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I Avalon Hill Philosophy Part 65 11 
Contrary to what you may think, we do read 

all those letters & cards you keep sending in. 
Although they can't all be answered they do 
influence us . . . probably far more so than their 
numbers should. Granted, a good many of them 
invoke fits of uncontrollable laughter and 
regularly fill our round files before pick-up day. 
However, they do all get read by at least 1 staff 
member, and as such constitute a sizable 
portion of my working day. The more interesting 
ones get rewarded by being pigeon-holed in the 
in-box of one designer or the other for a second 
read-through and possible reply. And of course 
there is the occasional gem which catches me in 
a receptive mood and ends up being the catalyst 
which starts us rolling on a new project. The 
Elite Club, the AREA rating system, &IGINS, 
magnetic games, unit counter t rap,  Wargam- 
er's Guidebooks, & countless games & improve- 
ments to the GENERAL all had their humble 
beginnings in the form of a letter from an Avalon 
Hill customer. As such we tend to place great 
store in reading our "nut mail" and anxiously 
await the kudos or brickbats which may follow 
the release of a new product. These letters are 
our first indication of how good or bad a job 
we've done on a new release and the collective 
sigh of relief when the first batch comes in with 
more praise than anger is usually the main topic 
for a week's lunchtimediscussions. I won't even 
mention the ridiculous lengths I must go 
through to keep the latest hobby 'zines from 
being pirated off my desk before I've had a 
chance to catch the reviews. The main thing is 
that we do care a great deal about how you 
perceive us and our products. . . & allow that to 
influence us far more than you should in a 
business sense. The occasional game buyer 
who comprises the majority of our business 
would probably be better served with simpler 
games, but invariably gets the shaft as we listen 
to the "hobby" instead. 

Unfortunately for top management, we tend 
to listen with our hearts as opposed to our 
checkbooks. The seven R & D people who 
comprise the AH design staff have all grown up 
as part of the hobby-gamers first, and employ- 
ees much later & only through some twist of 
fate, (usually having something to do with 
unemployment). We don't leave games at the 
office-they are our hobby and 40 hours atwork 
is often followed by 30 more at play. Even Tom 
Shaw, the titular head of the design team, &the 
only one amongst us who can lay claim to never 
having been in the hobby by virture of his role in 
starting it so long ago, is probably the most fierce 
of competitors across a gameboard of his 
choosing. 

Fortunately for us. top management has no 
such limitations, and runs the company accord- 
ingto sound business principles; saving usf rom 
ourselves. They're the people who decide on 
price hikes, design budgets, and overall com- 
pany policy. Fortunately for them. they have no 
such illusions about their abilityto judge games 
or gamers, and leavethat aspect of the operation 
to us. Ah, the perfect marriage, . . . a game 
company run by garners within the limits 
imposed on them by businessmen. 

But we're getting too far afield. Back to 
correspondence. Not all of it is praiseworthy. 
We're the first to admit we can't be all things to 

all people, so we have to settle for pleasing most 
of the people most of the time. This still leaves a 
lot of people unhappy in one form or another. 
One such longtime customer is James Mueller, 
whose letter which follows will provide us with 
the vehicle for this month's philosophy. 

Dear Mr. Greenwood, 

This letter will, I hope, be a well thought 
out statement of my feelings and opinions. 
That is, I hope you do not consider it simply a 
list of "gripes" by a disgruntled wargamer. 

While I will voice no complaints against 
The General. we are not supplied with any 
specific address for "the company," and, as 
The General is the organ of communication 
between the wargamers and the manage- 
ment, it is perhaps fitting that I send this 
letter to you. 

Having started as a wargamer in 1961, 
and staying exclusively with Avalon Hill, 1 
somehow get the opinion I have been 
"passed by" by the company in its ever- 
expanding role in the wargaming communi- 
ty- 

Being a confirmed capitalist, I can under- 
stand, and even applaud, Avalon Hill's 
expansion and acquisition policy. Some of 
my PBM opponents and I have, however, 
discussed over the past few months what we 
feel is the negtect of the "hard core" 
wargamers in the name of progress. 

I do not fault you for your increase in 
prices for games, parts or services. L need 
only compare this month's food billwith last 
month's, or last year's, in order to see the 
reason for the increase. 

After many years (and much hard work, 
I'm sure) of maintaining a reputation for 
excellence and attention todetail,Avalon Hill 
seems to be getting a different sort of 
reputation lately. Example: When I recently 
told one of my PBM opponents (whose 
opinions I value) that I had ordered Getws- 
burg 77, he told me he planned to wait until 
next year, when the "revised" rules would be 
published. The meaning is clear-some of 
your buyarsfeef Avalon Hill doesn'tdo it right 
the first time any more. 

On the subject of rules, I'm sure I'm not 
alone in thanking you for the new D-Day 
rules. Withour changing the board or the 
counters, and without forcing me to pur- 
chase a "new"game, you have increased my 
enjoyment of an old classic. 

Could we, who have been playing the 
"Classics" for years, hope for a realrevision 
of the AfrikaKorps rules? While I will limit my 
comments to AK, certainly some of them 
pertain to Stelingrad. Bulge, Waterloo, and 
other games. 

The last "revision" was the addition of an 
appendix which did little to remove some of 
the real problems in the rules. 

I am not an advocate of one set of rulesfor 
all games. Part of the fun in playing six or 
eight of theclassics istrying to rememberthe 

Cunrmurrl on Px. 32. Col. I 
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Squad Leader 
HISTORICAL COMMENTARY: 

"THE EVOLU TION OF SMALL UNI :T TACTICS9'By John 

T k c  tactical concept that the main element of 
infantry crlmbat was the small ten lnan group uf 
  sol die^-s, did 1101 suddet\ly appcar in WWI I .  Rather. 
it evolved slowly all the way up from thu beginning 
o l  the gunpowdur c1.n. As weaponr!: improved, the 
deftructive potential of srnall g ~ o u p s  became 

' gi-u~ltcr, and it isvery diAicult t o say  "aben" infantry 
- tacticians began to  forsnkc the  concept of massed 

infantry in favor of ">mall grouped" Infantry, but it 
,started soon after Napoleon. 

I n  thu Napoleonic era. the classic use for the 
infantry was in ever larger "i~ttack c o l u ~ r ~  11s" which 

, was, in csscnce. a cd id  haltering ram of bodies. 
' When the opponent had bccn PI operly prepared by 
: artillery and  manewer .  this battering block was 

,gene]-ally succcssful. Bul Ibis was the  last golden era 
:oi the massed shock. infantry a t tack.  The British. hy 
usc of revcrce slope and  discipli~led volley, made 
thcse attack c n l u ~ n n s  a very dangerous p r o p o s i t i o ~ ~ .  

I 
Severtheless, in thc writinga of this era,  and  even 
bcrore, f i e  do find relerences to  the possibility of 
what could bu done  by !,mall groups attacking on 
their own. Howevzi-, these tactics wcrestill regarded 
a s  all "if all clsc fail!," type of thing. As a matter of 
Fact, the u,holc tactical doctrine was indcud referred 
to ;is the "torlorn hope." But the "hope" was t o  
glow. 

After the Napo lcon~c  W:~rs. Baron De Jumini  
wrotc a n  extensike technicill study of combat  in 
1838. He c:~llt.d it thc " A r t  o/-Wur."By drawing on 
rn;Iny hattlch. he came to the conclus~on that thc best 
w;jy t o  attack would he; no1 in thcmassive columns. 
nor- in extended line, a s  othcrs would say. but in a 
IOOSC front of "Iiule culumns." In othel- rv~-iti~tgs thc 
words '-;tltack grurlp" also crop up. Though the 
rn,lnncr. of' war w;ls not chitngcd hy thesc tl tougl~ts,  it 
lild sholv where a ti-cnd could he ~ tn r t i ng .  

The n;lture oC the cuntbat in t l ~ c  An~cr i can  Civil 
War was dcfiticd by the greatly increased firepowel- 
o i  the riflr-muskct w ~ t h  its clongiited mini-ball. 

With it, devastating fire could he thrown out  in 
excess of 3OU yards with relativeeasc. As the lrooph 
became more p~of ic ienl  and  as repeating rifles 
became more ccmrnon, the  war e v o l ~ e d  into a 
trench type fighting very similar t o  the  Surnrne of 
I9 I3. At Fort Stedman,  in the  Petersburg Iront,  the  
Confederates used a style of attack that  would 
bccome quite common  in the  next century. The  
infantry was g ~ o u p e d  into three conlpact groups  
u~ tde r  onc "auack leader." Tllesc groups  moved out 
quickly and without fanfare in the a t tempt  t o  gain 
mas imum advantage o l  terl-ain and  surprise. They 
used no I r r n a t i o ~ t  as  such, hut would rely o n  the 
individual courage and initiativc of their NCOsnnd  
officers, right there, leading the  adkaiice. Each 
group had its own  engineering tools t o  break 
through the  abatis.  And it worked. The  hzavily 
entre t~chcd fort was taken with a minimum of 
ca!,ualties. Quickly the  attacking Confcderates 
attempted to bring upusupport  weaponsVand set u p  
"fire bases" with their 12 pound cannorls. ,411 in all. 
it wasaverp model t~a t t ack .  And the I l n i o ~ ~  reaction 
was equally moderfl, a qitick. instant co~intera t tack 
bv rcserve echelons that  cut-off and  isulated the 
Confederate nttackgrouph thdt had penc t~n ted  their 
lines There  were other examples. ino the r  urars ,and 
more  nnd more  the principlz of the  small group 
hegan to  grow. 

Tltcn came Wr)rld War  1. and for the lirct three 
years, the small group theory was almost totally 
fol-gottcrl. Attacks were made in large waxes. one 
aftcr another,  it1 an attempt tu Iiternlly s ~ n o t h c r  the 
ctlcmy machine guns and  deferldlng infantry. The 
Br~tisll attacks in Flanders wel-e primarily linear 
with line$ following upon advancing lines. The  
Germall rcsponae wa!, much more advanced. Their 
'*rypical" deftnus was not ainlply a n  oppuslng fire 
lint. but rather a serics ol interconnected strong 
p o ~ n t s .  Each "pulnt" might only have the inlantry 
equivalent of a platoorl o r  e\-en a squad,  but thcre 

would be a '*nest" of two o r  Inore machine guns that 
would set-up a murderous cross fire. In such a 
defense the aclual c t~nnect ing trench rn~ght  only 
have what would bc callcd a "skirmish squad" that 
acted as a net t o  capture what few survivors 
stumhlrd through the c r w s  fires. Here. the Germans 
were makir~g battlc with a small determined 
"combat group" of soldiers based on the prcsencc of 
concentrated automat ic  weapon!, Ilre. It norked 
well in a d e f i ~ ~ s i v r  environme~l t ,  and it was only 
natural [hat thc German!, would adapt  the  whole 
concept t o  a n  offensive s c e n a ~ i o .  

It is difficult t o  say exactly who  was responsible 
for  the evolutiot~ of tht. now famous German 
"~lr-o.~r~r~rppen''  tactics that evolved In this period. 
S e c ~ n g  thc  success of the small Sroup concept in the 
dcfense. General Von Hurler, of the German 
Eighteenth Army hegan to  o r g o n i ~ e  these concepts 
in to  a more formal doctrine. Also the  Germall 
artillel-? ehpcrt Coloncl Uruchnuller contributed a 
new "philusuphy" In terms o r  the probable and 
desirablc effccts o n  various weaponry. Both of these 
mcn came to  the  conclusion that given the  high state 
of  the dcfcr~sivt. a r l  and  the extensive en- 
trenchments,  it was extremely difficult t o  kill a 
d c f c n d c ~  regardlesh of the amoun t  ol weaponrS and 
high explosive used. IIowcvcr, it was possible t o  
liemuralire him and  the most likelynlethod of doing 
this was to  concentrate un creat lngan emironment  
of  doub t  and  c o n f u s ~ o n  in the  enerny rear areas. 

F o r  the artillery viewpoint. ~t meant that 
"co[nmur~icatior~" targels, such a s  headquarters. 
reserve staging areas and tlte like becamc rnorc 
likely targets lllr pounding than did the front lines. 
While, in the front itself, the artillcry would he a 
mixture of high explusive, gas, and  smoke. The 
overall efluct was to  crcntc a scrlse of cor~fusion: 
Also, while it would be intense, it would beshort.  I n  
some  instances, it was adkocatcd that the front line 
should be chellcd ir)r rlnly a total o i  f l ~ e  minutes 
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duration before the infanty went in. It was argued 
that longer than five minutes gave the defending 
infantry time to  gather their wits. 

And then came the infantry. Ratherthan the line 
waves used by General Grant at Cold Harbor AIVD 
General Haig at the Somrne: the soldierscame out in 
small groups, moving quickly through the gullies 
and quirks of "no-man's land." These were the 
"strosstruppen" or "storm troopers." They were 
highly motivated and led by battle experienced 
officers and NCOs. Their objective was not 
necessarily to  "take out" the defensive strong points 
but to probe aggressively, taking maximum advan- 
tage of the temporary confusion the unorthodox 
bombardment had produced. They sought weak 
points and then infiltrated through to  set-up their 
own strongpoints deep in the enemy rear. Such a 
"breakthrough" even by small groups created a 
definite feeling of doubt and worry to the enemy 
defenders still far forward in their impregnable 
machine gun nests. And it was self-generating; the 
more these little grouvs ~ r o b e d .  the more 
"weakness" they founld, and thkn the more infiltra- 
tion they did; and this created even more "little 
weakness" which meant even more troops leaked 
through. And soon, like a great mansion eroded by 
termites, the whole defense simply collapsed. 

This technique sent the Russians streaming in 
panic at  Riga, and at Caporetto ten miles of 
prepared defenses were gobbled up in one day. The 
small, highly motivated and well-armed groups of 
infantry were becoming particularly vicious ter- 
mites. And when the Germans unleashed this tactic 
in March of I9 18, they cameembarrassingly close to 
ending the war in a single knock-out blow. 

However, the Allies had developed new ideas of 
their own. Their answer to the "trench problem" was 
not one of finesse as was the new German infantry 
tactic, but a mechanical solution; the tank. In many 
respects, it was simply a "better hammer" rather 
than an adroit rapier. The point was that it worked 
so welI, after the initial hassles, that the Western 
allies stopped developing newer and better small 
unit tactics and concentrated on perfecting their 
"better hammer." In November 1918, it ended. And 
both sides retired to  think about the lessons of the 
Great War. 

Between the wars, much thought was given to  
tactics by both sides. And since the tank was the 
"newest" development, it received the lion's share of 
the thinking. Liddel Hart, Fuller, De Gaulle, and 
Guderian all contributed to  the dialogue on the 
"new" war and it was during this period that the 
doctrine of the mechanized blitzkrieg would take 
root in German thought. It was during this period 
that Erwin Rommel, the "tank genius of the desert" 
wrote an amazingly cogent study of small units of 
squads, companies, and battalions. It was titled; 
"INFANTRY A7'TACKS" and concerned itself 
with actual case studies of infantry combat in the 
First World War. So. despite the preoccupation 
with armor, the Germans were still quite aware of 
what could be accomplished with the Queen of 
battle-the infantry. 

In studying WWI the Germans made the rather 
obvious observation that what made the infantry so 
devastating was the machinegun, but yet their tactic 
of storm troopers infiltrating their way through the 
enemy defenses precluded the dragging about of the 
"typical" WWI machine gun, since these were 
usually bulky water-cooled contraptions, that, 
although effective, were rather unwieldy. What was 
needed was a light machine gun that could be easily 
carried and operated by two, or even one man. In 
this respect the Allies "helped" the Germans. One of 
the provisions of the odious Treaty of Versailles was 
the clause that forbade the Germans from owning or  
developing any large number of "sustained fire 

weapons," which basically meant water-cooled 
machine guns. They intended to force the Germans 
to  use only air-cooled machine guns, which could 
not maintain a good rate of fire due to barrel over- 
heating. Hence, the German infantry would be 
permanently handicapped. Wrong. 

What actually happened was that the Germans 
concentrated on a family of machine guns that 
utilized the option of "quick change" barrels to  get 
around the over-heating problem. This dove-tailed 
nicely with the Germans' already decIared intent to 
"lighten" the machine gun. And by 1939, the 
German infantry had the start of both quality and 
quantity in light machine guns. When coupled with 
their already proven strosstruppen tactics, their 
infantry was more than a match for those they 
would face in the opening stages of WWII. 

In the opening battles, however it was the 
German armored formations that stole the lime- 
light. The Western allies were so befuddled by this 
new "lightning" form of mechanized war that they 
did not realize that their infantry had also become 
outclassed. However, the lesson would sink home in 
1942 at  Dieppe. 

On the coast of France, at  the town of Dieppe, 
on August 18tb, 1942, the cream of the British 
infantry; their Canadians and commandos made a 
large scale raid to  'Yest" the quality of German 
defenses and infanty in France. The "test" was a n  
eye-opener. For the first time, the Western allies 
really saw the effect of the vast number of German 
light machine guns. Their troops were, with small 
exceptions, cut down by numerically inferior, but 
better deployed and equipped German squads. In 
the words of one Canadian, "We went into intense, 
accurate light machine gun fire." It was a true 
disaster. But it did have merit. In no s m I 1  way was 
the lesson of Dieppe lost on the British. By the time 
they returned to  France in 1944 they may have been 
the best drilled and practiced ofthe Westernallies in 
infantry tactics. 

Throughout WWII, the tactics did evolve, and 
did change, and often observations made in 1940 
were irrelevant by 1944. But the essence of change 
was still usually based on a coherent theory that 
merely changed its "application." It was mentioned 
that the Germans concentrated in their theory on 
the small group and how to maximize its effective- 
ness. Let us now study some typical applications of 
this theory. 

First of all, the basic concepts behind the 
German training were very much different than the 
others. In most of the pre-WWII training programs 
of the other nations, a tactical problem would be 
presented by the training officer who would answer 
any questions about it and then dismiss the class for 
about a n  hour so  the cadets might reflect upon the 
correct answer when they were recalled. In the 
German infantry classes, the same problem might be 
presented, BUT each of the students were expected 
to have a "workable" answer within two minutes. 
Maybe two or three of the fledglings would be called 
upon to  present their solution. The instructorwould 
listen, then pick one cadet as  "gruppenfuher" and 
have the class act out the proposed tactics 
immediatet,~. Criticism was harsh and freely made 
both by the instructor and the cadet's peers. 
However, one element was seldom criticized. A 
student was almost never chastised for the exhibi- 
tion of elan. Furthermore, quick decisions, even if 
wrong, were constantly encouraged. 

Meanwhile, in the "Sandhurst" method, after 
the hour of pondering, the exercise would be 
discussed and maybe even acted out. But, unlike the 
Germans, the emphasis was completely different. 
There, recklessness was discouraged and a constant 
stress was made on the methodical conservation of 
resources as the objective is logically and correctly 
deduced. Following the evolution of the exercise, 
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the instructor then would discuss it and further 
amplify the principles of method, conservation or  
coordination. And after its completion, there would 
be a leisurely rest period. One final point may be 
worth mentioning. Since the Germans forced their 
exercise through with great immediacy and speed, 
while the rest paced it through, the German trainees 
would probably be able to study two or three 
tactical problems in the same time span it took the 
others to  analyze but one. 

Over in Russia, things were somewhat simpli- 
fied. Tactics were basically of two types; youeirher 
arracked or  you dehded .  I i  you were defending, 
you simply stayed where your ofElcer put you until 
the enemy was defeated, your officer ordered you 
elsewhere, o r  you were dead. On the attack, you 
charged, closed with the enemy, and killed him. Or 
you died trying. There was only one accepted excuse 
for failure, your death. Needless to  say, this system 
does indeed explain to a large extent why the 
Russians had the highest casualty rate of any of the 
European participants. 

sk, in summation, we might say that in regards 
to  initiative, the Germans encouraged it, the West 
forgot it and the Russians condemned it. 

One of the more illustrative of the German ' 
methods was the "attack technique" in regards to a n  1 
obstacle on the line of attack. This obstacle could be 
assumed to  be an enemy defense, possibly dug-in 
and perhaps even with minefields and artillery 
support. But, despite the outward formidableness of 
the obstacle, a battalion was expected to beable to  
mount a n  attack, in complete coordination with the 
parent regiment, in no longer than thirty minutes 
from the time when the obstacle was first dis- 
covered. The principles for the battalion comman- 
der would be the same as those that would & used 
by his subordinates in the company and platoon 
level. The first step was to  win the firefighr 
fleue~kampf) by quickly increasing the fire density 
on a particular section of the contact frontage. The 
point here was to establish a fire superiority on both, - 
a specific area and to a dictated depth. The actual 
evolution of this often followed a three phase I 
scenario. 

The first phase was called "Niederhalten" or  
"nailing down." In this phase, the foremost troops 
would stop movement and begin laying down an 
intensive fire in an attempt to stop all movement of 
the enemy. If artillery support was available, it 
would be used now. The intent was to  make the 
enemy seek cover in his entrenchments, so that the 
individual squad leaders could make unhindered 
their basic terrain reconnaissances. 

The next phase was called "Blinden, " in which 
newly brought up troops would join the first ones to  
increase the fire to  the point where the enemy 
defenses would be "blinded" to the noly initiated 
movement of small groups attempting to penetrate I 

the enemy position. 
The last phase would take place after successful 

infiltration had been made into the soft spots of the ! 
enemy defense. This was the "niederkampfen," in 
which the enemy would be "beaten down" by 
flanking and rearward fire from the infiltrated units 
in addition to  the previous units which still 
maintained an intense fire from the front. At this 
point, it was hoped that the defenders, demoralized 
by fire from all directions, would begin to "break" 
and cease to  function as an organized body. If that  
happened, it was all downhill and the position 
would quickly crumble. 

Throughout this "phasing," the Germans 
stressed a number of "points" they wished their 
commanders to always keep in mind. The attack 
would be confined to a narrow frontage. For a 
battalion, this would be under 1000 yards and 
hopefully about Mi0 yards. The attacking com- 
mander must concentrate all his firepower on the 
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objective to his front and disregard the flanks. It was 
assumed that the regimental people would protect 
his flanks white his battalion did its job. 

In essence. it was the age old concept of FIRE 
and MOVEMENT. But the Germans placed more 
emphasis on the "do it now!" idea than did their 
Western counterparts. However, in all honesty, this 
method did have considerable drawbacks. With its 
emphasis on quick decisions, there was room for 
misunderstanding and as the war went on, the 
Germans had to mix well-trained and experienced 
officei~ers with replacements who were not so well 
trained; resulting in misunderstandings that became 
more common and more costly. Secondly, it was 
risky. In the confusion which their tactics forced on 
the enemy, often they would kcome victims to their 
own smoke and chaos of battle with the result that 
independently advancing infiltration groups fired 
on one another o r  would be pinned down by their 
own supporting fires. But the Germans argued that 
despite these unpleasant side effects, their system, in 
the long run, yielded fewer casualties than the more 
delikrate methods of the Western allies, which 
minimized misunderstanding but maximized time. 
T h e  Germans claimed that every minute a defender 
was allowed, was another minute he grew stronger. 
And yet, before we conclude that the Germans were 
necessarily better. we must remember that their 
arms suffered many a decisive set-back, but 
ironically, it was usually when they ignored their 
own advice and gave the enemy extra time to 
strengthen his defense. 

At this point in our discussion of infantry tactics, 
let's turn our attention to how Russia evolved her 
infantry in the same time span. It already has been 
noted that the Russian system was short on 
initiative and high onokdienae. Nwertheless, there 
were other salient points that made them different. 

First of all, while the German infantry leaders 
were constantly reminding their people to conaen- 
trate their fire on a narrow front, the Russian 
instructors were doingjust the opposite. Their 1941- 
42 tactical doctrine was toattack onas broada front 
as possible with the hope that somewhere, due to 
mass and the "dds" s o m e m y  would break- 
through and cause discomfiture t o  the enemy, and 
since the infantry's objective is to close with and kill 
the enemy, it really does not matter "where" the 
breakthrough actually occurs, as long as it does 
occur. This was a complete contradiction to the 
Germanic thinking. which was very specific as to 
where they wanted t h ing  to happen. 

As an example of a Russian situation, consider: 
The commander of a three battalion rifle regiment 
normally would prepare for the attack by deploying 
in two waves, accompanying the second wave 
himself. Closeartillery support would be most likely 
given in the form of SP Guns that would 
accompany the 2nd echelon rather than using 
indirect called artillery. In a word, it was simple. 
After everything was "staged" the attack would 
begin. This was often started by the first wave 
crawling up as close to the German positions as 
possible during the night before the attack. This 
"creeping" phase would continue until a p w t  
time. or the Germans discovery of them. or when 
some superior got impatient. At this point, the 
"assault" phase would begin. The regimental 
commander, with the second wave, often "ordered" 
the final charge by having hip echelon "fire into the 
air" which would alert the first *creeping waveq'that 
the assault was now to begin. 

At that signal. there would be rampant cheering 
and shouting to make sure everybody knew '%his 
was it" and then the first wave would jump to their 
feet and make a mad charge for the German 
machine guns, firing and yelling as they went. 
Simul~aneouuly. the second wave. with the regimen- 

tal commander. would join in with their mad rush, 
hoping to reinforce any "success" of the first wave. 
Since the SP guns would be with this second wave. 
they would be available to ublast" any resistance the 
fin1 wave uncovered. If tanks were available, 
infantry would often ride on them to increase the 
velocity of the assault and enable their soldiers to 
"close with the enemy." The Russians, once the 
attack did begin, were violent in its execution and 
cherished the time factor as much as Germans. Their 
opponents often commented that the Russian 
infantry was"s1ow ro thinkoftheattack. quick todo 
ir, and slow to stop it." 

While the above method was very expensive in 
terms of lives, the Russians defended its results 
claiming that it was "most demoralizing" to their 
enemy. It was indeed very disheartening to the 
Germans to see the complete willingness of their 
enemy to attack in an endless array of people despite 
casualties. And since one of the &st ways to defeat 
an enemy is to demoralize him, the attack method is 
thereby, a success, according to the Russian 
viewpoint. In all fairness. it should k noted that the 
"Russian" system was ideally suited both to the 
nature of their culture, and the numlxrs needed. 
Had they opted for a more sophisticated training 
system, they probably would never have had the 
time to totally re-build their army from the severe 
beating it took in 1941. 

But rebuild they did. and like any soldiers that 
survive, they learned. One weakness of the Germans 
in the earlier stages of the war was their failure to 
perfect principles of urban warfare. The reason was 
fairly obvious. Up to the war and throughout its 
early stages, there was very little city fighting. The 
German victories were made by quick decisive 
actions generated by "going around" cities and 
bypassing them. Hence, little effort was made to 
study this particular problem. Not that the 
Russians. or British, o r  Americans did, but once it 
became obvious that there would be heavy urban 
fighting, no one side really "had the jump" on the 
other. In late 1942, everybody started from scratch 
on this problem. And in the streets, the Russians 
were the equal of anytidy. 

In urban fighting, the actual 'combat range" is 
much less than in open country. Out in the steppes, 
it was quite common for the infantry, particularly 
the machine gun sections, to open theengagement at 
about 1000 yards depending on visibility: and as the 
combatants closed, the fighting usually settled in at 
about 200 to 400 yards for a firefight. At this range, 
the Germans with their better weapons were at a 
definite advantage. But in a city where the combat 
range was very often "across the street" the Russian 
weapons were equal. In the streets, the main 
weapons became the submachine gun and the 
grenade. In contrast to the echelon waves used by 
the Russians in the country. their urban attacks 
were based more on an "attack group" of up to sixty 
men that would literally blitz one single building 
from all directions. and the Russians kcame  adept 
at turning any defensive building into a fortress. 
And when they weren't fortifying. or "blitzing" they 
would be constantly moving about: filtering 
through back alleys, crawling through sewers and 
darting along rooftops. I t  was a new 'citified* 
concept of Fire and Maneuver. In theearly stages of 
the heavy fighting around Stalingrad, the Germans 
used to "blundering Russians" were very much 
punished by the cunning that these same Russians 
displayed in the city. At the outset. it was the 
Germans who found their infancry tactics. for the 
first time in the war. inferior to the enemy. The 
initial German reaction was to quickly bring in more 
and more of their best equipped and trained small 
units. These were the Pioneers (Assault Engineers) 
who treated each building as a bunker and went 
about reducing it with heavy infantry weapons and 

sophisticated equipment such as demolition charges 
and flamethrowers. It did work. but in the attrition 
process, the Germans were f o r d  to " t r ad~a f f "  
their best specialists against the regular Russian 
peasant soldiers. And that was an expensive trade. 

But the commitment of these elite formations 
bought the time needed for the regular line units to 
learn the "urban trade." And by late 1943, the 
Germans were as adept at urban fighting as their 
Russian opponent. The Gemans began fighting like 
the Russians with Jre groups against individual 
building, but they also attempted to set up 'killing 
zones" along the streets that paralleled the "target 
building." Here, their superb medium and heavy 
machine guns were ideal. The theory was that the 
battle-point wodd be isolated by preventing any 
reinforcements from reaching the position. By 
setting up machine gun fire lants, they hoped to put 
a break on the constant Russian Vittering about." 
It was a good tactic, and many a Russian squad was 
cut down by accurate fire from a hidden position far 
down the street. The Russians then c o u n t e d  by 
using sewer movement to an even greater degree, 
and getting up many and devious ways lor getting 
from one building to another. And so the Russians 
and Germans taught each other,and in the West, the 
Germans imparted their hard-earned urban tech- 
niques to the Western allies with a vengeance. 

By the end of 1943, the Western allies had taken 
to heart much of theearlier lessons theGermans had 
shown them. Dieppe, as  men~ioned, illustrated the 
immense value of the light machine gun, and the 
British had countered by doubling and sometimes 
tripling the issuance of their LMG, the Bren Gun. 
Also, Allied training was much more realistic and 
became modeled along the German lines. And then 
in January of 1944, at the town of Cassino, in Italy, 
the "new" Allied infantry tactics were tested against 
the Stalingrad educated Cermans and once more 
they had to play "catch-up." Once amin, their small 
unit tactics were outmoded. 

In many respects, the experience was similar to 
the Germans' dilemma at Stalingrad. But they 
reacted differently to the problem. The Germans 
correctly saw that it was an infantry problem and 
attempted to solve it with infantry means. And that 
was, bring in better infantry in terms of theirassault 
engineers. The Americans and the British reacted 
with brute force and attempted to erase the 
offending obstade with air and artillery bom- 
bardments. Even the monastery was literally blown 
off the top of the mountain. But still their infantry 
squads wuld not advance and they saw that a 
destroyed and rubbled city is just as good, maybe 
even better, from a defender's viewpoint, as an 
intact one. So, they too learned how to form Fire 
Groups and cover the streets with fire and they too 
learned the high price of urban warfare extolled in 
men. 

At this point, we might stop and compare how 
the British and the Americans differed in the 
applications of the lessons the Germans were 
showing them. First, let us look at the British. The 
concept of British smaH unit tactics went through a 
number of shocks, as we already rnentiond. such as 
Dunkirk, Ditppe, and Cassino where even their 
crack New Zealand troops were oneupped by the 
street-wise Germans. But the British by then, were 
used to change and adaptation. Their approach to 
the small unit problem was basically that there are 
certain tactical dilemmas and each one of these has a 
corresponding correct solution. Therefore, to solve 
a tactical problem, oneftrsl had to identify it, select 
the correct solution, and then property implemenr 
that solution. The first two parts were fairly easy 
compared to the last, the implementation. And to 
perfect that implementation the British evolved r 
series of DRILLS that would be the same arrny- 
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wide and would give predictable results both in time 
and effect. They felt that with the vastly different 
array of forces in the British army. it was important 
that they all have a universality of tactics so a n  
infantry leader could easily be moved to a new 
company and still have the same predictable results. 

This may have seemed like a backward step 
compared to the German emphasis, on tactical 
creativity, but it was wellsuited to Britain'scomplex 
army structure and blended well with their cultural 
trait of neatness; which is very well expressed by 
Montgomery's desire for a tidy battlefield. Each 
DRILL was very well thought out and when 
properly employed would give a successful conclu- 
sion in a good majority of the instances. There were 
DRlLLS for everything, attack and defense, over 
farms, in cities, with and without armor, and with 
and without artillery. They were quite specific. The 
whole concept hinged on the theory that the 
prospects for success and survival would be greatest 
if all members of a small unit or section thoroughly 
understood what their job was, how they were going 
to  do it and what everybody else was doing as well. 
An example of the detail these went into was the 
drill for moving in file with a squad of eight down 
a road. The file would beas follows, with each man's 
duty as listed: 

MAN 1 . . .Squad Leader, leads patrol 
M A N  2 .  . .Watches Right 
M A N  3 . . .Watches Left 
MAN 4 . . .Watches Front, lor Squad Leader 

Signals 
MAN 5 . . .Watches Right 
MAN 6 . . .Watches Squad Leader and MAN 

4 for signals 
MAN 7 . . .Watches Left 
MAN 8 . . .Watches Rear 

Hence, if you were MAN 3 in a patrol file in the 
British army in 1944, your job was to  watch left 
whether you were in Normandy, Italy or  Burma. 
This British approach lacked glamor and was 
somewhat unflattering in regards to  the initiative 
concept, BUT it produced results and by 194445 the 
British were able to  stand toe to  toe with the 
Germans and give as good as they got in any 
situation. 

There was a famous saying about the Americans 
from none other than Romrnel himself, who said 
"no one is more incompetent in battle than a n  
American, at first, but no one learns faster." The 
evolution of small unit tactics in the American army 
was probably the least systematic ofany participant 
in the War. The philosophy was, almost: "Try 
anything; try something; it might work." From 
nothing, in terms of size, in 1940, the American 
army in Europe, by 1945, had blossomed into 
almost I00 divisions. This created a need for mass 
produced training and quick smatterings of tactical 
doctrine. At first, it might seem that the British 
DRlLL method would've been ideal for such a 
problem. But it probably wouldn't have worked for 
the basic reason that the American soldier differed 
very much from his British ally. 

As a soldier, the American is a n  amateur and 
always will be. He is often an exceptionally talented 
amateur, but he is not, and has no desire to be, a 
professional. To  the American, the concept of 
fighting is not that of a soldier's profession, but is 
rather a dirty job that has to  be gotten on with. A 
comment made in the Civil War was that Grant's 
Army looked like a band of day laborers. It was 
more true than realized, because in philosophy and 
tactics the American soldier i s  a day laborer. He isa 
confirmed skep~ic, a diehard opportunist, and a 
dedicated scavenger. His squad and platoon leader 
is more like a shop foreman than a captain of men. 
So. had the American military attempted to  instill 

dogmatically practiced DRILLS. the soldiers 
would've treated it as so much worthless "Mickey 
Mouse." 

