 
Dcmbc r  editionol the G~nerol, that your forth- 
corning relense entitle4 KINGMAKER wasl 

r d d  to as "a multi-player diplomacy game of 
the English Civil WM." 
Nothing wuld bc any further from tbc truth. 
KINGMAKER deals with the period of dynamtic 
wars bclwtcn tht royal houses of York and 
Laocaster w b i h  lasted from 1454 to 1485 T h c ~  
wurs wae fouaht almost cxcluaivth b c t w n  the 
nobility with tbc cnmmon man h iw ing  or even 
carina little about the outcomc. Ap a d t  of tbc 
"waii" nothing really changed except that the 
Tudor dynasty came to power. One dynasty hnd 
b m  changed for another. 
Tht "English Civil War" occurred from 1642 to 
I€&, and mded with the execution of Charles I. 
This war wan mnoerned with the struggle &wen 
the conflicting growth of tht power of Parliament 
and tht divint right a d  royal perqative. As a 
result the style of Engliiliew4schangtd. though 
not for long by outward apparanas. Aa a rault 
tht authority of the King was on the declineand 
the power of the Par l iamt  was on t k  rist. 
1 bopc Ihat t h  will be a disclaimer published so 
that-the noviccb among us will not think that the 
KINGMAKER is the Emlish Civil War. a d  tb 
the Wars of the Roses i b  iimply anothtrnamc lor 
tbc =me. 

Bill Mauny 
Maryville, MO 

I 
In@. 

THE BATTLE OF CAMPERDOWN M. Nore: You .re, of roursp, mmect. I1 i8 e w  lo 
37.52 Un~ts in Fortreages are not rquired to faIlinto the rrup of describtmg the War of Romm 
attack adjacent units. 

NAME 
Dlr CREW C ARRON a cMI M because, in a brcud ~ n w ,  it was  one. 

37.53 I f  they do choose to attack, they n d  QUWg CLASS W. HEX Nr. HULL ausl Secllmn BUMS AOES RIGDING H owvpr, yo uareem owec, f m c ~ t ~ Z f w u r  
1 2 9  L R L R 1 2 3 4  

not attack alladjacent units: they may attack BRITISH: for referring ro N as The -fish Civil War which 
ant. SomF. =djacEnt hexes (but must F Y I ' ^  . ;, ,:w, ' : ~ i S ~ ' "  I W ? i ? ; i c ~ B ~ .  E5%W39*Q,<q,'?>i1112L if, ofcour~e, is nor. m n k s  for catchmg our dip. 
attack all units in the hex. mr 14.4. Not all B P I I ~ ~ W U X  M 
units in the Fortre% are requird to atlack: 
the player may we somc, one. or all. in onc or 
more attacks. 

37.54 Units in Fonresse6 po6tpone theeffects 
of isolation for ont turn, duc to supply 
stockpits. 11 a fortress iastill out ofsupply. at 
the start of the second oowcutive turn, the 
effects of 23.6 occur. 

Jl6 If ailwaft rules ere used, special conditions 
apply: 

37.61 Bomberg do not bomb units in Tor- 
lrcsacs at double strength (30.8). 

37.62 Tanicnl Bombing does no1 urdoublc 
units in iortrcvscs hhind a nver (30.41). 

37.63 Anti-Aimrnft hlteries in Forlmca 
rclum firc ( ~ n  thc 13-16 wlumnofthe ACT)+ 
against any attack in its hex (Strattgic 
Bombing or Additional Missions. M.42 and 
33). over and almwany other AA return fire. 

37.64 A Fortrcsa may be attacked as an 
Additional Bombing Mission, at 2 columns 
lower than normal on the Bm only a blank 
savm h e  rortrees. There is return AA lire (13- 
16 on thc ACT). Thc dcbtroyd forlress 1s 
removed. 

