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organization incorporated in the state of Maryland
for the express purpose of putting on an annual
gaming convention, The name of our corporate
group is ATLANTICON. Inc. It gets its roots from
the old Interest Group Baltimore which sponsored
and ran the first two ORIGINS conventions here in
Baltimore. We made a presentation at the GMA
meeting at ORIGINS'80 for the purpose of securing
the franchise to sponsor a future ORIGINS conven
tion here in Baltimore and were gratified to be
selected as the sponsors for ORIGINS '82, At that
time it was decided that we should run a regional
convention in the summer of '81 as a dry run for our
presentation of the national convention the follow·
ing year. This idea was discussed among many of
the principal officers of the various companies at·
tending ORIGINS '80. and the general opinion was
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Much to my relief (and I hope yours). I am pleas
ed to report that the accounts of my demise at the
hands of some coin jingling midget in the last issue
were greatly exaggerated, Frankly, I think Shaw
got a bum wrap. I would have fingered the loud
mouthed kid from Jersey myself, but then I never
was much good at detective games, In any case.
It's little 01' me, DJG, back at the helm of the AH
GENERAL again so any bouquets or brickbats you
feel like throwing as a result of this issue should be
aimed in my direction. Don't be misled by the ARM
by-line on the lead article. It really is me who is put
ting this issue together, but after that avalanche of
ARM manuscripts you were subjected to last time I
figured I'd better wean you off the stuff gently lest
anybody suffer from withdrawal pains.

This installment of the AH Philosophy really
doesn't have all that much to do with Avalon Hill.
As many of you know I am active in a group of local
Baltimore gamers who got together to form an
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FLIPPING OUT by Alan R. Moon

Analyzing the Winning Edge in CIRCUS MAXIMUS

Damed if Alan hasn', SIO/en my thunde,! You
see I wan/eli 10 I4'riteun orricle on CIRCUS MAX·
fMUS 100. Working on the Avalon Hill develop
men{ 0/ {his game has been the 1II0s1 fun I've had
playing games jor years. und Ihal's saying
something when yOIl COl/sider "veyello win a game
of {he darn Ihing! Tha,'s nO/lOsay I've never come
close. There was Ihe face / was leading romfor/obly
when (I hobbled chariol with one wheel hanging on
wilh lit/Ie more than rubber bonds and /( prayer
came alongside. A/lick oflhechoriOIi':ers whip and
(I simulianeous roll of "snakeeyes" later I WQS

being dragged along the urena behind my valiUM
steeds wi/haUl benefit of chariot. And then there
was my lattst eSCilpode, petrhed just four spaces
from the finish wifh a commanding lead only to
finish $l'Cond. In r«ofl$tructing the situation later,
Ifound that my chances oflosing at thut poinl ...ere
romething /ike .016 of I.,.. Quilt an achievement.
But 1'/1 k"p Irying and you should too. Period
preferen~aside, ifyou /ike enjoyable mulli-pla)'f'r
games, CIRCUS MAXIMUS is Q must.

Having played a lot of the Battleline version of
CIRCUSMAXIMUS, I was very interdted in help
ing with the AH revision of the game. As it turned
out. after trying their fir$! game of it, so was just
about everyOlher member of the staff. It's a simple,
fun game, and that"s the only type of aame that the
staff as a whole seems to wind upplaying, because it
doesn't S«m like work.

In the Battleline \'ersion of the aame, the race in
C"o'itably turned into a demolition derby. Combat
was the rule, 1101 the uception, NOithatthis didn't
make for a fun game. It did, But, this \to'as obviously
not what the desianc:r had had in mind.

The main problem was that a player would
move adjacent to another chariot and anack over
and over, until the other driver was able to evade or
brake, or the anacker ran out of movement poinu,
Since a chariot can have as many as 20 or more
movement points, this made combat very powerful
and much 100 inviting. There wasn't a rule 10 pre·
vent such multiple attacks, so everyone did it. Now
vicarious bloodshed is fine as long as it is limited to
cardboard counters, but when a chariot that is eom
milled to 20 movement points suddenly finds that
its planned lane is blocked as it approaches a corner
forcing upon him a severe corner strain chance and
decides to slow down by throwina out a veritable
anchor in the form of 12 consecutive attacks on
some poor bystander in front ofthecorner, it's time
to check design priorities.

Another problem was that lash anacks were
rarely used because they were ineffective and a poor
second choice to ram attacks. Ram anacks were
much deadlier, especially considerina a chariot
could ram another chariOl'S team more than once,
killing an outside horse and then anacking an inside
horse. Again. althoush this seemed unrealistic,
nothing prevented it in the rules,

The third major problem was the way the
chariots \to'ere apponioned durinS the setup. The
system was based solely on luck, and many times
one player would wind up with asuperchariot \to'hile
other players would have sub-par ones. This was
compounded by the ability of any player to atlach
scythe blades to his chariot with the only COSI beina
a reduction ofthre-e mO\'emenl points (reducina the
team speed by three). Everyone took them if one

person did, or he was just an unstoppable killer on
the loose. Though the tendency was to gang up on
the best chariot, alleviating this problem to some
degree, this seemed an unsatisfactory solution to an
unnecessary problem. And ganging up on a chariot
with scythe blades if you didn't have them yourself
was akin to suicide.

All this led to a game that rarely went the
scheduled thre-e laps. Oftcn tllere would be only one
or two cllariots left by tile second lap. Endurance
became negligible because the race never lasted long
enough for it to become a factor. And players were
knocked out of tile race many times after only one
or twO turns. It was just too bloody.

While I still enjoyed the game, the feel of an
actual chariot race was missing. I first brought the
game to Don Greenwood's attention shortly after it
was released, raving about how much fun it was. So
recently, after acquiring the game as part of the
Banleline package, he began the development proj
ect well aware of the game's problems. The
resulting AH version is nO( only a much beller
game, but a much more realistic one in the sense
that it is now a race. There is still combat and not
e\'eryone finishes every race, but it is first and
foremost a chariot race, nm a demolition derby,
And the missing fed of the danser, speed, and
strategy that was chariot racing is now present and
accounted for.

Luck has been taken out of the .setup by using
the SP£EDCIRCUITsystem; i.e., allowina players
to build their own chariots accordins to how they
wish to run the race. There are four catqories, to
which players mUSI allocate a total of four prepara
tion points.
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The first category is that ofrhe Driver Modifier.
If no points are allocated to this the player has a
Driver Modifier of zero. if one is allocated the
modifier is one, and if two are allocated the
modifier is two. Each player then figures the
number of Driver Hits his driver has by consulting
the Driver Hits Charl, rolling one die and adding
lhe Driver Modifier.

The next category is Team Speed. A Team
Speed Chari allows players to choose between a
slow team, an average tcam, or a fast learn. If no
points areallocaled to this, the player uses the bOI
tom row of lhe chart, if one is allocated the player
uses the middle row, and if two are allocated the
player uses lhe top row. Each row has six results
that correspond to lhe number rolled on a die. Each
team is put together differently, allowing for some
variations in speed and horse makeup in the teams
even on the same row. This allows a player who
doesn't allocate any points to do almost as well as a
player who allocates one point if the die so favors
him.

The third category is Team Endurance. This
uses the same type of chart system as Team Speed.
A player who allocates two points to Team En.
durance and rolls a "I" woull1 have an endurance
of 74 while a player who allocates no points and
rolls a "6" would have an endurance of 21; these
twO numbers being the extremes with the rest of the
chart put tOgether in graduating sequence between
the two.

The fourth category is Car Type. A player who
allocates no points to this category has a light
chariot, a player who allocates one point has an
average chariot, and one who allocates two points
has a heavy chariot (and is assumed, therefore, to
be garnishing scythe blades).

This sYStem works amazingly well, perhaps even
better than in SPEED CIRCUIT because of the
nature of building in combat abilities as well as
racing abilities. The tradeoffs in deciding where to
use preparation points are most interesting and full
of subtle choices enabling the player 10 exercise dif
ferent slralegies.

Adorning your chariot with scythe blades is no
longer such an attractive proposition. It lakes lwo
of the four precious preparation points to do so.
And it will invariably mean that you will have either
a slow team, poor endurance, or no driver modifier.
You will be a killer with seythe blades, but you may
nO( be able to catch anyone to allack them, or be
skillful enough to maneuver into attack position if
you do catch them, or be able to finish the race
yourself because your team faligues prematurely.
In the Car Type category, players will most likely
allocate either two points or none. Those allocating
no points will be stressing speed and emphasizing
the racing aspectS, not combat. Allocating one
preparation point is sort of wishy washy, and most
players will find this middle-of-the-road approach
too hard to fit into an overall stralegy, so this will be
a seldom used allocation.

Perhaps the most important dedsion is in the
Driver Modifier category. The Driver Modifier is
used to attack and defend, to help corner safely,
and to add overall speed. 11 is the most versatile
factor in the chariot selection process and most
players will allocale alleast one point to it.

The Team Speed and Team Endurance
calegories are a lure for lucky players and a trap for
unlucky ones. Many limes a preparation point in
one of these categories will seem wasled by a low or
high die roll.

Though the variations in building a chariOl are
numerous, there are four main types of chariots
that can be buill during the setup.