But, if all these were weak points, he had a 
number of amazingly good strong points. Left by 
himself, he often could be amazingly ingenious in 
devising tactical tricks that often rivaled the best 
their German enemies could think of. He loved 
gadgets and things mechanical and given a few 
moments, probably could make any device work, 
after a fashion. He had little respect for rank, and 
despite orders, he had a tendency to do things his 
own way. When he blundered, it usually was 
extreme, resulting in punishing casualties, but when 
he was right, he probably was better than any of his 
contemporaries. 

The American military stumbled onto this and 
attempted to  capitalize on his innate desire to try it 
"his" way and published field manuals on a never- 
ending series of subjects, not as  Drill Manuals, but 
as guidelines for the soldiers to base their tactics on. 
Throughout the war there was a constant stream of 
updates and quickie pamphlets on tricks of the 
trade. The whole thrust was that you will win if your 
"trick" is better than the Germans' trick. The 
American soldier was bornbasted with a never- 
ending series of these publications and he usually 
glanced at most of them. The hope was that by 
constantly exposing the soldiers to good tactics, 
perhaps some would rub off. 

All this might have made the American squads 
more buffoons than soldiers, if it were not for the 
fact that their weapons, per squad. were the best of 
any of the armies. T h e  basic American squad with 
no extras, could out firepower anyone else. Their 
M-l  was definitely the &st infantry rifle in the war, 
in overall usefulness and durability, and the BAR, 
while not a light machinegun, could often substitute 
effectively for it. Hence, the American army, despite 
the demonstrated effectiveness of the German Light 
Machine guns, never really produced or  issued one. 
They Celt it was more important that the squad have 
devastating firepower without adding anything 
extra. In essence, the only way a German squad 
could stand up to  the American was with the 
addition of a light machine gun. This was brought to  
light in asmall infantry battle between two opposing 
infantry platoons on Djebel Tahent in the closing 
days of the Tunisian campaign. The American and 
German platoons squared off against each other 
behind two opposite stone walls and simply fired 
until the German platoon was wiped out by the 
firepower of the American infantrymen. It had not 
been a contest. 

There was a catch however. While the American 
soldier could dish it out, he was not very good at  
taking it. In general, he would break under fire 
before either the German or the British. He was 
always quick to  take cover. In many ways, he always 
felt that being fired on was not really part ofthejob, 
and he would do his best to  avoid that. On the other 
hand, though he might duck and run quicker than 
the others, he had a strong stubborness that caused 
him to  usually rally and come back to try again 
before another soldier would. It almost might be 
summed up as: Quick to run, but quick to rally. 
Hence the American squad was deadly and brittle, 
but properly used with a good imaginative leader 
and a little bit of luck, it may have been the' most 
formidable squad in 1944-45 Europe. 

As we noted, the Americtln squads did not have 
a light machine gun, preferring to make up the 
deficiency with better organic firepower. And in 
some respects, they did. However, this was not to 
say that the Americans were without support 
weapons. Quite the contrary, in reality when the 
Americans added support weapons, it was of a 
quan~ity that bedazzled all the other participants. 
The Americans, figuring that "bigger" is "better." 
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felt that if you needed M G  support, it should be as 
big and k e f y  as possible. Hence, they issued their 
superb .50 cal machine guns almost like popcorn. 
And in fire effectiveness, it was a machine gun 
without equal. It is still perhaps the most devastat- 
ing infantry machine gun on the field, and the design 
has not really changed all that much. The penulti- 
mate development of this deadly weapon was the 
M 16, a quad-fifty halftrack which carried the 
descriptive name of "chopper." The final point of 
this was the liberal avaiIability of these weapons, 
even to  the point that it was not rare to see them 
mounted on trucks. 

Which brings us to  a final point on the 
Americans. And that was the total number of 
vehicles they had available. No army could 
approach them. The American inf0nrr.r formations 
usually had more vehicles than the most mechanized 
Panzer Grenadiers. When they went to battle,it was 
on such a n  assortment of trucks, jeeps, halftracks, 1 
scout cars, and whatevers, that nobody walked. In  
the Ardennes Offensive, the Germans were as- 
tounded by the flippancy with which Americans 
abandoned vehicles. As a matter of fact, one 
German officer, in all seriousness, felt that the 
American Army had as many trucks as they did 
combat infantrymen. His statement was an exagger- I 
ation, but not excessively so. 

And so. by the end of the war, all the nations had 
evolved their own infantry tacticsto achieve roughly 
the same net result. Each nation's final infantry 
book of operations reflected both their national , 

cultural backgrounds. and the tricks of the trade 
that they had picked up from their gallant 
opponents and their own dedicated SQUAD 
LEADERS. 

SQUAD LEADER 

I 2nd EDITION RULES 
I 

The SQUAD LEADER second edition rules, 
scenarios, and Quick Reference Data charts are 
now available for mail order purchase direct from 
Avalon Hill. Owners of the first editioncan obtain 
the second edition materials free of charge by 
returning the cover of their first edition rulebook 
along with an order for any Avalon Hill game. 
Those not wishing to purchase a new game at  this 
time may still secure the second edition materials 
(a $4.25 value) by returning the cover of the first 
edition rulebook and adding $1.00 cash for 
postage and handling. Postage coupons are NOT 
usable for this or any other parts order unless 
accompanied by a game purchase. 
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SQUAD LEADER FIRST IMPRESSIONS 
AN INTRODUCTION TO SQUAD LEADER BY B O ~  Medrow 

Bob Medrow headed one of no less than 24 
,.'ayiest groups around the notion which labored 

I with the by mail p1uyi.w of SQUAD LEADER. 
That is nor all rkar outstanding. His playtesting wus 
. . . so much so that he was awarded the hererofore 

I 
unheard of Loyal Order ofthe Boog Powell MVP 
with hexagon clusters. We aIso gave him a Ifetime 

' subscription to The GENERALand a case ofgames 
for saving our bacon. Amonghis conrributions were 
o complere revamping of the sewer and MG LOS 
and penentration rules and about 200 pertinent 
quesrions which led to the undoing of more ~ h m  a 
few ambiguities. Under the circumstances we 
lhoughr it wise to ask him buck to playlesr  he 

I expnnaion kits. 

The origin of this article goes back over six 
months to a letter sent to both John Hill and Don 
Greenwood, respectively, the designer and the 
developer of SQUAD LEADER (SL hereafter). 

I 
This letter was part of my playtest activity and was 
intended to make these gentlemen aware of how SL 
was being played hereabouts. Here the first priority 

, had been given to debugging the rules. With those 
1 efforts having been completed, it was time to report 
I on play balance in the scenarios. 

Since this was my first effort at playtesting, I had 
spent some time trying to work out how to go about 
reporting the results. Obviously, there must be 
something besides a box score telling howfrequent- 

1 ly a particular side won. In wargames, which side 
wins is, in all but the most grossly unbalanced of 

I 
games, a function of  how the sides are played and, 
sometimes, of luck. SL's scenarios are no exception. 
Thus, it seemed necessary to write somethingrather 
general about the local perception of the basic game 
system. For reasons developed later, what consti- 
tutes an intelligent course of action in S L  is 
sometimes hard to see. As a result the letter began 
with a few pages describing what the local players 

had found to be important about the game system 
itself; only then were the specific scenarios consid- 
ered. 

This article follows that same general outline. 
First, there's a rather extensive look at some basic 
aspects of the game, beginning with a look at the 
Infantry Fire Table (fF7).  The emphasis here is on 
the interaction between squads and the fire directed 
at them, and several of the many factors that modify 
the outcomes. The type of result most commonly 
found in the IFT, coupled with the fact that dice roll 
modifiers (DRMa) are used in the game to reflect 
several facets of the simulation, make sorue aspects 
of fire attacks rather obscure. 

Inescapably, and unfortunately for some, this 
means a discussion of probabilities. Lest any should 
really become concerned, however, there are no 
formulas. Articles with lots of numbers don't always 
go over well, and I think that's unfortunate. 
Intelligent play of wargames requires an apprecia- 
tion of what's likely to happen. The numbers in this 
article will not tell you how to play SL in each and 
every set of circumstances. Rather, they are 
intended to give you a fairly broad feel for what can 
happen. Probabilities, when they appear in the text 
or in a figure, are expressed in percentages, which 
seems to be the most satisfactory form. As an 
example, if something has a probability of lo%, it 
will happen, on the average, once every 10 times. 
Anything with a probability of 100% happens all of 
the time. The sum of the probabilities of all possible 
events must always total 300%. 

Of the many weapons represented in the game, 
only two have been included in this first section: 
machineguns and off-board artillery. One of the 
aspects of the game that simplifies play is the use of 
the IFT by a number of weapons. While some of the 
weapons have fascinating peculiarities, the two 
considered probably have, overall, more decisive 
influence upon the course of play thando the others. 

At the risk of disappointing the armor buffs out 
there, AFVs are not considered in the general 
section of this article. Make no mistake about it, a 
great deal needs to be said about them. However, it 
seems more meaningful to delay coverage until the 
second major section of the article, in which the first 
3 sceneries are considered. The specific context of 
the third scenerio provides a very handy way in 
which to point out both the strengths and the 
weaknesses of armor in S L  In SL, infantry will 
always have some claim to being queen of the 
battlefield, and one needs to be able to appreciate 
the interaction between the foot soldier and the iron 
beast. A look at how the introduction of armor 
changes things in the third scenario should, 1 hope, 
be useful in showing this interaction. 

There'll be some sidetrips along the way. The 
game considered here is not the same as the one I 
first saw back in April, 1977. Changes were made for 
various reasons and, if you're at all like most of the 
garners 1 know, you have some interest in how a 
wargame comes to be what it is. Also, for what they 
may be worth, there will be some comments about 
what 1 would expect to see represented in a game 
concerning WWIl combat at this level. Finally, I 
hope to include enough information so that those of 
you who might not &familiar with the game will be 
able to follow most of what's going on. 

BASIC PLAY OF THE GAME 
The basic pieces of SL are the squad and the 

leader, examples of which are shown in Fig. 1. 
Firepower and Range are conventional enough 
quantities to see on cardboard warriors, but Morale 
and Leadership are something else. Each quantifies 
an essential aspect of the people represented. The 
first is a measure of the probability that the unit will 
withstand the stresses of combat while the second 
tells the extent to which a leader is capable of 
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helping the squad(s) stacked with him carry out 
certain activities. 

Fircpowe Moralc 

Range 

LEADER g7 Leadtnhip (-1) L-f Mnralc 
ldcntity 

NOTE The " " 1s a minus aign: not ju l l  a dash. 

SUPPORT WEAPONS Weapon Type +-qq Firepowtr & Penelralion 

Breakdown 

Figure I 
The IFT 

The action of the game will center around the 
Infantry Fire Table shown in Fig. 2, and good play 
requires an understanding of it. As withal1 two dice, 
sum-of-spots tables, the probabilities of the differ- 
ent outcomes are sometimes hard to visualize. The 
chance of rolling a 2 is 1 in 36, the chance of rolling a 
3 is 2 in 36, and so on, up to 6 chances in 36 to roll a 
7. After that the chances start falling again; 8comes 
up only 5 times in 36, while a roll of 12is as likely as a 
roll of 2. This general difficulty is compounded by 
the extensive use of DRMs in the game. The Terrain 
Effects Modifier Table lists 7 terrain connected 
situations that modify the dice roll (from -2 for 
infantry moving in open ground to +3 for units in 
stone buildings) and 3 that do not. There is also 
"temporary terrain" in the form of smoke counters 
for which the positive modifier is equal to the roll of 
1 die. Interestingly enough, if a second group fires 
through or into the smoke-filled hex it rolls again. 
And then there are the leaden. Most (but not all) of 
the infantry weapons fired from a hex can have this 
effect modified by the leadership value of a leader 
present. Except for one true fumble-finger in the 
counter mix, these values range from 0 to -3. To 
look at 2 extreme cases, fire directed at amoving-in- 
theopen squad by a 10-3 leader would be s u b j ~ t  to 
a net die roll modifier of -5; an unlucky shot 
through a smoke hex at a unit in a stone building 
could net a 9. 

Considering the number of effects, many of 
them influenced by player decisions, built into the 
IFT, I think the case for some study of it is well 
founded. Unfortunately, the actual results con- 
tained in the Table add an additional degree of 
Figure 2 

complexity. KIA is easy enough. It means the 
elimination of all squads and leaders in the target 
hex. Depending upon the source of the fire, a KIA 
can cause destruction of support weapons and 
structures as well. The other results are the 
troublesome onea. An M means that all units 
undergo a morale check. Failure of a unit to roll its 
morale value or less with two dice causes the unit to 
Break. A number result on the IFT requires a 
morale check with the added penalty that the 
number rolled plus the number result in the I n  
must be less than or equal to the morale value. (For 
those of you unfamiliar with the game, a broken unit 
is worthless until it recovers, an event requiring a 
leader and by no means certain even then. A broken 
unit receivinga second broken result is eliminated.) 

Thus, for a single unit it all boils down to this: 
after being fired at the unit is gone (G), broken (B), 
or okay (0); there are but three possibleresults. Put 
two identical squads in the same hex and the 
number of distinguishable reaults from one f i re 
attack goes up to four: both gone, both broken, both 
okay, and one okay and one broken. Two fire 
attacks in the same turn add twoadditional possible 
results: one gone and one broken, and onegone and 
one okay. 

The mention of two fires brings us to the last of 
the factors which complicates a look a t  the IFT. 
There are games in which all attacks againat a single 
target must be added together, and there are games 
in which each attack must be treated separately. SL 
differs from these in that, within certain limits, one 
may or may not combine fires as he sees fit. 
Adjacent units have a choice;units stacked together, 
if they fire at the same target, do not; and non- 
adjacent units do not. In this way thedesigner, as he 
has done elsewhere, has left in the players' hands an 
interesting decision. Concentration of units allows 
attacks at higher strengths than would otherwise be 
possible, but concentration frequently leads to 
increased vulnerability as well. Of course, there's 
also the question of whether concentration of fire is 
more desirable than separate, smaller fires. 

Before looking at some (hopefully) useful 
specific results, one other point needs mentioning. 
The maximum infantry stacking allowed is three 
squads and one leader. In situations requiring 
morale checks any leader checks first. Failure of a 
leader to pass his check causes all squads present to 
undergo an additional check. This means that, for a 
stack consisting of three identical squads and a 
leader, the number of possible results when that 
stack is fired at twice reaches the surprising total of 
30. In case you're wondering, that's an honest 30. If 
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we're considering an outcome that involves just one 
broken squad, no distinction is made between the 
a s e  in which it's the topmost squad that breaksand 
the one in which it's the bottom one that fails. The 
sometimes rather large number of possible out- 
wmes makes it difficult to develop a "feel" for the 
game by just playing it. 1 can, in fact, recall at least 
two instances from the playtesting days in which a 
player, based upon his experience, reached the 
wrong conclusion as to the best tactics in a 
particular situation. 

Figures 3 through 6 present a small sampling of 
the huge number of situations one could explore 
given sufficient time and energy. Only the first of 
these gives a reasonably complete picture of the 
particular aspect of the IFT being considered. It is 
felt, however, that the other results are representa- 
tive. 

Figure 3 shows the probability of a KIAresult as 
a function of the weight of fire and the net DRM. 
This particular result is independent of the charac- 
teristics of the units occupying the hex, thereby 
allowing us a reasonably complete picture of what 
can  happen. The rangeof DRMs was selected on the 
basis of game experienoe. A 4 modifier is not the 
most extreme one possible, but it is the most 
negative one you're likely to encounter with any 
frequency. A similar argument applies to the other 
limit, +3. Overall, this figure demonstrates very 
effectively the positive impact of good leaders upon 
the game when they are used to enhance the effect of 
friendly fire. To make sure that we all know what the . 
numbers in these figures mean, afire witha strength 
of 24 will producea KIA result 42%of the time if the 
net DRM is -1. We shall need to refer back to this 
figure later on in connection with the study of some 
other aspects of the game. 

Once we go beyond the KIA result only a very 
limited selection of results can be considered. Fig. 4 
shows the probabilities that individual squads will 
survive, alive and unbroken, the particular fire 
attacks shown. The three morale values considered, 
6,7, and 8, cover all of the squads in the game. As an 
example, a leaderless fire attack with a strength of 8 
directed against a single morale level 7 squad in a 
stone building will have absolutely no effect 85% of 
the time. The fire strength values shown include 
most of the values you would need in order to 
construct an expanded table covering all attacks 
from 4 through36, inclusive. This fact is the result of 
the specifics of the IFTentries. If you look carefully, 
you'll see that, for example, an  attack at 6 with a 
DRM of-1 is the sameas anattackat4witha DRM 
of -2. Similar relations exist between the 12 and 16 
columns and among the last four columns. 

There are some interesting things in this figure. 
The numbers themselves do give us some practica 
insight into what we can expect from fire attacks. 
Further, a study of them does help us gain some 
insight into the game that we can carry away an< 
make use of without having togrope througha mazl 
of tablcs before making a decision in a game. The 
previous paragraph referred to an exact relationship 
between the outcomes in certain adjacent columns. 
A look at Fig. 4 shows that this relationship is 
approximately true for all of the columns. As an 
example of what is meant, consider an attack of 
strength 16 and a DRM of +2. The results arealmost 
the same as those for an attack of strength 8 with a 
DRM of 0, oranattack ofstrength4witha DRM of 
-2. The 8 column is two to the left of the 16column, 
while the 4 column is four to the left of it. Thus, all 
the way across the IFT, moving an additional 
column to the right has about the same effect as 
staying where you are and reducing the dice roll by 
one. This observation should give youanadditional 
clue as to the effective use of leaders. 



The second set of observations concerns the 
differences among the squads. In general, the 
differences between the squads in complete surviva- 
bilitygo up as the weight of fire goes up and/or the 
degree of protective cover goes down. Overall, 
squads with arnorale level of 7 lie closer to the level 6 
squads than they do to the level 8 ones. Before 
moving on to look at the effects of being in a hex 
with a leader, there is one last rule-of-thumb to be 
extracted from Fig. 4: a decrease of one in the 
morale level has about the same effect as adding an 
additional -1 DRM to fire attacks. This is a 
particularly useful thing to keep in mind when you 
move into Game Set I11 and encounter the morale 
level 6 American infantry squads. From the point of 
view of survival, itsabout the same as still having the 
Rumians; but giving the German player an extra -1 
on each die roll. And that's a big effect. 

Having covered several things concerning 
individuai squads, this seems to be a good place to 
consider what happens when you start stacking. 
Again, bemuse of the structure of the IFT, this 
increases the number of things one could look at. I 
think that the most interesting study is to consider 
what happens when our various squads are stacked 
with the leaders available in the game. Fig. 5 
contains results forjust one attack, that at astrength 
of 8. Some additional calculations were made and 
showed nothing qualitatively different that would 
be worth theconsiderableeffort and space necessary 

D include them here. 

The first thing to keep before you concerning 
leaders is that any units stacked with them are 
subjected to an increased risk of elimination. This, 
of course, comes from the fact that any morale 
c h ~ k  combat result could break the leader and 
cause the squad to take two morale checks as the 
result of a single attack. How much additional 
hazard is involved you can see for yourself by 
comparing the G (for Gone, remember) values in 
Fig. 5 with the KIA values in Fig. 3. Overall 
survivability is a different matter, however. As 
leader quality increases so, too, does thechance that 
the squad will survive. For some particular leader 
the chance of survival is essentially the same as it 
would be if the squad were alone. For all of the cases 
shown in Fig. 5 this "neutral leader" is the 8-1. A 
wries of spot checks for other casesahowed the same 
esult. 

The discussion of the results in Fig. 5, coupled 
vith what has gone before, provides us with an 

example of what ultimately turns out to be a fairly 
common aspect of SL: the possibility of greater gain 
purchased at the price of a possibility of greater loss. 
It is just this sort of intricate challenge that appeals 
o many w a r m e r s .  Previous figures have shown us 

the increased potential for doing harm to the enemy 
that comes from modifying the dice roll with a 
negative DRM. The last one shows us ae dangers 
involved in getting the leaders up front. 

One of the many fine points that helps to decide 
the winner is the correct use of the different leaders. 
T h e  obvious lesson here is to keep the 7 0  and 84 
leaders out of the line of fire and use them for what 
they can stilI do: allow a broken unit to try to rally 
and speed squads on their way with the leader 
movement bonus. The use of the other leaders is 
very much a matter ofjudgment, but playing SLand 
watching others play it has led me to believe that 
most players have a tendency to use the better 
leaders aggressively too much of the time. Unless 
rallied, a broken unit is little better than a dead one. 
(And that leads us to the discovery of yet another 
juggling problem involving the weighing of risk and 
gin . )  Experience suggests that decisions about 
leader employment are among the most difficult in 
the game. You should not become entranced by any 
ONE of their several possible uses. 

PAGE 
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One of the most difficult questions to answer is 

the subject of the last set of numbers connected with 
the 1FT. The values in Fig. 6, coupled with certain of 
those in Figs. 3 and 4, should give us some insight 
into the problem of how to arrange our fire attacks 
in order to obtain the maximum possible effect. The 
information given lets us compare the results of two 
attacks with a strength of4 each versus those of one 
attack at a strength 8. In Fig. 6 the column showing 
the results of the first of these two attacks is headed 
(4)x2. For the sake of compactness let us call the 
second attack an (8)xl, the results of which are in 
Figs. 3 and 4. The other comparisons possible are 
among (4)x4, (8)x2 and (16)xl. Although not 
included, enough cases for the (6)xZ and (12 )~  1 were 
also considered to allow reference to be made to 
them. 

Figure 7 
As mentioned previously, the option to combine 

attacks or not exists only when the firing units in 
question are adjacent to one another. Since Fig. 6 
shows us cases in which one option or the other 
yields an advantage, this adjacent placement of 
squads is an extremely powerful one, particularly if 
the enemy has little or no artillery capability. In  all 
cases (including the (6)x2 versus (12)xl one), the 
more separate attacks the better, so long as we're 
considering attacks with a DRM of -2. Because 
there will seldom be sufficient leaders to stack with 
thinly spread squads, -2 is about the only negative 
DRM one gets. The results, however, can be 
devastating against an enemy who must advance 
across open ground. 

What the most desirableattack is when we look 
at the more common modifiers of 0 through +3 

depends upon the goal of the attack. Generally, 
one's better off with two separate attacks rather 
than one combined one if the aim is elimination of 
the target. If, however, one's satisfied with either 
eliminating or breaking the enemy, the situation is 
not quite so clear cut. In this case we see some 
advantage to combining fires at high DRMs. 
Particularly when your aim is the modest one of 
either breaking or destroying the enemy, one very 
important consideration is that the standard rules 
do  not require a player to designate all of his fires 
before resolvingany of them. Thus, if the first of two 
or more possible shots accomplishes all that you 
need, the remaining units can be used for other 
purposes. 

A Bit on Weapons 
Demolition charges, bazookas, flamethrowers, 

panzerfausts, machineguns, anti-tank guns, howitz- 
ers, and mortars; SL has it all. But of all of these I 
think the two most interesting are the MGs and off- 
board artillery. Fig. 7 shows a typical medium MG. 
Its unique aspect is this business of penetration. 
Once a line-of-fire has been established between the 
weapon and a target, units beyond the first target 
hex are subject to attack if their hex lies along the 
LOF and the firing unit has aclear line-of+ight into 
their hex. As pointed out in the Designer's Notes, 
this helps recreate the lethal effects of this weapon 
system. You'll note (7.2) that units, friendly or 
otherwise, da not block either the LOS ox the LOF. 
This, as it came out in the playtesting, is a practical 

i necessity in this game. The alternative would be to 
I allow players to create concealing terrain by hiding 
more valuable units behind less valuable ones. 
Neither that situation nor the one mandated by the 
rules is completely "realistic," but the former does 
eliminate some peculiarities from the play. If you 
wish to avoid one source of aggravation and 
frustration in SL, avoid using the MGs in a stack 
unless they will move you up a column on the IFT; 
great is the outcry when you use a LMG to raise a 
total to 14 and then roll a 12, causing the MG to 
malfunction. 

The use of off-board artillery is handled in a very 
interesting way. When it's available, summoning it 
requires a leader and a radio. Since there are no 
leadership-modified events in the routine of using 
such artillery, this is an excellent job for a low grade 
leader. The artillery fire mechanics require that 
contact be made with the supporting battery during 
the Rally Phase of any (friendly or enemy) phyer 
turn. If all goes well a spotting round will end up 
within the LOS of the radiotquipped leader during 
the Close Combat Phase of this firat player turn. If 
radio contact is maintained during the next Rally 
Phase, the player owning the artillery will beable to 
fire 'for effect (FPE) during the second player turn. 

The player attempting this must roll a die or dice 
a t  least three times during this procedure: to 
establish contact, to check for scatter of the spotting 
round, and to maintain contact. Assuming that the 
spotting round, if it does scatter, will not scatterout 
of the LOS of the leader concerned, it is instructive 
to consider the probability that one will succeed in 
getting a FFE mission in the minimum two turns. 
For the Russians the probability is a function ofthe 
year of the scenario: it's 16% in '41,30% in '42, and 
49% for the rest of the war. This last value is equal to 
the probability of success for the Germans through- 
out the entire war. American forces also have a 
constant set of requirements which are easier to 
attain; their probability of success is 8 1%. Another 

interesting set of numbers is the probability that one 
can get off three FFE missions in four player turns. 
These values are 6%, 16%, 34%, and 77% for the 
four categories just considered. Taken together, I 
think that these numbers give a reasonable view of 
the relative worth of artillery to the different forces 
represented. 

A knowledge of what you can expect in terms of 
reliability from artillery is extremely important 
when it comes to purchasing a force from the Point 
Value Chart. For an American force, artillery is 
almost always worth having and comes at a bargain 
price (three-fourths of what the Germans pay and 
half of what the Russians pay). Until one's played 
enough to learn just what can be expected in terms 
of total performance there seems to bea tendency to 
accord artillery too much respect, particularly in the 
Russian-German scenarios. Deciding when and 
how to employ it is sometimes a difficult decision. 

A Bit on Tactics 
The basics outlined in the rule book deserve 

careful reading, and I have but a few points to add. 
Whenever a unit in a building or in trees is 

broken by enemy fire a decision is required as to 
whether or not the unit should retreat. In most such 
situations it is best to retreat the unit in question so 
long as so doing does not placle it in greater 
jeopardy. If at all possible it should be retreated so 
as to prevent the enemy from continuing to fire at it 
each turn, thereby forcing the unit (assuming a 
leader is available) to try to meet the stringent 
requirements of Desperation Morale. It does 
happen that the isolated unit left in place can suffer 
an ignominious fate. If it is not rallied, it cannot 
move unless an enemy unit movesadjacent to it or it 
is again fired upon. Do not be surprised if the unit 
remains unattacked while the enemy maneuvers so 
that a retreat will later be forced under circum- 
stances that will guarantee the unit's destruction. 

In selecting defensive positions in a scenario 
allowing some leeway, it is important to site 
weapons and units with a view towarda the retreat 
routea available to any enemy units that might be 
broken. Remember that a broken unit unable to 
reach satisfactory cover without crossing a clear 
terrain hex within both the LOS and the normal 
range of an enemy unit is eliminated. The game 
rnechania relating to broken units (section 13) are 
quite straight forward. Good play, however, 
requires careful consideration of the hazards and 
opportunities they create. 

The voluntary destruction of your own support 
weapons deserves a brief mention. Practically, it is 
probably best to destroy such equipment, most 
particularly LMGs, when you no longer have the 
manpower required to use them. On balance, I have 
seen pessimism in this area rewarded more frequent- 
ly than optimism. 

A Personal View 
I think, before we turn to the scenarios, that this 

might be a good time to give some consideration to 
what we should expect to find in a game on this 
extreme tactical level. Practically, we should expect 
to see a lot of confusion. Ifeel that the concept of the 
broken unit handles this sort of thing very well. 
Units are completely reliable until they move to 
within range of enemy fire. While this may not be 
completely realistic, a little thought conjures up 
some terrifyingly complex alternatives. This break- 
ing and rallying of troops reproduces an ebb and 
flow appropriate to the time scale of the game, at 
least so far as the Germans and Americans are 
concerned. 

With the Russians we find a more brittle force 
because of the general lack of Russian leaders. 
Assaults will tend to be more massed in character 
since mass is more available. This brings us to the 
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second thing we should expect to see: organizational an aside, hexes C5 and D5 are both just visible from One solution to the problem is the one utilized; a 
and nationalistic differences. These we find in hex 54, using a string as thick as the white dots. strong force in 54. However, too stronga force in54 
plenty. Besides the numben and quality of leaders The German deployment in building F5 poses poses a problem in the defense of the building it's in. 
provided, there are the morale values and the some interesting problems. Quite possibly this K5. The squad in K4 has a clear LOS into hex MI, 
exemption of American squads from the penalties building will be the focus of the initial Russian drive, reducing the chances of Russian reinforcement of 
of Desperation Morale. one which may well be successful. Familiarity their central zone. Unless MI is covered, Russian 

This is by no means the fint  game to reflect the suggests that the ideal deployment is one which squads from M2 andlor N2 have a two-turn route 
things mentioned above. It is, I think, unique in that inflicts some Russian casualties while still allowing into J2  via the partial (but bla~able) hex north of L1 
it provides the game player the opportunity to, the German player a decent chance at extracting without risking a -2 DRM attack from the L6 hex. 
locally, bias the behavior of hjj troops by the some of his for=. Thecombinationshownisafairly The ability to reinforce the central zone increases 

of laders. Chance will always play a effective one. The force in F6 cannot be fired upon the probability that an effective fire on 54 can be 
large pa* in SL games and that, too, is as it should by any Russian force in the initial Prep Fire Phase. maintained from 52. 
be. But here, anyway, the players can make at least Thost in HS can fired at from only E4 and (34, a As mentioned, locating the entire building M7 

amendrc for the shortcomings of his particu- pair of non-adjacent stacks. This arrangement force in hex L6 is a versatile move, but it's also an 
lar force. allows the German player to avoid a 36 strength fire all-your-eggs-in-one-basket move. Because of the 

attack from two adjaoent hexes firing together, the ease of reinforaement of building M7 from M9, this 

THE SCENARIOS most effective fire attack available to the Russians. is not as dangerous as it might otherwise be. 
In addition, the fue from E4 is halved because of With all of this, what do the Russians do? On 

As with all of Avalon Hill's Programmed range considerations. balance, a good, aggrwsive opening is to move the 
Instruction games, this one directs you to play the The Russiansetupoffers fewer options. Only the sixpquads from F3and G3 to H2and H3. Even with 
scenarios in order- Think awhile and you'll see how location of the 10-2 leader in building F3 and the some losses this makes for a respectable fire attack 
that idea poses particular problems in playtesting. forces in N 4  need be considered. The placing of the on 54. While this movement does create additional 
In order to do anything a t  all with thelaterxenerios 10-2 in E4 will k explored later. Handling building targets for the Germans in I7 and 54, this is not a 

, I found it nectsmry to have some players skip N4 could give a sensitive person bad dreams. The completely negative thing. The already existing 
ahead. Given the standards of the day, thecomplete balance of forces on the eastern side of our tiny target in 52 profits from any diversion of fire to 
set of rules is not all that formidable; but players battlefield is probably in the German's favor and other targets. The non-moving units in EQ have the 
who had gone ahead tended to experimce more offensive action may occur. In self defense the squads in H5 as their target. In order to put 
ftustration and less satisfaction. The level of Russian needs to hold M5 and N5 even in the face of additional pressure on building KS the forces in M2 
interaction among all the bits and pieces is very German firepower in 17, L6, and M9. can stand and fire a t  the lone squad in K4. The lone 
high. To play well one needs a good grasp of what's Given the German firepower available, Russian squad in N2 is best sent south while the units in MS 
been covered up to the scenarios k i n g  played. tactics must be based upon the weaknesses in the and N5 need to concentrate on the Germans in L6. 

German deployment, and there are some. These With this beginning no Russian unit is in less 
weaknesses were not introduced for discussion than +2 DRM cover. What happens after this is 
purposes; rather, they appear &cause every initial largely a function of how well the attacks go. 
deployment seems tohavesome. Looking fromwtst Building F5 is such an obvious initial target for an 
to east, the weaknesses in building FS isthe fact that assault that the German player may be tempted to 
hex F5 is not garrisoned. The excellent Close advance units into it from 17. On balance, this 
Combat capabilities of the 6-2-8s make them very appears to be a poor move. If he isn't careful, this 
dangerousif they canget into the same building with sort of concentration could cause the ultimate loss 
the Germans. The weakness is almost unavoidable of K5. More usefully, the f o m  kginning in Mq.is 
since F5 lies within the normal range of the 6-2-8s in better deployed in M7, except for the leader who 
three hexes. 

In an era of monster games you'd almost haw to 
call this one a micro game. Fig. 8 shows the map 
area used and one possible deployment. To win the 
Russians must completely occupy two more of the 
stone buildings initially occupied by the Germans 
(F5, KS, 17, M7, and M9) than they lose of their own 

' 

initial buildings (N4, 52, M2, F3) to complete 
German occupation, or have a favorable 3:l ratio of 
unbroken squads at the end of the game (5 turns). 
To completely occupy a building requires that your 
forces be the last ones to have occupied any hex in 
the building at game end. 

T h e  primary burden of attack is thus upon the 
Russian player and his major striking force must be 
the dozen 6-2-8s located in building F3. Initially the 
ratio of squads is only 20:13 in favor of the Russians 

. so the German player is winning all around a t  the 
start. 

Since the German player sets up first let's take 
his problems first. Since buildings 17 and M9 are 
singIe hex ones, their setups are fixed. In M7 hex L6 
must be strongly held kcause, coupled with all 
those Germans in 17, this divides the Russian forces 
(by the clear North-South LOFs running through 17 
and L6) into three groups. Probably the greatest 
versatility is obtained if everythinggoesinto hex L6. 
Deployment in building K5 Fan assume a number of 
forms. The primary objective of the one shown is to 
establish a strong LOF across the North side of 
building FS. The one weakness of this part of the 
German position is that all hexes in KS can be 
brought under fire. For this reason the 8-0 leader is 
left by himself where he cando little harm. By way of \ 
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needs to move back to L7 after helping his squad lug 
the HMG. L7 is the obviouscollection point for any 
units broken in building M7. 