Gknn Rolxrts 
EnLon, Ohio 

***** 
Dmr Mr. Greenwood: 

1 would like to congratulate you on a fine 
Scrics Replay in Val. 12-3.1 would like to sm more 
klaasid replayd in thc magazine. Commenda- 
tion should go to Mr. Anton for somc fine ncutral 
mrnmentary. Instead of harshly criticizing the 
playas, ht tried to point out why they made a 
main  move. It was  a job wcll done. 

I think thegame would have bxngrtal ifthe 
luck lactor was equal. As Mr. Robens said, the 
odds that hi6 three 1-2's would fail was 29-I! (1 
wonder what would have happened if the First 1-2 
succeeded)? Howcver, as Mr. Anton said, you 
must plan your game on theworst possible luck. I 
rend lo agrtt wilh Mr. Rokrts that il i6difficult. 
(not lrnpossible) to beat a competent PAA player, 
such as Mr, Libby, by taking only 3-13 and 
delaying p ies .  I hope that future Series Replays 
will be as good as this was. 

Andy Tomcufc~k 
Old Tappn. NJ 

, ,. 
PREVAILlM3 WEATHER WNOITIONS 6PECIhL RULES 
M n d  d i m l m :  3 
Wind ueloclty: 4-Hceuy b- 

1. No land twxa 
2. No anchorimg 

Wind chanse: 5 

Dear Editor 
I war vcry plcastd to rn my work on Jurlend 

in Vol 12. No. 3 as the lmd article, as wellas my 
matclial on the Derfningw. Howevtr, there were 
some errors cnmmltted in the printing of the 
counter shen and the nupptemental hit r~ords.  
which I would likc to call to your altcntion. 

I. Thc hit rccord lor Australia 1s m n g .  I t  
should be like her sister ships, Indefatigable and 
New Ztaland. 

2. Thc counters for h e  Bntlsh B's should all 
have been likx that for King Edward. 

3. The proteaion factor for the British B's on 
~ h t  hit rfford ah~ct should havc bmn 10. rathtr 
Ihan 7. 

4. The unit counter for the Rodnty is for tht 
WWll BB. The ship of this name which was 
projmted but not built in WWI was a BC of the 
Hood elass. Thus th t  countcr for S~nar io  5 
should haw been like that for the Hod .  

5. Tht prottction factor on thc unit counters 
For the Antrim. all. Devonshiiand Roxburgh 
should bc 1. rathcr than 2. 
Dean Miller 
Fa~rfax, VA 

Denr Sir. 
1 wonder if I might use the letter column6 of 

the GENERAL to express my thnks to all tboac 
who contributed in any way to my getting the two 
Charlca Robcrts awards? To havc a damned 
Limey walking off with two of the five awards 
rnugt have k e n  rather n bitter pill for rightly- 
patriotic Americans to swallow. and the fact that 
they appeartolmveac~eptal this(my mail boxbas 
contained letters of mngratularion but-as yet- 
no bombs) ap well a6 havin& scprntely. promoted 
it s p k s  volurncs for thc gmcrosity and fair- 
mindednes of the wargaming fraternity. Mind 
you, why I degerve any award of thig rature, let 
alont two, mystri~s me-after all, I bavt b a n  
enjoying mpelf! ALBlON was a labour of low 
and sometimes even 1 wish 1 had t k  murage to 
takeil ontoinrue 100. . . but Iroongeragripand 
continue to take the pills . . . . 

Anyway, many thank6 to everyone and 
panicuhrly to the organixn who bavepullcd off 
a gfl-together which has bem in everyone's 
dreama for some years but which takm a bclluva 
lot of organisation to bring to reality. 

Don Turnbull 
C~rnbridgt.Grtat Britain 

h r  Sir. 