I) Thunderfoot: Team Speed-O Points
Team Endurance-O Points
Driver Modifier-2 Points
Car Type-2 PoinlS

A player with this chariot will have no friends, but
probably no enemies either. The problem will be
catching the other chariots to be able 10 auack
them. The driver modifier of +2 is to ensure a prof
itable number of successful attacks when you are
able to catch unlucky opponents. Opponenls
should show enough horse scents to stay away from
this beast, and go outsidc and let him through when
they hear the rolling thunder. Endurance is rela
tively unimportant because Thunderfoot mUSI do
his damage early and whether he succeeds or fails in
this endeavor, he wi1lthen trot along without fear
of ram auack. A common variation would be to
allocate one point to driver modifier and one to
team speed.

2) Flashing Hooves: Team Speed-2 Points
Team Endurance-O Points
Driver Modifier-2 Points
Car Type-O Points

This is a horsc of a different color and the other
players will be seeing red (because of the trailing
dust being kicked up in their faces) if this player's
strategy works. A player with this chariol will go for
the lead immediately and try to stay there the whole
race, eXlending the distance spread belween him
and the rest of lhe field lill he is completcly out of
danger of allack. The driver modifier is necessary
to add tWO extra movement points and to aid in
avoiding auacks if other chariots do catch up,
because the other chariots will altack if lhey can
knowing this is the only way to slow you down and
prevent you from virtually running away with the
race. This driver should refrain from auacks except
where asbolutely necessary, and when attacking
should make lash auacks, having little to lose ifhis
whip is grabbed. A variation would be to allocate
one point to team endurance and one pointtodriver
modifier.

3) Lasting Pleasure: Team Speed-I Point
Team Endurance-2 Points
Driver Modifier-l Poinl
Car Type-O Points

This is for the player who plans to Slay out oftrou
ble and just bide his time, hoping the other players
will drive their teams or each other's teams into the
ground during the race, leaving you the easy pick
ings of victory. With more than enough endurance
for lhree laps, this driver should use voluntary
straining on almosl every turn. The majo; dis
advantage is a poor defense with not enough speed
or driver modifer to ensure safety. The major ad
vantage may be the low profile look you give. When
using this setup, make sure lhe other players know
your stats. When allacking, this driver should only
make lash attacks versus teams, because he cannot
afford to lose his whip in a lash allack versus a
driver because this would prevent him from volun
tarily straining (Whipping his horses) for the reSI of
the race.

4) Horse Wilh No Name:
Team Speed-l Poinl
Team Endurance
Driver Modifier~

Car Type-I Point

Otherwise known as Whinny Weasel, this is your
average chariot, but it is deceptive so watch out for
drivers with this type of setup. The player who sees
himself as a jack of alilrades will try this one. He
will have more versatility than any other type
chariOl, and can become a lesser grade of any of the
other types, especially with favorable die rolls on
the Speed and Endurance Charts. He will be flexible
enough to attack or race.

The combat rules have been changed from lhe
original version to pul the emphasis on selective
auacks as opposed to unlimited random ones.
Allowing only one atlack from each space a player
moves inlo corrects some other problems. A player

lhal has figured his speed wrong going into a corner
can no longer use multiple attacks from one space
10 use up excess movemenl points. In addition, the
artificial feel of standing s1ill while making multiple
anacks is completely c1iminated. A good attack is
worth the expendilure of the one movement point it
COS1S, a bad attack is not. Only one attack is allowed
from each space a chariot moves into, bUI the
attacks are more effective in general. The lash
auack has been made much more effective, while
avoiding altacks has been made more dependent on
driver modifiers.

The whole combat procedure is beuer now and
more logical. The defender always has a chance to
avoid an aUack, and if successful can choose
whether 10 brake or evade. Braking prevents
further anacks from the same player because you
are moved backwards, but this cOSlS you twO
endurance factors. Evading costs no endurance
factors bU1leaves you open to another attack from
the same player who can follow the path of your
evasion route. Evading does COSt movemenl points
though, which are taken from your nexl movemell1
turn.

Lash altacks are now more common than ram
attacks. Occasionally a defender will accept a ram
atlack (because chances are almost as good lhalthe
anacker will take damage, either solely or along
with lhe defender) where he would not accept a lash
attack, so the lash allack is the logical choice. Since
endurance has been made a significall1 factor, any
attack whiCh causes the defender to brake COStS him
twO endurance factors making even an unsuccessful
altack valuable. The safest allack of any kind is a
lash attack against the team. Nothing bad can
happen 10 the auack. A lash attack versus a driver
always carries the risk of having your whip grabbed;
lost for the reSt of the game.

Some of lhe Combat Results Tables have been
significantly altered to make them statistically cor
rect and logically favorable to either the anacker or
defender. Results such as 'Joslled' are now more
clearly explained and much more meaningful in
regards to its long range consequences. A Crilical
Hits Table which adds a great deal of excitement in
that it can lay low even the most invulnerable player
has been added that comes into play whenever the
Driver Lash Auack Table yields a Wound result.

A new Log Sheet provides space for marking
your speed each lurn, once again ala SPEEDC1R
CUlT. In addition, boxes are provided for driver
modifier. team speed changes, and whip loss. There
arc now tcn chariots in the counter mix. This is cer·
tainly a game which doesn't suffer from adding
another player, and players should not limit the
field to len if more players arc readily available.

Many other minor changes address rule
clarificalions or additions in the name of realism or
common sense, such as a first turn speed reduclion
equal 10 the roll of one die to recreate the need to
accelerate from a standing Slart. Except for the ad
dition of the Critical Hits Table to the Advanced
Game and some minor rule clarifications, the
Advanced and Campaign game remain basically
unchanged.

STRATEGY TIPS

If you care about winning, forgel aboul
revenge. Of course, if you are playing for fun and
enjoy revenge, go ahead, but forget aboul winning.
Just because someone attacks you, don't go after
him. Ignore him or wait till the time is right and you
have a definite advantage or opportunity. If you
can stay out of everyone's way and still remain in
contention, this is the best strategy of all. In our last
playtest game, Don Greenwood had led big
throughout the race with a "Flashing Hooves"
combination which kept him out of harm's way
until he started to fall back to the pack entering the
final turn due to failing endurance. He still had a
commanding lead though and I was able to close the



gap only enough to allack him-not to take the
lead. My allacks were largely ineffectual except that
he was goaded into responding in kind. The move
ment points he expended in anacking me during the
next twO turns enabled a third player to edge him by
a nose at the finish line. He had been tricked into
attempting revenge at the price of victory.

Chariots in the outermost and innermost lanes
are the most vulnerable to allack. [f they are forced
to sideslip towards the wall, they flip. The best at
tack is a lash attack which can produce the swerve
result. Ram anacks do not have a forced lane
change result. Drivers with negative driver
modifiers (due, for instance, 10 'Jostle' results) are
also particularly susceptible to altack. You will
have an increased chance of making any type of a
suc<:essful allack on such a driver. Any chariot
caught in a corner lane is in potential trouble. If at
tacking from the outside, lash the driver. An "S"
result can move him into an inside lane where he
may have to expend additional endurance and
chance the Corner Strain Chart if his last executed
move is at a speed above the posted safe lane speed.
[f allacking from the inside while in a corner, favor
a lash attack on the horses which may result in him
using double endurance (whip and corner strain)
plus the increased likelihood ofa flip. Other attacks
tOO good to pass up are any si1l.lation in which the
defender cannot brake or evade due to the close
proximity of other chariots. Lash attacks on the
driver are proffered here due to the possibility of a
chain reaction involuntary anack spasm caused by
a Swerve result. Another optimum attacking si1l.la
lion occurs anytime a chariOl has just cleared one of
lhe inside corner lanes. He does not dare brake
because to do so would put him back into the corner
for his next move. He may be able 10 evade but that
merely allows you to chase him closer to the spina
where a lash attack on the driver could causea game
ending Swerve result. He is truly on the horns of a
dilemma.

Don't bother with drivers that are hurt or
damaged so badly they are already out of the race.
That is a waste of time. Such drivers are reduced to
the role of spoilers anyway, and you will just be
playing their game. Rather, you should recruit their
services against the leader on the chance that if they
move first they'll be able to make an anack on an
opponent who can beat you.

Count oUlthe number of spaces it is to a corner
during the other player's moves (it is illegal to do so
during your own turn). Then, decide whether it is to
your advantage to go through an inside or an Out
side lane. Lane one is the most efficient in terms of
allowed MPs per total spaces. This tends to make
lane one popular so many times it isn't worth the
trouble of fighting for it, espedally when you con
sider how dangerous the inside rail is. In fact, unless
the race is on the line, it's nOI a bad idea to Slay
away from the inside land altogether unless you feel
you are safe from auack. The important thing to
remember with regard to corners though is not so
much which lane to take as it is being able to get
through the corner completely in one turn whenever
possible. To this end, it is important to know the
board. Lane I has only six spaces which means you
can safely negotiate the entire corner without
straining if you start at the beginning of the corner.
Lanes 2, 3, and 4 have the same number of spaces as
the safe posted speed which means you must risk
two strain points to get entirely through this corner
from the edge. Lanes 5 and 6 exceed thc posted
speeds by one additional space so you must riSk
three strain points to make it through in one turn.
Lanes 7 and 8 are so long that one can't get through
them regardless of starting position without a
favorable voluntary strain result and therefore
should only be attempted by a fast chariot which
has been forced to the outside. Similarly, when
playing with the reaction rule it pays to know how
many squares are in each straightaway. [fyou know
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CONTEST NO. 99
- II 1""'-"

8 'I 12 15 17 20 24 28

You are driving the red chariot down the
homestretch in the last lap of a CIRCUS
MAXIMUSgameand it is now your turn 10
move. Yellow and Black have already com-
pleted lheir moves for this [urn but the other
four chariots still in the race have yet 10
move. The chariot types are listed below
along with their current driver modifiers.
Your task is to make a move for Red which
will give it the best chance of winning the

I(tf()1race based on the assumption that all players
will make a move predicated on their own
highest possible order of finiSh-rather than

~ 4!J1playing to deprive someone else of victory.
Having done that, predict the most likely
winner by checking the box on the eonlest
form corresponding to lhat chariot. All
actual written moves must be made on the
official enlry form cOnlained in the insert of
this issue.