Starting as indicated, too much depends upon, 
the results of the first turn battles to permit further 
specifics of play. There are, however, a few things 
concerning play during the rest of thescenario that I 
think are worth passing along. To the best of my 
recollection, all of the Russian wins have involved 
the capture of either F5 or K5 by the Russians. 
However, not all of these wins involved the 
territorial objective of gaining two net buildings. 
The loss of either building provides the Russian 
player with some valuabIe opportunities to concen- 
trate his efforts against selected portions of the 
German force and follow the second possible route 
to victory. Then, too, there's that matter of 
movement. The high terrain costs and the extensive 
fields of fire encourage movesof no more than a hex 
or two. Frequently, this seems to lull players into 
forgetting just how far a unit can go whenthere's no 
one to shoot at him or he gets lucky. My last point 
deals with the matter of fairness. The rules (19.3) 
outlaw "potential" LOS checks. As a practical 
matter each side should be allowed to make such 
checks before the game is begun. In addition, a 
beginner at this scenerio who's playing an experi- 
enced player should be given some free LOS checks 
during the game, in addition to getting to play the 
Germans. 

This scenario requires but one additional page of 
rules, but that page adds a great deal. First off, there 
ace two new weapons, flamethrowers and dcmoli- 
tion charges. The great strength of the former is that 
its attacks are not subject to any DRMs. Its 
weakness is that your chance of using it three times 
is only a bit over 50%; on a roll of 9 or more it dries 
up. The weakness of the other new weapon is that 
you must move adjacent to your intended target. Its 
strength is the very obvious one of a large attack 
value. 

The concept of "mnceaImentm is a much more 
far-reaching one. Most commonly, it allows units to 
burrow into woods or buildings, tmdinga halvingof 
incoming fire for the opportunity to move or fire. In 
this particular scenario it is also used to conceal the 
initial deployment of a portion of each side's force. 
In order to determine the contents of a hostile stack 

topped by such a counter, it is necessary to obtain a 
result on the I R  requiring a t  least a morale check. 
Against a stack in a stone building t h i  requires an 
attack strengthofat least 32 *fore halving) to have 
a better than even chance of removing the 
concealment marker. In passing, it's worth noting 
that the probability of removal is almost the same 
whether fire is split or not. This means that if you 
have the option the fires should be split because of 
leader benefits. There's a second advantage if you 
are not designating all attacks prior to resolving 
any. As a final mrnment, the way in which this 
concept is presented stems to cause some players to 
overlook its benefits in later scenarios where it is 
frequently useful for protecting troopsnot current1 
involved. 

Victory in this scenario is determined by eithe 
having six hexes in building X3 under the type or 
control defined in the first scenario or by having the 
only unbrokenunits in the building. fig. 9 shows the 
terrain involved. The burden of attack falla upon 
both players. The superior quality and equipment of 
the Germans in the east compared with that of the 
Rwians  in X3 would virtually guarantee victory 
unless the western Russian forces can break in. The 
setup sequenoe is specified, but,to adda bit of spice, 
who starts is determined by a die roll. 

Although the Russian X3 force sets up first, the 
number of concealment counters is such that, 
normally, the stack heights tell little. (For those of 
you without the game, remember that all you can see 
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of those stacks is the'?" on top.) Since what is done 
in X3 is in response to German capabilities it is, 
therefore, more instructive to consider the Germans 
first. 

In the west, occupation of hexes SS and R7 is 
desirable. This will bring any western Russian units 
under fire in clear terrain should they attempt to 
move between building R1 and the other three 
western buildings. Similarly, units in T4 and T6 
would endanger movement between buildings U3 
and X3. Although the first of these is, initially, 
under German control, a change in ownership must 
be expected. The unfortunate part about T6is that it 
may prove impossible to get anyone into there. 
Overall, the western German position suffers from 
being too thinly held. Efforts at concentrating 
German forces, usually into buildings U3 and T4, 
have lxen considered. The fault with such a play 
appears to be that the result is too brittle. It slows 
the Ruasins a bit longer, but seems to yield fewer 
German survivors when the dam finally breaks. 
While on the subject of breaking, consider the 
German difficulties in rallying broken units in the 
west. A second problem with removing Germans 
from R7 and TI is that Russian movement into this 
area not only endangers units directly to the north. 
but the main attack on X3 as well. 

The setup in the east is intended, first, to 
determine what's in hexes Y4, Y5, and XS. The 
forces to do this are those in Y7, 26, AA4and AAS. 
Depending upon the success of these attacks, the 
German force in 27, including the leader, is 
available to move into either X5 or Y5, thereby 
gaining a foothold in X3. In anticipation of this 
possibility, one might wish to rearrange things 
enough to placean 8-3-8 into Y 5. Hex X6 could then 
be smoked prior to any German Prep Fire, thereby 
greatly reducing the danger from the Russians in 26. 
If this weredone, however, the HMG should remain 
in Y7. A prudent player would consider just how 
much is visible from the second floor of Y7. If not 
used in an advance, the engineer squad and 
flamethrower in 27, like the combination in BB4, is 
available for movement into the front line. This 
would allow an Advancing Fire attack upon any of 
the hexes attacked during the Prep Fire Phase and 
ound to contain worthwhile targets. 

Before commenting upon the Russian deploy- 
nent it should be mentioned that the above 

approach is representative of the "look-before-you- 
leap" school of thought. For the heroically inclined, 
there is one major alternative: rearrange the 
pngineers, smoke hexes W ,  24,Z5, Y6, and X6 and 
harge. This can be very successful, but places too 
nuch trust in dice rolls to suit me. 

In the west the only options the Russian player 
has concern the placement of the leaders and the 
LMGs. The best leader is deployed into R1. in the 
hopes of speeding up the assault on building U3. 

In X 3  what we see is compromise. Enough hexes 
are covered so that easy movement into the building 
is limited without use of flamethrowers. On the 
other hand, it does not risk everyone, with strong 
forces kept back for the necessary counterattacks. 
Because of the number of one-story buildings to the 
west of X3, the HMG in WS can be very useful 
against the western Germans. 

That brings me to a comment about a kind of 
tunnel vision I've noted in myself, among others. It 
turns out to be quite easy to see this, initially, as two 
separate combats, pretty much divided by the V 
column. In fact, particularly when the Russians in 
X3 have been forced to  give up many ~f their 
concealment counters, attacks by X3 units against 
the western Germans can be quite useful. 

I think that the comments concerning the setups 
and the victory conditions offer enough insight into 
where the game will go from this starting point so 
that just one thing further need be said. For both 

sides, the rules concerning broken units need to be 
considered very carefully. There are some opportu- 
nities for clever play in the west. 

Scenario 3 comes in two mainflavon, and I have 
a confession to make. When I first received the 
playtest materials I guessed what scenario 3 would 
be after seeing 1 and 2. And I didn't think much of 
the idea. Fortunately, because I dislike eating my 
worda, I played the scenario before saying anything. 
The result of such play was that I said nothing about 
my first impression. I do so now only because I'd 
hate to have you miss what's in version 3A of this 
scenario just because you wanted to get the armor 
(version 3B) into play. 

3A introduces Sewer Movement for the Rus- 
sians which, in its present form, has fairly little 
impact upon the course of play. The originalversion 
of the game made this below-ground movement free 
of uncertainty and did not require leaders. The 
result was something that I and, I suppose, others 
found somewhat unrealistic. It is one of the pains of 
a game developer's life that he must wade through 
a11 of the "improvements" that playtesters generate. 
As things now stand, such movement is usually the 
result of desperation, and that seems appropriate. 

To win this combination of 1 and 2 it is 
necessary, at a minimum, to satisfy the victory 
conditions of one scenario and to draw the other. If 
each side wins one, it's a draw. Looking at the 
combined boards we see that the Russian player 
pretty much controls the question of playbaIance. 
He has the option of diverting squads from the relief 
of X3 to the battle on the western half of the board. 
Enough of that sort of thing will guarantee victory 
there, a t  the expense of a loss in the east. To prevent 
this sort of thing, the Russian player needs to  go 
after a win, and that can be tricky. He faces the 
danger of falling between two stools as he tries to 
cope with the advantages and disadvantages of a 
doubled battlefield. The increase in scenario length 
over what it was in the first one provides the Russian 
player with more leisure to make his move in the 
west. Alternatively, he may divert some f o m s  from 
the center of the board and try to kill enough 
German units to gain a non-territorial victory there. 
The German player may also try to profit from this 
new situation. Using German forces in buildings M7 
and M9 in conjunction with those to the west of X3 
may allow him to do anumber on the Russianforces 
between them in buildings P5 and P8. But, of 
coune, that will weaken the German position in K5 
so that . . . And that's the sort of thing that makes 
scenario 3, even without the armor, a very 
interesting one. 

With scenario 3B we see introduced a major 
section of the rules, over four and one-half pages 
worth, covering tanks and SP guns. Fig. 10 
illustrates one of the latter. Four Russian T34s enter 
at I1 in turn 2 while the Germans receive five (in two 
flavors) STG Ills on turn 3 at Y10 andlor GGS- 
GG6. Alternatively, the German armor may delay 
one turn and enter on any southern or eastern edge 
hex. 

Figure 10 

The appearance of these vehicles will not turn 
the game around. This is close, congested terrain 
and there's a lot of infantry out there. Here the role 
of armor is support. To  put the matter into 
perspective let's consider two points. 

The first one concerns the AFVs abilities with 
respect to one another. On balance, the forces are 
fairly evenly matched. The T34s can travel a third 
again as far and can both move and fire (Advancing 
Fire Phase) in the same turn, unlike the STG 111s 
who can only do one of these per turn. In addition, 
two of the Germans' vehicles can fire only 105 mm 
HE, which is less effective against vehicles than the 
others' 75 or 76 mm AP rounds. However, besides 
being more numerous, the German vehicles have 
better armor. Sinae the outcome of an AFV vs AFV 
fire attack is modified by range, cover, movement of 
target and/or shooter, gun caliber, ammunition 
type, target type, and vehicle aspect there's nothing 
specific to say. The probability of success ranges 
from excellent to lotsa luck. 

The second, and far more important one, 
concerns the AFVs abilities with respect to infantry 
and vice-versa. Let's consider first what the AFVs 
can do. The751766 fire on the "8"column of the IFT 
while the 105s fire on the "16" column. However, 
AFVs must first roll on the To Hit Table. For 
infantry in woods or buildings the net effect of this 
last requirement isabout equivalent to an additional 
+1 DRM for fire on the IFT. From what we've seen 
before, then, the AFVs fire, approximately, on the 
"6" and "12" columns. If we lookat the case in which 
either the target is concealed or the vehicle moved in 
some way during the turn we see an even more 'i 
depressing picture. 

If one of our AFVs wishes to do the maximum 
damage to an infantry squad in a building, it must 
move adjacent to its target and fire the next turn. 
Unfortunately, there may not be a next turn. If the 
target is either a 44-7 or a 4-6-7, there's only a 10% 
chance that he'll destroy the AFV. The 6-2-8s havea 
30% chance while the 8-3-8s do it 52% of the time. 
And that's with no special weaponry. The moral is 
clear. Armor is uaed in a support roll. 

If that is so, we come to the question of how is 
this done, The key material comes in section 31 and 
32 of the rules, Transporting lnfantry/Tanks and 
SP Guns, and AFVs As Cover. The latter is the 
more important one. First of all, there is no -2 
DRM for Defensive Fire against passengers on an  
AFV moving in the open. Moreover, if the fire is 
directed across the "front" of the vehicle from 
ground level there is a +2 DRM for attacks on 
passengers. In addition, a stationary vehicle can 
provide good cover to units moving behind it if the 
attacker is on ground level. As an illustration, 
suppose that the vehicle is in I3 and the only 
Germans capable of firing into I hexes are those in 
17. Russian units moving through hex 12 would get a 
+ I  DRM while those moving through I1 could not 
be fired at. 

Cons~dering how much space has been devoted 
to positioning units because of fields of fire, this 
should give you some idea of theeffects produced by 
adding these vehicles to the scenario. As for 
specifics, you'll have to discover those for your- 
selves. Our playtesting revealed a considerable 
range of possibilities. To illustrate something of this 
range, the German player could elect to attempt to 
neutralize the Russian armor by waiting a turn and 
entering on 110. Alternatively, there are games in 
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which the vehicles of the two sides never even see 
one another. But no matter what is done the vehicles 
remain only a portion of each side's strength. The 
key to good play lies in understanding the 
interactions that exist among the various compo- 
nents o f  SL. 

If you're new to this game I think you'll find 
what's been said of some use. Hopefully, it's 
demonstrated something of the delights of the first 
three scenarios. If you'd like to create a whole new 
set of problems, try adding the Second Level rules, 
sections 57 and 58. m 

AH Philosophy . . . Cuntinued,fiom Pg. 32 
problem when you ask questions about more 
than one game in the  s ame  letter. This means 
that your letter si ts  in designer A's boxuntil he 's  
answered his questions &then  goes to designer 
B's boxto await hisanswer day. By thetime your 
letter has made the  rounds of six designers, you 
may find that the letter no longer contains 
sufficient postage given the  propensity of the  
Post Office t o  raise the  rates every session of 
congress. Speaking of which, questions that 
arrive without the  mandatory self-addressed, 
stampedenvelope a re  completely at the  mercy of 
our designer. They are not obligated to answer 
these queries a t  all & your chancesof a reply are 
"iffy" at best. One of our number, who  is slow 
answering nutmail anyway, absolutely refuses 
to answer those without the SASE. And if vou 
ask questions -in othe-r- than a Yes-NO forhat ,  
you're in for a long wait. Questions attached to 
orders have two strikes against them before they 
start. The shipping department is in another 
building 10 miles away, and all mail orders must 
be kept there on file for 6 months. Questions 
involving grid-coordinates can't be answered 
without a diagram of the  situation, because we 
simply don't have the  time to se t  up examples by 
grid-coordinate. Neither can questions on the  
design, research, or history of a game be 
answered due to the  time required by essay type 
answers. So there you have i t .  . . we have more 
people answering quastions than ever before 
but the service isstill notwhat w e  would like itto 
be. You can help by avoiding sorneof the  pitfalls 
mentioned above. 

I hope I've answered Mr. Mueller's company 
critique adequately, and in the process, an-  
swered some unspoken questions of t h e  silent 
majority. Whether you feel the  "excuses"above 
are justified or side with Mr. Mueller's com- 
plaints & feel I'm just sidestepping issues, 
perhaps now you can better understand our 
trials &tribulations in attempting to be all things 
to all people. The important thing is that we 
value your opinion and i f  you voice it loud 
enough and often enough, we'll doour best todo 
something about it. And if w e  don't, rest assured 
that management will. I'm not the  only one who 
reads the mail, and if I'm too slow answering 
your SQUAD LEADER questions ortoo obstinate 
in running the GENERAL my way, a letter to our 
leader will surelv result in a ahone call from on 
high which will shake me out of my lethargy & 
into action. I ' l l  curse you for it, but I ' l l  deserve it. 
So keep those cards & letters coming in. 
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GAME DESIGN: ART OR SCIENCE 
AN EVALUATION OF THE SQUAD LEADER GAME DESIGN 

By Don Greenwood, John Hill, and Hal Hock I 
Off the early mail order response and initial 

reviews, SQUAD LEADER appears destined to be 
a major success and perhaps more thanjust another 
entry in the game glut. So favorable was the initial 
reaction that we have embarked on publication of 
several sequels to extend thegame to introduce new 
terrain, nationalities, weapons and added realism. 
Nor have reviews been limited to boardgaming 
circles. Several miniatures manufacturers have 
expressed interest in acquiring exclusive rights to 
the name and packaging for their own miniatures. 
Yet, no game is completely free of criticism and 
SQUAD LEADER is no exception. Among the 
game's critics is none other than Hal Hock, designer 
of TOBRUK. This really comes as no surprise as 
Hill and Hock are on different ends of the desian .+ 

spectrum. The two have widely varying 
philosophies as to how best to broach the data of 
raw history into a game format. 

Hill's is the arthtic approach akin to the 
impressionistic school of painting where subjects 
are abstracted until the overalf effect on the viewer is 
such that the artist can will his impressions upon the 
viewer. Hence, an artistic designer studies history 
with concern for the overall battlefield environment 
and how each specific weapon relates to it, as 
opposed to proving ground statistics. Regardless of 
a weapon's value, if the soldier wielding it has 
confidence in his handling of the weapon and its 
overall effectiveness, his performance will begreatly 
enhanced. He subscribes to the opinion in vogue 
these days in battlefield research that technical 
differences of weapons is not nearly as important as 
the psychological perception of the individual using 
the weapon. This is a question of perception and is 
not to be confused with morale. Furthermore, this 
design outlook takesavery casual look at battlefield 
statistics and in the extreme case, will dismiss 
proving ground graphs and charts as suspect since 
they fail to capture the battlefield environment. A11 
proving ground data is based on a "controlled" 
situation, but the battlefield is a totally uncontrolled 
environment. It is a situation where the incredible, 
the bizarre, the unexpected and the totally im- 
probable, happen with an uncomfortable regularity. 
Nothing can be stated with certainty. Events will be 
dictated by the laws of unregulated fate. 

Hock is the scientist and indeed has been 
employed in such a capacity by the government. He 
believes that since a battle is primarily a clash of 
technology, it can be measured. ground 
data is his bible. Armor actions can be studied by 
carefuI study of "projectile penetration" vs. armor. 
Studies show that a 75mm AP shell will penetrate 
exactly "X" mms of armor at "Y" range and this very 
fact has led to many a gaming tank being routinely 
saved or destroyed by a few mm of armor in the vast 
majority of wargame rules currently available. 

The artist responds that this shell vs. armor test 
does not always hold true in the battlefield 
environment; e.g.: 

I .  At what angle did the shell strike? 
2. Bow many times has this particular armor I 

been hit? 
3. Was the vision port being opened at that 

instant? 
4. Did that AFV have any miscellaneous 

equipment such as spare tracks on the hull which 
might have partially deflected the hit? 

5. How did that particular crew react to the hit? 
Many an operable tank has been abandoned on the 
battlefield. 

6. Might there be variable metal quality among 
seemingly identical tanks? Casting and weld quality 
has been known to vary from one factory to 
another, and especially in the case of field repaired 
vehicles. 

The artist concludes then that when shell hits 
armor, anything can happen and that only a most 
generalized statement of probability can be made. 

So now, we have an idea where the "artist" and 
the "scientist" are coming from. Given this 
background, we can study the finished product in a 
much better Iight. John Bill is an artist, and 
S Q U A D  LEADER is the prime result of the 
"artistic" or "impressionistic" school of wargame 
design. TOBRUK was designed to be technicalIy 
perfect. Hal studies the publishd data tables with 
exacting scrutiny, and his style of game design 
reflects this. Being of the scientific school, he 
accounts only for that which is documented, and 
makes sure every point is played out. In TOBRUK, 
each time a tank or MG fires, every shell is literally 
accounted for, and his infantry squads use a 
recorded roster system. It is a precise, documented 
system where everything is mechanically spelled 
out. There is, however, no room in his approach for 
the operation of non-standard events or "im- 
ponderables." In SQUAD LEADER everything ir 
abstracted, while in TOBRUK nothing is. 
TOBRUK, with its reams of documentation, 
impresses your intellect, while SQUAD LEADER 
wrenches your emotions. Hill has deliberately 
designed the various values so the gamer can "feel" 
an escalation of terror, as the numbers mount up. 
Hence, these "terror jumps" are in easily modulariz- 
ed jumps, conveyed in a standardized CRT. Such an 
abstract concept as psychologiml terror thresholds 
might well be looked on as heresy by Hal, but they 
are the main cornerstones of SQUAD LEADER. 

So, who is correct? The answer is neither and 
both. No game will please all of the people all of the 
time, but both games will greatly appeal to some 
groups . . . or, to put it in simpler terms: "different 
strokes for different folks." Yet, it might be 
enlightening to see how the artist fields the critique 
of the scientist. How much factual difference will 
there be when Hill's "psychological" adjustments 
are compared to Hock's data? We'll find out as the 
scientist comes to grips with the artist. Hock's 
comments may be recognized by the italic type. 
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MACHINE GUNS 
firepower, range, range dependency of 

firepower, and breakdown numbers of each type of 
machine gun appear to besheer guesses. Tkis is such 
an imponanrfact  hat some elaboration is in order. 
MG's are critical in the game, so I will conme my 
discussion 10 them: 

If, as in stated in the Designer's No'otas secrion, 
rhefirepowm and penetration values for each c/ms 
of MG weapons is bmed upon relative rates offire, 
then why, in viewing rhe table below, do obviow 
dircrepancies arise? 

W c q o n  snd Room d Fire  lC!rlr L*lh?mblrl 

A",H.ltB" 

MG42IIZW 2W tlAR ISW, lSD l  
I m ~ ~ ~ r n w I I y l  M191VA4. A614SD 1%) 50111*Y11254 
hiGM [POD IMl or M 19lfRl f l r n : Z I ~ l  (mnc x ~ l u u y l  
M G l Z l l l W  5001 .ID Brmualnl M2 D S h K a  IM, llrol 

.IO HMG raomr 1 4 M  12% 

Note that there is no easily rationalized way of 
saying that a LMG has a rating of 2, a MMG a 
rating of 4, and HMG a rating of 6, and a .SOcul 
HMG a rating of 8 as is done in the game. If 
anylking, the numbers presented above belie such 
an assumption no matter which weapon is actualfy 
designated as being the LMG, MMG, etc. It appears 
thai the assumption was made for convenience's 
snk~ only with no serious consideration ofthe data. 

Few may notice that the krkality of all of these 
' weapons is considerably m d e ~ p h y e d  in the game. 

In doing my own research f i e  had occasion to 
mahare these lethalities at great bngrh and, forjust 
one example, Pve reproduced below the expected 
killingpower of one LMG, the German MG42, to 
illustrate: Without going into too much detail, be it 
enough to say that the evaluation was very 
complete, going from the I000 inch grouping 
capability of the weapon all of the way through the 
wherabiiity of a single man and every possible 
advantage was bestowed upon the target unit, These 
resulu shu ld  therefore be considered as being very 
conscrvativ@: 

Expected Sermus WIA or KIA Mmn targets; Moving in Open 
MC42 LMG: One minutc of aimed firing: Range (mctcrs) 

100 200 300 MU 5a0 6a0 700 BOO 

Note the overwhelming range dependency of these 
re~ulrs and the crippling casualty potential at and 
below 300 meters. Neither ofthese effects is modeled 
at all in SQUAD LEADER where, on numerous 
occmiom during testpky, Ihave been able to march 
infantry squad3 right up to a German LMG in the 
open wirh no losses. I can't see why you've allowed 
such a seemingly obvious error to remain in the 
game. 

Hal missed the whole point of the machine gun 
rating, but my analysis is somewhat sophisticated if 
not a11 that obvious. 

The"2" LMGrepresents a MG34 "type"weapon 
or perhaps a Bren Gun . . . with the ammo being 
drum or magazine fed. In reality, it may only be a 
French Hotchkiss . . . but being non-belt fed the 
operator is going to be a little more careful with his 
ammunition usage. All in all, in terms of relative 
harm to the enemy, it i s  roughly equivalent to halfa 
squad in most situations. His weapon gives him 
better battle range as he probably has a bipod and 
his ability to saturate an area if needed witha whole 
clip or long burst earns him the ability to penetrate 
into an additional hex. This wuld also be a belt fed 
gun, being fired frugally . . . might lx last belt 
. . . or it is ready to fall apart . . . but for most 

cases, consider this to be a drumlmagazine fed light 
machinegun. 

The "4" MMG and 6 BMG could be many 
different weapons. Hal points out that the Germans 
didn't technically have one . . . the MG34 was light 
and the MG42 was heavy. So say the field manuals. 
Right? Well, only on the surface. Consider an MG34 
with belt feed. That is better than the drum fed 
MG34 since now the gunner can really put out more 
lead per unit area, so it is probably better thana "2". 
Yet, it is not equal to the MG42with a heavy tripod, 
extra barrels, plenty of ammo and a telescopic sight. 
No, it's not that good, so it's not a heavy . . . it is 
somewhere in between. So, by USAGE or EFFECT 
it is a medium machine gun . . . and a "4," is about 
right, while the 6 for a gun with all those extras is 
really a good jump. You get an extra KIA and the 
increased penetrations really warp the mind of the 
enemy . . . he feels, he fears, he now knows the 
awful potential of the HMG. Its feeling carries 
heavy weight. 

The U.S. .50 cal 8 factor M C  is rated so highly 
simply because it was a good weapon. The 
Americans rated it above any other MG and hence 
the crews operating it tended to do better and 
participate much more. It has a very distinctive 
sound and can almost maintain a rate of fire equal 
to a water cooled gun. Its heavy shell negates much 
cover and it can literally take a wooden house apart. 
Against an enemy in general cover, it is the beat, but 
since all cover is the same, I gave it the little extra 
effect of "8" firepower factors. Notice the beauty of 
this, when looking at the chart from 8 to 6 the only 
difference is "psychological." The KIA probability 
is the same . . . and that captures the .50 very well. 
Its loud noiseand heavy cover ripping bullets s c a d  
the enemy much more than the smaller -30 cal 
bullets, even when there might be more of the 
smaller bullets. 

Hal also feels that the game is not bloody 
enough! According to his "chart" there should be a 
great increase in killing power. What he forgets is 
that a "double break" is the equivalent of a kill, and 
that range does indeed play a major part, since at 
"point blank," range firepower doubles. A LMG at 
point blank range is a "4." Moving in the open adds 
-2, and with a MG, most competent players will 
include at least a -1 leader. That is a total DRM of 
-3 with 4 factors that yield a dioe roll of 5 or less 
killing everything in that hex, with a 9 or less forcing 
a morale check. In reality, that would probably be 
against a quick rush, and the troops would only be 
exposed to the MG for 30 seconds or less. And we 
still have not fired the squad that is 
there . . . remember they both can fire. Firing both 
in concert yields a -3 on the 12 firepower column 
with a KIA occurring on a 6 or less and a Morale 
Check on a roll of 12 or less. No, there is no 
justifimtion that SQUAD LEADER is notWbloody 
enough." And I would very much like to play Hal, as 
long as he is convinced that marchingup to German 
LMGs in the open is avery safe tactic. Ifhe stillfeels 
that way, my only comment is . . . "C'mon 
Turkey . . . ". 

In  summation then, Hal conveniently leaves out 
several other valuable characteristics of MGs in 
SQUAD LEADER which do not appear in other 
more conventional games. Paramount among these 
is the penetration factor, which allows the MG to 
contest several target hexes simultaneously. Add to 
this the fact that defensive fire affects allunits which 
have traversed a target hex in the preceding 
movement phase, and you have the potential for a 
MG doing an immense amount of damage. In one 
test game we played, the better part of a Russian 
battalion was eliminated in one turn by a single 
machinegun. This isn't lethal? Hal also neglects the 
added depth a machinegun affords a position in the 
game. Normally, a squad can fire at only one target 
hex and in one direction. A MG doubles the squads 
directional choices, and depending on its penetra- 

tion factor can lay down a devastating fire lane 
capable of protecting a large expanse of the board 
from rushing infantry. Lastly, let's not forget that a 
machinegun is not always used in ideal cir- 
cumstanoes. While Hal is quite correct in pointing 
out its lethal aspects against exposed infantry, we 
cannot always assume that the target will be so 
accommodating. Consider the case of a ten man 
squad spread out behind the walls and different 
elevations of a stone building. Arbitrarily upping 
the firepower of a MG in this situation would not be 
appropriate. More importantly, such a design 
change would rob the game of any semblance of 
infantry maneuver-making the defense supreme. 

ROAD MOVEMET 
A road movement of12 hexes {with 1eader)per 

turn equates to roughly 9 mph and in no way could 
such a rate be maintained by militarypersonneleven 
running in rrack shoes on an oval track (it's beyond 
the Aerobics excellenr category for military per- 
sonnel), h alone in battle with equipment. 

Actually it works out to 8.16mph, but that isnot 
the point. Such rates are not maintained over a long 
period. SQUAD LEADER is a game of short 
rushes, pauses for covering Fie, and careful slow 
advances (Advance Phase). Given the flow of the, 
game, the movement system is one of its strong 
points. Even 'an overweight clown like me could 
easily run 8 mph with weapon for ashort sprint if my 
life depended on it. Granted, I would be fatigued 
and would probably rest afterwards, but this is 
generally what occurs in the average SQUAD 
LEADER action. While it is possible and quite 
unrealistic for infantry to maintain this speed in the 
game over longer pericds, it is extremely unlikely to 
occur given the nature of combat in the scenarios 
provided. For the sake of realism, a fatigue rule 
should have been incorporated, but it would have 
been at the expense of playability and boggingdown 
an already complex game. Such a rule will be 
included in the expansion gamettes for those who 
are really into the system, but it wasn't deemed 
necessary for the basic game. Indeed, in the overall 
analysis, reducing movement would have been 
unrealistic and given the game as much excitement 
as a jousting match between snails. This seems a 
high price to pay for correcting a technical error of 
the game which mcurs so rarely, especially when 
one recalls that the terrain has been abstracted in 
any case (see Designer's Notes) for the sake of 
correct '"feel." 

AREA FIRE 
A simpk one-half reduction in effecriveness 

whenfiring againsr n hidden target goes to the other 
extreme ofgiving too much eflectiveness. Searching 
fires in general are almosr always inefiectual except 
in forcing self-disclosures by enemj troops. 

Here, Hal is on a little better ground. He 
maintains that my halving of area fire is too 
generous. Well, perhaps . . . but to reduce it further 
would make it nearly worthless. As it is now, it is 
very weak since cover gives such benefits, and 
barring night scenarios, the concept is used only 
when in cover. The problem here is that Hal simply 
felt that '/i was too generous. By itself, I'd beinclined 
to agree, but within the over311 game system wherein 
area fire also has to deal with cover modifiers, his 
point may be overstated. Remember also the 
abstract nature of the game. Area fire does not 
necessarily mean that the attacker is firing at a 
totally unseen target for the duration of the fire. 
Perhaps the first few searchingshots wereenough to 
evoke a response by the enemy-thus allowing the 
rest of the attackers' fire to be concentrated and 
more effective. The IFT accurately reflects that 
possibility. 
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P m  h A crack French Wand anelite 1101*wm two Common 'IC: 2b: A g g m k  action by Britibb 
Damage: 2101,2201, and 1202 minm om r i g g i n g h 5  la[l2minns 
two. 
2~ I n i m  p o s i i i o n 4 l e o t  for t k  Britieb 

First and foremost is the attitude you take into The 110 can open fire now on ship 1201, but the 74 
the game: playing a DYO scenario with a well has a stern rake on the unfortunate French 80. 
matched opponent, you've got to concede in your Coupled with the initial two-on-one, the smaller 
head that your ships will get damaged and some will French ship will be hardpressed to win its duel with 
be lost (shudder . . . ). The days of the overwhelm- 1202. Figure 2c is what the British commander 
ing victory are gone-with exceptions, of course. If actually did. 1201 cannot be hit by the 110, whose 
a ship is damaged, no sweat, keep onfighting. If you guns remain silent another turn (repairs anybody?). 
can screen a damaged ship effectively. great, but In my opinion this was not the best move-sooner 
don't go overboard to do it. (On one memorable or later the French 110 will hit 120I, so the British 
occasion, an opponent screened a crippled frigate should get the most out of the ship while he can. 
with another frigate AT FULL SAILS! Result: 2 Tables 1 4  give a breakdown of the Basic and 
crippled frigates.) Advanced CRTs. Using the max and min values, a 

With this attitude f rmly entrenched, a variety of player can usually tell when he has a "doomed ship," 
aggressive tactics worthy of Nelson himself can be i.e. one that is one or two broadsides away from 
found. striking. It's generally the play of these ships that 

Example: Figure 2a showsa recent position. For spell the difference in a game. (Note on the tables: 
the British an excellent one. The French 110 (2101) The average hits was added for the statistical freaks 
zan't bring her guns to bear and the two British 74's among us-actually, knowing you can expect 3.33 
are firing into the hull of the French 80 (2201). In hull hits firing on HDT6, only makes the pain worse 
this situation, the Frenchman has very little choice when you roll a 1 or 2 and score only 2 hits!) 
in the matter. The 80 must move forward to escape The owner of a "doomed ship" has three basic 
the two-on-one, and the three decker must move choices: 
down to get into the battle. Figure 2b is possible in A) Run and hidel repair 
two turns, given an aggressive British commander. B) Foul or grapple an enemy ship 

.. . .. 

2c: Actual move by British player 

C) Position to fire from both beams 
Although occasionally useful, option A will 

deprive you of a set of guns and, in a close match, 
this could leave your opponent with an unanswered 
broadside, or allow him to disengage a ship for a 
raking maneuver. Neither is a pleasant prospect. 
Remember that a ship with twelve guns and one 
remaining hull square will hit as hard as a ship with 
no hull damage and the same number of guns-just 
not as long! 

Option B is particularly well suited for the 
French in  light of their larger crews. It is risky since 
grapplinglfouling requires a die roll and failing to 
grapplelfoul simply means the ship will get shot up 
faster. If you do succeed in boarding, go with 
everyone and do as much damage to hiscrew as you 
can (besides any crew left on board a ship that 
strikes must remain on board. Going with everyone 
will keep them fighting longer! More on melees 
later.) Chances are good your opponent will hold 
back a section of crew trying to finish you off with 
his broadside. It should be pointed out to all you 
eternal optimists that this bloody option should not 
be tried if the tables show he's got an excellent 
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chance of blowing the rest of your hull apart with 
one shot. All you'll accomplish then is give him an 
easy ship tncnptilreanddo~rble thevictory pointshe 
will reap. 

Then there's option C. Loosely translated, this 
option becomes "get in there and shake things up!" 
Loaded guns are no good to a struck ship, ao, if 
possible, try to maneuver to unload both sides into 
the enemy. This particular stratagem works 
wonders on an opponent who, seeing the extensive 
damage to your ship, assigns onevessel to finish you 
off and ignores possible rakes as he moves off to 
engage another ship. Double engagements are to be 
avoided generally, but when you've only got a 
couple turns left in a ship, you probably won't have 
to worry about that unloaded broadside. You'll also 
find that in order to get into a position to fire both 
sides, you will most likely screen your own ships 
from fire and, if you're lucky, throw a wrench into 
the finely tuned battle line of your opponent. 