The article by Randall Reed in the current 
isgut of tht GENERAL lvol. 12, no. 3) raises tht 
paaibility of rule changs to the m o l t  h u c  o i  
ChanceIlorsvlIt~. I anret Ihat thcvictorvcondition 
ralio 6hould bc 3-1 ratbcr than 4-1. I also 
wholeheartedly agree that the addition to the 
victory conditions pertaining to Confdemte line 
of supply k initiated. The mmment in the artick 
about the old version being a D-Day on thc river is 
certainly true and I can rcmember the frustration 
ofjust trying to cross the river in l h t  oldcr vcrsion. 

1 havealso noted in the Genemlovt~ thc pant 
year that there havc been many articles on 
compartmentalization of components, I would 
iikt tosay that 1 knowo[ametbod that isrektlvtly 
cheap and very efficient. My metbod ofampart- 
mcntaliaation eonsists of tht purchasc of two 
Rubbwmoid mini cube trays (no. 2866): after 
purchase, cut the plastic edps off with a ram1 
blade. You arc nowldt with two trays, each of 
which has 36 separate companmentg capable of 
casily holding 8 Panzer-pic-. This method is 
excellent rot such games as Parrzer Leader and 
PanrerBlirr. Thc only dhdmntagc is that tbc 
boxes must always be kept in a horizontal plane 
otherwiuc thc putts will fail out 01 thc cornpart- 
ments. Two Rubbermad mini cube trays with 
edges trimmed fit very bnugly intoa bookcasttype 
of box. I am surpr id  that after four years of 
P~nzerBIirr being on the mrtrket that no ont has 
publkhtd this cxodltnt mahod! 

Dr. Don Holshuh 
Lynch. KY **** 
Gentlemen: 

I wmnttothank youforpublingtheOrigins 
o l  World War 11 gam. which 1 hsvc u d  with 
great success with groups ofaudents of diplomatic 
history. Mind you. I have modified the glint 
aome, adding It81y. acchoaloratia and Polarid, 
and creating team for the various democratic 
governments (teams which mu6t havc majority 
consent to act. giving them a disadvantagevcmus 
the dictators) At first I used it at the end of the 
term, as a kindofcclebrationat my home, but tht 
studenta commented that they wuld have profited 
from i t  before Anal exams. So now it's an inteigral 
p r t  of my international politifs course in the 
perid 190045. 
Robert W. Selkn 
Proitsor of History 
Georgia State Univmlty 
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READER BUYER'S GWDE 
$10.00 

m: BLITZKRIEG '75 Edition IM: Fictional war of two major and 
five minor powers lomely based on WWII 

BLlTIKRlEG was the 23rdgame to under- apparentlv well deserved as "our nut mail" to 
go analysis in the RBG, placing 16th on the date has revealed no unanswered questions. 
chan with a cumula tk  rating d 3.09. This other than the exclusion of the Hiddun 
performance while good Inot every game can Movement rules mistakenly advertized earlier 
be thebest), wasdisappobntinp to usin thatwe as bein8 part of the second edition. 
had thought hrghly of the '75 revised edition. 
The results may have suffered from rasders 

'Ifers something 'Or just 

basing their rati w o n  theoriglnal, ratherthen 
abou'eueryone- If played mima' 

the recent of the Hmver, more Fighter rules. it is an exceptionally gwd game 

likely the appeal suffers it is for PBM play due tothe large number of units 

only mythically based on cather 
than and relativelyfew turns 115).Thosewhostr~s 

being a hlstorlcat simulation. 
competition will enjoy the Basic Game for its 

The ~ame's  worst reting came in thearea 'lay the hard corps has 

qualiN which is hard to 
U X P ~ ~ S S ~ ~  daliahf with the added rules for 

otherthanforthefaetthatit isammparwiuely 
crucial industries. air wmbat, end naval 

2 g~;:;;;;;~ ~I;;;;;ne,raa;~. 1: ;$I: thMLs ~ ~ ~ ~ ~ ~ ~ ~ ~ K ~ ' ~ ~ y i  Of Yo" Who not ~~~~~~~$~~~ updeted 

prot&lv a refleetion of the non-hlsmrical 
subject rnstter being covered. Whereasths 1st do po at wur wnvenience. 

edition often more closely resembled a "sic- 
krieg'' than blinkri~, the ''5 edition I. Plrfsiral (lualiy ... .. . . . . 339 
lends itself to the fluid movement of armorsd 
parfare. The new anillery and alr power 2n 

systems address those arms with much more 
accuracy than past systems. 1. 