Each chariot has its maximum possible
'p"d (including driver modifier) ,"d
remaining endurance listed 'e the space
directly behind ,h, car. This maximum
speed is the equivalent of the written turn
speed and must be used in solving the con-
test. To show your mO"e for the Red chariot
merely list the grid-coordinates of the final
space occupied by the Red team altheend of
this turn. Grid coordinates consiS1 of 11'00
parts: I.) the lane-indicated by the max-

16 10imum safe corner speed number for lhat
lane, and; 2.) the number of spaces away
from the start of the turn. [Example: the
Orange wreck is located in space 9'{).] In-
dicate thc use of any Voluntary Straining by
writing the letter S in parentheses following
the grid-coordinate. If your move includes
any allacks be sure to specify them by filling
out the allack chart on the contest form of
the insert with the color of the defending
chariot, Ihe type of atlack, exactly what part 10 1of the chariot is being attacked, and whether
or nOI a defender who holds or successfully
evades attack will be pursucd and allacked
again.

Too winning entries will receive cer-
tificates redeemable for free AH merchan-
dise. To be valid an entry muSt be received Imll 11prior 10 the mailing or Vol. 17, No.6 and in- .
clude a numerical raling for the issue as a
whole as well as list the best three articles.

4l!i 111/The solution will be announced in Vol. 17,
No.6 and the winners in Vol. 18, No. I.
When rating the issue as a whole remember 18 1 14 5
the lower numbers equate approval; higher
numbers indicate disapproval.

~R,d Movl':
Most Probable Winner:

4l:i1 ts[J Yellow. Light, + 2
o Green. Normal. + I
o Purple. Heavy, +2 21 tOto Black, Heavy. 0
[J White, Light, +2

3 1o Blue, Heavy, +2
[J Red. Light, +2
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SPECIFICATION CHART

there are 34 spaces to a straight and you alC only
Stven hexes oul of lhe last corner, you instantly
know you are 27 spaces from the next corner. While
the others furiously coun! out 27 spaces you can be
using your five sc<:onds to consider the finer points.
Taking that example a step funher, assume you
have a fast chariol which, through a combination of
initial position and good fortune is now occupying
lane 7 sixteen spaces from the first corner. [f you've
prepared yourself for lhe mathematics of the game
yOll will know instantly that you need to wrile '22'
For the second turn as soon as you ascertain that
you are indeed 16 spaces away from the corner. If
no one gelS in your way this will leave you in lhe op
timum position for turn 3 on the inside rail emering
the first turn, because 16 plus six inside lane changes
equals 22, Each inside lane change merely adds one
to the cost of the forward progress desired. Of
course, if someone docs get in the way you can use
up your extra movemem points by attacking him.

Back to the corners again, there is one impor
tam rule of thumb 10 keep in mind which is often ig·
nored. Don't attempt to take the inside lane on
every corner. To do so you must slow down in the
stretch sufficiently to end your turn next to the cor·
nero By the time you've done that you've squadered
more movement factors than you would gain by
taking the inside lane anyway and probably expose
yourself to anack in the bargain. The mechanics of
the game are such that the most effective way to
take the turns is to go wide after every corner taken
on the inside. By alternating between the inside and
outside approaches you 'Il gain the most movement.
Of course, if you've been slowed by damage this
beeomes less true and the inside lanes become more
of a necessity the slower you get.

OPTIONAL RULES

Despite Don Greenwood's dislike of this section
of the article, CIRCUS MAXIMUS is the type of
game that cries out for more rules (says he!). So, 10
add the Hollywood lOueh, I suggest one or more of
the following optional rules.

A More Detailed Specification Method

As much as [ like the simple four point prepara
tion point setup, I'm sure there will be others who
will prefer this type of thing. The tradeoff is, of
course, playability for realism (?).

I. Each player receives 32 Preparation Points.
2. Preparation Points may bedistributed in any

manner among the categories on the Specification
Chart with the following restrictions:

a. A player must have four horses. Horse
Four may not be faster than Horse One, HorseTwo
may not be faster than Horse Four, and Horse
Three may not be faster than Horse Two.

b. A player docs not have to have a whip. He
cannot have more than one whip. A long whip
moves attacks on the Lash Attack Table twO col
umns to the right.

C. A player does not have to have scythe
blades. He can have scythe blades on only one wheel
or on both wheels and can even have different types
of scythe blades on different wheels. When a player
has scythe blades on only one wheel or has different
scythe blades on different wheels, all die rolls on the
Corner Strain Chart are +2 and all die rolls for Flip
due to Wheel Damage are -I. Scythe Bladesadd +2
to all Ram Allack Damage dice rolls and Long
Scythe Blades add +4 to all Ram Altack Damage
dice rolls.

SPECIAL WEAPONS

POUCH OF DUST: COSt: I Preparation Point
Once during the race, a player with a pouch of

dust can atlempt to throw the dust into the eyes of
another driver. His car must be adjacent to the
other driver's car at the time the dust is thrown, and
this action costs one movement point. When the
dust is thrown, the altacker rolls twO dice and adds
his driver modifier to the total. H the lOtal is ' 10' or
more, the attack is successful and the attacked
driver must roll two dice (adding or subtracting his
driver modifier) and consult the Dust Altaek Table.
Whether the attack is successful or not, the player
has thrown his dust.

KNIFE.' COSt: 2 Preparation Points.
Once during the race a player with a knife can

attempt to throw the knife at another driver or team
regardless of facing. The range to targCl is
calculated by including the target hex but not the at
tacker's hex. The knife attack costs one movement
point. When the knife is thrown, the attacker rolls
one die for each hex of range and subtracts his
driver .modifier from the IOlal. If the total is '3' or
less, the attack is successful and the attacked driver
must roll two dice (adding or subtracting his driver
modifier) and consult the Knife Attack Table.
Whether the auack is successful or not, the player
has thrown his knife.

Each player also has a small knife used for cut
ting horses and himself free during a race. This may
be thrown using the procedure above, adding' I' to
ea,h To Hit die roll since this knife is not meant for
throwing. However, if a player does not have this
knife (or another knife instead), he may not cut
horses or himself free if the need arises

(6)
(6)
(11)

50(6)

5(4) 6(5) 7(6) 8(7)
5(4) 6(5) 7(6) 8(7)
5(4) 6(5) 7(6) 8(7)
5(4) 6(5) 7(6) 8(7)

3(15)
8(3) 10(4) 12(5)

4(1) 6(2) 8(3) 10(4)
4(1) 6(2) 8(3) 10(4)

30(2) 35(3) 40(4) 45(5)
65(9) 70(10) 75(11) 80(12)

(4) Left Wheel Long Scythe Blades
(4) Right Wheel Long Scythe Blades
(7) Both Wheels Long Scythe Blades

DUST ATTACK TABLE
Result

Defender falls out of his chariot and becomes a dragged driver, except that he is behind his car
and team, nOt JUSt the team. The team and car an: treated like a runaway team.
Defender swerves into the attacker. Treat as if bOlh cars are damaged in a ram attack.
Eye Wound. Same as '5' on the Critical Hits Table with the following additional result: the
defender must move straight for the next twO movement turns except lO avoid other chariots in
which case he must change lanes to Ihe outside where possible.
Defender swerves away from the attacker. Sideslip two lanes.
Defender is blinded and must take two driver hits. [n addition, the current team speed is re
duced by half and ,annot be changed. Each turn thereafter he must roll one die, and cannot
regain control and free usage of his team's speed until he rolls a '5' or '6'.
A gust of wind blows the dust back into the attacker's eyes. Treat as an eye wound as in '6·8'
above against the attacker.

KNIFE ATTACK TABLE

Result

Defender killed. Treat the body and team as a dragged driver and a runaway team as in '2' on
the Dust Attack Table.
Major wound. Defender suffers a number of hits equal to the roll of one die.
Minor wound. Defender suffers one driver hit.
Minor horse wound. Nearest horse suffers one hit.
Major horse wound. Nearest horse suffers a number of hits equal to the roll of one die.
Horse killed. Nearest horse killed.