Figure 3: An Eliw Frencn IN, bO. and 44. pl t~$ thrcc  crack 80s bcr,tls 
t i w e  . e l3rit1sh ,,and ancli tc 74 The 74 hms~mckandsh.p I l Y l  i3 

Example: Figure 3 shows a position in a recent 
squadron action. British elite 80, 1201, has just 
undergone a horrific bombardment from three 
French ships, including a rake from an elite 120. 
With only three hull squares left, it is a "doomed 

: ship." Her rigging is still intact and the problem is to 
inflict maximum damage before striking. Option A 
is out-there's no place to hide. Option B is out- 
she can't possibly escape at least a two-on-one 
broadside next turn, so a single round of fire willdo 
her in. Option C is the only one left. By going to full 
sails, she can increase her mobility and by moving 
lR l l  or 11 R1, she'lI be in a position to fire both 
sides. Another possibility is R111; this might just 
shove her into the crease in the French line, possibly 
fouling a French ship. She will be easy to capture, 
but with the frigate to windward, and only three 
hexes separating her from the French she's as good 
as captured anyway, so it might be worth the points 
lost to  block the enemy lines of fire anddisrupt their 

; movement. 

! And finally there's option D. (Didn't I mention 
. that one??) This is for those innumerable times when 

the doomed ship has so little maneuverability left 
that A, B, and C are impossible. In this case, pick 
out an enemy ship and fire away as you sink slowly 
into your crying towel. 

Example: An opponent recently turned his 
crippled 120 to keep a crack 80 from gaining a 
raking position. In the proccss, hcgavc anelite 120 a 
stern rake. Whoops . . . 

If you're certain you're going to be hit, try and 
minimize the damage as much as possible. This 
sometimes can't be done, but usually will involve 
second rmessin~. 

Figure 4: Sam a as Figure 
4a: Initial poaltion 

Example: Figure 43 shows a position at the 
beginning of the game. The French 1 10 (2101) has 
already sustained six rigging hits and is at Battle 
Sails. By turning the three decker into the wind (L), 
the British 74 (1201) loses its rake and the HBT 
drops from 3 to 0. However, as shown in Figure 4b, 

--A 4b: Thc I IO's rigging ~ection is doomed. 

the second 74, 1202, has the capability of gaining a 
rake position and pouring its initial broadside into 
the stern of the French vessel, and HDTS shot. 
Combined, an BDTO and HDTS shot have a 
minimum hit possibility of three rigging hits and a 
maximum of six. In short, the 110 loses a rigging 
section and is in deep trouble-not to mention the 
rest of the French squadron! If, however, the 110 
moves ahead (I), with the same British movement, 
as shown in Figure 4c, the British will fire HDT3 
(rake from 1201) and HDT2 (initial broadside from 
1202). The minimum rigging hits is now oneand the 
maximum is six. Probability still indicates the loss 
of a full rigging section, but the possibility exists 
that the remaining three rigging squares will survive 
the exchange, while two French ships can take their 
revenge on 1202 at full sails. The second alternative 
is the one the French commander chose. In actual 
fact, his British opponent moved 1202 downwind 
out of firing position and the 110's rigging survived 
an HDT3 shot. (so all that fantastic second guessing 
went for naught . . . sigh . . . ) 

So much for doomed ships. 
In  your movement, ALWAYS be aware of the 

firenower that vour onwonent can brinp. to bear; 
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Melees are risky to all concerned and should be 
avoided, except as a last resort (a doomed ship) or 
ur~drr une of the conditions ourlined below. 

A) You are fouledlgrappled by an enemy who 
doesn't know he's not supposed to  rn-elee. In this 
case the fight is forced upon you and you have to 
make the best of it. If you can see that a three round 
melee will not cause the loss of your ship, hold back 
a section and punch some holes in him. At one hex 
ranges, you might knock off some of his boarding 
party, and at worse, if you happen to lose the fight, 
his hull will be that much more damaged for your 
companion ships to take advantage of. If you're 
hopelessly outnumkred, fight on and pray for 
instant telekinetic powers to roll that I or 2. 

B) Your crew is assured of a three round 
victory. If the melee drags on longer than a single 
round, somsjoker on the other side is going to either 
join the fight (friendly ships grapple automatically) 
or sneak in the back way and put some rakes into 
you. Should you decide you've got it in the bag and 
go for the doubled victory points, DON'T FOUL 
TO DO IT! You'll have to unfoul to free the ships 
afterwards and that takes a dice roll. And ifthe luck 
runs bad, there's that joker again . . . 

C) Your ship is about to get nailed with a one 
hex rake. [Figure 5) In this case, you are grappling 
and boarding simply to avoid excessive damage to 
your ship. And there is always the possibility that 
he'll hold back too many crew sections topound you 
with, leaving his ship liable to capture. The more 
crew he throws into the fray, the less he'll shoot with. 

Figure 5: Two m c k  74s: The British should attempt a grapplc to 
reduce the cifcct of the rake; the Frcnch can utilirt grapeshot here if 
thc situat~on remains thc same. 

D) Another friendly ship will get nailed by a 
rake. Figure 6 shows an example of this situation. 
The British crack 74 (1201) can deliver a powerful 
broadside into the unprotected stern of the French 
80 (2201). In a lengthy broadside duel with the 
British 80 (1202). the French SOL would be at a 
definite damage disadvantage. The French frigate 
(2301), by grappling and boarding, can take some of 
the punch out of the shot. If the frigate isanelite44, 
as shown, the British commander will have to use 
most of his crew against the attackers to insure his 
ship doesn't fall. 

1 

Figure 6: French crack 80 and elile 44 verrus Brilish crack 80 and 
crack 74. The Frigate must attempt to board to save her companion 
from a big rake shot. 

One more quick comment on melees. If you're 
rorced into one of the above situations-or are 

again. Tables 1 4  can bk a tremendous help here. k. The I l W a  ngglng aec,,.,,, .u....= ,-,.,. ,uck!) simply the bloodthirsty type-and a melee is 
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imminent, make sure you designate the correct type 
of boarding party. The rules give you several 
choices, the important ones being the Offensive 
Boarding Party (OBP) and the Defensive Boarding 
Party (DBP). With abject apologies to S. Craig 
Taylor, the game's creator, I must state I've never 
seen good use for the DBP, simply because the DBP 
must be attackd kfore  it becomes active. A simple 
example from a recent game: A crack French 80 has 
grappled a British crack 74. The British com- 
mander, fearing the worst, assigns his entire crewto 
a DBP. The Frenchman, knowing his opponent uses 
DBP alot, gambles and assigns NO boarding party. 
The result is a one hex broadside by the French ship 
with no answering fire from the British, who are 
standing aboard their suddenly shot up vessel, 
waiting for someone to fight. (This was not a 
contrived situation; it actually happened and a 
British player learned the hard way that if a 
boarding party is going to be formed, MAKE IT AN 
OBP!) 

And, finally, the best and most important tactic 
of them all-KNOW THY OPPONENT! In the last 
example this was used to great effect. Some tactics 
will work wonders on one opponent, and lead to a 
complete disaster with others. Watch him (excuse 
me, Iadies). Is he cautious, going out of his way to 
screen damaged ships? Is he aggressive, charging in 
to close range to slug it out and melee? With a new 
opponent, you will have to learn as you go-BUT 
LEARN! Insights into the way he playswill corneas 
you watch his moves. And if you get into his head 
and figure out what he's going to do, the game 
should be yours if you act on your knowledge 
aggressively. Ah . . . please note the word 'should' 
in the last sentence. If you're rolling 1's and he's 
rolling 6'5, forget it, baby, nothing is going to help! 

The Rules 
The rules under which the GENERAL'S Series 

Replay was fought are the rules I like best, with a 
few additions. With these rules squadrons of 150- 
200 points are just about right. This point total gives 
you the opportunity to play with the ships you can 
buy and find a happy medium between hard 
firepower and maneuverability. I have my own 
favorite squadron make ups, but I ain't gonna tell 
and tip off future opponents! The way to find your 
own comfortable blend is to play. (So play already!) 

Some thoughts on the advanaedl optional rules. 
Advanced game: This set of rules makes for 

more realistic play, but also lengthens it con- 
siderably. It can get messy with larger squadrons. 
Example: the following were fouledlgrappled 
together-French forces: 120 el, 80 el, 80 cr; British 
forces: two 120 el, 50 elite frigate, 36 el. Add to this 
that the French three decker was raking both one of 
the 120s (stern guns) and the 36 (full broadside- 
once!) and you get an unadulterated dice rolling 
contest. We quit when our arms gave out and we 
were still on the 8 I +  TMS column. For purists, I'd 
suggest that if the advanced rules are going to be 
used, limit your squadron size to 150 points 
maximum. (These rules do  make for some truly 
exciting frigate actions!) 

Now for those of you who tire of playing the 
Basic rules and switch to the advanced game, be 
prepared for a drastic change in play and tactics. 
This comes about because of the increased length of 
the game, as wellas the changesin the CRT. A major 
factor changed is the rakes. Whereas in the Basic 
game, a rake could alter the game drastically, with 
the advanced rules, a rake will not be the deciding 
factor, especially at long range. 

Example: Figure 7 shows a squadron of crack 
British 74s closing in line abreast on a battle line of 
crack French 74s. Assuming for the moment that all 
ships have fired their initial broadsides, the 
following HDTs are used. 

Fi~ure 7: Three crack British 74s clos~ng on thrcc crack French 74s. 
The rules can determine thc tactics of this maneuver 

Basic-three HDT5 shots, one against each 
British ship, or more likely, all three Frenchmen 
firing at a single target to really put him out of the 
fight (minimum rigging hits = 3 x 3; maximum = 3 x 
5) 

Advanced rules-three HDT4 shots, same 
possible targets, although only ship 1202 can be hit 
by the full raking broadsides of the three 
Frenchmen. (minimum rigging hits = 3 x 1; 
maximum = 3 x 4) 

Advanced rules with Optional Rule XIII (Rake 
Determination) As none of the three French ships 
occupy a hex directly in front of a British ship, 
broadsides are normal, with no rakes. Three HDTI 
shots. (minimum rigging hits = 3 xO; maximum = 3 x 
1) 

As you can see, the rules make a largedifference 
in the type of game, and the tactics you use. 

Wind Direction/Velocity Changes: The wind 
direction change is great; it adds an element of risk 
and chance that keeps the game up for grabs until 
the bitter end. A bad wind change can be truly 
devastating, as shown in Figure 8. Here with no 
wind change the British commander can move his 
two crack 80s into firing positions that also shield 
his crippled 120s. (Note-if the two deckers were at 
full sails, the British should think twice about 
shielding the 120s this turn; if he does, he's liable to 
have four cripples on his hands instead of two. With 
the wind change of 120 degrees CW, both 80s are in 
"irons" and at most three English ships will be able 
to fire the following turn, with the 120s taking the 
brunt of the French broadsides. Wind velocity, 
while adding additional realism (and givinga player 
an out should a hurricane arrive), also tend to add 
time to the movement phase, already the slowest 
part of the game. And if you've ever fought with 
SOLs in a light breeze . . . yawn . . . I generally 
stay away from this one. 

I 
Flguro 8: Two elite 1209 and two crack 8Ps. Facinga French battle line 
to port. Thc wind changc ruins a good mow and condemns the three 
deckers to extensive damage 

Critical Hits: Another excellent "element of 
chance" rule, that can easily be added to a &sic 
game. A critical hit can be deadly and make a 
dinkum hit into a biggie. Although most often a "no 
effect" will result, an HDTO shot has a chance to 
obscure an enemy broadside and a single lucky roll 
on the HDT2 rigging table can bring an entire mast 
down! (Please, don't ask how I know . . . ) 

Types of Ammo: Most games I've played have 
incorporated this rule and yet it's seldom used! 

GENERAL 
A) Grapeshot. Worthless unless you have the 

capability to move into a boardingIraking situation 
such as in Figure 4. In this position, you can count 
on a single shot with grape, before either most of 
your crew becomes involved in a melee, or the other 
vessel moves out of range. Needless to say, don't get 
caught with grape in your guns if the other guy is 
two hexes away. 

B) Doubleshot. The limited range and the extra 
time needed to load this type of ammo makes its use 
risky. The turn not used for firing in a close SOL 
battle will generally allow your intended target the 
chance to pump one into your hull, and two close 
range broadsides with roundshot will do more 
damage than one with doubleshot. Best use comes 
with captured ships. Load with doubleshot and, if 
your opponent attempts to retake the vessel, tht 
captured ship modifier won't hinder you too much 
as you hit him (once, that is . . . )Another good use 
is with frigates when they engage SOLs. With their 
added mobility they can get in and hit hard, and a 
rake with doubleshot will be a big bonus to your 
sister ships. 

C) Chainshot. This is the only ammo typeothei 
than round that is used extensively. In the historical 
scenarios, I used chain by sacrificing a ship at three 
hexes to the British broadsides in order to blow 
away rigging. It's the only ammo advantage the 
French have--and more and more, DYO gamesare 
k i n g  played with the British extended the use of 
chain. (captured from the French, of course . . . )In 
a DYO battle, however, experience shows that 
rigging is shot at fromsix to ten hexes; closer and the 
battle becomes a hull pounding contest. Spend tot 
much time tearing rigging away and you'll have r, 
badly mauled squadron on your hands, incapableof 
taking advantage of the superior maneuverability. 

Example: In arecent game, my British opponent 
fired almost exclusively a t  my rigging with round 
and chain. The result was a 120 dismasted, a 44 
frigate dismasted, and four crippled 80s with only 
minimal damage to hulls, guns and crews. In the 
same time span, my opponent lost by striking 
andlor sinking a 120, two 44s and an 80 SOL, with 
his remaining 120 and 80 battered and nearly 
useless. A won battle, one of the few times I've take] 
an overwhelming victory. 

Destroyed Hull: There's nothing mor 
frustrating as having successfully blown away your 
opponents van ship, then have to work around the 
d- thing in order to engage the rest of the enemy. If 
the hulk is set to explode as per the Destroyed Hull 
table, the maneuvers can really &come interesting. 
The same goes for a sinking ship. There you are 
maneuvering for a line-inxolumn plunge into the 
heart of the enemy squadron and the hulk, 
protecting you from fire suddenly sinks . . . This ia 
an outstanding rule to use. Despite the frustrations, 
it adds spice to the game and makes it all the more 
unpredictable! 

Other rules: Full Sails and Backing Sails are 
naturals. The only other optional rule I use 
extensively is the Loss of Rigging Rule-not to be 
used if you have a natural talent for rolling 1s at the 
wrong time. 

Conclusion 

None. 
In a game of this nature, there really can't beany 

hard and fast conclusions. The British found this 
out when they tried to avoid defeat by strictly 
adhering to their "Fighting Instructions," only to 
find out that, while they did in fact avoid defeat, 
they also avoided victory. What I've presented 
here is simply one gamer'sview of anexcellent game 
and its most exciting aspect, the DYO scenario. 
With a little thought and a lot of action, even in 
defeat, a well fought match can be enjoyed! 
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Dlalrarn $-"A Critical Battle"-Cicrman S ~ k o f f s  

Stalingrad. Assuming you have an extra 5-3 
infantry unit that you would like to use to beef up 
your line. where is the best placement? In case # I  it 
would go on FF-5, making for quite a formidable 
front line. Regardless of where the Gcrman attacks, 
he is going to face a defense of twenty combat 
factors. In case #2 it would be placed on GG-5, 
making the line somewhat weaker locally but 
slightly harder to assault. Which is correct? Well, 
my answer is both hexes are oomct! The exact 
placement is determined by the location of the 
nearest Stuka. If Stuka is available, I prefer to place 
the unit on GG-5. Even though a Stuka can 
participate in attack against more than one hex, the 
point i s  that no more than three units (on FF-6) can 
take advantage of this superior air power. If the 
units were stacked on FF-5, all six German unitsare 
able to coordinate their attack with the Stuka. Note 
also that if the stacking technique is used, the 
German is assured of breaking the line with a 5-1 
attack, whereas in case #2 the lint is completely 
breached only if the 2-1 attack on FF-5 (or GG-5) is 
successful. 

When no Stuh is available, 1 prefer the stacking 
technique in order to present the strongest possible 
line to the German commander. Stacked, it is 
impossible to get better than a 2-1, whileunstacked, 
it would be pwsibk to get a 5-1 if he can provide the 
units for the required soakoff. The victorious units 
could then advance across the river for a favorable 
second impulse attack against the adjacent unit. 

The concept of line strengthening is an import- 
ant one. Units should not be casually thrown into 
position; rather. each case should be examined 
separately. Stukas, available reserves (on both 
sides), and unit type are all Facets to consider. The 
Russian cannot afford to give away too many units. 

Stalin: Whither Thou Goest? 
In the unfortunate circumstance where the 

Russian has been badly mauled in the early part of 
the game and the German armor hovers like 
vultures over a weakly defended Moscow, the 
Russian is foroed to make a decision that will 
undoubtedly affect the course, and possibly the 
outcome, of the entire game. And the decision he is 
forced to make is: Where am I going to hide Stalin? 

Because of the severe movement restrictions on 
Stalin, there are only two places where he can 
possibly seek refuge. The f n t  is in Archangel and 
the second is along the rail line from Astrakhan to 
Saratov. Gorki as a haven can be eliminattd for 
obvious reasons. The question is further cornplicat- 
ed by strategic considerations, such as the place- 
ment of the bulk of the German army, the losses on 
both sides, the Russian production potential and 
even by items as nebulous as a player's psychology. 
In an extreme case, the decision may be made for 
you if the German has managed to capture the key 
city of Tula. Stalin has no choice other than to flee 
to Archangel as the loss of Tula also irnpIies the loss 
of the rail line leading south. However, as these are 
questions of strategy and this is anarticle concerned 
mainly with tactics, I am going to cop out on which 
place is "better." Rather I will show a possible 
defense for b t h  areas and leave the final decision to 
you. 

7-UF~na1 Defensive Line 
...m Valu 

The Sunny South 
Once the decision togo south has been made, the 

basic defensive line runs roughly from Gorki 
through the mountains and Saratov, and then along 
the Volga to Stalingrad and Astrakhan. Stalingrad 
has already been discussed, and the major tactic 
when defending Saratov and Astrakhan is to 
garrison them with the largest regular infantry 
forces available and avoid the critical hexes like the 
plague. Gorki is not necessary to hold, but if a few 
small armored and cavalry units arc available, they 
are ideal behind the rivers and in the mountains 
found in that region. Ideally the Russian defenders 
would slowly fall h c k  south and finally form a 
defense somewhat in the shape of that shown in 
Diagram 7. Hopefully you won't reach this situation 
&fore the end of 1943 because wen one Stuka will 
play havoc with the best prepared defense. The river 
line from L L 6  to Astrakhan is virtually impregn- 
able. Faced with only 1-1 attacks, the German really 
has no choice other than to flank the defenders 
along the LL-row. Reserves should be asclose to the 
front lint as possible to restrict German penetration. 
Don't be afraid to counterattack at 1-1. When 
Russia has betn reduced to a mere twenty-five 
hexes, you're not going to quibble at a few low odds 
attacks in order to regain territory. Even though the 
German is no longer halved during the winter 
months, raids against the rail line along FF-3 can be 
very productive. 

An alternate defensive setup is shown by the red 
shaded units. This line isstronger in that theunits on 
LL-5 can be attacked from only two hexes rather 
than three and also gives you more room to 

* maneuver behind your lines. However, it does leave 
the units on GG-2 very exposed. But if you can 
afford the units, it is the correct defense. Anything 
that will keep the German away from the main 
action must be considered productive. 

If, or when, this line finally breaks, the largest 
units avaiIable (hopefully you still have your 1st 
Guard Armored left), Stalin, and Stavka should be 
placed in Astrakhan. There will undoubtedly be one 
worker unit worth two there already, with good 
prospects of a worker unit worth one to come later. 

This would give you the rather astounding effective 
defense strength of forty-six. If the German has 
suffered considerable losses up to this point, he may 
be considerably pressed to scrape up enough units 
for a 2-1. And if he's incapable of rolling a number 
higher than a two, you've earned yourself a draw! 

One strategic consideration I would like to 
mention when sending Stalin south is that Archan- 
gel stands a very good chance of surviving the rest of 
the war. Once Moscow falls, the German undoubt- 
edly will exert his maximum effort to the 
destruction of Stalin. and allow little or no resources 
to take on Archangel. So what, you say. What's a 
few extra factors going to do for me now? WeU, 
perhaps that is a valid point. Just how much is 
Archangel worth? Assuming we place our first 
arriving "2" worker in Archangel (a good tactic, I 
might add), he starts producing hi normal output in 
January, 1942. After eight turns (May, 1943), hi: 
output doubles for the remainder of the gami 
(thirteen turns). The Archangel replacements begin 
in January, I942 (an average of three and one-half 
per turn) and continue until December, 1944 
(eighteen turns). Thus the total potential productior 
for Archangel is: 

One-hundred and thirty-one factors! And if yo1 
count carefully, you'll find the entire Axis reinforce, 
ments for the entire game listed on the OOB is only 
one-hundred and twenty factors. Makes you think 
twice about the importance of Archange1,doesn't it? 

1 
I 
Diagram 8-Archangel Defense: N = Number of corps s k  
units which am attack indicated hex. 
The Frmo North 

By chance or by design you may find yourself 
and most of your army trudging through t h ~  
swamps of the far north. This area has advantage: 
and disadvantages, as does the other, but are of a 
somewhat different nature. There's only one river 
line (excluding the Archangel river) to hide behind, 
but the total front exposed to German attacks is 
smaller than in the south. Again assuming you can 
hold out until the end of 1943, the defense in 
Diagram 8 is recommended. With only some minor 
exceptions, this entire line is 3-1 proof, and the river 
line is actually 2-1 proof. Thus the front line is 
somewhat strongerthan that in the south, but one of 
the features here that is so conducive to defense is 
also one that hinders the Russian player. This 
feature is the large swamp lying in the north-east 
corner. While somewhat retarding any German 
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advanae, it also becomes quite a large stumbling 
block to the Russian as he is trying to maneuver his 
not so maneuverable forcesinto optimum positions. 
The wise German will retreat the Russian infantry 
into the swamps whenever possible, whicheffective- 
ly removes those units from play for one game turn. 
Placement of Russian reserves is extremely critical 
as they must be prepared to fill the gaps regardless of 
where they may occur. 

The circled number in each hex reflects the 
number of corps size units that can attack the given 
hex. (Because this defenseis so dense, a terrible price 
may be exacted from the German in the form of 
soakoffs.) Thus it can be seen that the most 
vulnerable hex is H-3, not H-2 which might be 
expected to  be the weakest on casual observation. 
These numbers, when analyzed together with Table 
I, reveal some interesting statistics. The first fact is, 
given that the German has taken no appreciable 
armor loss, that it is impossible to make the line 3-1 
proof. Prior to November 1 9 4 ,  there are two hexes, 
B5 and H-3, that the German can attackat 3-1. But 
he can do this only if all his large armored units, his 
2nd SS Resand all three Army Group Headquarters 
are available. Furthermore, if he wants to  use the 
Headquarter units, he will only be able to do  so in 
the second impulse. While technically possible to 
achieve a 3-1, it is in practice a rare occurrence, and 
the Russian commander will not have to worry 
about a DE result. Unfortunately, preventing 3-13 
does not guarantee that theline will hold. After all, a 
2-1 is not that bad of an attack, and if the German 
has more units than the Russian, the front will 
slowly but inexorably be driven back. Unless 
resources are plentiful or the German is badly 
depleted, I doubt that this defense can keep OKW 
from attacking Archangel for more than a year. 

If the Russian is lucky enough to have some 
extra units lying about, the right flank of thedefense 
may be extended to the rivers lying to the east and 
north of Lake Ladoga. This placement doesn't 
particularly help the defense, as the main German 
thrust will undoubtedly come through the H-row, 
where there is slightly more mobility and the units 
on G-I can be more quickly flanked than those on 
E4. The units around Lake Ladoga may find 
themselves quickly isolated and unable to help in 
stemming a German breakthrough. However, this 
particular placement may cause some problems for 
the German as he will be forced to protect his left 
flank from sudden incursions into his supply lines, 
or possibly even into Leningrad or Helsinki. Again, 
the entire strategic situation must be considered 
when making such a decision. 

I 
Similar to the defense in Astrakhan, the Russian 

can always stack his largest units (and Stalin, of 
course) in Archangel during the final hours. One 
advantage that Archangel has over Astrakhan is 
that it can only be attacked from two hexes, which 
implies that a mere fifteen combat factors will 
forever prevent a 2-1. If the 1st Guard Armored still 
survives, the German may be lucky to even get a 1-1. 

Once Stalin is firmly entrenched in Archangel, 
extreme care must be taken with reinforcements or 
replawments. Do not, and I repeat most emphati- 
cally not, make counterattacks in the region of 
Archangel unless absolutely imperative. Leaving a 
unit on F-2, for example, can be disastrous. On the 
first impulse, the German could attack it, hoping for 
a retreat result. This unit would then be retreated to 
D- 1, and guess what? The cycle has come full circle 
and it's Diagram 2 and critical hexes all over again! 
Instead, newly arriving units should be used to 
harass supply lints and rear areas of the German 
lines. All StaIin can do is sit on his hands, take his 
lumps and pray. 

Conclusion 
This concludes my study of defensive tactics in 

RUSSIAN CAMPAIGN. Offensive tactics, a vital 
and necessary field of knowledge for any Russian 
commander, will remain the subject of a future 
article. Hopefully you have gleaned some small bits 
of knowledge concerning the finer points of defense 
in this excellent game; if not, I'msure you can have a 
lot of fun looking for loopholes or discrepancies in 
the various setups. And even if you (shudder) lose, 
you can always blame your loss on theauthor ofthe 
ViQuri Defense. 

***** 0 

The Early Years . . . Continued from Pg. 31 

be undefended. To continue examining the premise, 
why does the conquest have to be a one turn victo$ 
There are times when Allied forces are not available 
or the fleets have already been used. Alternatively, 
one can manipulate BRP levels to get two turns ina  
row. Finally, I don't see any reasonwhy the German 
shouldn't be happy to counter-punch a British 
invasion. It ties up a higher percentage of the British 
forces than of the German in what is basically a side- 
show, at least compared to the conquest of France 
or Russia. 

"The Bririxk need have little fear of n "Sealion" 
in 3R . . . f i e  main threar to BritBk survival is an 
air assault on London."-David Bottger. I gather 
the definite impression Bottger favors sending all 
but seven factors (holding London) away from 
home. Like all insufficiently examined premises, 
this can get sticky. Someone showed me a t  Origins 
77 a little trick with the German paratrooper 
landing on a port, SRing units in and next turn 
combining air and land assault on London. If the 
Germans have been manipulating their BRP level, 
the next turncould be before the Britishget achance 
to react. Even if not, seven factors are not enough to 
stop the Germans, at least not frequently enough for 
my preference. You have to watch out for these 
"unfair* tricks. "We were notfairly beaten, my lord. 
No Eng/ishman ir evm fairly beaten. "-George 
Bernard Shaw. 

A final Bottger proposal proves it ain't those 
things you don't know that hurt you-its all those 
things you know that ain't so! He knows what he 
wants, to  tie up  the most German armor and air 

units with his defense of Warsaw. What he knows 
that isn't so is that German infantry can reach Brest- 
Litovsk. His criticism of the Beyrna or Standard 
defense is that he prefers "to make this 2:1 attack 
with a 3-3 infantry, a 4-6 armor and 1 air factor." 
Naturally this ties up fewer armor units and results 
in a lesser expected loss. Except that Bottger's 
"Standard" Defense (not Beyma's) is defending 
Brest-Litovsk against an infantry unit that can't get 
there to attack the Polish 2-3 untripled, his 
reasoning is flawless. "Whatever is only almost true 
is quite false, and among the most dangerous of 
errors, because being so near {ruth, it is the more 
likely to lead astray."-Henry Ward Beecher 

I do have one modest suggestion to amend the 
Beyma defense which is indeed a standard. I like to 
put the air unit on Brest-Litovsk. It has psychologi- 
cal effects that can lead the German to attackinga 1- 
3 and then Warsaw across the river. If it doesn't 
work, you haven't lost anything vital. Along with 
the conquest of Poland, Bottger has some options. 
You know my methods now, Watson. As usual, I 
disagree that it is wise to avoid the "Do Nothing" 
option. There is a concept in Naval Warfare, of a 
"fleet in being." "Force is m e r  more operative than 
when it is known ro exist but is not brandished."- 
Alfred Thayer Mahan. Building up your forces to 
exploit enemy errorsis a mini-max strategy. You try 
to minimize the maximum loss you can suffer. With 
two-front war strategies, even if one front is "only 
Poland" the Germans are taking chances that they 
may not need to risk. If 60 factors of infantry you 
could build in the Fall of 1939 (or 28 armor, or 
whatever) could exploit enemy errors next turn and 
in future turns throughout the game, but you will 
not have the forces available to take advantage if 
they are not built now, you have a difficult decision 
to make. Defense in depth is seldomanerror. Either 
side can make errors that require lots of troops for 
the German to win after. You might plan a lot of 
attrition. It works better with 61 factors. 

We already discussed attacking Russia. See how 
the assumption that Poland must be attacked first 
has cIouded the situation. With the ,same data I 
chicken out, but Bottger decides not to attack 
because "most of (Germany's forces) will be 
attacking Poland on the first turn." We also 
discussed attacking in the West, which Bottger 
discards as ineffective. But it is ineffective because 
everybody is messing about in Poland. Finally, we 
have covered the fallacy in attritioning 
Y ugoslavia-that a major power can take the losses 
instead. To recapituIate (never capitulate, just 
recapitulate), you owe it to yourself to ask the magic 
question "Why did he say that" when you hear an 
authority speak. "The important thing z i  not ro slop 
que3t ioning."-be  Einstein. 

0 - 
RUSSIAN 

CAMPAIGN 
PBM KIT 

Each kit comes with full instructions for both 
pbm in general and RUSSIAN CAMPAIGN in 
particular. A kit includes 4 pads-two each for 
Russian and German moves, and includes 
everything necessary to record movement, combat, 
and retreats plus special functions like rail move- 
ment, sea movement. weather and replacements. A 
complete kit sells for 56.00 plus postage. A half kit 
with only two pads costs $3.00 plus postage. 
Maryland residents please add 5% sales tax. 
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PASSING IN REVIEW 
A CANDID GUIDE TO AVALON HILL WARGAMES 

By Nicky Palmer 

Many GENERAL readers doubtless buy the 
magazine on the basis of owning jusr a few A vaIon 
Hill games. They have a choice of dozens of o~har 
games which fhey might buy, and rhey might all 
sound prerty good in the advertisements, though 
they get vaguely disrorted impressions from 
acquainrances: "don't buy BULGE, that's a real 
turkey':. "THIRD REICH is unplayable, " etc. 
Presumably they make their choice on the basis of 
what information they have, but frequmrly rhey 
may ger something rather dlflerent from their 
expecrations, whereos anof her game would have 
been jusr what rhey were looking for. Disgruntled, 
they chuck wargaming und take up girls . . . 

The RBG as an objective tool is only a partial 
solurion-speaking 0s ir does in ronw of gray-wirh 
hundreds of likes anddislikes distilIedinto a form of 
middle ground gruel. For many unable to interpret 
the averages, only subjective reviews are truly 
meonindul. 

It i~ hard to conceives more commonly accepted 
independent critic whose views haw not been 
injuenced by a special relariunship with any 
publisher than Nicky Palmer. He laid claim to this 
title and a wargaming milestone ar rhe same time 
wirh his publication of THE COMPREHENSWE 
GUIDE TO BOARD WARGAMrNG (reviewedin 
Yol. 14, No. 4,  pg. 35); commercial board 
wargaming's first hard cover book. In addition, 
Nicky writes the regular wargame review column for 
the British published GAMES & PUZZLES 
magazine and is president of Britain's lnternationa! 
Game Club {IGG). Mr. Palmer's stirnularing views 
are his own, andno doubt will be disputed hotly by  
other p!ayers, but, as he suggests: a survey from a 
single source may give a good picture of the 
highligho of many games in comparison wirh each 
other." 

There is an odd tendency audible in increasingly 
widespread wargaming circles: they think there are 
too many wargames. This bizarre phenomenon is 
suggestive of Casanova complaining that women 
keep pestering him when he feelslike a quiet evening 
home in his palozzo: one doesn't quite believe it 
either. 

But there is a reason underlying the madness: the 
trouble is not really that thereare too many games- 
except insofar as this indicates tight deadlines and 
botched jobs-but the frustration engendered by 
the inability to enjoy all the delights simultaneously. 
Possibly Casanova had a similar problem. One has 
to choose, limited by constraints of time, money, 
and available opponents. 

This, however, is easier said than done. One can 
read the advertisements: all the games sound 
terrific, except the ones that are being phased out to 
make way for infinitely better replacements which 
even old owners of the game should buy at once. 
One can read a variety of amateur magazines: this 
enables one to spot a few supergames which 
everyone loves, and a few dollar-traps, but in 
general one gets a blurred impression of conflicting 
opinions on scores of different games. 

What is needed is a basis for comparison: the 
same people talking about a range of alternatives, 
with the advantages and drawbacks of each. In my 
book, I tried to do this with often too brief reviews 

of more or less every game on the market, culled 
from my own experience and that of friends. I'd like 
here to have a more detailed look at the Avalon Bill 
range, in the hope that it will help readers choose 
those games which they do not already own which 
suit their particular tastes. Most GENERAL 
readers will have some of the games discussed, and 
can use the comments on these to decide whether 
I'm talking enough sense to make the other reviews 
worth considering. The readers who have all the 
games mentioned can compose letters to the editor 
pointing out all the errors of judgement. In any 
case-beware: my comments are subjective. All 
reviews are subjective, whether they admit it or not, 
though it is not necessary to go as far as the noted 
English book reviewer Sydney Smith, who never (he 
said) read a book before reviewing it, because it 
prejudioed him so. Rest assured that I am restricting 
myself to AH games which I know personally. I 
assume that most GENERAL readers will know the 
general features of AH games; what I want to do is 
convey the atmosphere: what are they like to play? 

Start with the Panzerblirz family. Are they all 
much of a muchness, with a change of scene and 
some polishing done on the later games? Far from it! 