BLlTZKRlEG did set a new RBG r e c d  in 5, 
the Play Balance category where i t  bs ted 
Third Reid  by a srgnificant .34. This Is no '' 
mean achievement for even though the forces 7. 
involved are nearly identical in total strength. 8. hehad Lml. ..... . . . . . 2.81 
thew order of appearance and nattue terrain 1- vBlu 
advantages are not. The Completeness of 
Rules rating is also quite ~mpressive and I" h4 - - h" 

I 

PANZER LEADER 
Q. May a unit whost LOS has k e n  obcurred bya 
SSC direct fire at a targct spotted by anothtr 
friendly unit'! 
A. NO. 

Q. May the turnanengineer unilunlmdseountas 
the la1 turn of a 4 turn sequence for building a 
blwk or demolilion work? 
A. Yea. 

Q. Canan AFVovermn at odds worse t h n  1 to4 
[OF positional rcasons (i.c.. to gain tntranct to 
terrain behind the defender?) 
A. No1 in PL. 
Q. Assumc 3 wrccka and a block ona bridge Can 
you move acrw it? 
A. No -thc situation card for#20 haskenrevised 
however to prevent this from happening. 

Q. Can a unil olher than the onginalspotteract as 
I( soottcr to orewnt "Scatter" when the oriainal 

Q.Can German AFV'scarry 8Immmortarsor"l~ ypotler u no longer present and if no--can you 
type wcapvns? have more than I original spotter designated? 
A. NO. 

=WEN P A N ~ E ~ S G ~ R  aoA(10L SET up 
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and Zabvenia is the only cover on il. I f  the enemy is 
in a rush, he will have to take Zabvenia. 

The gully pves Zabvenm i t s  importanoc, but it is 
alsoa threat. The twogully hexes north of the town 
providt for assaulting forces panial shelter from a 
defender's supporting gunfirc. Only units in a north 
k x  of Zabvenia can fire into the gully, and thosc 
units may discover themselveg overburdened, 
unable to kill enoughspoltcrs toprtwnl anartillev 
zonk from Opustoszhen~a. To prcvcnt this, try 
occupying the easternmost gully hex, or, with a 
mobile unit, the reverse slope of that Interfering 
northern ridge. The brown hex-sides will interdict 
tnemy fire from the north for either position. 

Defendln~ Zabvenia from a wuthtrn or tagtern 
attack can be quite difiicult. I f  your oppontnt has 
strong forces, better not attempt a besieged defense 
likc Opustoechcnia's. labvtnia is another place for 
elastic armored action rather than infantryartilltry 
rigidity. 

It would be folly to assume that, bccausc Zabvenia 
ford is the easy route south, everybody will come 
that way. The little forest on the east side of the 
board, clohe to the stream, provides a convenient 
jump-off point for a hnklng assault which will 
circumvent the streambed barrierand possibly force 
an cvacuation ofthc lown. It isjust closeenough to 
serve a similar purpose lor a norlhbound attack 
against Opustoschenia. The forat makes an 
exccllent artillery position for use againa either 
town. A ainglt unit is suficitni to hold the forest 
anainst lieht oooosition. - .. .. 
It is just pvgibk for a really fast unlt (e.g. T-34%. but 
no1 Panthers) to by-passZabvenlaat theford,attain 
the road, and pull up into the woods between the 
torks. Again only a single unit is needed to prevent 
C U C ~  a pznctration. Two units thtre will dominate 
both forks. Still another unbt in the c o w  in the 
youthwest corner will provideafirmoutpost linefor 
Zabvtnia anainst southern attack. An attackxr 
would be WE; to seize both torcsts kfore asgaulting 
Zabvtnia. 