12

).j

6-8

)-6,.,
10

"12

Dice
Roll

2

9-lQ

"

Dice
Roll

2

(Cost in number of Preparation Points in parentheses)

Horse One 1(0) 2(1) 3(2) 4(3)
Horse Two 1(0) 2(1) 3(2) 4(3)
Horse Three 1(0) 2(1) 3(2) 4(3)
Horse Four 1(0) 2(J) 3(2) 4(3)

Driver Modifier 0(0) ](5) 2(10)
Driver Hits 2(0) 4(1) 6(2)

Regular Whip (2)
Long Whip (4)

Left Wheel Car Hits 2(0)
Right Wheel Car Hits 2(0)

Endurance 20(0) 25(1)
55(1) 60(8)

Left Wheel SCythe Blades
Right Wheel Scythe Blades
Both Wheels Scythe Blades

When you are in the middle of a crowded race
near a corner, write down a speed one or twO move
ment points in excess of what you actually want.
This will give you some extras in case you need to
brake to avoid attacks or have to change your mind
about which lane to go through. You can also usc
up e;<tra movement points by anacking or changing
lanes to the inside and then back 10 the outside.
There are several ways to use e;<cess movement
points but none to gain any after your move has
begun.

The Corner Strain Chart is now not as drastic.
Exceeding the safe corner speed by one, two, or
even three MPs is not all that much of a risk.

The game is now race oriented. The thunderfoot
approach can be a winner bUl it is unlikely if all the
other players go with speed. One scythe bearing
chariot will have a tough time disabling seven speed
demons before the survivors move beyond reach. A
heavy chariot needs compatriots to be a winner.
The heavy chariot beeomes a much more worth
while proposition in the Campaign Game where
elimination of an opponent can mean more than
winning a race. Heavy chariots are rarely attacked
and tend 10 be survivors, Ifaltrition is high, a heavy
chariot can place and score points by virtue of its
survival. Much of the combat during a race now
takes place in the last lap instead of the first.

Endurance is more important than it seems. It is
used when exceeding the corner speed, avoidingand
taking auacks, and in straining. You should
calculate your remaining endurance to use up the
remaining faelOrs on the last !lim in voluntary
straining.

Using your last movement points to draw adja
cem to a chariot which has already moved during
that turn can be more advantageous than making an
attack if there are other chariots yet to move which
may bear a grudge against your person. Such
already-moved chariots can become a very effective
shield against mayhem-seeking racers to your rear.
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4th EDITION ANZIO RULES

-Rain is in effect. Reroll on Ihis C'olumn immediately_ AnOlher 'I'
result means [hal [he race SIOffS under '"mud" conditions. as well as
rain.

uReroll on .llnilial Rc-sull" column at sian of each lap.

Yet another edition of the ANZIO rules is
available. As is our custom, whenever we
rerun a game requiring new plates, we make
whatever changes we have uncovered since
the last edition which might improve the
game. Ever watchful Tom Oleson supplied us
with a few minor corrections so we updated
the rules accordingly, Possession of the 4th
edition is by no means a necessity but for
those purists who absolutely must have the
latest edition you are hereby advised of its
availability for $ 2 .00 plus 10% postage and
handling. Maryland residents please add 5%
state sales tax. Be advised that ANZIO is now
available in new packaging featuring the art
work of Rodger MacGowan, but that this
packaging does not ensure that the 4th edi
tion rules are necessarily inside.

THE WARGAMER'S
GUIDE TO MIDWAY

SQUAD LEADER
T-SHIRTS

Containing thirty-six pages of the best of THE
GENERAL articles on the game plus previously
unpublished material as well, this guide is a must
for every fan of the game. Several official rules
changes update the game and erase its few minor
Oaws. A tribute to one of the hobby's eldest
citizens that has never needed a major revi ion. A
game which has grown old gracefully, maturing
by getting better.

Almost all of the reprinted articles are from
unavailable issues of THE GENERAL, many
from volume 9 or earlier. Included is the firSI
major variant, "Leyte Gulf", and the most in
depth article on the game to dale "The MIDWA Y
Thesis" by two of the game's experts, Harold
Totten and Donald Greenwood, "The Pacific
Theatre Via MIDWA y", the other major variant
that spawned the MIDWA Y Variant Kit, has been
expanded to include many more optional rules
(some applicable to the MIDWAY game as well)
and an additional scenario. "The Battle For
Australia", a previously unpublished article adds
the ultimate with a hypothetical monster scenario
using the components of both the game and the
variant kit. Other articles deal with strategy,
analysis, variants, and other hypothetical situa
tions. The best of three Series Replays that have
appeared in THE GENERAL is also reprinted,
useful in itself as a fine example of the subtle
strategies involved when experienced players
meet.

THE WARGAMER'SGU[DETO MIDWAY
sells for $4.50 plus 10OJo postage and handling
charges, and is available from our mail order dept.
Maryland residents please add SOJa sale tax.

Yes, we are following up on the success of the
PA ZERBLITZ T-shirt with yet another offer
ing on what has become our hottest game. Now
you too can become a SQUAD LEADER
whether you play the game or not. The back of
the shirt is adorned with the arne Avalon Hill
logo you've seen before on the PA ZERBLITZ
shirts. Be ure to spccify ize: small, medium,
large, or extra large, $5.00 plus SO~ for postage
and handling. Maryland residents please add SOJa
state sales tax.

Clear
Rain
Rain
Rain
Rain
Rain

Subsequent
Checks

Initial
Result

Rain*
Clear**
Clear
Clear
Clear
Clear

WEATHER TABLE

I
2
3
4
5
6

Die
Roll

MUD

Mud has the following effects:
,I. Once mud has been declared the effects of

Rain on lane changes and corner straining become
permanent even if the rain stops.

2. The combined effects of rain and mud in
crease the Corner Strain DRMs by + I for each type
of chariot.

3. The safe cornering speed of all chariots is
reduced by three when "mud" is in effect.

4. Team speed is reduced by two.
5. A dragged driver suffers only one third (as

opposed to half) the resulting numbers of hits deter
mined by one die roll at the conclusion of each
movement phase in which he has been dragged.

6. An individual driver on the track can move
one square for each three (as opposed to two) re
maining unmarked driver hit boxes (fractions
rounded up) per turn.

RAIN

Rain has the following effects as long as it con-
tinues to rain:

I. Dust attacks are not allowed in the rain
2. Team speed i reduced by one
3. COR ER STRAIN CHART MODIF[ERS

are amended a follows:
Light chariots add '3' to all dice rolls.
Normal chariots add '2' to all dice rolls.
Heavy chariots add' I ' to all dice rolls.

4. LANE CHANGES are now subject to
modification as follows:

Light chariots must roll one die whenever
they change lanes. If the result is a '5' or '6' they
complete the lane change and then immediately
sideslip one lane in the arne direction. There is no
movement cost, but all normal rules apply, such as
involuntary ram attacks. Normal chariots must
follow the same procedure, but only sideslip on a
result of '6'.

CRITICAL HORSE HITS

Whenever a horse takes a hit, the attacker rolls
two dice and consults the CRITICAL HORSE
HITS TABLE.

SPEAR ATTACK TABLE

HORSE CARCASSES

When a horse is killed and cut free, a hor e car
cass counter (use a blank counter) is placed in that
square on the track. Chariots passing over horse
carcasses treat them like chariot wrecks with a
special -I DRM. EXCEPTION: The horse carcass
has no effect on the chariot from which it is cut
loose on the turn it is cut loose.

2-8 No additional effect
9 One more hit
10 Two more hits
11 Three more hits
12 Horse killed

FIRST TURN ACCELERATION

On the first turn of the game, each player must
roll two dice (subtracting their driver modifier) and
reduce their written turn speed by that amount (to a
minimum of 0)

Dice
Roll Result

2-6 Major Wound. Same as '3-6' on Knife
7-9 Minor Wound. Same as '7-9' on Knife

10-12 Defender killed. Same as '2' on Knife

Dice
Roll Result

VOLUNTARY STRAINING

Players must write an'S' after their Turn Speed
(example: 19S), when writing their Turn Speed each
turn in which they wish to voluntarily strain their
teams. If they do not write an'S', they may not
voluntarily strain that turn. This replaces announc
ing voluntary straining at the beginning of the
player's move, and creates a more realistic limit
upon the drivers, although it does take command of
the game away from the players to a certain extent.

SPEAR: COSt: 4 Preparation Points.
During the race, a player with a spear can attack

other drivers or teams with the spear. His car mUSt
be adjacent to either the other driver or team at the
time the attack is made, and this action costs two
movement points. He may make only one attack
per turn, but may make one attack during each turn
he still has the spear. When an attack is made, the
attacker rolls two dice and adds his driver modifier
to the tOtal. If the total is ' 10' Or more, the attack is
succesfull and the defending driver must roll two
dice (without modification) and consult the Spear
Attack Table. [n addition, when a driver with a
spear is straining in a corner, ramming another
chariot, or being rammed by another chariot, the
player must roll two dice (subtracting his own
DRM), and if the total i '10' or more, he must then
himself roll two dice (without modification) and
consult the Spear Attack Table; to see ifhe has been
injured by his own spear.

WEATHER

After players have built their chariots, but
before the race begins, one player rolls one die and
consults the Weather Table. If the result is 'Rain',
players must consult the Weather Table every other
turn during the race beginning with the second turn
of the race until the weather clears.