Amb-Tsmeli Wars is almost certainly the most 
realistic. The dominance of armor in the earlier 
games is eliminated togive each type of unit a strong 
role to play, helped, of course, by the advances in 
anti-tank technology which have rocked the 
military balance in the Middle East. The right 
balanae is found for the "Panzerbush" problem 
which threatens realism in Pantarblitz: units which 
hide in towns and forests are safe when hugging the 
ground, but the moment they move or fire they 
become Ikble to attack by any long-range guns 
which the enemy has placed on appropriate hills. A 
wealth of detailed rules in a booklet which, unlike 
the Panzerbitz rules, deesn't fall apart with 
repeated use, makes AZWa delight for players with 
an eye for realism. 

However, is it really realism that is your first 
priority? Is it the thunderand-lightning image of 
armored warfare that interests you? Would you 
reject a game called SoMutenblitz? Do you like 
really mobile positions, with swift thrusts all over 
the board in a few turns? 

If so, then Panzerblirz is more your game than 
AIW. infantry and in particular towed artillery are 
frankly undervalued in the game, and tracked 
vehicles, given a clear run on an open road, can put 
on a turn of speed which makes them look like 
Ferraris. Never mind: the point is that Panzerblirzis 
primarily a game of armored warfare, and it has 
gathered an immense following because it is one of 
the very few games which recreate theatmosphere of 
tank combat: mobile, fluid, and-given a chance- 
potentially deadly at the first shot. They say that 
people are divided into convergent and divergent 
thinkers, with the former brilliant at problems in a 
firmly defined environment, and the latter revelling 
in openended situations which change with every 
passing minute. Panzerblirz is for divergen: unless 
you choose one of the narrow-board scenarios 
featuring a delaying action, you will find that 
everything turns out a little differently from your 
expectations. 

Panzerleader is somewhere in between the two: 
much more realistic than Panzerblirz, with the wild 
lunges curbed by opportunity fire, mad dashes 
tending to get stopped in mid-run as they cross an 
open space. The game resembles AIW in a number 
of respects: the bandy rulebook; the useful though 
unsightly spot in each hex for measuring line of 
sight; the (limited) provision for air support-and 
the general atmosphere, though the game is more 
fluid than AIW, and the panzers still put on a 
slightly surprising gallop at times. One advantage is 
the possibility of invasion scenarios which are 
provided with a board showing a long beach: these 
are much more of a change from the usuai than the 
Suez Canal<rossing rules in AIW. 

Neither Panzer!euder nor ATW can be played 
satisfactorily solitaire, whereas Panzerblitz can 
without any difficulty, and is also easier to pbm. 

For a serious simulation of combined arms 
combat, AIW is much the best choice of the three; 
however, an interesting alternative is Tobmk, which 
uses a very different approach. AIW is a platoon- 
level game, and retains elements of operational 
planning over a medium-sized area: the rival forces 
maneuver in separate groups along the numerous 
twisting roads through the dense terrain. Tobruk 
works with individual tanks and infantry sectionsin 
a virtually open desert. As well as being totaIly 
tactical in orientation, theabsence of natural terrain 
obstacles collapses the battle into a single general 
melee, even if the action iscurrently concentrated in 
one sector of the line. 

The AIW combat system is basically similar to 
that of Panzerblitz: revolutionary when it was 
introduoed, it is still in the general tradition of board 
wargaming: each unit has its range, combat factors, 
and speed, and firing is calculated according to the 
attack: defenae odds, modified in general categories 
(such as armour-piercing shells fired a t  infantry 
being halved in effect). Tobmk makes a total 
departure from this style by descending into mind- 
boggling detail. A great deal has been written about 
the imposing numbers of die rolls needed in Tobrtlk: 
it is not always recognized that this stems directly 
from the decision to study each round of firing in 
microscopic detail. Is this the first time you have 
fired at the target? What is the exact caliber of your 
gun? What is the angle of fire? what is his arrnour 
like against your type of shell? Have you hit him? 
Where? How severelfl Is he incapacitated? Can he 
be repaired? 

The technique is partly borrowed from 
miniatures, where it has been used to players' 
satisfaction for many years: Wooden Ships andlron 
Men is its spiritual brother afloat. Basically the 
question is how you want to spend your time. With a 
Tobrulc approach, you can simulate a small battle 
down to the individual level at which it will be 
experienced in reality. The Pnnzerblifz family 
retains the generally tactical aspect, but enables you 
to let the individual firefights take their place in a 
larger scenario, at the price of a certain blurring of 
detail. It should be added that Squad Leader, with 
features from both Ponzerblitzet a1 and Tobr.uk, as 
well as many new ideas, is currently getting a 
rapturous first reception from the hobby. I haven't 
played it yet myself, but i t  certainly looks good . . . 
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Many players believe that tactical games fike 
those above are the closest one can get to realism. 
There is a very strong case for the reverse theory: 
that realism increases with the strategic level. 
Fighting in a trench or firing a tank does not really 
feel remotely like playing Tobruk, however closely 
the game may simulate the actual outcome: it is 
unreasonable (perhaps fortunately) to expect any 
game played on a dining-table to involve the 
incredible confusion and gut reactions of tactical 
combat. An operational or strategicgame, however, 
does get remarkably close to the situation for the 
higher-level commander: like us, he is sitting with a 
map, estimates of unit strengths and positions, firm 
instructions from On High about territorial objec- 
tives, and the necessity of giving orders without any 
certainty of the outcome. 

A glance at recent products shows this to be 
rather an unfashionable view: the majority of new 
games are either tactical level, or "monsters" 
simulating a number of levels at once. However, 
fashion is primarily the reflection of last year's 
feedback and designers' impressions, and anyway 
we needn't be bound by it. The AH range includes a 
considerable range of "higher-level" games. First, 
the "classics", on which most of us who have been 
playing for more than a few years were reared. 

D-Day. The first invasion game, with an 
intereating choice of landing areas for the Allies, 
from the bitterly-defended area near Germany to 
the usually undefendedsouth of France which, 
however, is a rotten place from which to invade 
Germany. The snag about the game, apart from its, 
abolition of the French Railways, is that one 
gradually discovers that what appears to be the 
optimal strategy for each side is not conducive to 
excitement: the Allies should invade in a "safe" area, 
and gradually steamroller France; the Germans 
should evade early combat, and keep their powerful 
units for alast-ditch defense of the frontier ina  maze 
of fortresses prepared for the purpose. The "Banzai 
complex" manifests itself so often, however, that 
International Game Club statistics show the results 
in DDay to be exactly balanced: for every cautious 
Allied player plodding to victory, there is a devil- 
may-care fellow storming ashore at Calais. I have 
not yet had a chance to try them but I understand 
the 1977 edition rules improve the game greatly. 

The interest of the game can be stimulated by 
allowing the Germans a face-down setup, or even 
(for a really wild situation) a secretly noted setup, 
though to keep touch with reality it is recommended 
that the latter version is restricted to the mobile 
forws, as the static divisions were, as their name 
suggests, not given to gadding about the continent. 
Another alternative is giving the map a rail net 
doublingspeed, and the Alliesan option of bombing 
it; one can then simulate the idiocy of the German 
general, a former cavalry officer, who was asked 
how he would get his reinforcement trains through 
Allied interdiction. "We shall ride them down!" he 
replied grandly, in a message which was intempted 
and caused much hilarity in the British War Office. 

Afrika Korps is another game (like Panzerblitz) 
for speed freaks: units on both sides can streak over 
the long coastal board in a few turns, and every 
game features a bitter struggle for the coastal road 
combined with great, looping hooks around the 
inland flanks. The absence of fixed lines makes 
precision important on every turri: one slip, and the 
enemy will break your front with a string of 
automatic victories and snatch your supplies. The 
game has lasted well, and is probably still played 
more than any other North African game. It bears 
the stamp of the best of the classics, in that it gives 
the essential atmosphere of the campaign with the 
basic ''classic" rules almost unchanged, by the clever 
use of terrain. The very fast movement along the 
single coastaI road and the wide open spaces to the 

south give the vital ingredients for the free-wheeling 
series of battle. The main drawback is the "sudden 
death" CRT of all the classics: a game will often 
hinge on a single die-roll in an assault on Tobruk. 

Sralingrad is the game which really introduoed 
me to the hobby. I was a freshman a t  MIT, and 
wandering around a cavernous hall filled with the 
college clubs from the association of underwater 
basket-weavers to the society for salmon-tasting, 
when my eye Iit upon a display of wargames. I 
recognized them because I had an old game of 
Midway for which I had never found a willing 
opponent. I asked the affable guy running the stand 
(Joel Davis, now a General staffer) which game he 
would particularly recommend. "Well," he said, 
with the cautious manner characteristic of good 
game reviewers, 'It's rather a matter of taste." I 
looked frustrated, and he unbent. "S~aIingradis the 
one which really absorbs people: everyone has his 
own winning strategy." 

From a strategic angle, Stalingrud is rather 
good: it conveys the dilemmas of the German 
strategists very neatly, despite a reckless disregard 
for detail (nearly all German infantry units are 
strength 4 or 5; the air force does not exist). There is 
a lovely trap for unwary Germans: the rail lines near 
the frontier plus the good weather at the start enable 
him to throw his forces from one sector to another 
with carefree abandon. Soon he links up with the 
Rumanian front, and can operate over an even 
broader stretch. This is naturally very jolly, and he 
gets into the habit of putting an a m o u r  corps 
wherever it wiIl be most tactically useful. Then, all of 
a sudden, it's winter, and his tanks are scattered all 
over the map, struggling to reach the front in a 
seemingly endless frozen landscape, with nothing 
but the snarling motors and their drivers' chattering 
teeth to disturb the white peace to the horizon. The 
Germans musr concentrate their armour before the 
winter, or the game is almost lost. 

Expert belief is that the Russians can win most 
games, despite the suggested lower reinforcement 
levels than historically appeared, but the I.G.C. 
records show that in practice, this is another evenly 
balancedgame: probably the theoreticaI Soviet edge 
is counterbalanced by the difficulty of attaining the 
precision needed for a perfect defense. 

Warerloo is yet another "classic" which works 
quite well, though the piece density is rather low, 
giving the game a curious and perhaps realistic 
flavour of a violent battle fought in the midst of an 
otherwise completely peaceful countryside. This 
effect makes the game rather less dramatic than 
most of the other "classics", where there is 
something going on over a long front. The new rules 
remove some anomalies in the old version and 
perhaps tilt the game towards the French. 

The old Gertysburg was less of a success than the 
other classics, due to a combination of low piece 
density and feeble victory conditions emphasizing 
unit destruction rather than terrain: as a result, the 
game tends to degenerate into scattered chases with 
little resemblance to historical simulation. The new 
versions in Gettysburg '77 sound more promising, 
but I have not seen them myself yet. 

Kriegspdelis a brave bore: there are a number of 
interesting innovations which the game introduced, 
such as prisoner capture and exchange, and an 
ingenious negotiating interaction table, but the 
game fails to jell on a tiny board, and in practice 
there is little room for ingenuity. 

Blitzkrieg was an early attempt in the"monster" 
direction, with air forces, paratroops, invasions, 
and supply rules; while its reputation for stalemates 
can be belied by two aggressive players, it suffers 
from a tendency to end in the disintegration of one 
side before a real breakthrough has been achieved, 
as well as having the disadvantage of being totally 

abstract (Big Red versus Great Blue). Quite 
exciting, but nowlooking a bit dated: postal players 
should avoid it (too many units). 

Midway has survived well in a specialist's field. 
There are two basic ingredients to the game: the 
searching (which is more or less guesswork once the 
standard techniques have been mastered, e.g, not 
moving to the corner of a search-square since it 
restricts the areas to which one can move next), and 
the air strikes. Surface combat is very rare, as the 
Japanese fleet would normally win it; the Americans 
must rely on the bombers. The game maintains a 
steady suspense with intermittent bouts of furious 
action, though it is a little short on variety. 

ht r l e  ofthe Bulge hasan undeserved reputation 
as a German cakewalk. Despite a map of dubious 
accuracy, this remains my favorite of all wargames. 
The fascination of the game stemsfrom the fact that 
you can never be sure who is winning: the Germans 
always seem at the point of breakthrough, but the 
growing tide of US reinforcements keeps plugging 
the gaps. IGC records show the Germans winning 
90% of the games, but tenacious resistance by the 
US with fortification construction at every oppor- 
tunity make the game almost balanced in my 
personal experience. The basic game results in a 
tedious series of engagements for days on end all 
over the board, and should be skipped in favor of 
the advancedversion at once. Anerrata sheet for the 
rules is urgently needed, especially for the advance 
after combat and movement through rough terrain 
sections: players should decide exactly how they will 
interpret these before playing. But for excitement 
pure and simple, Bulge is simply unbeatable. 

Luftwafle has deceptively complex-looking 
rules, and is actually a pretty simple game to play. 
There is a fair amount of historical "feel" as the 
slow-moving bomber fleets roll into Germany 
against increasingly desperate resistance from the 
numerous fighter airfields en route: many a raid is 
frustrated just as it is about to reach its target. The 
players have a good deal of careful planning to do, 
with the Germans especially dependent on careful 
placement of their different aircraft types: for 
playability reasons, all planes of the same type fly 
together (and nm out of fuel together), so you can't 
safely have Mel09's both guarding the front and 
acting as a strategic reserve. The advanoed versions 
of the game add little in the way of new ideas: they 
are usually merely longer with a few extra ideas 
thrown in. The game is interesting, in the same way 
that War or Sea is interesting: both sides have 
difficult choices of strategies. Neither game has a 
great deal to distinguish it from land games, 
however, because of the strategic level: dogfight and 
single-ship action enthusiasts should look 
elsewhere. 

War ar Sea chauvinisticalIy suggests that your 
girl-friend might be able to manage it, or failing that 
then your kid brother. Despite this frank disavowal 
of hard-core simulation appeal, the game has 
become quite popular as a quick beer-and-pretzels 
relaxation, and its comparatively simple odds 
calculations have given the mathematicians 
amongst us a field day, as General readers will have 
observed. A fashionable touch of fantasy gaming is 

,introduced by the "disabled" rule, in which ships 
under hot pursuit from a swarm of faster enemies 
are able, when hit by enemy fire giving a "disabled" 
result, to sprout wings and fly back to their home 
ports. "Teleportsn would be a more accurate 
description, though the severely serious-minded 
may prefer to use "driven o f r .  Asa simulation, War 
a! Sea is frequently absurd but as a not unchalleng- 
ing quick game, it has much to recommend it. 

Anzio is altogether different, andshould only be 
tackled by the serious simulator. Featuring a 
delectable long map of Italy and a magnificent set of 
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counters for all the units in the Italian campaign 
with replacement counters for each step that they 
lose, the game offers an absorbing, hard-fought 
struggle all the way up the peninsula. There are four 
levels of complexity, from the moderate t o  the 
mind-boggling, and three of length, from an 
evening's play t o  a week's campaign. Invasion and 
air support rules add color t o  the bitter land 
fighting, and the sophisticated breakthrough rules 
in the advanced versions prevent a trench war from 
developing. There is rathera lot of accuracy t o  the 
nit-picking point: the Poles get depressed after 
Yalta, such-and-such a division starts a point under 
strength, and so on; these features can be hard t o  
remember unless one piays the game repeatedly, but 
they can generally be skipped if the players prefer, 
with little effect on the game. 

Moving up the complexity scale, we arrive at 
Third Reich. This is a brilliant game, with possibly 
the worst rules ever published by a leading game 
company. The first edition generated whole 
booklets of errata, and yet every game seemed to 
generate a n o t h e r  unresolved quest ion.  
~Veverrheless, the hobby just couldn't keep away 
from it, and every week sees hundreds of determined 
men all over North America and the U K  sit down 
for another game: teeth set, eyes fierce inconcentra- 
tion, they batter their way through the rules t o  reach 
the unrivalled game underneath. The fact is that 
Third Reich remains the only game on the market in 
which the whole European war can be simulated in 
the course of a reasonable space of time, while 
preserving a reasonable degree of realism. The 
backbone t o  thegame is the outstanding production 
system, which steers everything from unit produc- 
tion to the costs of opening up the war on a new 
front. Both the two-player and multi-player 
versions work well, though diplomatic possibilities 
are constrained by a historical straitjacket enforced 
by the rules: no British attacks on France! 
Surprisingly, a postal game is also quite feasible, if a 
gamemaster is available. The 2nd edition rulebook, 
incidentally, is said to be a notable improvement, 
though still not quite devoid of ambiguity. 

Finally, there are the diplomatic games: 
dip lo mar^: and Kinpnoker. The player interaction 
is greatest in Diplomacy, where it reaches extraor- 
dinary heights: impersonation, forgery, bribery and 
incredible flights of deception have been recorded, 
especially in the postal game. A celebrated game in 
Britain featured a n  offer by ltaly to Austria t o  send 
$9 as a surety, to be returned after the move if Italy 
moved as promised. Austria agreed; ltaly moved as 
promised; Austria then wrote saying "I will only 
return the money if you do  as  I request on the next 
move." Back came thecool reply from Italy, "If you 
retain the surety after written consent to the 
agreement, you are guilty of grand larceny, and 
liable t o  two years' imprisonment. If ,  however, you 
have consulted with Germany about this, as your 
letter implies, then you areguilty ofconspiracy. The 
penalty for this is up  to life imprisonment." The $9 
was in his letter-box next morning. But the alliance 
resumed next turn anyway. 

Kingmaker is a chancier game, and a great 
favourite at conventions late in the evening: it may 
not be a tremendous test ofskill, but it is remarkably 
good fun. There are plentiful opportunities for 
careful planning, but the schemes tend t o  be 
outdone by the slings and arrows of outrageous 
card-turns: your leading noble is called away to face 
a peasant revolt, o r  your armada of seaborne toughs 
are swept ashore by a violent storm into a peaceful 
harbor in France. Diplomnq, while making less 
attempt a t  simulation than Kingmaker, is a less 
unpredictable game, with tremendous suspense 
deriving from the simultaneous movement and total 
player distrust. Buy Kingmaker for colorful fun; 
Diplomacy t o  discover the true depths of twisted 

ingenuity t o  which you and your friends can sink! 
But note that both games require a number of 
players (3 or 4 in Kingtnaker, 7 in Diplomacy) t o  be 
much fun, so you should either be willing to play 
postally, o r  have a lot of mad friends. 

**** Q 
BUGS & BREACHES. . . Conzd from Pg. 30 
discover that the Arachnids have run out of units in 
sornc areas of the perimeter, allowing you t o  shift 
and redistribute forces to concentrate against 
greater threats. 

While the Terran player must always maintains 
balanced force. the Arachnid must strive to pull him 
off balance by using surprise, feints, and general 
sneakiness. There is no set formula for this, since it 
depends on your enemy. Nevertheless. there are 
some tricks you can pull: 

On the first turn you can pop up in V-I I safely, 
since there is no way for the MI to attack it. and you 
pick up a n  easy five points. After the first turn, a 
good Terran player wlll be able to attack every hex 
within his perimeter. The mountains aregood places 
t o  surface, because of the die roll modification. 
Especially nasty are hexes surrounded by rough 
terrain, because they are so bard for the Ml  t o  reach; 
note that a trooper must be adjacent toattack with 
ranged fire. 

The barren terrain is good for feints, o r  a 
surprise assault. One good tactic, if it is lightly 
garrisoned, is creating three breaches in one turn 
without sending units through them. You now have 
the threat of six units popping up in the desert a t  
once (assuming that three tunnels have branches 
beneath the desert), and he will have to rush 
reinforcements there. If he doesn't, you have the 
capability to embarrass his desert troops with a n  
attack. If the desert is reinforced, attack elsewhere: 
the threat is maintained. 

Your threat to enemy troopers is greatest in the 
savanna. Any M1 trooper on or adjacent to an 
engineer unit ready to make a breach is just asking 
for it. Breach, emerge with warriors, and trample 
the trooper. Be warned: odds of 3-1 014-1 are better 
than higher odds, because you don't want to kill. 
just maim. It is better to be stacked with a live but 
stunned o r  wounded M1 unit than with KIA. If the 
target isn't KIA,  the Terran cannot use his H E  
rockets on you; he must jump in and make a close 
attack. 1f you have caught him off balance he may 
not be able to make a good attack. and you have a 
chance of picking up some points. 

The same tactics will work usinga heavy weapon 
beam, and you can be up to three hexes away in 
savanna, o r  adjacent in rough or barren terrain. The 
ideal situation is a Terran in a hex surrounded by 
rough terrain adjacent to one of your engineers. 
without too many friends nearby. You create a 
breach, your beam surfaces and fry$ the fool. After 
wounding him you move to his hex, immune from 
counter-attack for a turn o r  two while you collect 
polnts. This can also lead t o  ambushes of enemy 
reinforcements o r  pull the M I  off balance allowing 
you to attack elsewhere. Be careful with your beams; 
you only have five of them and they are always 
valuable as a threat. 

One trick you can pull against the unwary 
opponent is to keep one sector of the perimeter 
completely quiet during most of the game while the 
action blazes elsewhere. Hopefully your opponent 
will figure that there is nothing beneathand station 
no one there. All of a sudden the area bursts with 
bugs, forcing him to rush troops there not quite in 
time. and giving you some points. 

Now you have a bag of tricks to use in the first 
two scenarios of STARSHIP TROOPERS. The 
more you play the more trick:, you wiIl accumulate. 

0 

AREA TOP 25 
TIMES PREVIOI 

RANK NAME ON LIST RATING RANK 
W. Dobson 4 
R. Chiang 10 
K. Combs 2 
T. Oleson 11 
P. Huffman 5 
D. Burdick 2 
D. Cornell 4 
J. Angiolillo 4 
D. Barker 9 
J. Sunde 3 
S. Heinowski 9 
S. Packwood 9 
R. Leach 4 
K. MacDonald 3 
K. Blanch 4 
B. Haden 3 
D. Greenwood 3 
F. Small 2 
J. Grant I 
D. Stephens 2 
R. Wood 8 
D. Agosta 4 
C. Tadoroff 2 
J. Kenower 2 
D. Munsell I 

NGM2362 
FGN2156 
GGJI 933 
MNU1928 
DCD 1922 
CDG 1849 
KE11843 
CEH I842 
EFK I83 1 
FFFI771 
D FJ I746 
EFF1743 
CF11732 
CDF1717 
CEE1711 
DFJ I696 
CDD1692 
DDH 1664 
CEH 1663 
CEH1648 
GFN 1643 
ECE1639 
EHJ1627 
CEE 1607 
DCE1594 

The above players represent  the 25 highest 
ver~fied (1 1 + rated games) of the  3.000 member 
AREA pool. Players with an opponent  qual~fier 
less than C were not calculated among the  top 
player ratings. 

The iollow~mg AREA memberships have been [erm~nated 
No ranng ponnts can be awarded for games w ~ t h  these 
~ n d ~ v ~ d u a l s  as  [hey are  no longer members of the system 

I Terminated Mcmbtrships 

DIPLOMACY WORLD is a quarterly rnagazlne 
on Diplomacy which is edited by Walter 
Buchanan, R.R. #3, Box 324, Lebanon. IN 
46052 andsubsidized by The Avalon Hill Game 
Company. The purpose of e a c h  40-page  offset 
tssue is t o  present  a broad overview of the 
postal Diplomacy hobby by printing articles on 
good play, zine n e w s ,  l i s t~ng  rating systems,  
game openings,  a n d  printing a complete 
variant g a m e  and map w ~ t h  each issue.  Subs 
a r e  $4.00 with s ingle copies availablefor $1.2E 
Foreign subscr~pt ions  $5. 

Orders  for DIPLOMACY WORLD must  be 
made payable to DIPLOMACY WORLD and sent  
to the editor's Indiana address. 

1 DEALER INQUIRIES INVITED 
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AWAY FROM THE COMBINED FLEET 
New Concepts and Tactics for Midway 

By William B. Searight 

With MIDWAY some 14 years old, you could the Atago group. This separation of the CY's is Against a weak American fighter escort (17 or 18 Ii well believe that everything that o d d  have been known as the split CY concept. When the American sqds.), h e  Japanese could strip off his excess 
written about strategy and tactics in the game has searches the A column areas he will most likely fighters for ship defense. Up to 15 sqda.;. the 
already been printed. Probably because up to now locate the Japanese, but not what he expects. A equivalent of three battleships. 
the Japanese player has been mesmerized by the Japanese response would be; carriers, battleships Naturally, once the Americans have been stung 
Rengo Kantai (combined fleet) concept, where, and cruiaers located in (area-zone). S i n e  the actual by this strategy, he will dedeftely vary his own in 
except for one or two scout cruisers, the Japanese names or total numbers do not have to be disclosed, future games. He may stay further east and conduct 
group their ships into one huge carrier group and the American will assume that he has located the an 0500, June 4 search of the C column in order to 
the Yurnuto group. In all three of the MID WA Y Japanese Rengo Kantai. Unaware that a CV strike locate and attack your Kaga group. 
"Series Replays" in the GENERAL s i n e  1973, the force is steaming westwards, the Americans could The Japanese in turn, should vary his strategies 
Japanese have lost. Since the old concepts and easily be caught unprepared with readied aircraft on such as: 
tactics don't seem to work for the Japanese, one deck. With suicide attacks ruled out the Americans 
must consider new ideas on mass, movement and would feel safe 8 or 10 zones away from the l -  The advanced Kqa group west, but 
timedistance ratios. , japanese even if he were locatd in return, in the B areas instead of full movement into the C 

Search Pattern 
All too often the Japanese, restricted by lower 

number of searches, ends up biting his nails in fear 
of a 1700, June 3 attack. To prevent an undetected 
first day air strike, the following search pattern will 
disclose the Americans everytime. When searching, 
insure the Nagara moves into one of the central B 
areas in order to search the F colurnn on the second 
turn. By the sixth turn, Nagara should bz in the 
central or southern D column. 

June 3 
0500 None 
0700 F4, FS, F6 
0900 FI, F2. F3 
00 E5, El 
MI M F: 

I "  , -5, - .  
(om ship search by Nagara). 
1700 Dl, D2, D3 
(Nqara does no1 search, but evades detection) 

*If no contact is made by the 1500 turn, then the 
1700 safe sanctuary wiU be in any zone within the A 
column. 

Of course a much simpler search pattern coul& 
detect the American Fleet, but then the Japanese 
would normally hug the A,D,G zones of the A 
column with no room for maneuver during the night 
turns. Obviouily during the first day the Japanese 
are almost always kept under observation; especial- 
Iy during the 1500 and 1700 turn when he joins with 
the four cruisers. The two night turns and the 0500, 
June 4 turn arc of little knefit  as be combines with 
the Arago group. An American 0500, June 4 search 
of Al ,  2,3,4, followed by an 0700 search of A4, B4, 
5,6, will locate or trap the Rengo Kantai within a 
restricted area. 

The American, during his two night and 0500 
turn, could be within any one of 25 areas. With this 
being the case, any surprise to begained lies with the 
Americans. 

meet Tactics 
To try to bring the pendulum of surprise back 

towards a somewhat more even basis, the Japanese 
must abandon the Rengo Kantai tactic and employ 
a novel strategy. During the previous described 
search pattern the Japaneae could be in any zone of 
the A column. A distinct advantage, as will be 
shown. 

During the two night turns of June 3-4 and the 
following 0500 move the Kaga, Hiryu. two BB'sand 
five CA's advance into the C column. The Nagara is 
further ahead and is not counted as part of this 
group. During the same time frame the Akagi, 
Soryuand Suzuyarnove within the Acolumn tojoin 

(a) Akqgi, Soryu and Zuiho's attack aircraft fly 10 
zones; attack the Americans and land on the Kuga 
and Hiryu decks. 
(b) Simultaneously Kuga and Hirp's  attack aircraft 
fly 4 zones, attack and fly on to land on the Akuga, 
Soryu and Zuiho. 

As inpreviousarticles, the best attack on readied 
carriers is the 6-94 formula. Six torpedo sqds. on 
each beam of two carriers with nine divebombenon 
top of each, while the third carrier is attacked with 
three torpedo sqds. on one beam, six on the other 
and again nine of the divebombers. The remaining T 
and D sqd. can be used against the Atlanta. As 
expbinsdpreviowly, ihh at tack will definitely sink 
one, und possibly rwo curriers. 

Ofcourse with yourpositions now dbclosed, the 
Americans could colunrerat#ack, but only the Kaga 
group. Weakened by the loss of at least one carrier 
with its complement of aircraft, his strike would be 
weaker and deficient in fighter escort. 

As the Japanese initial surprise attack would not 
require escorts, he would now be free to fly full 
fighter CAP (32 sqds.), over the Kugu group. 

column. 
2. Vary the direction of the advanced group (north, 
center, south). 
3. Not splitting them up a t  first and have the jittery 
American looking for a ghost CV fleet until his split 
searches have lost your actual fleet. Then divide it 
into a more balanced CV, BB, CA disposition. 
4. Keep both CV fleets in separate A areas on 0500, 
June 4 with a balanced BB, CA force (oncoming 
Atago group arrives in two separate areas to meet 
with the two CV groups), so that each has the same 
ship type and approximate anti-aircraft protection. 

As you can see, there are at least four basic 
methods which could cover 21 possible areas. 
Whereas before the Americans had an 80% chance 
of locating the combined Atugo CVgroup withinan 
A area, now he will be pulling out his hair trying to 
locate and keep track of two CV groups and later 
on, the Yumaio group. Gone is the time when a 
Japanese CV force spotted 8 or more zones away 
leaves the Americans feeling safe from air attack. 
Now any CV contact within 13 zones can give the 
American a nervous breakdown as he tries to decide 
when to throw up CAP. Who knows, another CV 
fleet just might be sitting right next to him. 
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As with any strategy or tactic, none is ever 
perfect. The split CV concept does not guarantee a 
Japanese win, but rather a more evenly balanced 
game. 
Doolinle Strategy 

For every strategy there is eventually developed 
a counter strategy. For the Americans this is in the 
form of a first day sneak attack upon the Japanese. 
Instead of combining all of the American ships 
together, split them up into two groups. One group 
will consist of two carriers and two cruisers toactas 
the decoy force (D.F.), while the remaining carrier 
(Hornet or Yorktown) and six cruisers make up the 
strike force (S.F.) When starting from the east edge 
of the board, the decoy force proceeds across the 
center while the strike force moves by the northern 
or southern route. On the second turn, two 
objectives are met. First, move the D.F. into one of 
the F3, 4 or 5 areas to deliberately be located, while 
the S.F. moves on undetected. By announcing CV's 
and CA's, the Japanese will believe what you want 
him to believe. Second, launch and transfer aircraft 
from the decoy carriers and Midway to the S.F. and 
vice versa so that the final aircraft complement on 
the strike carrier will be 16 torpedo and 10 
divebomber sqds. With the Japanese under the 
assumption that he has located the entire American 
fleet, he will concentrate all of his future searches to 
keep this group in sight. Meanwhile the S.F. is 
steaming westwards. The D.F., so as to not alarm 
the Japanese, could slow down just enough so that 
in appearance the Americans would not be able to 
launch a first day air strike. By 1700, June 3 your 
S.F. would unleash its 26 attack sqds. The Japanese 
fleet caught by surprise with readied aircraft on deck 
will be in trouble. 

To increase the odds of sinking a carrier, be sure 
to concentrate your attack on the Hiryu or Soryu. 
With torpedoattacks of 8 sqds, oneach beam and 10 
divebombers from above, you should get at least 
two 1-2 's  and a 2-1 attack. With readied aircraft, the 
thin skin carrier could only sustain two hits before 
sinking. 

It is important to remember that once tried 
successfully, twice against the same opponent could 
prove disastrous. Japanese counter strategy could 
be to fly full fighter CAP on the last daylight turn 
when U.S. carriers could be in range. 
First Day Attack 

The split CV group concept may be split sooner 
than you desire if the American is the kind who likes 
to charge across the board, regardless of being 
found, in order to strike during the first day. He 
would gladly take the chance of losing one carrier 
for two Japanese flattops. Against this it would 
seem that the jig's up. 

One way is to surprise the Americans first. But 
how? By hitting him when he least expects it from 8 
zones away from your located CV's, BB's and CA's 
on the 1500, June 3 turn. Remember that no suicide 
attacks are allowed. Basically it would work as 
follows, although the described mechanics are not 
exactly necessary each time to make it work. Witha 
little experimentation you can come up with several 
alternate methods. 

CV'a American 
A6C - 

A6C - 
A6C - 

A6C - 

A6C - 
BSE W D  
M G  - 

In the table above, the American position is 
shown once as he is steaming across the board with 
no evasion tactics. The previously described 

Japanese search pattern can easily locate and track 
him. 

Each time the Japanese are located they are only 
obligated to give their exact location and ship 
composition (not names or numbers of each type). 
This tactic is possible as the CV group with escorts 
moves about the above co-ordinates while the two 
other CV's (Kaga and Hiryu), remain undetected 
and are moved into the B column on the sixth turn. 
NOTE: However you utilize this tactic, insure that 
the main CV group can not move into the same area 
or the same possible area as the two lone CV's until 
after you have launched your attack. 

This unexpected attack would catch the 
Americans with readied aircraft on their flight 
decks. With the loss of one carrier, the Americans 
may seek revenge on the now disclosed second 
carrier. On the following 1700 turn, the Japanese 
forces combine in a single zone and fly full CAP (28 
sqds.). This allows the Japanese to strip off up to I0  
fighter sqds. for ship defense (equal to five cruisers, 
but more flexible). With a weakened American 
attack, you may suffer only damage with no actual 
carrier losses. 