That I~ttIe C-shaped r~dge in theaouthcast corner is 
an odd okession or mine The shape lntngues me. 

, and occasionally I must rept'ebb an impulse to nestle 
some unit in the mouth of thc C. 1iI did, it would bc 
a wasted unit: The brown hexsides would block 
most or the lines of sight in and out. the slope hexei 
would slow down movement to a bcttcr p i t ion ,  
and while it luted. the unit would be a target tor 
anything on a hilltop. I call the position Rorschach 
Rldgc. and 1 think it might prow meaningful ilever 
1 undcrgo pychoanalyris-but i t  ispcrfectly useless 
lor anyone playing PANZERBLITZ. 

T m  GENERAL 

with them! Other times, a round tactic or 
strato8y !Imply falls apart for no reason. Ewcial- 
4 when other people do not react - as you 
would expect - in theif own best interests! So 
you have to bum to be flexible. 

For example, Germany cannot hmply decide 
that she is going to overrun all of Europe before 
a t t a d t i  Ru&. E ~ k n d  wil l usually be too 
strong to invade. But if the British player gets 
carsla - and the opportunity presents itself - 
the German can now mnside this pomillity. 
Indeed, the B~itish player often leaves his idand 
with leas than optimum defenze (but s t i l l  d* 
fended, mind you!) an the assumption, "Ga 
many can't afford to gamble on a Sealion 
mmpion - he's got to get into Russia!" So that 
works both ways. 

Another example is the French/Brltish/ 
Russian first turn declaration of war on Turkey. 
When we t r M  it, Germany intervened! Wt didn't 
expect this, as i t  meant Germany had to declare 
war on Ru& in winter, 1939! (Italy, intimi- 
dated by a strong British fleet, ~emalned neutral!) 
We were eventualIy driven out of Turkey and 
Germany managed to push up the Caucasus - an 
alarming went! However, Germany found hersew 
i n  a three front war in 1939;Franm did not fall, 
although Paris h a d  hnrads a muple of times 
tit was a near thing!); and the Persian Lend Lease 
route was obviously lost - but Germany $imply 
had no form to spare to take Norway! biur 
mansk convoys were unmntested. Eventuallv. 
the game worked out to Allied strate& advai; 
tage after all; but for a while everything was in 
mid-alr [nobody knew what was going on or who 
was winning!) as the fall of Paris would have sent 
the Allied dominoea tumbling. I t  mrtamly wam't 
the scenario we expected or planned. Incide* 
tally. i t  was a good thing we had Xeroxed the 
United SMtes BRP catd, since France never fell 

Thus., in conclusion I can only advise new 
players that fhsy should oprm a THIRD REICH 
game with a definite policy for their nation (such 
ag British support o f  Russia) and a tentative plan 
for carrying that policy out undm normal circum- 
stances. Beyond that, main  flexible. Keep a 
hawk eye out for opportunities, for rnistdxm by 
other players (and they will arise!); then, decide 
whether you wish to exploit that opportunity. I f  
yes, then bring your full t ac t i d  and smtugic 
wargaming skiis to bear - and exploit i t  to the 
M t !  Whatever happens, however i t  works out, I 
can only say that It wlll rarely h quite what you 
expected! 

Q 
AVALON HILL REG RATING CHART 

The games are ranked by therrcumulativesmres which isanaverageofthe9 
categories for each game. White it may be fairly argu6d that each category 
should not weigh equally against the others. wu use it only as a 
generalization of werall rank. By breaking down a game's ratings into 
individual categories the gamer is abletodiscern for himself wherethegame 
is strong or weak in the qualrties he values the most. Readers ere reminded 
that the Game Length category is measured in multiplesof ten minutes and 
that a rating of 18 would equal 3 hours. 