Should 'rain' remain in effect until the first
horse completes the third consecutive corner under
rain conditions weather conditions change to
"mud" for the balance of the race whether the rain
continues past that point or not.
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ADVANCED

RICHTHOFEN'S WAR by David A. Bottger

Combining Si-Move, Maneuvers and Excitement to Improve RICHTHOFEN'S WAR

Each turn, the owning player notes the speed
and beginning altitude of his aircraft for lhat turn in
the appropriate columns of the ASP. Next, altitude
changes for that turn are inserled, the number of
meters preceded by a " +" for climbs and a " - "
for dives. Speed plus MP's gained or lost due 10
altitude changes equals net MP's which mu t be ex
pended in movement that turn.

The movement plot for each aircraft consist of
a series of numbers and/or letters indicating how
lhal aircraft will move that turn. Movement
straight ahead is denoted by a number representing
lhe number of hexes straighl ahead the aircraft will
move.

Turns are indicated by an "R" (right) or "L"
(Jefl) for each hexside turned in thaI direction.
Thus, an aircrafl plotted "2RR3" will move lWO
hexes straighl, turn lWO hexsides to the right, then
move lhree hexes slraight ahead in its new direction.

FiRurt I; Revised Airerllfl ShHuS PUd

"Special maneuvers" consisl of the maneuvers
described in the arlicle enlitled "Unexpected
Maneuvers" by Michael Turner in Vol. 14, No. 40f
THE GENERAL. That arlicle and lhe Maneuver
'Cards it describes are available separately from
Avalon Hill for $4.00. Figure 2 summarizes the
notations, MP costs and altilude change for
special maneuvers.

The movement point co I and end po ition for
loops depend on the size of the loop performed,
which in turn is limited by the aircraft's climbing
abililY. Figure 3 shows the relationship of these fac
tors.

Subject to limitations imposed by accumulated
damage and critical hits, any aircraft can perform
any special maneuver. However, no aircrafl may
perform more than one special maneuver per turn
and no altitude changes other lhan lhose required
by the special maneuver may be made during the

Few variant articles are as solidly based as
David Bottger's state-o/-the-art update 0/
RICHTHOFEN's WAR. Most variants add just
that-variety, a new way 0/ playing a game which
has grown tiresome from repeated play. Usua{{y,
such things are lacking a certain degree 0/hislorici
ty, playabifily, validilY or all 0/ Ihe above. Such is
nOI the case here Ihough.

Eight year later I can still remember the excile
ment and anticipation as r unwrapped
RICHTHOFEN'S WAR and opened the box for
the first time. Inside, lhat photographic board and
those blueprint-like counters convinced me that this
was the game air-war buffs had so long awaited.
Here Avalon Hill had captured the chivalry,
glamour, color and drama of World War r in lhe
skies.

Or so I thought. But my excitement turned to
disappointment as I discovered that R W played
more like aerial PANZERBLITZ (han the air bat
tles I had read abOUl. First I move and shoot at you,
then I hover there while you move and shoot at me.
Enemy on your tail? No problem-just circle
around 10 his tail while he sits there. In fact, the
enemy hardesl to hit is the one in front of you.

So RW found its place on my dusty shelf with
other nawed simulations, to rest there until AH's
recent acqui ition of AIR FORCE and
DA UNTLESS started me wondering whelher the
AF/D simultaneou movement system could be
lransplanted to R W. ThaI, plus other revisions in
tended to get R Woff the hobby's dusty shelf, is the
purpose of lhis article.

All Basic, Tournament and Oplional R W rule
apply unles staled or clearly implied 10 Ihe con
trary. Following each advanced rule is a brief state
menl of ilS rationale.

SIMULTA EOUS MOVEME T

Each lurn consislS of th.ee phases: (I) Joint
Movement Ploning Pha e: (2) Joint Movement Ex
ecution Phase: (3) Joint Combal Pha e.

JOINT MOVEMENT PLOTT) G
PHASE-During lhe Joint Movement Ploning
Phase, each player plot the movement of all air·
craft under his control for the immediately follow
ing movement execution phase on the revised Air
crafl Status Pad (figure I). All movement is plotted
secretly and is not revealed to any other player
(friendly or enemy) until the Movement Execulion
Phase (exception: Tailing).

Turn
1

2
3
4
5
6
7
8
9

10
II
12
13
14
15
16
17
18
19
20
21
22
23...
24

Sped
Beg.
All

(a) Speed (in movement points)
max.

All. Net
Change MPs

7
Movement Piol



9

VERTICAL PI
(remaining M P x -100 meters

+ normal di,·c ma.ximurn)

V

FLAT SPIN
(remaining M P x -50 meters)

F

NOSE DIVE
(remaining M P x -so meters +

normal dive maximum)

c

®

LOOP

TIGHT CIRCLE
(All MP)

Special Maneuver Chart

B-Ieft

T-Ieft

SIDE-SLIP
(-50 meters)

M

IMMELMANN

(+50 meters)

S-right

A-right

BARREL ROLL

Figure 2

figure 3

Loop Chart

TAILI G
An aircraft may "tail" an enemy aircraft if the

tailing aircraft: (I) is within four hexes of the air
craft to be tailed, including altitude differences: (2)
is wholly or partially within the 60 degree arc
extending from the hexside to which the tail of the
tailed aircrafl points; and (3) has the tailed aircraft
in the field of fire of its forward-firing guns (see
figure 4).

Maximum
Climb MP

Por Turn Co I End Position

up 10 SOm 2 stan hex
100m 4 I hex behind stan hex
150m 6 2 hexes behind stan hex
200m 8 3 hexes behind tan hex
250m 10 4 hexes behind tan hex
300m 12 5 hexes behind sIan hex

NOle-Loop notation i circled number representing MP
COSt of loop 10 bc performed.

JOINT MOVEME T EXECUTION
PHASE-During the joint movement execution
phase, each aircraft i moved in accordance with its
movement plot. Any illegal move ploued is
disregarded, with any MP's left over as a result of
ignoring the illegal move expended in movement
straight ahead after legally ploned moves are ex
ecuted. Any exces climb or dive ploued is also
disregarded.

Ralionale-The addition of simultaneous
movement eliminate the PA ZERBLITZ
qualitie of R W. Simultaneous movement does not
simulate air combat perfectly, of course-no pilot
with a 10 econd (turn equivalent) reaction time
would have survived long. But the alternative, '/.
(average reaction time) second turns, would be
completely unworkable.

The restrictions on special maneuvers renectthe
usefulness of these maneuvers in combat. With no
restrictions on their u e, special maneuvers would
make firing a rare event.

Allhough any aircrafl can perform any special
maneuver, the special rules for loops were felt
necessary to avoid the absurdity of an FK/8, for ex
ample, looping around to the tail of a Fokker
Triplane.

turn a special maneuver is performed. [n addition,
special maneuvers mu t be eparaled from turns by
at least one hex of straight movement, both before
and afler the pecial maneuver.

Fi~urt" 4: Tailjo~-SP3d I is elig.ible to laillhe RoJ ('2. but Spad 2 is
nOI bccau'\" Ihe Rol ,,2 h outside Ihe ricld or fire of lhc Spad'~ for
,\ard firing gun'\.

Before the tailing aircraft's movement is plot
ted, but after movement for all other aircraft is
ploued, the owner of a tailed aircraft must reveal a
portion of its movement plot to the owner of the
tailing aircraft. The portion of the tailed aircraft's
movement to be revealed depends on the relative
maneuverability of the aircraft involved and the
range between them.

For the purposes of this rule, aircraft are as
signed a maneuverability index based on their
maneuver schedule, as follows:

Maneuver Schedule Index

A and B I
C 2

D and E 3

The relative maneuverability of two aircraft is
found by subtracting the index number of the tailed
aircraft from the index number of the tailing air
crafl. Thus the relative maneuverability of a Fokker
Triplane (maneuver schedule E) tailing a BE-2
(schedule A) is 2. Were the positions of the e air
craft switched, the relative maneuverability would
be -2.

The maneuverability index is cross-referenced
with the range between the aircraft (including
altitude differences) on the chart labelled figure 5 to
determine what percentage of the tailed aircraft's
movement, in net MP's (rounded to nearest whole
MP, with .5 rounded up), must be revealed to the
owner of the tailing aircraft.

Figure 5
Tailing Chart

Range in Hexes
Maneuverabilily 2 3 4

Index
-2 20 30 40 50
-I 30 40 50 60
0 40 50 60 70

+ I 50 60 70 80
+2 60 70 80 90

If the MP's to be revealed make up any part of
the MP cost of a hexside turn or special maneuver,
the entire hexside turn or special maneuver must be
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I. A pilot or ob erver wounded twice is killed.
2. Forward-firing gun may not be fired by an aircrafl in a glide or with it engine on fire.
3. An aircraft with it engine on fire must perform at least one sideslip per LUrn for four consecUlive !Urns. A single

die is rolled each turn and ifa 'I' is rolled, the fire isouland the aircraft mayre ume normal night. If a T is nOt rolled or
iflhe required sideslips are not performed, Iheaircrafl is destroyed. A foreed landing may be allempted iftheaircraft is
able to reach the ground wilhin four LUrns. but a + 2 die roll modification is applied to the forced landing roll.

4. If a "ffgun hit" is scored on an aircraft carrying both wing-moumed Lewis and fixed forward-firing guns, an ad
ditional die roll is required to determine which gun is hit. 1-3 = Lewis gun hit: 4-6 = fixed forward-firing gun hit. The
gun not hit may still fire.