It is imperative to stress that the actual 
movements are for iIlustration purposes only. With 
a little experimentation, alternate ways to ac- 
complish the desired results can be discovered. You 
may also have to move out the two singlecarrien on 
the third turn instead of the sixth turn, depending on 
how the Americans approach (north, south). Using 
the same tactics it is feasible to move the two carriers 
out on the third turn; conduct afour carrier strike at 
1300, combine the carriers at 1500 and conduct a 
second strike at 1700 (if the Americans have not 
already retreated). True, the Milcum group could 
not join the main force until 1700, but those same 10 
extra fighters o n a  1500 CAPare worth fivecruisers. 
Midway-First Day Strike 

Only once in all of the previously written articles 
has there ever been any mention of a first strike 
against Midway. Probably because the two lone 
carriers, after reducing Midway, were reduced 
themselves. Although at first thought it seems 
suicidal that a single carrier could attack Midway 
and survive, it is possible in the beginning by a lone 
carrier ( H i r p ) ,  moving into A7C, while the main 
fleet is in A1-A5 (example ASC). With aircraft 
readied on the first turn they are shifted about so 
that on the second turn the Hiryu, now in B7B, has a 
total of 20 attack sqds. and one fighter sqd. Since 
you state that you are readying aircraft two turns in 
a row, he might wonder what you are up to. Try to 
lull him by announcing on your 1700 turn that you 
are de-readying planes (actually only two fighter 
sqds.). One of the sqds. can be from the Hiryu. By 
moving along the 7 row and then angling up the 
board, the Hiryu can be in position by I700 
(example E4F). With no expected CAP over 
Midway on the first day (who ever has), the Hiryub 
attack odds will be one to one against Midway. That 
is a 67% chance to reduce Midway by at least one 
half of its strength. In addition, a number of 
American sqds. will be destroyed on the ground. 
with two night and the 0500, June 4 turn to run, the 
Hiryu could be within any one of 25 areas before the 
American can strike back. The American expecting 
the carrier to run for the safety of the main fleet 
could search the four C areas in hopes of catching 
you there. Obviously you don't want to be there, so 
you move elsewhere; even nearer Midway itself. 
There exists a one out of six chance of the carrier 
being located. This constitutes better odds than that 
of finding the main fleet. 1f the American does 
concentrate on locating the raiding carrier, he will 
most likely lose track of the other CV's or if he were 
to split his searches &tween both, he may lose sight 
of everyone. On the0500, June4 turn inexpectation 
of a second strike, he might fly everything off 

Midway and fly CAP over the ishnd, leaving his 
aircraft grounded on the following turn. 

Even without a second strike, the damage 
already done is worth the effort. Aneven better time 
for a second strike would beafter the American fleet 
has been located further than 7 zones from your 
carrier a d  Midway. 
Baby Flattops (CVL's) 

The Zuiho and Hosho comprise one third of the 
Japanese carrier forcealthough in totalaircraft they 
only carry three fourths that of a single fleet carrier. 
Weak in anti-aircraft firepower and in ability to 
sustain hit damage, they more closely resemble 
glorified light cruisers except for their point value. 

Regulated to remain in fleet formation, they are 
doomed when attacked. Not even Japan's largest 
gunned battleships could save them against a 
determined American air attack. Their role up to 
now has been to provide additional aircraft in an 
attack. This is well and good up to a point. As time 
progresses with the Japanese advancing towards 
Midway, what of them then? 

It has been found through play that both CVL's 
stand an extremely good chance for survival 
through independent action. In the case of Zuiho 
she could drop back into the A or B area as the CV 
group begins its westward movement into the C or 
D areas, without the Americans being aware of her 
absence. 

The Hosho can easily be despatched as the 
battleships move on towards Midway. These 
carriers act as undetected floating supply depots. 
Replacement aircraft could lx flown up to 14 zones 
to land on one of the advanced fleet carriersalready 
attacking Midway. Even when denuded of aircraft 
their function could be to save many valuable 
fighter sqds., if one of your carriers are sunk, that 
had been flying CAP. 

In both of the above situations these carriers' 
positions would not have to be disclosed since none 
of the aircraft participated in any attacks upon the 
American fleet. 
Summation 

In order to balance play in MIDWAY 
several exotic strategies and tactics have been 
brought fourth. Some of these you may concur with 
while others seem suicidal in conoept, but all have 
been playtested and are workable. Depending upon 
your skill and ability to take calculated risks, the 
unsuspecting American can be stung in a variety of 
ways. 

The split CV concept is able to close upon the 
Americans while seemingly out of range in order to 
attack first. Even after he is aware of this tactic it is 
always harder to keep track of two CV groups than 
just one. In reducing Midway an attack would 
disclose the location of one CV group, but not the 
other. 

The tactics involved in striking the Americans 
before he can attack the first day and a first day 
strike on Midway, are all part of expanding the 
Japanese offensivecapabilities. The more variations 
eventually used the more cautious the Americans 
will become. 

A word of warning to the Japanese player. Never 
continuously use the same tactics time after time. 
What would give you victory in one game could 
crush you in the next. Vary your play and you will 
give the American player the jitters chasinga real or 
ghost CV fleet. Never again will he feel really safe 
even if he locates CV's 8 or more zones away. 

The American, using his favorite split board 
search of Al-A4on the first turn and A5, B4-6 on his 
second turn, is consistently and unknowingly 
falling into thesame rut as theJapanese. Rather, the 
American should vary his search patterns to try to 
disclose any unusual Japanese tactics. 

Q 
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OF BUGS, BEAMS, AND BREACHES By Jim Stahlor 

When I first heard that Avalon Hill was making 
a Science Fiction game, I was skeptical. Up 'ti1 now 
they had stuck to historical games, or at least 
pseudo-historical games such as TACTICS Il and 
BLITZKRIEG. So AH was finally going off the 
deep end. 

Well, I was given a copy of STARSHIP 
TROOPERS, and I couldn't help looking at it. 
Having looked at it I couldn't help playing it and 
having played it 1 couldn't help loving it. Althougha 
radical departure from Gvalon Hill's usual bill of 
fare, it is an excellentgame. We will have to wait200 
years to see if it is realistic, but it does a good job of 
capturing the feel of Heinlein's novel and it has the 
highest excitement level of any game that I have 
played. 

STA RSHIP is divided into eight scenarios, 
numbered one through seven (no, my counting is 
not fuzzy, there are Scenarios SA and 5B). Each 
scenario introduces new rules, new units, and a new 
situation. I will discuss the first two scenarios, giving 
you hints on strategy, tactics, and some of the dirty 
little tricks that I have discovered in the play of the 
game. 
SCENARIO ONE: FEINT AGAINST THE 
HUMANOIDS 
"Our mission i s  ro k the enemy know that wecould 
have destroyed their city, bur didn't." 

The first scenario is a sirnpIified game, good for 
beginners new to wargaming, but still interesting for 
the veteran. It depicts the raid on the Humanoids 
described in the beginning of the novel, in which a 
Mobile Infantry (Ml) platoon drops onto a 
Humanoid planet to destroy as much property as 
possible. The game only has one squad instead of a 
whole platoon-representing only part of the 
action. Many elements that appear in later 
scenarios, such as H E  rocket launchers, Humanoid 
heavy weapon beams, drop procedures, and MI 
retrieval, are not included in the first scenario for the 
sake of simplicity. 

In Scenario One we first meet the Mobile 
Infantry. These include three types of units: 
Marauders, Scouts, and Commanders. They are all 
quite mobile, as befits the Mobile Infantry. The 
Marauders are the main striking power of the MI. 
They are heavily armed and heavily armored, 
making them difficult to kill. You wilI use your 
Marauders to go after enemy units, installations, 
and strong points. 

The Scouts are nearly twice as fast as the 
Marauders, although they are not as powerful and 
much more vulnerable due to their weaker, lighter 
armor, Their main mission in the first scenario is 
that of intelligence. The Scout must use his speed to 
investigate possible installation sites to determine if 
they are real or decoy, so that you will know where 
to zero in your Marauders. Care must be taken to 
insure that the weak Scout doesn't get into trouble. 
Since it has only three defense factors, the Skinnies 
can get up to a 4-1 on the Scout using six warrior 
units, or 2-1 using only three. Nevertheless, damage 
to the Scout is worth fewer points than damage to a 
Marauder or Commander, making a risk to the 
Scout more acceptable. Note that heavy damage 
prevents the Scout from attacking, but it can still 
move and gather intelligence. 

The Commander is worth the most points if 
damaged, in Scenario One, but it is as hard to 
damage as a Marauder. Since the Commander is as 
fast as the Scout, his role is also intelligence 
gathering. Because of the Commander's heavy 
armor, you could send him intoareas too dangerous 
tosend a Scout. Don't neglect the offensive power of 
the Scout and Commander; together they are as 

strong as a Marauder, and the two factors that they 
each have could be just what you need to up the odds 
in an attack. 

Humanoids, or Skinnies as they are affec- 
tionately called, come in two varieties, workers and 
warriors. The workersarecompletely harmless. The 
warriors aren't much more dangerous to the MI, but 
they can be irritating, especially to the Scout. Both 
types of unitsare sufficient to prevent an installation 
from being destroyed, but the warriors are much 
harder to kill. 

The workers are useful to deceive the enemy, for 
example in defendingdecoys. Since in Scenario One 
the Humanoid player gets points for eliminated 
workers, it is a good tactic to force the Terran to fry 
plenty of workers if he wants to wipe out an 
installation. Also, just one worker unit is sufficient 
to prevent a strongpoint from being automatically 
eliminated. 

The only real force the Alien player has consists 
of the warriors. Because they areweakin theattack, 
it doesn't pay to be veryaggressiveagainst M1 units. 
It may k worthwhile to come out in the open to 
attack an isolated Scout or Commander, but not 
when there are lots of Marauders about. Warriors 
are best kept in strongpoints or in the city, coming 
out only when an installation is threatened. It is 
useful to keep warrion in groups of three, since six 
attack facton are needed to get 1-1 on a Marauder 
or Commander, and 2-1 on a poor little Scout. 

Strongpoints are important to shield Skinny 
units while the MI approaches. They should be 
placed near enough to installations so that units in 
them can move to defend the installation in one 
turn. 

In Scenario One, there are two terrain features 
of importance: the roads and the city. The 
Humanoid units move twice as fast along the road 
as off it, which leads them to set up along one ofthe 
roads to give them greater mobility. The road also 
helps the MI toget through the mountains quickly if 
they are heading toward the Northwest corner of the 
savanna. 

The city not only speeds up the Humanoids but 
slows down the M1, so that the Skinniesareactually 
more mobile in the city than the Terrans. By 
subtracting one from the die roll in an attack, units 
are harder to kill in the city. This makes the city a 
good sanctuary for the Skinnies. The Terran pIayer 
will not let his troopers get bogged down in the city 
since he is on a tight time schedule. Of course, it is 
also more difficult for the MI to get hurt in the city, 
but they are so hard to hurt anyway that their added 
safety in the city is of little importance. 

The only type of fighting allowed in Scenario 
One is Close Combat. This involves jumping onto 
the enemy and fighting it out with hand flamers, 
bombs, and fire pills. Note that regardless of odds 
the attacker can never be hurt, so if you have units in 
the same hex with enemy units it always pays to 
attack. You can't lose anything, and you may 
damage or at least immobilize some enemy units. 
This applies to Scouts and Commanders discover- 
ing a host of Humanoids, as well as to Skinnies 
deiending installations. 

Now that we have met the adversaries and 
examined the field of battle, let's get on to strategy 
and tactics. The key to the Humanoid defense is 
dispersal. Note that Marauders move six hexes per 
turn. It is therefore convenient to put installations 
seven hexes away from each other, so that the 
Terrans will waste an extra turn going to the next 
installation to burn. Since the MI enter from the 
South, it is wise to set up alongthe North edge of the 
board. so that they will spend nearly half the game 

just reaching their targets. 1 have found setting up 
along the northern road very effective, alternating 
strongpoints with installations or decoys, so that the 
units in a strongpoint can reach two or three 
installations. It is also convenient to place in- 
stallations adjacent to the city, so that units in the 
city can reach them easily while being safe from the 
enemy. Each installation should be within reach of 
troops from more than one strongpoint. Be sure to 
vary your setup from game to game to keep your 
opponents guessing. 

Keep your troops safely within strongpoints or 
the city until the Terrans threatenan installation by 
moving onto it. Then come out to defend it, 
attacking the offending unit in hopes that it will be 
stunned or even damaged and reduce the Terran 
offensive power. Remember that the Terran must 
destroy three or four installations to win. Don't 
blow everything defending one installation, allow- 
ing the enemy to steal a march on you and blast the 
rest. 

One setup that I have had greatsuccess with is to 
put the installations and decoys in five pairs on 
hexes MS, M6, T2, T3, AA3, AA4, HH2, H 8 3 ,  
PP3, and QQ4. Strongpoints are all on the road in 
hexes P4, Q4, WS, X5, DD2, and EE2. 1 vary the 
arrangement of decoys and installations, and place 
all workers and warriors in strongpoints or in the 
city. Of course, the workers are placed to cover the 
decoys. 

There are several nice things about this setup. 
Since it is along the North edge of the mapboard, it 
takes a Scout or Commander at least four turns to 
reach a possible installation, and a Marauder 
cannot reach one until turn six. The MI must waste 
nearly half the game just marching. This putsa time 
pressure on the Terran player. Normally, the M I  
reaches the decoys(instal1ations along row H, and 
finds two decoys. Now he must decide which way to 
go. If he goes East to the city, he generally won't 
have enough time to kill those installations and then 
go the other way. Similarly, by going West he has to 
leave alone the two Western installations. By 
splitting his forces, there usually is insufficient 
strength to destroy any installations at all. To add to 
the discomfort of the Terran, note that each pair of 
installations is at least seven hexes from the next 
pair, or two turns of movement for the Marauders. 
The workers and warriors are stationed in the 
strongpoints orthecity, each within one turn's reach 
of several installations. 

There are a few ways to improve this setup. A 
decoy or installation could be placed in QQI 1, at the 
Southeast corner of the city. This can be covered by 
part of the city garrison. Any M I  unit wandering 
over here will be out of actionat the main frontfora 
turn or two. Similarly something could be put near 
the rough terrain on M12, also causing Terran 
troops to waste time investigating. This couId be 
either a decoy covered by a worker or a real 
installation covered by a warrior. Also, the bendsin 
the road at 54, X4, and EE3 are good pIaces for 
installations because they can be reached from three 
hexes away along the road in either direction. 

The Terran's main enemy is time. He has only 
twelve turns and has far to go with much to do. The 
Scout and Commander must dash ahead to discover 
the locations of the real targets. The Marauders 
must follow up with a knockout blow. It is 
important not to split up the Marauders. Only three 

' warriors are needed to prevent half the force from 
achieving 2-1 odds. 

There are two main tactics open to the Terran 
player. One is to attack the enemy units in their 
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strongpoints. destroy them, and thenwipe out the 
installations unopposed. The other is to advance 
onto an ~nstallation. watch the Skinnys flock to  its 
defense. and eliminate them there. 

The Terrans have a total of 32 attack factors, 
giving a maximum of 3-1 on a strongpoint. Using 
the first method of attack, an average of one 
strongpoint in two turns can be eliminated. This is 
too slow to  win in most situations. 1 favor the other 
method, especially since the Scout or  Commander 
can be used to initially draw the Humanoids out into 
the open. where they are vulnerable. Sometimes a 
combinationof the two will work. in whichsome M I  
units attack strongpoints at 2-1 o r  1-1 in a n  attempt 
to  pin down the defenders. while others attack the 
installation. This tactic is especially useful when an 
installation can be reached by Skinnies from only 
one strongpoint. 

SCENARIO TWO: OPERATION "BUGHOUSE" 

"Bugs Mr. Riru! Zillions ox 'em" "HOW man,v 
zillions, wooper?" 

If you think that Scenario One was full of 
surprises, wait until you play Scenario Two. It 
involves a lull M1 platoon attempting to secure a 
beachead from the Arachnids, who continuously 
pop up from their underground tunnels to  com- 
promise it. This is part of the First Battle of 
Klendathu, also notable as Juan Rico'sfirst combat 
drop, which later turned into a fiasco-too many 
bugs popped out of too many holes, resulting in a 
wholly disastrous situation for the MI. 

The Arachnids, o r  bugs, emerge in Scenario 
Two. They have tunnels, queens, brains, and 
engineers underground, but only their warriors, 
workers. and heavy weapon beams appear on the 
surface. Any one of these three types of units, even 
the lowly workers, are sufficient toget pointsfor the 
Arachnid player, and deny them to the Terran. The 
workers are slow, weak, and cannot attack at  all. 
Nevertheless they are useful for drawing off enemy 
troopers. and they too must be killed for the M I  to 
secure the perimeter and earn points. 

The warriors are relatively wmeak in defense, 
although much tougher than workers. They are 
ferocious in the attack, even stronger than a 
Marauder. A stack of four warriors can get at least a 
4-1 attack on any MI unit, which guarantees at  least 
stunning the hapless victim, not to  mention the 
Terran player. Like the workers, warriors are very 
slow creatures above the surface, but within the 
tunnels move at  lightning speed. 

The key Arachnid units are the heavy weapon 
beams, These are tough to kill, especially in the 
mountains. They have tremendous offensive 
power-it only takes one to get a 3-1 on any MI unit; 
and they are fast, being the only bug units able to  
move in roughor barren terrain. Yourstrategy must 
be based around these units. They should only 
surface when reasonably safe and with a fat juicy 
target waiting. 

The Arachnids are much nastier than the 
Skinnies we met in Scenario One. but the Mobile 
Infantry platoon has correspondingly greater 
fighting power. Not only are there six times as many 
men as in Scenario One, but they have superior 
mobility due to  their extended jump capability, and 
the 15 H E  missile launchers give the MI platoon 
considerable punch. 

The roads and city have vanished from the 
mapboard, and the rough and barren terrain have 
become the critical rnapboard ieatures. On the 
barren terrain hexes the M 1 has an advantage over 
the bugs because of mobility. The MI can rocket a t  
full speed through barren country, but most 
Arachnid units cannot move at  all and the heavy 
weapon beam can only crawl one hex per turn. Since 
barren hexes don't affect combat or  block ranged 
weapons, a few MI troopers with HE launchers can 

command the entire barren area. The only real 
danger is from the beams; warriorscan attack an M I  
trooper only if he is standing on a breach (not too 
clever) o r  where a breach is about to happen (not too 
likely). 

In the savanna, everyone has full movement. 
The MI can range far and wide, but standing 
adjacent to  a breach or  an engineer about to build 
one is unhealthy. This multiplies the target area of 
the Arachnid warriors by a factor of seven. making 
this area more fun for the Arachnids than barren 
terrain. 

It is in the rough terrain where the Arachnids can 
really bug the Terrans. Although the Arachnid 
mobility vanishes in barren hexes, the Terrans' 
mobility is greatly reduced also. The bug's most 
important advantages in rough terrain are the die 
roll modification and the blocking of H E  fire. Thus, 
it is much harder to kill bugs in the mountains, while 
the MI is just as  vulnerable as in savanna. Also, to  
shoot at  Arachnids surrounded by rough terrain, 
the MI must k adjacent to  his target. Since thiswill 
usually involve moving one or two hexes into the 
mountains, it could be very difficult toattack a bug 
unit properly placed. 

Before the game starts, the Arachnid player 
draws his complex on the Alien Control Sheet. This 
is critical because it determines the Arachnid 
capabilities for the whole game. Where you put your 
complex is determined by the layout of the terrain 
and the possible locations of the Terran perimeter. 
Mark the perimeter center (V-17) on your Alien 
Control Pad. and then mark offtwo perimeterswith 
radii of 6 hexes and 16 hexes around the perimeter 
center. All the hexes within the inner perimeter must 
b-e within the Terran perimeter, regardless of where 
the perimeter marker is placed. The hexes within the 
larger perimeter may or may not be within the 
Terran perimeter, depending on the placement of 
the perimeter marker. It is wise to make the inner 
perimeter dense with tunnels, including parts of all 
five tunnel systems. Pay special attention to 
honeycombing the rough terrain. Put Some tunnels 
into the outer perimeter, to threaten more territory. 
There is no point in running any tunnels outside of 
the outer perimeter. 

Once the tunnel system is drawn, the Terran 
player selects his perimeter to  defend. Leaving the 
perimeter marker at  V 17 is agood way to  include the 
maximum Arachnid tunnels in the perimeter, and 
this the Terran player doesn't need. It is best to  move 
it the full five hexes away in one of thesixdirections. 

When placing the perimeter marker, there are 
four factors to  take into account: 
1) How long will it take to  get the MI into position? 
2) How much rough terrain is included in the 
perimeter? 
3) How much barren terrain versus savanna is in 
the perimeter? 
4) Where does the Alien player expect the perimeter 
to  be? 
Moving the marker south allows the MI to  deploy 
sooner since they enter from the south, but it 
includes a lot of rough terrain. Moving the markers 
southeast cuts out some of the mountains in the 
northeast as well as incorporating some of  the 
mountains to the south. Placing the perimeter to the 
north or northeast makes a longer journey to 
position the MI, and swaps barren terrain for 
savanna. On the other hand, it tends to bz 
unexpected and removes a lot of the southern range 
of mountains, which is likely to  be festering with 
bugs. Moving the perimeter marker to  the 
northwest eliminates the Southern mountains 
entirely, but it isvery dangerous because it includes 
plenty of rough terrain to  the northeast and takes a 
long time to  station the Mobile Infantry. It may be a 
good move for this very reason-your opponent is 
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Likely to think that you wouldn't be foolish enough 
to  do it and so he wouldn't placeany tunnels very far 
to the northwest. This is your opportunity to show 
him that vou are foolish enough to  do anythina! -1 
Finally, moving the *erimete;to the so;thweit 
trades maximum savanna for barren terrain. which I 
is to  your advantage. However, it also includes 
maximum rough terrain. which could hurt. 

Once the perimeter marker is placed, it is useful 
to  place unused yellow counters at  the six corners of 
the perimeter to  easily determine the limits during 
the play of the game. Remember that Arachnid 
units outside the perimeter don't count toward 
victory points. 

The Terran tactics are based o n  dispersal of the 
MI troopers to  defend the entire perimeter, but they 
must be concentrated enough to  be mutually 
supporting to give a hand to any trooper in trouble. 
The key to  the defense i s  mobility and the critical 
units are the Scouts and Commanders. Every Scout 
and every Commander should carry an HE 
launcher. With their high speed, they can range far 
and wide, maximizing the effectiveness of the 
ranged weapons. They should be placed so  that 
every hex of the perimeter can be reached by at  least 
two HE weapons to insurea 6-1 attack on a warrior, 
should one appear. 

The main purpose of the Marauders is to protect 
the HE-carriers who will be their main strike force, 
It will be a favorite trick of the Arachnids to 
disable-stun or  wound-a Terran and to  end the 
turn in his hex. This prevents you from using H E  
fire, lest you risk hitting your own man. It is the job 
of the Marauders to close with and destroy the 
enemy in this situation, but don't overlook the extra 
help that Scouts and Commanders can give. Note 
that they can make a close assault and fire HE 
rockets in the same turn. Normally use HE to fry the 
enemy; close in only when you have to. 

The perimeter will be divided by rough terrain 
into two areas: barren and savanna. The enemy is 
not likely to  put up much fight in the barren terrain 
because of his lack of mobility. You should station 6 
of your 15 HE launchers and two squads to  protect 
them. This force should be sufficient to defend the 
barren terrain and the adjacent mountains. 

The rest of the platoon should be positioned in 
the savanna near the rough terrain, to enable them 
to  deal with breaches in the mountains as well,as 
anywhere in the savanna. Make sure that each MI 
trooper is within one turn's movement of plenty of 
friends, in case he gets pounced on. Beware of three 
blunders that can boost the bug'schances of success: 
I )  Don't stack your units at  the end of your turn. 
This makes tempting targets for enemy heavy 
weapon beams. You may have to  concentrate to  
make a close attack, but be sure to use extended 
jump to spread out afterwards; that's what it's there 
for. 
2) Don't end your turn in savanna adjacent to  a 
breach. You never know what will come boiling out 
of the hole; it could be dangerous to your health. 
This rulemay be difficult to  follow latein thegameif 
there are a lot of breaches, but you should try. Why 
give enemy warriors free targets? 
3) Don't end your turn in rough terrain. You get no 
defensive advantage from it, and if the Arachnids 
manage to disable you and end the turn in your hex, 
you will have the devil of a time destroying them. 
They get defensive help from the terrain, youcannot 
use your HE, and you will have problems getting 
troopers to  the hex because of the reduced 
movement through mountains. 

It pays to  keep track of the enemy's breaches, to 
get some idea of how the tunnels run. Remember 
enemy losses in each cell. After a while, you may 

Conrinwd on Page 26, Column 2 
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The Ehly Years Reexamined By Richard Shagrin 

"11's what you learn after you know it oll tkar 
counts."-John Wooden 
"Beware of false knowledge; ir is more dangerous 
than ignorance."-G. B .  Shaw 
"Knowledge is ruin to my young men."-Adolf 
Hitl~r 
"I knew I should have called p h y  17."-Thomas, 
Shaw 

This is my second draft of a criticism of David 
Bottger's article on THIRD REICH in volume 14, 
number 3. Thanks to your friendly editor's mini- 
review "Well written, but incorrect"1 haveagreed to 
rewrite it. Therefore, I want to make clear that all 
brilliant ideas are my sole property, and any 
mistakes are the fault of the editor! "7&e victor will 

, never be asked ghe told the truth."-Adolf Hitler 
"rffacts do nor conform to theory, rhey must be 

disposed oJ" Mr. Bottger has disposed of some 
inconvenient facts and I have a feeling that despite 
his request for "outragd" reaction that Winston 
Churchill's comment "personally I'm always ready 
to learn, although I do  not always like beingtaught" 

f will apply. I must request an examination of his 
; premises. First, why must the German player 
j "occupy Warsaw in Fall 1939 . . . or delay the Axis 
, timetable for the conquest of the low countries and 
'; France"? To digress briefly, I "invented" the one- 

way American Kamikazi attack on the Japanese 
* carriers in Midway based on a similar examination. 
' 

The rules do not require the Germans to attack : Poland (I cheated-I looked through the rules to 
make sure). To win, the Germans must conquer at 
least one of France, Russia, or England. Two make 
a tactical victory and three a strategic victory. The i marginal victory condition does not require any be 

, conquered, but it is hard to conceive of 28 objectives 
j king occupied by Winter 1943 without at least one 
,( down and two to go. In the Allianaegame, Germany 
- only needs six to eight objectives, but even this 

objective is greatly facilitated by conquest of not 
Poland so much as the major powers. Now all this is 

3 logic, and "logic is like a sword-those who appeal 
. to it shall perish by it."-Samuel Butler, Poland is 

worth BRPs and must normaIly be taken by ?( Germany eventually. But what i f .  . . 
We might attack in the West. Bottger's third ' option discusses the advantage (??) of letting the 

- -  French occupy Luxemburg, in order to attack them 
!'; across a river in order to get a bridgehead. Why not 
;i ' 

let them into Berlin in order to attack from the east 
(across a river) and put a bridgehead in Berlin, too? 
Of course this is sarcasm, in the remote eventuality 
my resders think I advocate making the German 
attack any harder than necessary. Do I get an Ironic ' Cross? The advantages of the Fall 1939 Western 
offensive include starting one hex closer to Paris 
thanks to Luxemburg's lack of garrison. I like the 

, attack Bottger suggests under the heading "A Two 
Front War" but I don't see why it has to be run as 

. one. To get a bridgehead, infantry can attack from 
Aachen into Belgium (against a tripled one factor 
infantry), taking advantage of a now solid front of 
nonattritionable hexes (Antwerp, Brussels, bxidge- 
bead, Aachen and Essen. With infantry support the 
French may well be rollingfor"Vicby" by mid 1940. '' In  addition to the bridgehead attack, one infantry 
should occupy the vacant Maginot line hex. An 
infantry and anarmor attack Sedan withair support 
as required. Now we have three exploiting armor 
(two from Frankfurt, one with the infantry in the 
Maginot line) to send against (a) the hex between 
Sadan and Paris and (b) Brussels (one armor with 
air support can attack from the newly cleared 
bridgehead square and then move in, completing the 

clearing of our supply line to the armor adjacent to 
Pans. Two more infantry can easily clear the Hague, 
and the remaining infantry can attack Denmark 
with support from the fleets to make a 3 to 1. Ye 
friendly editor has confirmed that from their base in 
East Prussia this can easily be accomplished. What 
about the rest of the 25 factors required to start in 
the east? Well, the rest is air that staged to useful 
western cities in time to aid in the attack-all except 
one factor that flies to Helsinki to scare away the big 
bad Russian Bear. We could save some BRPs on 
declarations of war (the Netherlands for one, 
Denmark for two) and start some infantry in 
Finland. Whatever you put there on setup stays 
there (and subtracts from the points you can put in 
other minor allies) until you attack Russia and 
m r c h  it overland or capture a port. No SR 
transport, or invasion is permitted into Finland as 
it has no ports or beaches. Of course, builds in the 
East are rapidly required to bring us up to 25 
factors-twoinfantry, two fleets, and a one point air 
unit in Finland do it nicely, and can sit in the port in 
East Pms ia  and not even suffer attrition. Best put 
something in Rumania, too. But enough minor, 
obvious points. What about my other "What 
:'- 11.1 
I l . . .  : 

Let's consider attacking Russia in Fall, 1939. 1 
have no shame, why should you? If the fleet is in 
Leningrad and the Russian northern garrison is 
weak, particularly if nonexistent between Lakes 
Ladoga and Onega, a reasonable case can be made 
for asuperquick two front war. A3-1 is conceivable 
against a Russian two factor infantry unit in 
Leningrad (quadrupled to eight factors). With 75 
BRPs or 60 if Moscow also falls, and no fleet in 
being, almost all the Russians must be on the board 
all the time. The winter of undoubled Germans will 
occur in 1939, with Russia at its weakest. Holdingin 
the West will bea difficult assignment, but under the 
circumstances could be worth it. Russia can only 
spend45 BRPs per turn(37 in 1940). If reduced to 39 
factors on turn one, 36 must be built to stay alive. 
This takes 30 BRPs for infantryand 12forarmor. If 
Germany can kill 4 more factors of infantry (even 
less airlarmor) in Fall 1939 (in addition to the 2 lost 
in Leningrad) Russia must surrender! Makes the 
palms of my hands sweat. The offensive is even free. 
Mind you this time I'm NOT recommending this 
attack. I'm with W. S. Gilbert, who "ledhh regiment 
from behind-/ He found it less exciting. / But when 
away his regiment ran,/His place was at rhe fore." 

Another benefit that should be brought out is 
the 25 BRPs for the partition of Poland. Somewhat 
to my surprise, ye fiendly (sic) editor has informed 
me that Russia can capture them before Germany 
takes Warsaw. This "amendment" to rule 6.2 
(second paragraph) makes delaying the capture of 
Warsaw less attractive, but given a superquick two 
front war as above, the Russians probably won't be 
able to afford the BRPs, units or time to capture 
what is otherwise theirs. And the Germans can, with 
luck do so before the start of 1940. This makes up 
for a Iot of Western neutrals not captured. I don't 
know how to coordinate rule 6.4 prohibiting 
offensives in Russia in the first winter with the 
probable need to conduct an offensive against 
Poland. Probably if you "offend" against Poland 
you will not be abIe to Attrition against units in 
Russia. Maybe the editor will put in his three cents 
worth to settle the question. (Inflation is every- 
where, it used to be two cents worth. Or as W. C. 
Fields said, "the cost of fiving has gone up anothe~ 
dollar a quart.'? As I read the rule, an offensive 
would be allowed in winter against the cities needed 

to capture the 25 BRPs. (Poland and the Baltic 
states are not in Russia-thus the prohibition 
against German attucks in winter would nor apply 
as the Germans wouldn'r be in Russia yet-Ed.) 

I'm saving some comments on taking Warsaw 
for last, so now let's consider the strategem (as 
opposed to a strategy gem) of Italy "piggybacking" 
into war with Yugoslavia (saving the cost of a 
declaration of war) by virtue ("virtue is learned at 
mother's knee; vice at other joints") of 
Germany's declaration of war on Yugoslavia, 
combined with activation of the Axis allianoe by 
Italy declaring war on an Ally. The laconic editor, 
with a single "yes", has notified me that this rube- 
goldberg play works. However it also makes 
Yugoslavia an Ally of France and England. Even if 
they were not, as soonas the"c1ever"attntionploy is 
played, France (for example) can eliminate one of 
their own units in the Med, and gain Yugoslavia's 
BRPs. See rules 3.71 and 3.7, particularly the last 
paragraph of 3.7. Since elimination of at least one 
Yugoslavian unit was required for success, this 
approach must lx judged a failure. 

In the matter of Russian Invasion of Turkey 
(RIOT, for short) the calculation of the present 
value of saved BRPs is correct as far as it goes. But it 
doesn't go very far. What happens, given RIOT, 
when Huns Undertake Reconquest of Turkey 
(HURT, which is both the long and short of it)? 
Russia loses a fast 30 BRPs, and lives with a base of 
106 instead of 124 for the rest of the war. This 18 
BRP difference could be Russia's every year. If you 
believe Turkey will stay Russian every year, I have 
an interesting real-estate proposition for you-the 
Brooklyn Bridge. Among other reasons, the 
Germans need to kill the flaet by denying it a 
Russian port or other friendly port to park its 
carcass. The shortest distance to Batum is through 
Turkey. As an alternative to a Russian attack on 
Turkey to avoid the "unwanted initiative," how 
about an attack upon Persia and Iraq? Perhaps the 
British in Egypt could use some help. For motiva- 
tion for this generous act, this may open up the 
southern lend-lease route or a t  least gather Mosul 
(the red dot might be useful) to the Russian side. If 
Lebanon-Syria is Vichy, Russia might even get 5 
BRPs out of the trip. 

On page 23 the article makes another of those 
comments that just MUST be examined. Marx said 
"Military intelligence is a contradiction in terms." 
Groucho Marx, not Karl. It must have been 
Bottger's military intelligence that decided Ger- 
many must effect a one-turn conquest of Norway 
and that that objective can be attained only by a 
paratroop assault. (Does anyone know what to call 
Polish paratroops? Give up? Air poIlution.) There is 
a rule that can help the Germans carry out a one- 
turn assault with armor, without building more 
fleets. Rule 3.8 allows the Germans to usean Italian 
2 factor armor unit together with a German 4-6 
(together they make the carryingcapacity of the two 
fleets) to attack a Norwegian beach and exploit to 
attack Oslo. Thanks to having air support available 
there is no need to risk the paratroop unit. It dies 
forever if eliminated out of supply and there is no 
adjacent German ground unit (new rules). For ten 
lousy BRPs and an opportunity to stop Britain from 
"breaking windows with Guineas"(sending BRPs to 
Russia early in the game when Britain can't really 
afford to), the risk (of losing the paratroops) is too 
great. Note that if the fleets and armor start in Kiel 
the invasion can hit either beach-one will have to 

Continued on Page 23, Column 2 
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slight variations In rules, and incidentally, 
trying to catch your opponent when he 
forgets a rule which pertains to that game 
only. But the inclusion of phrases such as 
"when entering from a road hex-side" and 
"from a non-road hex-side" would remove 
much of the ambiguity from rules pertaining 
to movement on escarpments (and moun- 
tains. rough terrain, rivers in other games). 

Many good variations have been printed 
in The General. One of the best for Afrike 
Korps was Dave Roberts' "Cornpetitional 
Afrika Korps" in Vol. 14. No. 1. Certainly 
some of these variants could be included in 
updated rules. If Avalon HiH is leery of 
"chasing away" new wargamers by having 
toocomplicated a set of rules, why notfollow 
established procedure and list a "Basic 
Game," "Tournament Game," and "Op- 
tions"? 

A review of the questions most often 
asked would certainly indicate the rules 
which cause the most trouble. Any revision 
could remove the "worst" problems (the 
most "infamous" which comes to mind is 
that answer to Question 3 under RETREATS, 
Tournament Game, only, in the appendix to 
the Battle oftheBulge battle manual which is 
at exact odds with a specific sentence under 
"Advance" on the Tournament Game Battle 
Results Table). 

While on the subject of questions, it 
appears to me that the increase in the size of 
the company has not been accompanied by 
an increase in the amount of personnel 
handling garners' questions. I have today 
sent a letter to Research and Design, asking 
if they would check on what happened to a 
set of questions I asked the first week of 
September. One of my PBM friends recently 
re-submitted his questions, not hav in~  
received an answer for eights weeks. I can 
expect that the increased number of games, 
and the subsequent increase in the number 
of wargamers, has caused a flood of ques- 
tions, but two and a half months w~thout an 
answer is a long time! 

I guess what I'm really asking in this letter 
is that you don't forget there is a core of 
wargamers out here who still look to Avalon 
Hill for leadership in the field and who still 
expect more from AH than from its ever- 
increasing list of competitors. There seems 
to be an anomaly here: In "the good old days" 
when AH could have pretty welt done as it 
pleased it didn't; yet today, with more quality 
competition, when one would expect the 
leader to be more "on its toes." certaln fine 
points seem to be lacking. 

Many of us (I think)feel a sense of loyalty 
to Avalon Hill, and will bend over backwards 
to give you the benefit of the doubt. But we 
need some help from the company, loyalty 
only goes so far. Perhaps, in these days of an 
exploding wargaming community, you won't 
misstheold-timers ifwego. Perhaps youwill. 

James D. Mueller 

Elyria, OH 44035 

Quite a blend of harsh and faint damnation, 
what not? Let'stake James'points one at a time 
starting w ~ t h  the blanket generalization of 
neglect of the hardcore wargamer. This one 
really hurts, but we've heard it before, soat least 
some of you agree with the charge. Yet, it seems 

to me you remember the good old days through 
rose-colored glasses. In point of fact, AH offers 
more services to the hard corethan it ever did. In 
ye olden days. AH was too busy trying to stay 
solvent to worry about doing good deedsfor the 
hobby! Getting the GENERAL out every two 
months or so was about as concerned as the 
company ever got. Proposals for side projects 
which would benefit the hobby, but not yield a 
buck simply could not be given any credence 
whatever in the undermanned Dark Ages of AH. 
In contrast, recent vintage has seen the imple- 
mentation of the AREA rating service-a losing 
financial venture if ever there was one. Bringing 
AREA into being required the addition of a full- 
time salaried technician-a salary which soon 
ate up thetoken $2.00(later S4.00) membership 
charge. An even better example would be our 
creation & sponsorship of the original two 
national ORIGINS conventions-a project which 
easily ate up enough R & D time to cost us 
another game design. One lessgame is no mean 
sacrifice for AH. Because of our comparatively 
slow publishing schedule, a new game means 
more to us than itwould toa companyproducing 
20 or more titles annually. We make up the 
difference in number of titles published by the 
quantity sold of each title. To reduce our rate of 
production by a game was a sizable concession 
by management in the interests of the hobby. 
Dana Lombard* of the world aside, the 
promotion of ORIGINS was a major benefic~al 
gift to the hobby and a helluva dumb business 
move by AH. Think, if you will, how many Third 
World customers we gained at ORIGINS in 
comparision to the number of AH devotees who 
were exposed for the first time to the tiny game 
companies which exhibited there. It was not 
their non-existent magazines or miniscule 
mailing lists garnered from the Opponents 
Wanted page of the GENERAL which lured 
thousands to the first truly national showplace 
convention of its kind. It was the combined clout 
of AH & SPI which more or less gave the Third 
Worlda freechance tostrut their stuff beforeour 
assembled customers. The cash sales generated 
by these conventions were miniscule when 
compared to the revenue another new game 
could have brought in, and doubtless would 
have been made up anyway in mail order or 
retail sales at a later time, because the conven- 
tion goers were more or less our steady 
customers. Is this ignoring the best interests of 
the hard core? 

But these are grandiose examples on a 
tangent. Mr. Mueller's real gripe seems to take 
aim on the quality of recent releases, that. . . 
"Avalon Hill doesn't do it right the first time any 
more." Jim is partly right. . . Avalon Hilldoesn't 
do it 100% right the first time. But it never did, 
nor does any other game company. There never 
has, and never will be, a game that couldn't be 
improved the second time around. But to say 
that AH first editions are not as good as they 
used to be is a highly questionable, subjective 
statement. Compare the first edition rules of, 
say, SQUAD LEADER, with the king of the good 
old days-PANZERBLITZ-which still holds the 
record for generating the most "nut mail". The 
ambiguity and omission problems of SQUAD 
LEADER, a far more complex game, are almost 
non-existent in comparison to PANZERBLITZ. 
Fundamental errors, such as Mr. Mueller 
himself cites in the BULGE rules, are non- 
existent. CAESAR-ALESIA is an even better 
example. When it came time to do that game's 
second edition, only one typo could be found 
after the game had been on the market for a 

year. Other games have had more problems, to 
be sure, but tosaythat thegamesare not aswell 
done now as before is ludicrous in my opinion. 
The main difference is that AH no longer ignores 
the problems & sweeps them under the rug 
under the guise of a complete game. Now we 
make the effort to pursue excellence, no matter 
how evasive it may be, by updating subsequent 
editions as soon as possible, rather than letting 
the problems persist for years, as wasdone with 
the old classics. And when changes are exten- 
sive or recent, (not just a case of the rising state 
of the art), we offer the second edition free to 
GENERAL readers in regular deals. More care, 
time & expertise than ever before goes into the 
design of a new game. We have notfallenvictim 
to a-n increased publication schedule. Any 
increase in game output has been matched by a 
corresponding increase in staff-not a shorten- 
ing of the design and development period. 

As to new rules for old games a la D-day '77, 
the outlook is not good. These projects engender 
much R & D time, and generate very little 
revenue in return, and by necessity must be 
limited to those games which really need the 
facelift. D-Day did. STALJNGRAD & WA TERL00 
do not-the current ed~tion of those rulessuffice 
quite nicely for the classic set. Changing them 
wouldbe a wasteof effort and would displeaseas 
many veteran players as it would pleasure. 
BULGE does need a rewrite and it is an ongoing 
project-albeit one with low priority. The main 
question now seems to bewhether tojust clarify 
a la D-Day or to come out with an entirely new 
game a la GETTYSBURG. AFRIKA KORPS could 
probably use a less ambiguous set of rules, but 
the need is not great and clouding the issue by 
printing Dave Roberts' variant would not prove 
anything other than abandoning the 17 years of 
experience &tradition wh~ch is thegarne'sforte. 
Me thinks you doth complain too much . . . 

Questions . . . uh oh . . . he got us. Frankly. 
our question answering isn'twhat it oughtto be. 
Delays of 2 months are not all that uncommon. 
Actually, I'm relieved that the example you cited 
is only two months. One of our designers has 
been known tositon a bulgingboxof nut mail for 
the better part of a year before getting up the 
intestinal fortitude toanswer it. But, believe it or 
not, this service, too is better in some waysthan 
it used to be. In the olden days, Tom Shawwould 
grab any warm body he could find to answer 
questions a t  the going rate of 20C a letter. I even 
got a shot of this "employment" back in '71 
before I made the mistake of coming to work at 
AH fulltime. The letters with a simple yes or no 
question on STALINGRAD were easy money, 
but the guys who tendered field manuals of 
several hundred questions resulted in slave 
labor wages. Pay was per letter-not per 
question. There's still somebody out there 
waiting for me to return his 25 page single- 
spaced manuscript of 7914questions. Withthis 
son of 'revolving door' answermen, it's no 
wonder that conflicting answers to the same 
question often arose. At least we've improved on 
that problem. Nowadays the nutmail is handled 
directly by the AH staff designer or developer 
who was originally in charge of the game. 
Because this assignment never changes, the 
answers should be more accurate, albeit just as 
slow in coming. Each staff member is instructed 
to answer all his nutmail at least once a month. 
Many of us make the effort to do it weekly, but 
when publishing deadlines of a particular 
designer are near, he rnaywell letthe nutmail go 
until his game is finished. You compound the 
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Gentlemen: 

Thc isbuc has been brought up regarding the 
aclual value as i t  was to the Amtricanaof holding 
the Island of Midwny, as it penains to fairnw to 
thc Japanese player. The rule in the A H  MID 
W A Y  Barlle Hanu~1lslatcs: -The player who has 

Letters t o  t he  Editor ... 
accbmuktod the most points whei thegame tnds 
IS declared the winner." Prior to theactual battlc. 
both sides wcrc complctcly aware of the island'% 
unqucstionable strategic value. Midway was a 
necessary powssion for eilhcr sidc in ordcr to 
conduct any luture assault against the enemy's 
Mainland. 

Admiral Yamamoto, regarded by all of Japan 
as thc only undisputed geniua of the war, realis4 
Lhe hopelm position Japan would b t  in  ifthc war 
welr  prolonged. It was tlme to an, as danger 
lurked in America's dockyards.' To be sure, time 
was in favor of tht Unitcd Stntcs. However, if 

Howtvtr, i f  Gcrman units can reach within 
one hex of the Russian unit by first impulse rail 
movement, undtr idcal conditions. (no snow and 
in supply) they can attack the invading unit oniht 
second Lnpulst. 

Aneasier tactic forthe Axisi~gimply torailin 
tht Nwtmbcr reinforcement, the 5lst German 
Infantry, to Bucharest, rquiring thc Ruasin to 
attack at 1:3 againat Buchaiept. The infantry unit 
can be railed to Buchcharest since Ccrman units 
(reinforccmtnts) can be brought on the board 
from any western hex (pee section 20.4 of tht 

Stanisztwslti's suggestions had been built into the 
game before he set his eyea on it. Thc 
modifications ar t ,  thercfore, uselegg, trivial, and 
do not apply to the scale involved. The p m c  can 
stand as is. 

Kco Ramstead 
Laval. Quebtc 

Dear Sir, 

Pleasure", dcmonstraling the independence of 
thcst two hasicaspects of war prnca. (2)Ofthc top 
10gsmes inWPlaying Pleasuren,7 are in the top 10 
on the RBG chart (July-August. 1977). (3) The 3 
gamts r a i d  lowest in 'Playing Pleasure" are also 
at the bottom of thc RBC chart (Probably for 

Dr, V. Cuymon 
Glendale. AZ 

Playing Eaplidhe= 
Plemsure of Rules 

I. Panzerbhtz Tactics I1 
2. TRC War at Sca 
3. Third Reich Caesar 
4. WSlM Origins 
5. A n ~ i o  TRC 
h SST Diolomacv . --. 

Ysmammo had decided to slow up his main '"'u'&incc inwion tnCbc is during 1 hope that you will fmd room in 7he General to 7. France 413 CL ' 
slriking force For ONE SINGLE DAY in ordcr to September. 1941, there is no threat tht publish this k t t w  I would like to warn othcr 8. 1776 C'nlb 
unite it with his occuption force approaching Bucharest Garrison i6 only aairatd warpmtm against a probltm I nm dealing with. 9. Kingmaktr AK 
from his south, THAT ONEDAY wouldnot have Ikcembcr. 1w2, My case is as follawa. 10. Diplomacy SST 
made a difference in tht strcngth or Amcrica'a In isme #12 of MOVES, page 21, 1 saw a I I. Paruer Leader Wattrloo 
dcftnsn. The MlDWA Y TIME RECORD has Lorrin Bird review of the British game, EPcupeFrom Coldira. 12. Richthofen's Stalingrad 
dictated thal, with no ship l w a  on cither side. (or Mcchanicnlle, NY The name intrirmed me and I srrent two un- 17 AlW Altxandcr 
an wen exchange in  sink &hips), the Japanegc 
musl complctc thtir invaslon of the Island before 
l5W June 6th in  order to win tht gamc. 
Hi&tori~ally, the Japanese cnlled off their pursuit 
of the Island on June6th. but rithastrongcr maln 
striking force the battle might have continued 
another day. 

Underthe present rules, ifthe Japanege player 
wairs or is delayed jugt suficiently enough, thc 
U.S. playtr can sink tht acarching liaison ship, 
withdraw completely, and let the TIME REC- 
ORD do the rebt! Realistifally, thc U.S. Navy 
would NEVER have abandoned the island simply 
because the Japanese Navy wap a day lattr than 
expected. To makt up lor this time advantage 
which the U.S. player enjop in the game, i t  is 
suggmted that a mwlification k madc with 
regards to MIDWA Y REDUCTION, As 11 
stands, the Japanese player gets nothing in  return 

' 
for reducing Midway's deftnse6 to xm. On Junc 
3rd. thc Jspancse plastered the island, but they 
failed to damage the main installations: the 

, airfield, the radar and thc radio. 
Therefore, provision is made for the destruc- 

; tion or thebe installations in  thc lorm of FUR- 
I THER duc t~onaf the  island. A second bombinp 
: or the island COULD HAVE RENDERED 
, MIDWAY OUT OF COMMISSION. and there- ' roe out of the battle. Tht proposal is this: I f  the 
I 

Japanese player reduces the island an additional ' 
I S  points (makin~ a total of 35). the U.S, player 

j ceases to receive points from that turn on, cvtn 
; though the Japanese pkyer hasn't yet completed 
i the invasion. Bvclooina lh t  h c k  door on thc U.S. 
I ~laycr, hcisnoionly f'madt~stayandfi~ht, but it 
1 willalsomean an~utomaticdxtan ~oints willnot 

bc in cflcct u p n  sinking of the mAIser ATAGO 
(It was eleven transporzs which had carried the 
hpanere Army, and nvr a singlt hcavy cruiser!) 
ARtr each attack on the island, reduction points 
are addd. I f  deBnse& are already ztm, onc 
nddiliona[ reduction point would heawarded per 
Japanese Dive BomberorTorpedo Bomber which 
then attacks Lhc island. Il U.S. Fhhtcra arc 

I stripped off and used against attacking ~ a ~ a n m  
t uhnes. the number 0fU.S. Fighters thcn would be 
1 counted aa odds in the useof the MIDWAY 
1 REDUCTION TABLE 

By halting the accumulation ofpointsfor thc / U.S, playtr throuh FURTHER REDUCTION 
OF MIDWAY. the U.S. player L forccd to 

I prevent the Japanestirom taking Midway, cvcn if 
: hc is slightly ahead In points and the Japanese 
, player isout oI"ctock range". The sole purpose of 
' Lhis modififstion proposal In the rules is to 

inaorporate into the p m e  r@ali$ric oh)errlws 
which existd on both aide at thc timc. 

Melvin Safstrom 
Caluma City. IL 

IPelcr Calvocorasi and Guy Wint. Tola1 War 
"'ew York: Random Houpe. 1972). p. 722. 

Dear Sirs. 

Whilc readingU&lrbarossa Repulsed!" in thc 
GENERAL (Vol. 14. No. 3), a Flaw in one of the 
aulhor's tactis warding an amphibious invasion 
of Rumanm was noted. 

The basis of thc invasion is that the Russian 
armor unit cnn cut off rall movement from the 
north, thereby isolating Bucharest Romreinforce- 
mtnt. 

Yourpoint IS w l i  raken. Tke invasion shou!d 
be execured in Novemb~r 1941 (Russian turn), so 
rha; ;here writ be no reinforcemeRts lo spot1 rhingx 
unril xpring. 

While we're or rr  we should menrion rkar 
dumho, who poses us our ediror. ter Peter 
Olafson's letter uqjwrly criricizing Mr. Jarvimn's 
defer?$@ slip by him in h b  brmr stupor. Ir w m r s  
Mr. Olufion flduocnrex serring up Cer~lonJorces 
in Russian Z ~ w h i c h i s c l e a r 1 ~ r l ~ n l t o e w r ) w n e  
bur our ediror. 

*** 
k a r  Sirg, 

I n  response to Mr. Staniw~wski's Ittttr in thc 
ScptmbtrOctober iwue of THE GENERAL 1 
feel that I have to come tothtdcftnpc ofont of my 
all-timc favoritc games. THIRD REICH. 

What Mr  Staniszewski fails to graap is thut 
THIRD REICH is, first and fortrno~t, asrraIeglc- 
level gamc. Any changcsaffe~ting units below the 
corp  level scale of the game would only dcstmy 
thc almdy perfm functioning of the game. 
Indaed, the k u t y  of THIRD REICH lica in  thc 
fact that tht wuntcr strengths of each nation's 
Force Poolshow, notwhat waadonc with,say, thc 
rcgourws of Gtrmny in 1939 or the U.S. i n  1941, 
but instead thc rclativt strtngthg of all the 
belligerents through the six years ofthe war. You 
control what tach nationwill put into the field, not 
some anit?ial game mechanics. 

In a game such nr THIRD R N C H i t  would 
be impomiblc, nay fruitlts6, to simulatc the effeng 
of different type% of ranks (or planes or guns for 
that matter) on the outcomt of a campaign. lo 
every case during the Sccond World War, i t  war 
not the type of vehiile but rather its application 
andlor numtrieal suptriority that decided the 
vsue. Panzer fans may hate mt  lor that but it's 
true, fellas. 

For instance, i t  would bc wrong to gwitch tht 
strength faaor of a Soviet 3-5 for the admittedly 
high qualily of thc Soviet f-34'9 and KV-l'swre 
more than offset by their small numbers at tht 
beginning of the war as wtll as their being used in  
'penny packets' all along the R k a n  linc. Onc 
cannot change dcployment doctrine in  a strategi* 
level game The fright that theS~viet tankagavc to 
thc Germans in 1941 was always locally felt nnd 
never permeated f~rther up than the regimentthat 
had been hit by thc attack in thc firs! place. Yet 
such a change as advanced by Mr. Staniszewski 
would inftucnct thcatcr-widc tvtnts, somtthing 
they did not, and never muld, do. Such 
manifcstation6 arc battr  kft to PANZERBLITZ- 
. . 
level games. 

Mr. Stanig~ewgki refutes his own argument. 
His suggestlow would not only crtatt a you are 
therc' gituation but straitjacket the players lnto 
using 'artiIicial strattaus imposed by unrealistic 
changes to the rules Who says that the Allits 
could not havc hit thc Continent in early 1943m 
The hi i tor ic l  debate on the merits ofan invasion 
of tht Cominent in  1942 or 1943 ap o p p a d  to 
1944 still mntinues. Y ~ I  Mr. Stan~szewski would 
make sure through his new rules that such an 
occurrrnct would not cvcfl bc a viable alternative 
to try out. He would have to 'histoncatly' $0 lor 
thc Mdittrrancan first. I can't find a better 
example ofa 'you are t h c d  situation. 

I n  mnclusion, therc is no need to rnodiry 
THIRD REICH counters at all. Part o l  Lhc 
popularity of thc gamc lies in the fact that Mr. 

pu~oeisful years lhunting lor i t  h c k i n  tht  State&. 
Thtn,at Origing XI, I gawahadinacopy of G a m  
L Puxaks for Games Cenh, u hobby shop in 
London, Lwand-behold. there wa6 Coidiraselling 
for 4.95 pound& 

1 wrote to Gama Cmtrc on 8 September, to 
ask for the price, i n  US currency, of thc game and 
postage. I reccivcd an immediate reply from N. 
Thomas, Mail Order Department, who informod 
mc that tht total tost wns 8.45 pounds. or 
anoroximatelv 415. . . 

On 21 G~tember, I mmiled a check for $15. I 
rcceived the caoccUod choeltbv theend of October. 
but no game. I waited o w  eight wecks arid wrott 
ta them. but got no answer. On 3 January. I wrote 
another Ict ta with a COW of the ~anmlled check, 
agkingiftheycould Cdeadaimonthelost packagc. 
To that ltttcr I alro rmeived no reply. 

On 1 March, my lacal post offtcc initiated a 
tramr on the package and bas since informed mt  
that I should havc gotttn nomt word by now. I 
hnven't. 

After waiting nine months, I am writing to 
you as my only rccourst. 1 conaidtr the gamc and 
the $15 a lost caw. 1 simply hope that you will 
~ubl ish this ktttr and hclp some other wargamer 
avoid a similar problem. 

Michael Z p k ~ ,  Jr. 
Boston, MA 

Gentlemen 
Thc Rcadcrs Buyer's Guide (RBG) table i n  

each issue of the GENERAL is an intcmlinu and 
informntive description of ~ v a l o n    ill wargkms. 
The table indude a cattnorv denoted "Cumuk- - ,  

tive". Its purpose is to providea simplc mtasurc of 
consumcr prcfcrtnce. The'cumulative" scorefora 
game is fhe average of all of its ratings with thc 
c x ~ p t i o n  of 'Gamt Length". I n  some bues of the 
GENERAL, A H  states that thisaveragt swrc may 
be somwhat inadcquatc sinw ratingg in  the 
categorieg are highly inter-related. This is quitc 
possible. As Avalon Hill, wt wtrt  conctrned by 
this situation. Therdore. we tried to determine if 
there were some basic aspmts of war gamc rating6 
which could be elicited from the table without 
resorting to averaging thc ratings. To do this, we 
employed a satktical procedure, cflled Factor 
Analpia, which is oftm used in khavioral 
research. The intent of Factor Analysis is to reduce 
a large number of overtnpping categories to a 
arnaller number of unrtlated ca t tgoh,  Whtn 
such an analysis was performed on thedatain tht  
10 catcp.orits IStptember-October. 19771, two 
fundamental unrelated aspects of war gamer. 
'Playing Pleasure" and "Explicitness of Rulcs", 
wcrc obtained. I t  was found that the "Reali6m" 
category made important contributions to lhcsc 
two aspects, contributing to "Playing Pleasure" 
but detracting from 'Explicitnw of Rulcs". This 
was not surprising since a major difficulty in  
designing a good war game i 6  reaching a 
reasonable compromise bctwccn 'Ralism" and 
playability. 

Basd on thcst rcsults, an ulurnativt ranking 
profulure can be developed The method 1s to 
rank each p m c  in  tcnns of"P1aying Pleasurenand 
also rank tach game in terms of "Explicitness of 
Rules". 

Scvcral interesting observations can be made. 
( I )  Tacrics II, rated at the top in  "Explicitncss of 
Rulcs" i 6  almost at the b n o m  in "Playing 

.- - - -  
14. CL 
15. -mar 
16. Luftwaffe 
17. C'villt 
18. Midway 
19. Tobruk 
20. Jutland 
11. Alcxandtr 
22. AK 
23. Bulge 
24. Drigirw 
X. War at Sca 
26. Wattrloo 
27. Stalingrad 
28. Blitzkrieg 
29. Tactics I1 
30. D-Day 
31. 1914 
32. Gettysburg 
33. Kricgspiel 

. . . . . . -. . - . . 
Midway 
WSlM 
Richthoftds 
Kriegspiel 
DDay 
Kingmaker 
Luftwaffc 
AIW 
Jutland 
Gettysburg 
Bhtzkrieg 
s u b  
1776 
Anzio 
France 40 
Panmr tcader 
Panzerblitz 
Tobruk 
Third Rtich 
1914 

Dear Don, 
1 rcally havc to congratulate Jim Stahlcr, 

along with everybzdy dst at AH who got 
involvd, for the absolutely remarkablcjob you've 
done on the ncw D-Day '77 rule&. It's simple, it's 
fun, it's a whole new gamr, it's ont that 1 h o p  
won't get lost in the scramble as so many fine 
simulations do these days. 

Actually, 1 feel in  a prctty good position to 
judge the ncw D-Day. After cutting my teeth on 
Grrrysburg in  1958, tht originnl P h y  In 1961 
was the htlc that really got me into gaming--ad 
htld my interest until Sralingradfollowed in 1963. 
&Day '61 wag just plain a great game: itwas wild, 
fun, free wheelin' . . . but a little t w  wild for a 
simulation (I remember ont game where a South 
France invasion tvcntually capturcd Rotterdam!) 
D-Day '65 imposed much more logist~cal sanity 
upon the simulation, but really crimpd thegame 
(a South Francc invasion seldom madc sena 
anymore). Moreover, airpowcr-which had been 
omitted entlrcly in  the Ist edition-was intr* 
ductd in Q manner thut mmcd little more than a 
craphwt. 

So now wt have &Day '77; still the perfect 
PBM game, still fast and hard fun, rasonublc 
logistical and girnuktion balanct, but possibly the 
finest game on tht  market for beginners (Afdka 
Korps and K w e r i w  Pass arc in  there) and 
possibly thc k s t  simple, overall strattgic simula- 
tion of the problems of theFrance 1944ampaign. 
Prcviouslv. Breakour & Pursuir sctrned l o  me the 
bcst sirnilation of Allled hmi td  supply and its 
proper allocation against an t m y  thnt was 
"losing faster than wc cauld win". But cvcn thb 
aspea is incorporated into tht  ncw D-Day, with 
the Allies having to decide whether to supply a 
krge army for a short range, or a smaller emy 
w t r  a great distance! Thc system isn'l only simpl~. 
it also (at last) finds n crucial ust lor Allied HQ 
units! 

Congratulationsf I'm dcl18htd: and lhis 
doesn't cvcn mention such ptretedc obje~tlvea as 
the German U-Boat basc at Brcst, or tht V- l  and 
V-2 launch site&! Hope this new prne rulcsrvt gtts 
the attention i t  dcsclves. 

Mark Saha 
Santa Monica, CA 
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READER BUYER'S GUIDE 
TITLE SQUAD LEADER 
SUBJECT Tactical Came of WWII Infantry Combat 

SQUADLEADER was the 35th game to be plagued by~rreoular hexes when using certain 
rated in the REG and just m~ssed topping the multi-board combinations 
ratings by 01 with a cumulative score of 2.25. Plsy Balsnee IS one of the game's better 
On the way to its nearrecordcumulatlve rating features due in  largemeasure to the major role 
achievements SQUAD LEADER racked up played by the dice. As in  VICTORY IN THE 
''best ever" ratings in the Componants and PACIFIC, the sheer number of dice rolls tends 
Overall Value categories besting VICTORY IN to diminish the luck element, but there can be 
THE PACIFIC and PANZERBLITZ respectively. no denying that "not all dice mlls are created 
The game likewise just missed record per- equal." 'Snake eyes' In a crucial situation can 
formances in the Physical Quality and Excite- turn even the most lopsided game around. 
ment Level categories,falling beforeFRANCE, The playing time as in the wse of all 
1940 and THERUSSIAN CAMPAIGN. In fact, scenario games can vary dramatically de- 
superior performance was widespread with pending on the scenario in  play. It is safe to 
only two categories not ranking in the top six, assume, however, that until faml l~ar iq with 

the system is gained that play will tend to be 
Standing bZtween SL and the top the long w~nded as can be expected for sny multi- 

RBG were relatively p w r  ratings rn the Easeof phased turn system, 
Understanding (29th) and Completeness of 
nules (18th) cotcgorics. Nclthor wac Par- 1. Phrsical Quality. . . . . . . . . . . 2.25 
titularly surprising given the mrnplex~ty level 
of this and the immense detail it 2-  ' ' ' ' ' ' ' ' ' ' ' A ' ' ' ' 

attempts to cover. While these ratings would 3. Components . . . . . . . . . . . . - . 1-81 
doubtless besl1ghtl~im~rovedb~theretait2nd 4. Ease of Understanding . . . . . 3.58 
edition of the rules now svailable-hope for 5, completeness of ~~l~~ , , , , , 1-94 
sufficiently better ratings in  this area would be 
unrealistic- 6. Play Balance.. . . . . . . . . . . . . 2.36 

The mapboards almost universally 7. Realism . . . . . . . . . . . . . . . . . .  2.02 
acclaimed for their beauty, would doubtless g. Excitement Level . . . . . . . . . . 1.82 
have fared better were i t  not for a trimming 
fault that prevents them from being truly 9' Overall ' ' ' ' . ' ' ' ' ' ' + ' 

geomorphic. ~ h u s ,  the game is sometrmes 10. Game Length . . . . . 2 hr, 16 min. 

SQUAD LEADER 
Q. In scenario 4 are the Gcrmans rcstricled to 
setting up on one board? 
A. No. 
Q. Is l h t  die roll to see who moves first in 
scenarios 2 & 3 made bcforc or alter sct-up? 

A. After. 

Q. In scenario 2. mustyoudeployatlcastonc unit 
in each listed building or can you leavea building 
unoccuplcd? 

A. No, you may leave some of the l~stad buildinp 
un~cupicd.  

Q. Dora a socnarlocnd on thc lnst numbcrcd turn 
of the scenario card or the turn after the last 
numberd lurn marked "END". 
A. It ends on the lasl numbered [urn. 

5.54 Is a shellholelrusd hex considerad open 
ground for purposes of rnfantr?. movement such 
that inlantry entcring sucha hexalongaraad pays 
I MF rather than llA? 
A. Yes. but thc lcrrain effects remarn cumulative 
for vehicles In add~tion, units I e n ~ ~ ~ n g  thc hcx 
along the road hexiide could do so at the road 
movement rate. 

A. Yes 

13.41 May a brnken unit already adjaccnl to an 
enemy unit movc adjacent to it hfore moving 
further away? 

A. Yes. the key 1s not lo movc clvser lo a known 
cncmy unit. 

20A May a unit lx altackd more than once per 
player turn in Close Combat? 
A. Ycs, but all suchattacks must k predesignated. 
24.6 Does smoke along a tirc lancaffmt fire from 
at1 Icvcls? 
A. Yes, smoke is not considcrcd mcrtly a levelone 
obstacle to LOS. 

21.6 & 44.U Is f i r t  traced ~hrough a amokt or 
wheatficld hex intoan openground hex subject to 
the 2 DRM lor moving in the open? 

A. No. 

31A Do terrain effacts modificnapply toinhntry 
l i r d  upon while embarking onto an AFv? or 
distmbarking? 

A. Y p a  to h~np~r i f i c ,  infnnlry would ksuhject to 
all terrain modifiers in the embrkalion hex plus 
the -2 DRM lor moving in  the open (if an open 
hex) and the t I DRM for being hncath an AFV. 

33.4 Can a MMGIHMG or.5Ocalweaponkillan 
AFV when liring at greater than normal range? 

A. No. 

34.9 Is cannister (C7) an alternative, i.c. can the 
German fire HE when hc still has cannislefl . . 
A. Ycs 
36.11 Can a unit which has passed its Pre-AW 
Attack Morale Check defensive firt at the same 
AFV more than oncc per pleyer turn as ~t movcs 
through geveral adjacent hcxcs? Or against more 
than onc AFV per player turn? 
A. No, no 
36.11 I f  a unit hils a Pre-AFV Attack Morale 
Check can i t  try again that turn against a diffcrcnt 

5.7 How is possession o l  support weapons 
indicated; e.g , assumc two squads are moving *. 

THE GENERAL 
36.13 May a unlt attcmpt lo disable an AFV and 
also make a normal defensive f~re against anothtr 
unit? 

A. No. 

36.21 If somc units iaila Prc-AFV Atkck MCcan 
the advance into theenemy AFV hex becallcdoff? 
A. Ycs, and advanws into other non-enemy AFV 
hexes are possible. Passinga Prc-AFV Altack MC 
does not unconditionally commit a unit to that 
attack. Furthcrmorc, a Icader failing a Pre-AFV 
attack MC does nor form other units lo [akt a 
xcond Pre-AFV Attack MC. 
36.21 Suppose 3 squadh pass thtir Prc-AFV 
Attack Morale Chack and wish to advanoe lrno 
Closc Combat with a tank carrying one squad as 
paswngers. Could two o l  the squads attack thc 
passcngcr at 2-1 and the third attack the tank? 
A. Ye%. but the attack against the tank would bc 
dcpcndcnt on thc success of the 2-1 vs. the 
pasEnger. In other words. the tank can'l bc 
sttackcd until the worting infantry is eliminated. 
and since all Cloac Combat attacks are predsig- 
nated the third squad would forfeit its fire 
opportunity that turn il the pasbcngcr is not 
eliminated. 

36.22 I f  an AFV docs not move out of a mtlcc 
hex, m a y  it firt at the units in thc hcx with it? 

A. No-il would have to ltave the hex to fire 
either its MG or main armament allhe melee hex 
and any such fire would affmt bolh lrbendly & 
encmy units. 

41.3 Docswat theoutsetWmean thalnoolhtr AFVs 
or miantry may fire other than smokc, until all 
smoke For that turn is placed [other ihan da- 
chargcrs)? 
A. Yes, and rcmtmber that smokenot 'tficcliwly 
placed" does not appcar on the board at all. 
41A Csn smoke dischargers be f i r d  during an 
enemy fire p h w ?  
A. No. the rule should read during any fr1md1,vfire 
phase. 
43.1 May wire and cntrtnchments be kept out or 
new using Hidden Inilial Placcmcnt? 

A. Yts, but only in woods htxcs. 

through a hex carrying onc or more support 
weapons and ont squad is broken by dcfcngive 
fire. May the other squad pick up the abandoncd 
support wcapon and continue movcmcnt? 

A. Yts. There is no provision in the game to 
indicate possession of suppon weapons between 
infantry in the knmc hcx. Those desiring this 
additional complexity could agree thal all supporl 
wcapons in a hex bclong to the nearest infantry 
unil stackcd above them. Othenu~sc, it isassumed 
that any squad In a hcx has access to weapons in  
the hex. 

6.1 What are "infantry" units? 
A. Any squad, leader, or crew munter. 

AVALON HILL RBG RATING CHART 
The games are rank4 by their cumulative scores which rs an avsrage of the 9 cstegorjes for each 
game. While i t  may be fairly argued thar each wtegoryshould not weigh equallyagainst theothers 
we use n only as a generaliration of overall rank. By breaking down a game's ratings into individuel 
categories the gamer is able todiscern for himself where the game is strong or weak m thequalities 
he values the most. ReadersarereminM that the GameLengthcategory ismeasuredinmultiplesof 
ten minutes and that a rating of 18 would equal 3 hours. 