5. If "controls jammed in direction laS! MP spent" is scored, the damaged aircraft's movement plot for thai lurn is
examined. If thai aircraft's last MP was spent performing a turn, barrel roll. falling leaf or ideslip. the controls are
jammed in Ihe direclion of that maneuver. The aircraft must continue lurning in that direction, at a rate of one he."ide
turned per hex moved. unlillhe conlrols are unjammed by a roll of lor 2. If the last MP was nor spent in anyoflhe lisled
maneuver, the controls are jammed straight and the aircraft must move straighl until they are unjammed.

Figure 8

OlE ROLL MODIFIERS-The following
modifiers apply cumulatively to the die roll of at
tacking aircraft under the specified conditions:

Side

Wing lilt; max. e tm ,<:live -100m

Engine damaged; max. speed
reduced I MP

Comrols jammed in IreCI;on last
MP spem; roll I or 2 10 unjam

Aileron hil; !Urns limited 10 2
hexsides per hex

Elevator hi!; max. c1imo, Clive
-50m

SlrulS shaltered; max. climb. dive
reduced V,
Aileron ca:>b;cle::::s"l'-:::o!:uY:e=;';'l1l'!:Ir'=n-::----1

limited [Q I hexside Rer turn

Observer wounded; rear guns use
column 0
Aileron -ca"'"b""les-h"",t-;-no-special
maneuvers, + I MP per lurn hex

Controls jammed; Oy Sl raighl
umil 1 or 2 rolled

1', 01 .lighlly wounded (see above)

CRITICAL HITS-When a critical hit is rolled
on the Target Damage Table, the firer consults the
Critical Hit Table (figure 8) corresponding to the
angle of allack, either front, rear or side.

Rationale-Besides allowing agreater variety of
critical hits, the separate tables portray the
characteristics of the various attack angles. Head
on (front) attacks present the greatest chance to in
flict as well as receive serious damage. The tail
(rear) attack can be fatal, butlhe odds are lower. A
side attack can hit any part of the target, and so is
the most unpredictable Critical Hit Table.

the - 1 modifiers for the speed of the firer and
target. In addition, the speed modifiers help rectify
the unrealistic speed-maneuverability trade-off
present in the game as published.

The modifier for firing on a tailed aircraft (used
in addition to tail allack modifier, where ap
propriate) represents an attacker's ability in such a
situation to line up his shot, as contrasted with fire
against an enemy suddenly appearing in the field of
fire.

The modifier for movement straight ahead prior
to firing simulates the advantage of a stable gun
platform. As such it, like the other modifiers, ap
plies to fire by rear as well as forward-firing
weapons. To a certain extent, this modifier replaces
R W's Tournament "sighting" rule, which is not
used in advanced R W.

JAMMI G-Any gun which fires two or more
consecutive turns is subject to jamming. On the sec
ond consecutive firing turn, a gun will jam on a roll

-I
+1
+1

-I

+1

-I

Rear

Tail skid hil; + Ion landing roll

Critical Hit Tables

Notes

Ob erver wounded; rear guns
use TDT column D

Observer killed

Pilol scriou Iy wounded; no
forward firing, turns limited to
J he. ide per hex, no special
maneuvers

Engine On fire; must sideslip
4 turns and roll I 10 pur out, or
aircrafl deSiroyed

ElevalOr cable hil; nO climb,
max. dive 100m per turn

FF guns hil; no further fire

Tail hit; max. climb -100m.
dive -200m
Engme da-m-ag'·e""d-;m-ax. speed
reduced 2 MP
Gas tan k hi I; gl::-id:-e-o-n-r-o~lI-o":'f-:-1
fir" lurn, I, 2 econd, eiC.

Pilot kit e ; aircrafl shOl down

DRM

Fronl

rop II; Imme iate glide at
min. speed + 1 MP

Engine damaged; max. speed
reduced 2 MP

Aileron hil; lurns limited 10 2
hexsidcs per hex

Landing gear h il; + I on
landing roll

Wing hil; max. dive -100m

Pilot killed: aircrafl hOI down

Fuel line severed; immediale
glide, no rf guns

Engine damaged; max. speed
reduced 4 P

Oitleak; roll each lurn, engine
eizes on I, 2, forcing glide

Pilol seriously wounded (see
above)

Pilot...·"",I"'e""a"";"'"a;''''rcrafl ShOl down

8

7

2

9

4

6

II

10

12

Roll

Side attack
Tail attack
Attack on aircraft tailed

during preceding movement
phase

Firing aircraft used IO or
more net MP's in turn

Target aircraft used 10 or
more net MP's in turn

Firing aircraft moved in
straight line during last
VJ (to nearest MP) of net
MP's in turn

Situation

Rationale-The optional R W deflection rule
reflects the fact that as the relative speed of aircraft
increa e, accurate fire becomes harder. The + 1
modifier for tail attacks reinforces this lesson, as do

Rationale- As every geometry student knows,
the hypotenuse of a right triangle does not equal the
sum of the other two sides, but that is how range is
computed in R W. Restoring real-world geometry
adds almost nothing in complexity,

As the range chart show, as the distance in
hexes increases, altitude differences have less effect
on range. For example, at one hex a 200m altitude
difference adds three hexes to range, while at six
hexes, the same 200m adds only one hex.

Altitude
Difference 0 I 2 3 4 5 6 7

0 I 2 3 4 5 6 7

50 I 1 2 3 4 5 6 7

100 2 2 3 4 4 5 6 7

150 3 3 4 4 5 6 7
200 4 4 4 5 6 6 7
250 5 5 5 6 6 7

FiRurt .,

revealed. In addition, a tailed aircraft must an
nounce whether it is climbing or diving, but not the
amount of the altitude change.

Rationale-Simultaneous movement makes it
more difficult to get into firing position, since the
enemy no longer sits still while you stalk him. To
compensate, the field of fire is expanded.

Rationale-One shortcoming in the AF/D
system is that it significantly reduces the advantage
to being on the enemy's rail, and therefore the
player's incentive to get there. This is in marked
contrasl to actual World War 1 tactics, where being
on the enemy's tail yielded great advantage and thus
was much sought after.

The tailing rule effectively reduces the turn
length for the tailing pilot, thereby allowing him 10

react more rapidly to his target's movement. The
tailing aircraft's ability to stay on the enemy's tail is
a function of the maneuverability of the aircraft
and the tailing pilot's ability 10 react, which may,
for simplicity, be con idered to depend on the
distance between the aircraft. As a result, players
will find that the best shooting range (point-blank)
is not the best tailing position.

Fif:ure 6: Field or Fire

Range Chart
Hex Distance

RA GE-Range is determined by cross
indexing the distance in hexes between the firer and
target with their altitude difference, if any, on the
chart labelled figure 7. During the Joint Combat
Phase, aircraft are considered to be at their ending
altitude for that turn, i.e., beginning altitude plus
or minus altitude changes made that turn.

COMBAT
FIELD OF FIRE-The field of fire for

forward-firing guns consists of the hexes in the 60
degree arc extending from the hexside to which the
aircraft points, 10 a range of 7 hexes. An aircraft
wholly or partially within this arc may be fired at
(Exception: Optional R W rule VI!.I). Figure 6 il
lustrates the field of fire.
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AN IMPORTANT NOTICE TO
ELITE CLUB TICKET HOLDERS

The following die roll modifications apply 10 this
roll:

Rationale-The Fokker D-VII had the unique
ability to "hang on its prop," allowing fire at air
craft dircrtly above.

FOKKER D-VII-Fokker D·VIJ aircraft may
fire at aircraft directly above in the same hex. This
fire is resolved normally on TDT column A.

DIPWMACY
WORLD

When it comes to multi-player games,
DIPLOMACY leads the pack and when it comes
to DIPLOMACY. you can't be without
DIPLOMACY WORLD. DIPLOMACY
WORLD is a magazine devoted to the play of
DIPLOMACY and its variants.

A quarterly publication which can disturb the
spider in your mailbox for a mere $5.00 a year,
(Slightly higher outside the U.S.)

Not sure? Well, a sample copy can be yours for
S 1.50 and then you can see for yourself. With
thi~ sample copy you will get some valuable info
on the play of the game and you'll also find the
names of GM's so lhal you can get in on some of
the fun, postally.

Contact DIPLOMACY WORLD. 1854 Wagner
Street, Pasadena, CA 91107 for more informa·
tion.

Now available for the first time is a collection
of ten Grand Prix race cour~es for our popular
SPEED CIRCUIT game. These courses are
printed individually in full color using the same
color scheme which appears in the actual boxed
game. These lracks are nOl lhe same as the ones
published earlier in ALL STAR REPLA Yor the
boxed game. They come complete wilh an instrw;·
lion sheel outlining the order of play for your own
Campaign Game Racing Season and background
on the individual tracks. The actual trads in·
c1uded in lhe set are: Grosser Preis von OS1erreich
(Zelt"eg, Austria); Watkins Glen; Grande
Premio de Brasil; Grote Prijs Van Nederland;
Gran Premio de la Republica Argcmina; Long
Beach Grand Prix: Gran Premio de Espana:
Canadian Grand Prix: Grosser Preis \'on
Deulschland; and Ihe Brilish Grand Prix The
complele sel sells for $13,00 plus 10~'. pOSlage and
handling charges From: The Avalon Hill G~~rc
Company. 4517 Harford Rd., Baltimore, I\h
21214, Maryland residenlS please add S0:. Slale
sales lax.