R.2 Sunnose a souad has two LMGs. Can i t  firc 
.c 

. . 
onc in the Prep Fire Phase and thc other in the 2,: - -  . -- 
Advanc~ng Firc Phase of the same player turn? LEA( 
A. No, once a unit (the squad) fircs in the Prtp 1 3 .  W.S. & I.M. 
Fire Phase. 11 cannot firc (even surrDorL weaoons 4. ANZlO 
which haven? fired) in the ~dvanci&  ire ~ i a s e .  5. PANZER LEA 

12.4 Ifthereare twoleadersina hcx, may they help 
each olher in thcir Morale Checks? f l  1776 

COMING UP NEXT TlME 

IN APRIL 

13 CAESAR'S LEGlOf 
OOP 
, ."., 

16. CHANCELLO - 
20. LUFTWAFFE 
21. MlDWAY 

2. AFRIKA KOA 

25. BLITZKRIEG 

32 TACTICS II 
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We were overwhelmed by the many qualified 

responses to take part in our by-mail playtests of 
SUBMARINE & SQUAD LEADER. Requests for 

'the latter have not yet been acted upon but those 
applicants which were accepted should be 
hearing from us soon after the appearance of 
this magazine with a complete playtest kit. In the 
.meantime, we need more volunteers for TRI- 
REME and GUNSLINGER which will be going 
into by-mail playtesting shortly. While we make 
no promises, those who respond promptly with 
cogent comments regarding playability, clarity, 
realism, etc. will receive at least a free copy of 
the new game in question. Those whose 
contributions are more significant will be 
eligible for far greater remuneration based on 
the depth and quality of their findings. On the 
other hand, those who disappoint us with their 
silence or trivial comments will not be eligible 

' for recompense or a second chance . . . . so 
please do not apply unless you can give the 
project your time and concentrated efforts. A bit 
further down the road we'll be taking applica- 
tions for BISMARCK, THE RlSllVG SUN, and 

' NORMANDY, so those interested in these 
subjects can drop us a line also, but don't expect 
a response for quite a while. 

GRIPE DEPT: Those of you sending in 
Opponents Wanted adswhich are not printed on 
the proper form or a photocopy of same are just 

. throwing your quarters away. We will not take 
the time to rewrite your advertisement onto the 

n proper form for you. Those not wishing to send 
coins through the mail may make their 25C 
token want-ad payment in equivalent amounts 
of uncancefled postage stamps. Readers are 
also cautioned that "for sale" type ads are 
accepted only when they apply to discontinued 
Avalon Hill games.Any non-qualifyingad will be 
rejected without refund. 

New England garners hoping to make it to 
ORIGINS IV in Ann Arbor, MI may be interested 
in the charter bus being sponsored by Patrick 
Flory of The Citadel, 171 Bridge St., Groton, CT 
06340. The bus will leave the train station in 
New London on July 13th and return on the 
17th. Tables will be providedfor gamester use in 
multiplayer - games en route. Send Pat a 
stamped, self-addressed envelope for price and 
other information. 

Speaking of conventions, the American 
Wargaming Association has published a helpful 
little booklet on just how to go about running 
one. Individuals or groups interested in obtain- 
ing a copy of The A WA Guide to Running 
Wargaming Conventions should send a 
stamped, self-addressed, legal-size envelope 
bearing 26C postage to: George Phillies, 910 
Tenth St., Apt. B, Santa Monica, CA 90403. 

Avalon Hill recently took another step 
towards adult game diversification with the 
acquisition of PLAYRIGHT, INC.-a small pub- 
lishing firm based in Waco, TX with a line of 
quality playing cards. The Playright, Inc.claim to 
fame rested in the decorative backing given 
their playing cards. Instead of the customary 
pictorial scene, each Playright playing card is 
backed by the rules of play for that particular 
game. The line includes card decks for Poker, 
Contract Bridge, Gin Rummy, and Blackjack and 
is available from Avalon Hill for $3.00 per two 
deck set plus usual postage and handling 
charges. Maryland residents please add 5% 
state sales tax. 

Policeman Jim Bell captured the honors in 
the Avalon Hill Football Strategy League's Super 
Bowl V when his Philadelphia Eagles franchise 
bested the Brownsof Doug Burke31 -21. Bell, in 
only his second year in the league, won $100 
and possession of the prized rotating SlCL 
trophy in sweeping the three game playoff series 
after barely making postseason competition as a 
Wild Card entry with a 9-4-1 record. The league 
follows standard NFL format with 28 owners 
each paying $20 annually for a franchise to 
participate in the Saturday games. In 1978, the 
league will abandon its NFL schedule in favor of 
expansion to enable more players to participate. 
Those in the Baltimore area interested in playing 
should inquire to Don Greenwood c/o AH to be 
put on the waiting list for a franchise opening. 

We were aware that there were alternate 
solutions to Contest Number 79, which makes it 
doubly embarrasing that the solution we pub- 
lished last issue is incorrect; the overrun attack 
(n. 14 and 1 5) against the woods hex is illegal. 
An example of a correctsolution would beto use 
the two"A"airstrikes to disperse all units in hex 
V2, then use the "H" air strike todisperse all the 
units except 341 1 in hex U3. Use the MRL to 
disperse the infantry and MG in hex U2, then 
use 5121 {SU-100) to disperse the armored 
targets in that hex. The 120mm mortars 
attacking together disperse the AVLB and 
eliminate the truck and jeep in U3; the three 
BTRs disperse the COBRA in the IP. Then 6321 
and 6323 (T-1 OMS) move to U1 and overrun and 
eliminate the dispersed stack at V2, the two 
Centurions move into V2 and overrun and 
eliminate the dispersed stack at U2, and the 
remaining SU-100 and T-1 OM move to U2 and 
overrun the Improved Position, eliminating the 
dispersed COBRA anddispersing the other units 
in V3. Finally the engineer and COM 1321 enter 
U2 and CATthe IP, with the die roll +2 forthe IP, - 
2 on die roll, all units are eliminated; the 
remaining infantry and COM CAT attack the 
AVLB and 341 1, eliminating the last Israeli 
units. 

Alternate solutions that were correct were 
accepted, and the following winners were 
selected from among the entries: J. Hooper, 
Santa Ana, CA; J. Jones, San Jose, CA; 1. 
Kurowksi, Chicago, I L  J. Eliason, Cambridge, 
MA; R. Seeley, Hiram, GA; P. O'Connor, New 
York, NY; L. Lim, Toledo, OH; K. Green, New- 
burgh, NY; R .  Mosher, Oakland, CA; and J. 
Morgan, La Grange, GA. 

Clarificatiohs concerning some of the errors 
in the entries that weresubmitted: allair attacks 
must be executed before any direct fire attacks, 
then all direct fire attacks must be executed 
before any overruns, then all overruns before 
any CAT attacks; the same unit cannot be 
attacked twice by the same type of attack in the 
same turn; in attacks against mixtures of 
armored and non-armored targets the majority 
of units determines the target type-and if there 
are equal numbers of armored and non-armored 
targets, the target is treated as the least 
favorable type for each attacking unit; "H" 
airstrikes are halved against armored targets; 
and BTR-60s move like trucks (i.e. pay truck MF 
costs). 

The solution to Contest No. 80 is as follows. 
1.)To have the best chancetocontrol oneareaall 
available Japanese units should be placed in the 
South Pacific. 2,)The best chance to break Allied 
control in twoareas is obtained by placing three 
air units per area in any two of the following 
areas: Coral Sea, Indonesia, South Pacific. The 
marines can go anywhere but should really go 
with one of the air groups in hopes of drawing 
enemy attacks. 3.) The best chance to actually 
control two areas is obtained by placing three air 
units in the South Pacific and all other units in 
either Coral Sea or Indonesia. 4.) Controlling 
three areas is best realized by placing two air 
each in the Coral, Indonesia, and South Pacific 
with all marine units going to the South Pacific. 
The best average POC gain is obtained by 
placing three air units each in the U.S. Mandate 
and Coral Sea with the three marines cornbin- 
ing with either group. 

Our accuracy record in the Contest area has 
been none too hot lately. Contests are extremely 
time consuming both to develop and to judge. As 
such, all of the designers here have taken to 
cringing in the nearest corner whenever word 
spreads thatthe editor is in need of a new puzzle. 
Rumor has it thatthe best way to getout of doing 
contests is to do a faulty one so as to not be asked 
again. Indeed, were it not for the popularity of 
this feature among a small but vocal pan of the 
readership they would have been discontinued 
long ago. Here's yourchance to do our designers 
one better. Design your own contest. The Puzzle 
Editor will select those good enough to warrant 
publication in the GENERAL and authors will be 
awarded $25 in remuneration or any three 
Avalon Hill games of their choice. Contests 
which have to be altered by our staff will be 
subject to lesser payments at the whim of our 
editor. The criteria used in evaluating puzzles is 
as follows: 
1 ) Puzzlesshould be small enough to fit on one- 
half of a GENERAL page without being toosmall 
to use and must be accompanied by a diagram of 
the situation. Do not propose contests using grid 
co-ordinates alone to pose your situation. 
2) Each puzzle submitted should have a clear 
answer included with the submisslon. The 
answer should be unique or nearly so, with few 
(if any) alternate correct answers. 
3) The puzzle should be easy enough to be 
solvable, but it should not be easy to solve. 
4) Avoid questions that deal directly with 
probability or percentages; these take too much 
time to check. "Where should unit X be placed to 
have the best chance of victory" or "which side 
has the better chance of victory"are acceptable, 
although not preferred: "what is the probability 
of unit X's winning its battle" is not acceptable 
except in certain cases. 
5) Preference will be given to puules that 
spotlight tactics that are commonly used in 
actual play of the game, rather than totally 
artificial situations. 
6) Preference will be given to puzzles that 
spotlight fuzzy, tricky or ambiguous sections of 
the rules, since we like to use these puzzles to 
point out the correct interpretations of oft-asked 
questions. 
7) Last, but far from least, the puzzles must be 
based on Avalon Hill games now in print (NO 
1914 puzzles, please), and all puzzles should be 
based on the latest version of the rules 
governing the game in question-puzzles based 
on the 1965 version of the D-DAY rules will not 
be accepted, for example, since there is a 1977 
edition of the rules. 
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OPPONENTS WANTED OPPONENTS WANTED 
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'- ORIGINS BUS THE GENERAL 
BINDERS Avalon Hill and IGB will againsponsor a bus 

to the national convention in Ann Arbor, MI July 
14th-16th. The bus will probably leave the 
Baltimore area Thursday, July 13 th so as to arrive 
in time for thestart of tk festivities and wiil leave 
Ann Arbor at 6 p.m. Sunday. Round trip fare 
bsed on full occupancy will be $39.00. Mealsand 
lodging must be arranged separately by each 
individual with the convention authorities. Those 
interested in this transportation should send a 
stamped, self-addressed envelope to Avalon Hill 
marked to the atfention of Don GreenwoodlOri- 
gins bus. 

These binders are ruggedly constructed in 
attractive red leather finish vinyl, with gold 
embossed logos of the THE GENERAL and the 
Avalon Hill Game Company located on the front 
and spine. Each binder measures 9" x 12" x I %"and 
holds twelve (t2)  copies of THE GENERAL. 
Spring-steel retaining wires hold the issues firmly in 
place. yet your magazines are not damaged in any 
way, and can easily be removed from the binder at 
your desire. The binders are available from Avalon 
Hill for $5 plus 75t postage. Maryland residents 
please add 5% state sales tax. 
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I SUBMARINE 

gatherings with a three or four skipper wolfpack 
attacking a convoy escorted by a variety of surface 

! 

1 

craft under separate commands. The escorts can 
communicate with each other, but the submarines 
are on their own and can profit or suffer by the 
disclosure of a brother boat in the vicinity. It makes 
for a tense encounter second only to the fmr of its 
life & death struggle counterpart in reality. 

Ever wonder why Hollywood seems to  make at 
least two submarine pictures for every one tank 
flick? What does the glamor factory see in 
submarine warfare that makes it such a popular 
choice for war movies? Submarine actions have all 
the ingredients needed to construct a successful 
drama: tense action, close calls, great triumphs and 
defeats. But most importantly, they reduce the 
brutal and overwhelming macrocosm of war into a 
clean, easily visualized microcosm of one-on-one 
combat. These same ingedients have been incor- 
porated into the latest AH release, SUBMARINE, 
in order to bring the excitement and drama of the 
silver screen to the game table. 

SUBMARINE is a tense duel of nerve and wits 
recreating tactical submarine warfare in WWII. 
Each player assumes the role of either submarine or 
destroyer captain and can pilot his vessel just as 
historical counterparts did. SUBMA RINEhas been 
divided into threegames of increasing complexity so 
that one m n  advance to the level of difficulty that 
one desires. 

In the Basic game, the Submarine player 
maneuvers his boat past the enemy escorts as he 
closes in on the target convoy or battle fleet. He lines 
up his targets and fires his torpedoes. His skill, 
coupled with the luck of a last minute change in 
course, determines whether they hit or speed by. 
Success means an exploding tanker or cargoship or 
perhaps an aircraft carrier, the pride of the navy, 
sinking beneath the waves. Failure, at best, means 
delay in the mission. At its worst, it is a final trip to 
the bottom in an iron coffin. 

The Escort player must locate and destroy the 
enemy submarine before it is able to  deliver its 
deadly arsenal. The destroyer has a variety of 
weapons which can force the enemy from acwm- 
plishing his objective. When a submarina is located, 
the destroyer steams in for the attack dropping 
depth charges and firing k-gun charges and ahead- 
throwing weapons to force the submarine from its 
mission. 

Both players use the popular simultaneous 
movement system introduced in WOODENSHIPS 
AND IRON MEN to maneuver their vessels so that 
neither player is ever totally sure of the exact 
location of the enemy ghip as his vessel conducts its 
torpedo attack or depth charge run. The submarine 
player must also maintain his depth settings as he 
dives and rises to avoid the deadly "ashcans". 

In the Basic/ Optional game an added dimension 
is introduced. A submarine can move hidden from 
view beneath the waves. The destroyers and escorts 
must now utilize their sonar and/or radar to contact 
the invisibIe hunter. In this game, the submarine can 
use its greatest weapon, its submersibility, to 
advantage. 

The Advanced game is for the nautical devotees 
who want to fight the battle as it was actually 
fought. A more detailed treatment of ship and 

' 

weapon capabilities has been incorporatd. Sub- 
marines can carry a variety of torpedoes including 
ones which circle or home in on the noise of a 
propeller. Destroyers and escorts keep pace in the 
technolicial war as they are equipped with newer 
and more efficient sonar, radar and anti-submarine 
weapons. 

A Campaign Game allows wolfpacks to battle 
convoys in ongoing battles across the Atlantic with 
success & failure in each round influencing the 
battle which follows. 

The most versatile feature of the game is its 
capacity to be played with enjoyment by any 
number of players. Introductory scenarios enable 
the new player to learn the game while enjoying 
himself in solitaire play stalking a random moving 
convoy. Yet, the game is a t  its &st in rnulti-player 

A Design-Your-Own section permits the players 
to add new or more exotic ships and to design 
scenarios utilizing the ships of Russia, Italy and 
France as well as Germany, Britain, U.S., and 
Japan. 

SUBMARINE comes boxed, complete with 
three I 1" x 28" mounted panels that, in combination 
with a slightly reduced hexsize, gives it the largest 
playing field of any Avalon Hill game. Includedalso 
are over 200 different ship counters and weapon 
markers depicting all major ships and weapons of 
the submarine war. Players can pilot submarines 
including the Class XXI German super submarine 
which revolutionized submarine design, the Japan- 
ese 1 4  and French Suxcouf (with its twin 8"guns) 
monster submarines. Surface vessels vary from 
aircrdt carriers and battleships down to the coastal 
sub chaser and patrol frigate. Escorts also have a 
variety of weapons available, including hedgehog, 
squids, k-gun launchers and the standard stern rack 
depth charge. A log pad is provided so that all 
players can keep track of their ships' positions, 
speed, weapons capabilities. ammunition supply, 
etc. A 36 page rulebook with an illustrated sample 
game lets you get into play quickly and easily. A set 
of 4 Data cards organized by nationality and a 
combat results card have also been provided to 
facilitate set-up and play procedure. 

Elm 
ORDER BY PHONE 

- 8 
We will now accept game orders by phone 

from those individuals with currently valid 
MASTERCHARGE, BANKAMERICARD 
(VISA), or AMERICAN EXPRESS credit cards. 
The number to call is 301-254-5300. Ask for Clo 
Newton or ext.34.and state that youwish to place 
an order for a game. You must give the order taker 
the number, expiration date, and name of your 
credit card along with your order and shipping 
address. Phone orders are available every Mon- 
day-Friday from 8 3 0  AM to 5 PM. Absolutely no 
collect phone calls can be accepted. 

SUBMARINE is rated Intermediate on the 
Avalon Hill Complexity Scale. Playing time varies 
with the scenario in play from hour to an entire 
weekend for the Campaign game. SUBMARINE is 
available for $1 2.00pluspostage. Maryland Resi- 
dents add 5% sales tax. 
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1ITLt: GETTYSBURG '77 Edition $10 
Tactical Representation of the American 
Civil War Battle 

INSTRUCTIONS. Rare altcategor~es by placing a 
number ranging from 1 through 9 in the aP- 
propriatt spaces to the rig+t ( 1  Wustlng ex-I- 
Lent. 5-average: and Srerrlblel. EXCEPTION: 
Rare itsm No. 10 i n  terms o f  m~nutes necessary 
to play game as recorded In 10-minure lncre 
nen t r  EXAMPLE: I f  you've found that it takes 
rwo and a half hours to play FRANCE 1940, you 
w w l d  glm ~t a GAME LENGTH ratlng of  "15." 

Partuckpate In these reviews only l f  vou sre 
fam~l~ar  with the game In question. 

i 
~TIIL: D-DAY '77 Edition $10 
] Operational Level Game of the Battle 
j for France, 1944 
! I977 Edition Only 
I INSTRUCTIONS: Rate art catworles Dy placing il 
j number ranging from 1 throuqh 9 i n  the ap- 

I propriate spaces to the rq+t  I1 equating excel- 
! lent. Saverage; and 9-terrlblel. EXCEPTION: 
: Rate #tern No 10 In lerms of mlnuter necessary 
I t o  play game ar recorded i n  lamlnute  lncre 
: mentr. EXAMPLE: I f  you've found that ~t takes 
j !WO and a half hours to play FRANCE 1940 you 

: ,mwld 91- i t  a GAME LENGTH rating 01 "15." 
I Part~cipate ~n thrse rwlewr only ~f you are 
I lamil~ar wlrh the game In question. 

i n  
/ 1. Physical Ouality , : 1 1. Physical Quality i - I 
/ 2. Hapboard - j j 2. Hapboard - ; 

_ I : j 3. Comlnnents 1 3. Componenls - I I I. Ease o l  Understanding - I : I .  Else 01 Understanding - :  
1 5. Completeness of Rules - j j 5. Completeness o f  Riles - I  

- j I  6. Play lalance 1 6. Play Balance - i 
/ 7. Realism j j I. Realism - +  
I B. Extitemen! level - I 4. txcitenent Level - !  
I 9. Drerall Value - 9. Overall Value  I 

_ I  

; ID. Game Length - I : 10. Game Length - I I  
! The review sheet may be cut out. photocopied, i The revbew sheet may be cut out, photocopled. : 
I or merely drawn on a separate sheet of paper I ! or merely drawn on s feparate sheet of paper. : 
j Mail ~t to our 4617 Harford Road address with j : Mail ~t to our 4517 Harford Road addresr with j 
I your contest entry or opponents wanted ad. Mark I j your conteur entry or opponents w s n t d  ad. Mark I 

such correspondenw to the attention of the R & : : such correspondence to the attention of  rhe R & I 
I 0 Dnosrtment : D De~artment. 

j I : 
1 : Lane to be reviewed next:  I 6 r m ~  lo be reviewed next: 

I 

I :  I 
L.,, ------.--*+.--------...------------* L..+,--------------------------------------d 

~ ~ + 4 4 * + + + ~ * + + * * + + + * * * + ~ ~ + * + *  

Opponent Wanted 2 5 ~  
I. Wnst-ad:, wi l l  bc accepted only when printed on thisform ora facsimileand muat lxuccompnntcd b j  a 
259 loken lee. No  refund$. 
2. For Salc. 'Trade. ur Wunrcd tu Bu?.;idkwill beacaeptedonly whendealing withcnlleclor'sitems(pamcs 
no longcr awiloble from A H )  and are accompanied by a 51.00 token Ice. 
3. Inaerl copy on l inw provided t?S word maklmuml and print name. addressand phone numher on the 
apprnpriate l~nrb.  
4. PRIN-I il illegible your ad wil l  not bc prinlsd. 
5. So that a* men? nds can lx printed as possible within ou r l im~ ted  vpacc we requcsl thar vouuseofficial 
stale ahhrc>iations aa well a\  Ihe game abhrebiations listed belou: 

Arab Iaracl~ Win = AIW: Af r ik ,~  Knrpb = AK; Alexander = Alex: An710 = An/: Axxnult on Crclc = AOC: 
B;lttlc o l lhe Bulge :c BB. BlitrLriegz Blitr: Caewr'v Legions =CI.:Cnesar = CAE; Uhanccllnrs%ille= Chan; 
Il-Dny = DU.  Uiplom:lcy = Dip. krance I940 = Fr 40; FUCC to Face = FTF. Geliyxhurg= Gct '64 or '77: 
Jutland : Jut: Kingmaker = KM: Kr~cgkpiel = Kr~eg: Lufiw;lIFe = LW: Midway = Mid: Napolcun = Nnp; 
Originsor WWll  = Or~g .  P;ln/erhlit~ = I'H: Rn?.er Lsadcr = PL; Play by M;ILI= PBM. Richthofen', W i r y  
RW:  177h. Squad I.cadcr = SL. Stal~ngrad = 'Grad: SLarship Troopfr? = $57: Tactic5 I1 = Tuc. Thc 
Rusrinn Campaign = THC: Third Re i c l~=  31<: Tobruk = Tob; U-Boat : UB: Victory kn the Pacific= VITP: 
War at Sea = WAS: We~c r l<~o  = Wat; Wooden Shipa & I ron Men = WSIM. 

It is the start of the Russian Prep Fire Phase on turn 10 of Scenario 4 in 
SQUAD LEADER. All rules up toand  including section 46are in play. The 
only remaining uneliminated units are in the diagrammed area. Movement 
outside the diagrammed area is not allowed. Five German and 15 Russian 
squads have already been eliminated as  well as  all leaders, radios, and MGs 
of both sides not pictured in the diagram above. All broken units were 
broken in the hex they presently occupy. Assuming the Russian rolls no 
higher than a "7" and the German no less than "7"(before DRMs). how can 
the Russian guarantee a victory in his turn? 

Fill out the chart below listing any hex by grid coordinate which is fired 
into (during the proper fire phase) o r  moved into (during the proper 
Phase). If the listed unit does not conduct any activity duringa phase, leave 
that section of the chan blank. 

Entries will be accepted only on this form or a photocopy. No hand 
drawn facsimilies will be accepted. 
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AIR ASSAULT ON CRETE 
AIR ASSAULT ON CRETE is a game where 

two talents are essential: the ability to plan far in 
advance, and the willingness to engage in sustained 
heavy combat regardless of losses. This is especially 
important for the Axis player, but also is crucial to 
Allied victory. The game rules are in Basic and 
Advanced sections, but readers of THE GENERAL 
familiar with other Avalon Hill games will easily be 
able to assimilate both. 

The Situation: Three fu l l~olor ,  8" x 22" 
mapboards are-laid out to represent the northern 
coast of the island of Crete. On that island are 
counters representing 42,000 British, Australian, 
New Zealand and Creek troops, many poorly armed 
and organized. And with them are large numbers of 
noncombatant technicians and specialists whom the 
Allies cannot afford to lose. The British troops are 
spread across the island to protect the three airfields 
of Maleme, Heraklion, and Retimo, as well as the 
port of Suda, vital to the British for evacuation and 
to the Germans as a landing site for reinforcements. 

Heading toward Crete is the 7th Flieger 
Division; four assault regiments of elite German 
paratroopers, each headed for a different objective. 
AIthough they know the general location of the 
enemy, all British counters are positioned inverted, 
and they include a large number ofdecoysand units 
that can be placed anywhere on the map. 

The Came: Neither side has it easy in thisgame. 
Both players knowthat the Germans need to takean 
airfield to survive. One is all they need, and if they 
get it the powerful 5th Mountain Division will be 
landed. lnitial set-up is of crucial importance, and 
the results of the first turn can be disastrous to a 
player who has not deployed his troops wisely. 

The rules themselves are of moderate complexi- 
ty, with much more of the players' efforts being 
needed for decision-making than absorbing the 
rules or game system. Special rules cover ranged 
artillery fire, German unit organization (integrated 
battalions fight better than individual companies), 
airborne assault, air landing, aircraft, sea move- 
ment, amphibious assault, inverted units, and Allied 
evacuation. The 560 four color diecut counters 
include the usual range of infantry, artillery, and 

armor (including Allied heavy tanks that have a 
distressing tendency to break down when they're 
most needed); along with truck units, a coastal 
steamer, anti-aircraft units, coastal artillery, air 
units, glider troops, and even the half-sunk HMS 
York, the heavy AA of which aided greatly in Suda's 
defense. 

Victory: The British player wins AIR AS- 
SAULT ON CRETE by either maintaining control 
of all three key airfields by a stated time, or, failing 
that, by evacuating the vital non-combat specialist 
units (engineers, dock troops, etc.) that were to later 
be essential in the Mediterranean campaigns. The 
Germans win by avoiding the British conditions of 
victory. In other words, they must first seize an 
airfield, and then prevent the British from retreating 
off the map. Neither side has an easy task. 

A special addition to A I R  ASSAULT ON 
C R E T E i s t h e I N Y A S I O N O F M A L T A I 9 4 2 ,  , 
which shares the CRETE system, though with its 
own set of special rulesand counters. In thisgame, it * 

is assumed that the Axis could have attempted to I 
invade Malta, and the players find out for 
themselvea what might have happened. Here again 
strategy is the key, and before the game the Axis 
pIayer can pick his Ianding sites and plan his assault 
with total freedom. The British player must 1 
determine where to mass his vital AA guns and 
mobile troops, so they can throw the Axis airborne 
troops into the sea before reinforcements land on 
the beaches. This game is a real gem, and should 
become a classic in its own right. 

A I R  ASSA U L T D H  CRETE(with INVASION 
OF MALTA-1942 included) is available from The 
Avalon Hill Game Company, 4517 Harford Road, 
Baltimore, M D  21214 for %12.00. Maryland 
residents add 5% sales tax. 

t 
FACTORY 

OUTLET 
Whenever in the Baltimore area fee1 free to 

drop in at our Factory Outlet store located in our 
design offices at 900 St. Paul and 20 E. Reed St. 
This store is theworld's only retail outlet featuring 
a complete selection of Avalon Hill games, parts, 
magazines and accessories. Pay by cash or check 
or bring your credit card, and if visiting on 
Saturdays feel free to stay and attend a gaming 
session with Interest Group Baltimore and get 
involved with whatever playtesting happens to be 
going down. Or just drop by and play or talk the 
games of your choice on Saturday with any of the 
lmals and enjoy the competition. 
Hours: AH Factory Outlet-Tuesday thru 

Saturday; 9 A.M. to 5 P.M. 
IGB Playtesting-Saturday; 10 A.M. 
to  5 P.M. 



TWE GENERAL 

WE WANT YOU . . 
to write for the GENERAL. If you can string 
words together into a n  interesting article 
format on any Avalon Hill wargame, there's a 
good chance you're just the person we're 
looking for. You can supplement our literary 
staff w i t h  articles of strategy, game analyses, 
Series Replays, commentaries, new scenarios. 
or variants. 

All articles should be type-written, double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage. Other- 
wise, rejected art~cles w i l l  not be returned. 
Articles should be supplemented w ~ t h  illustra- 
tions and/or charts whenever possible. 

Commencing wi th  the January, 1977 issue 
the GENERAL wi l l  pay $5 per running 10" 
column of edited text. Letters to  the Editor are 
not subject to  remuneration. Alternatively, 
authors may elect to  take therr remuneration in  
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration. Note 
that illustrations and decorative type faces are 
not subject to  remuneration except by prior 
agreement w i t h  the editor. It is generally 
expected that articles w i l l  be accompanied by 
sufficient illustrations as a requirement for 
acceptance. 

At the end of each calendar year an 
EDITOR'S CHOICE article w i l l  be selected. The 
author of this article w i l l  receive a $100 bonus 
and a lifetime subscription to the GENERAL. 

r 

COMPARTMENTTRAYS 
At lastl The long suffered problem of unit 

counter storage for Avalon Hill games is 
solved. The Avalon Hi l l  compartment tray f ~ t s  
snugly Into the bottom of the bookcase style 
box. A clean plastic cover f ~ t s  over the mold to 
prevent counter leakage. Each tray has slxteen 
1 Yz" x 2'/s0' compartments %" deep which wil l  
accommodate up to  400 unlt counters and 4 
dice. 

The tray is also usable in  the flat box 
games By cutting off w i th  a palr of ordinary 
scissors three of the four side panels of t w o  
trays another perfect f i t  IS arranged for the flat 
box games-this time w i th  32 compartments 
and 5 dice depressions. 

These trays are ava~lable by mal l  order only 
d~rect  from Avalon HIII They w ~ r l  not be 
included in  new game releases In either the 
retall or mal l  order line. The trays areavailable 
only In sets of 3 and sell for $3.25 per set plus 
75C postage charges. Postagecoupons cannot 
be utilized to  order compartment trays Mary- 
land resrdents please add 5 %  state sales tax 

FOREIGN 
READERS 

Due to contractual obligations with our  
exclusive distributors we cannot accept mail 
orders for games from Aus~ralia, Britain. tier- 
many, Greece. Italy or Japan. Such orders must be 
placed with our exclusive distributors whose 
addresses you'll find listed on Page 2 of this 
magazine. Orders for parts and airmail subscrip- 
tions to the CENERALare not subject to this ban. 
APO and FPO addresses of U.S. servicemen 
likewise are nor subject to this ban. We also urge 
you lo get in  touch with the distributor for your 
country in  regards to placing your GENERAL 
subscription through him which in  most cases will 
result in considerable savings for you. I PANZERBLITZ BOOKLETS 

MAGNETIC GAMES 
Now you can convert your favorite game for 

vertical display or secure in-play storage with 
magnetic tape, unmounted boards and just an 
hour o f  your lime. A l l  you'll need is a metal surlhce 
and an unmounted gameboard. We supply the 
magnetic srrips with self stick~ng adhesive already 
applied. You just cut the %" x I' strips into half 
inch squares and apply them to the unit counters 
which came with your game. The result is a t/B" 

thick counter which wil l  stack six high even when 
the mapboard is mounted in  a vertical position for 
display purposes. Never worry about that pbm 
move being jostled again between turns. 

Naturally this magnetic treatment will be less 
valuable for counters with two-sided printing, but 
that still leaves them with a multitude o f  uses. 
MOTE: i t  will be necessary to be sure that the top 
portion of all unit counters are uniformly applied 
to the top half of the magnetic strips. Otherwise, 
the polarity may be reversed and the counters will 
actually repel each other rather than attract. 
Therefore, i t  i s  wise to mark the hack of the 
magnetic strips uniformly across the top so as to  
be sure to apply the top half of  the counter to the 
top half of the rnagnctic strip. 

Magnetic strips are available from Avalon Hi l l  
for 90a a foot or $7.50 for ten feet. Unmounted 
mapboards are available upon request for $6.00 
apiece. Usual postage charges apply, as does the 
5% state sales tax for Maryland residents. 

J 
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After hundreds of requests for ~ t ,  we've 
finally published the best of the GENERAL'S 
many art~cles on  PANZERBLITZ-conventional 
wargamingrs all t lme besi seller. Entitled 
"Wargamer's Guide to PANZERBLITZ", tt 
in~t ia tesand may very well end the "Best of the 
GENERAL" series as no other game has been 
the target of a comparable volume of literary 
attention, 

The 36 pp. manual resemblesvery much a n  
issue of the GENERAL except that i t is devoted 
100% to PANZERBLITZ. The art~cles are taken 
almost exclusively f rom back issues, dating as 
far back as 1971. I n  addition. two never before 
published arttcles appear; Robert Harmon's 
"Commanders Notebok"  wh ich  analyzes the 
orrg~nal  12 scenarios, plus Phil Kosnett's 
"Chopperblitz"-a hypothetical vanant u t~ l iz -  
ing helicopters w i t h  six new scenarios. 

Reprints include Larry McAneny's "The 
Pieces of Panzerblitz"-voted the best artrcle 
ever to appear in the GENERAL, "Beyond 
S~tuat ion  13"-twelve add~tional scenarios by 
Robert Harmon; "Parablitz", "Panzernacht". 
"B l~nd  Panzerblitz"; "Situation 13"; "Champi- 
onship Situat~ons": "Panzerbt~tz Conceal. 
ment"; and "Incremental Panzerblitz." Top- 
plng ~t all off I S  a complete l i s t~ng  of all errata 
on the game publ~shed to  date where the 
Opponents Wanted Page once ruled supreme. 

The Wargamer's Guide to PANZERBLITZ 
sells for $3.00 plus 50C postage and handltng 
charges from the Avalon Hill Game Company, 
4517 Harford Rd., Baltimore, MD 21214 
Maryland residents add 5 %  state sales tax. 

PBM EQUIPMENT 
T~red of playing solitaire or hum~liating Each kit sells for $6.90 postpaid and 

the same opponent day after day? You may includes enough materials (4 pads) to play 
be good in  your game room but what can virtually dozens of games, including adden- 
you do against a good player from another dum sheets which l ist grid-coordinates for 
part of the country7 There's only one way those games not already possessing them. 
to  find out - play them by mail! PBM is an Half kits consisting of two pads and al l  the 

easy-to-learn and convenient-to.use system of pertinent instructtons sell for 83.50 post- 

playing fellow garners across the nation. A paid. 

spec~al CRT and combat resotut~vn system Kits are available for the following 

makes it impossible to cheat1 PBM 1s an games: 
ent~rely different experience from face-to- "AFRIKA KORPS *KRIEGSPlEL 

face play. I t  has made better garners uf 
" ANZIO 'LUFTWAFFE 

many who have tried it, and all those who 
*BLITZKRIEG 'PANZERBLITZ 
"BULGE *STALINGRAD 

have mastered it. PBM is the only wav to ' 0 -  DAY +RUSS CAMPAIGN 
participate in the many national tourna- *GETTYSBURG '64 'WATERLOO 
ments held regularly for Avalon Hill games. 