SPEED CIRCUIT
CAMPAIGN GAME

You'Uthen be a lifetime member of the Avalon
Hill Elite Club & eligible for discounts on games
purchased directly from Avalon Hill every year for
the rest of your life-PROVIDING you don't lose
the membership card. Absolutely no lost cards will
be replaced.

This offer does not include a free SUbscription
to the GENERA L. and is not to be confused with
the ini1ial offering m"de in 1974. Your game order
mUSI tOl,,1 at least $50 to qualify you for
membership and can not include any game more
than once.

be sure to ask for your Elite Club membership
card/tickets to insure we don't forgel.

Successful landing
Add 2 damage faclors,

crew survives
Add 4 damage factors,

crew survives
Aircraft destroyed,

crew killed

Result

Rn""n
Pilot seriously wounded
Pilot shghlly wounded

Critical hil on landing gear
Crilical hit On tail skid
Aircraft has Over SO."
accumulated damage

A""pilot

Landing Table

8

,-,
7

Dice
Roll

9-)3

...,...,..
ORM

Good news for Elite Club members. From now
on your Elite Club Discount coupons are good
towards the Mail order purchase of any Avalon
Hill game direct from Avalon Hill-not just the
Mail Order only variety.

Discounts are applicable only to those mem
bers of the Elite Club who staple their 1981
calendar year Elite Club licket to their order. Used
or lost Elite Club tickets are not replaced under
any circumstances.

You too can become a member of the Elite
Club. To qualify you must place a mail order for
allY six Avalon Hill games. No discounts apply to
lhis qualifying order. When placing such an order

Rationale-Even viclorious aircraft muSI land
safely. This rule may be used in Campaign games to
abstractly simulate this fact. In conjunction wilh it,
players may wish 10 decide prior to combat how far
From their respective airfields each mission lakes
place, so that il may be determined whether aircraft
forced into a glide reach lheir airField. Players
wishing to adopt this procedure should remember
that mOSI COmbal occurred behind German lines.

LANDING
After each mission a die is rolled for each surviv

ing aircraft 10 determine whether it lands safely at
ilS home airfield, using the table in figure 9:

Wing-mounted Lewis guns had a nexible
mounling which allowed them to fire at aircraft
above. Players may decide for themsclves whether
lhis advantage outweighs their reduced firepower
effecliveness and reloading requirements.

LEWIS GUNS-Each ammunilion supply
(front) box for aircrafl having both Lewis and Fixed
forward-firing guns should be divided in half
diagonally, to represelltthe fact lhat these guns may
fire separately. If both guns are fired, the entire am
mo supply box is marked off and fire is resolved
normally.

If the Lewis gun is fired alone, only the upper
half or the ammo supply box is marked off and fire
is resolVed by rolling on TDT column B bUI halving
lhe result (fractions rounded down). Critical hilS
apply only on a roll of 1-3 on a single die.

Similarly, if lhe fixed-forward gun is fired
alone, lhe lo .."er half of the ammo supply box is
marked off and fire is resolved by rolling on column
B and halving lhe result (fractions rounded up),
with crilical hilS applying on a roll of 4-6.

Aircraft carrying Lewis guns may fire at aircraft
directly above in the same hex. using only lhe Lewis
gun.

of"'. On lhe third consecutive lurn, a roll of' I' or
'2' resul1s in a jam: on lhe fourth turn. 'I', '2', or
'3'; and on the fifth and succeeding turns, 14.

For each lUrn thai a gun is nOl fired, the die roll
tojam is reduced by one. For example, a gun firing
four consecutive turns will jam on a roll of 1-3.
After one non-firing turn, lhe roll needed 10 jam is
1-2.

Players roll separately for jamming of wing
mounled Lewis and rear-firing guns.

CLEARING JAMS-A jammed gun may
subsequently be unjammed. The following table
summarizes the die rolls needed 10 unjam each type
of machine gun represented in RW.

MG Type RoUlo Unjam

RELOADING-Lewis and rear-firing guns
must be reloaded after each two turns of firing,
Lewis guns are considered reloaded aFter one com
plete lurn of level, straight movement. Rear-firing
guns (including rear-firing Lewis guns) are con
sidered reloaded after one turn withoul firing.

Rationale-Lewis and rear-firing guns were
drum rather lhan belt-fed, requiring frequent
reloading. This rule, in conjunction wilh the
specific rules for Lewis guns, presents players wilh
the choice of continuing combat at reduced
firepower or allempting 10 reload.

HariO/lOfe-For the sake of historical accuracy,
it should be noted that in lhis rule lhe term "Lewis
gun" refers to wing-mounled forward-firing Lewis
guns such as those on the SE5a and some Nieuport
17's. However, the reloading rules apply to all
Lewis guns, including fixed forward-firing (e.g.,
Nieuport II) and rear-firing (e.g., Sopwilh I Yl
Slrullcr).
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AN ALTERNATE MOVEMENT
SYSTEM

by CoUnTIey Alltn

A PSEUDO-SIMULTANEOUS MOVEMENT SYSTEM FOR SQUAD LEADER
In Vol. 15, No. J of THE GENERAL there was

an interesting idea presclIled on how to turn the SL
systcm into a 5i·Move (simultaneous movement)
game. Although 51-Move has its merits, all of
which I'm Slire have Decn pointed out before. ils
major problem has always been how to plot each
move without feeling like you JUSt composed a term
paper. Gramed in gamessuch as WS&lMand SUB
MAR/NE, all with relatively few units, this has nOI
been much of a problem. But with Ihe SL system
possessing such a variety of unit types. each able to
perform sJ)«ial and unique actions. it soon
becomes difficult al best to use a plol typt 51-Move
system in any but the first few scenarios. This is tru
ly a shame, (or the SL system excels in Ihe later
scenarios where the system has more fully
developed. Another problem lies in the relatively
large distances that units in SL can traverse. This
results in some rather strange results when employ
ing a ploued movement system. For example, it's
hard to imagine units lICtually moving right along
side one another without rellCting in some ....ay to
each other's presence. Unfortunately, this is exactly
what can and docs happen in SI-Move systems with
large MFs.

With all this in mind I have CJlperimCflted with a
"pseudo" Si·Move system that requires no wrill~n

record system and present it here as an alternate to
the existing SL system. Note that I use the ....ord
"pseudo" in my description becausc it is not a true
Si-move system. Actions are performed ....ith each
player altemating movement and fire durinlthcir
rcspcaivc phases. This is somewhat similar to the
systcrn used in "TOBRUX" but ....ith tntain
refinements and additions. Many of the additions I

concede were borrowed from other game systems
though they have been presented here in somewhat
different form.

The only rCl,:ord keeping is done on the playing
board with the usc of what [ call "Command
Counters." Garners owning copies of "TOBRUK"
will find that the "Movement" and "Fire"
counters included with that game work very well for
these "Command Counters" and arc the only addi
tional items required in order to incorporate this
system into the SL game. As stated, only two types
arc required, "Fire Commands" and "Movement
Commands". Single counters with a different rom
ment on cach side ~m to work best.

Unless otherwise stated all SL rules arc in effect.
All phases arc now dual player participation
phases, which means players no longer have
separate player turns. If any problems should arise
tbat it ~ms I bave not covered, always fall back on
the "intent" of the original SL rules and not the
wriuen letter. Note also that this system will work
with any of the present 51... gameltCS and by follow.
ingthe intent of these modifications, it should be
relatively casy to adapt them to any further gamette
(may their numbers be many).

SEQUENCE Of PLAV

1.0 Du.al Rally PhaK
2.0 0uaI Command PhaK (New Ph:ax>
3.0 0uaI Prql Fire PhaK
4.0 0uaI MoYftnmt Phax
5.0 Du.al Ddmsive Fire PhaK
6.0 Dual. Advancill& Fke Ph:ax
1.0 Dual Roul Phase
g.O Dual Advance PhaK
9.0 0uaI Clow Combai Ph:ax

DISCUSSION OF SEQUENCE OF PLA V

1.0 Dual Rally Phase
1.1 No Change here.
2.0 Dual Command Phase

2.1 This is a new phase in which each player will
determine bis general course of aetion for the game
turn by placing "Command Counters" under all his
units on the board and any reinforcements
scheduled to arrive this turn. There arc only two
types ofcommands required and therefore only two
types of "Command Counters" required. The first
type of Command is "Fire" which will allow all
designated units to pcTform any function that is
normally allowed in the Prep Fire, or Defensive
Fire, or Advance Fire Phases. The second com
mand is "Movement" which allows the designated
units to movein the Movement Phase and fire in the
Advancina Fire Phase, under the normal rule ron·
uraints. A unit with no command counter assigned
to it may do nothing at all this turn until tbe Ad
vance and Close Combat Phases. No unit may per
form a function without the app!"Op!"iate "Com
mand Counter" present a1lo....ing that function
(i.e., no unit with a "Movement Command" may
fire in the "Prep Fire Phase").

2.11 When employing these rules it becomes
ncccuary to determine po5$oC$Sion of support
weapons among multiple squad/crew stacks in the
same hCJI. Therefore, care must be taken to arrange
stacks such that the ~ing infantry unit is
directly on lOp o/all support ""capons in its posses
sion.
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Unit "C'!

Unit "B"

- Unit "B"

,/11~Z Unit "A",7fJi "oH "'"

~~ "Fire Conunand"
1.~.1;"~1

./ ~~. U"it "C":7~~ "Move COl11ll1and"

liEfORE U IT "II" FIRES

IA'~ (Init "A"

/7~~ "Fire Command";&2 "oH",'

N *--. "Move Command"

~~ --- Prep Fire Counter
I

Unit liB"

AfTER UNIT "8" FIRES

3.5 Fire conducted during the Prep Fire Phase
at targets with "Movement Commands" have the
usual DRM applied for fire at moving targets as in
the Defensive Fire Phase.

3.6 Indirect fire from both players is resolved at
the beginning of the Prep Fire Phase (with all results
applied simultaneously and does not require or use
a "Fire Command".

3.7 Engineers placing a smoke counter during
the Prep Fire Phase do not require a Command and
therefore do not remove whatever command
counters are present for those units.

Exllmplt is: In thoe: example note the position of unit "B" before and
after II fires.

4.0 Dual Movement Phase

4.1 Players during this Phase move their units
in random order according to the roll of two dice
and the "Movement Order Table" (4.9). Only units
that have been assigned a "Movement Command"
may be moved in this phase.

4.2 To determine which column of the "Move
ment Order Table" to be used, the ratio of" Move
ment Commands" that each player has in play (in
cluding all reinforcements to arrive this turn) must
first be determined. The player with the most
"Movement Command" counters in play at the
beginning of the Movement phase is considered
player "A" and that number of "Movement Com
mand" Counters is found on the horizontal row of
the "Command Ratio Table" (4.8). Next the op
posing player, player" B" finds his total on the ver
tical column. The two numbers are cross referenced
and a "Table Column" number determined for use
on the "Movement Order Table" (4.9). This col
umn is used throughout the movement phase to
determine the order in which the players will move
their units. Roll two dice and cross reference the
number rolled with the appropriate "Table Col
umn" number on the "Movement Order Table"
(4.9) to determine which player will move. Repeat
this until one player has finished moving all of his
units or a player "passes". If a player "passes" he
forfeits the right to move any further units for the
remainder of the phase. The other player may then
complete the movement ofal! his units with "Move
ment Commands" remaining. Example: assume

3.3 As players alternate firing units either
player may "pass" and decline further fire. Once a
player "passes", he may no longer perform any
further activity during that phase.

3.4 Once a unit fires, place a "Prep Fire"
Counter on it, remove the "Fire Command"
counter and move the unit to the bottom of its
stack.

Leader Unit

"Movement Command"

"Movement Command"

- Leader Unit

3.0 Dual Prep Fire Phase

3.1 Any units with "Fire Commands" may fire
or perform any other activity normally allowed dur
ing this phase (i.e., entrenchment attempts, etc.).
Players alternate firing units one at a time, or one
fire group at a time. Results are applied immediate
ly before any other units fire. The first player is
determined by having each player roll one die with
high number firing first. Ties are rerolled. Exam
ple: Unit"A"fires at and breaks unit "B". Unit
"B", because of its now broken state, would not be
allowed to return fire.

3.2 Players need not fire all their units with a
common fire command at this time. Some units
may withhold fire and fire later, or in another fire
phase altogether (see Ex. #J).

EXilmple 14: In Ihis example unil "A II is loaded upon the vehicle and
will move Wilh lhat vehicle. Unit "B" will also move with the vehicle
but on (001. Nole thai unil "A lt may :still be unloaded al any lime
during its movement phase inlo any adjaccnl hex but unit "0" and
the vehicle musl remain together throughout Ihe phase.

2.7 Broken units are never assigned "Com
mand Counters."

2.8 Players may never look at each other's unit
stacks until those units move, fire, make an MC, or
perform any other function that the opposing
player wishes verification of.

2.9 Hidden units have their commands re
corded on a separate piece of paper. Concealed units
have commands assigned normally, though a stack
made up entirely of dummy counters may not be
assigned a "Fire Command."

2.10 Once a unit Breaks, all "Command"
counters are removed from that unit.

2.11 Support weapons should be assigned
ownership. All support weapons stacked above an
infantry unit, up to the next infantry unit (if any),
are assumed to belong to that unit and therefore
may only be used by that unit.

Example 113: Unil 'lA" in Ihis example would fire wilhoul the leader
DRM. Unit "S" and lhe leader would have to move as a group
throughoullhe movement phase. Note thai irthestack was fired on,
while the leader was slilI presenl, bolh unils II A" and "B" would be
entitled to the leader's DRM during any Me's.

IA~~---Unit"A"

/'~/- "Movement Command"

I V7
~~~
/-.~;~--

I I~

7~-, ~ "Movement Command"

Eumple 12: In this example all unilS in Ihe stack have been given
"Movemenl Commands" bUI all units may nOI move at Ihe same
time Or together. Unit "A" musl move by itselfwith no leader bonus.
Unit HB" and "Cit, along with lhe leader must all move together
though Ihey do receive the leaders movement bonu-s.

~---Unit
'~~---"Fire Command"

~
:~

2.12 Stacks may be freely rearranged within a
hex to change possession of support weapons only
during a friendly Movement and/or Advance
Phase. Such a change of possession may not take
place during the Movement Phase if both the receiv
ing and losing infantry unit fired during the Prep
Fire Phase. Any weapon which is fired during the
Prep Fire Phase may not be transferred during the
Movement Phase.

2.13 Note that free arrangement of a stack
within a hex is dependent on normal "hex" stack
ing limits. If a hex contains a bunker, entrench
ments, sewer or 2nd level building a separate "hex
within a hex" situation may apply. For example
units outside a bunker may not freely trade posses
sion of weapons with units inside the bunker until
the unit actually moves within the bunker even
though they occupy the same hex.

2.14 Infantry may not fire or carry weapons it
does not possess.

2.15 Should an infantry unit in a stack possess
ing weapons be eliminated, those weapons become
possessed by the next highest infantry unit in the
stack at the start of the next friendly Movement or
Advance Phase.

2.2 To avoid players taking advantage of
knowing what commands have been issued to op
posing units, "Command Counters" when
assigned, are actually placed under the units rather
than on top. In this way the opposing players will
not know what commands have been assigned to
which units. I have also found that the easiest way
to perform this phase is to have one player look
away from the board area while the other player
places his "Command Counters".

2.3 Units stacked together during the "Com
mand Phase" may have commands assigned as in
dividuals or as groups, as long as all units in the
same group have the same command assigned. All
units above a "Command Counter" up to the next
"Command Counter" (if any) are considered
belonging to one command group.

2.4 All Units stacked together that are to be
issued "Fire Commands" need only have one "Fire
Counter" present with all the units to fire, placed
above that counter. When the player wishes to fire
from this hex all and any units with the "Fire Com
mand" may fire. Units holding their fire may fire
later in the same phase, or fire in a different phase.
A leaders' DRM may still only apply to one fire at
tack, though it may still be used when determining
any MC's as usual.

2.5 The same is not true for "Movement Com
mand" groups. All units placed in the same "Move
ment Command" group must be moved as a group
and remain as a group throughout the movement
phase. There is one exception to this rule, and that
is, if a unit breaks while a stack is moving, that unit
must of course be left behind in the hex it broke in.

2.6 For leaders to impart their movement
bonus, the leader must be in the same designated
"Movement Command" group.

(xamplf #1: Wilh the unit slack shown above, units "Al> and "8"
could fire with an)' DRM from the leader in (he )tack. Unils "A' I and
"a" could instead fire separately and/or in different fire phases wilh
(he leader DRM applied to either or the allach. bUI not bOlh. Unit
"C" can', fire unlillhe "Advancing Fire Phase". bUI is {he only unit
in [he stack thai may move. Note that lhe fire from unit lieu would
~ "Moving Fire" whether it aClually mOves Or not, because of its
"Movement Command'.

AJ.o"y£ Unit "A",./ 'l1....~

:~---- ~::::::~:Od":7&-,--Unit "C"

, N~. "Movement Conunand"
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advance out of that hex unlil all units of one side
have been eliminated or captured as in the normal
SL system rules. Other units, regardless of side,
may still enter that hex up to lhe stacking limits.

11.0 Dual Oose Combat Phase

9.1 No change here.

CLOSING REMARKS

The reasons and merits of most of Ihe changes
and additions are, in most cases, obvious. All but
probably the "Command Ratio Table" (•.B)and its
associated "Movement Order Table" (4.9). These
lables together do nothing more than aHempt to
space the movement of the opposing units OUt
"equally" in a somewhat random way. Without it
the player with the moS! movement commands
would have a distinct advantage during the mo~
ment phase:. Playel"!i would tend to place separate
movement commands on everybody possible, in
hopes thatlheother player would run out ofuniu 10
move before he did. The player with the only units
remaining to be mo...ed could then move wilhoUl
fear of a countenno'·e.

With the tables provided, playen afe never quite
SUfe when they will beable to mO"e the nal unit but
will still be fairly confident that the movement of
units will be more or less balanced. For example, a
player wilh twice as many units to move in a phase
as his opponent, will have twice as many oppor·
tunities to mo...e and would ~f to move two
units 10 every one of his opponent's. But lhe order
will be random, despite the final outcome bcingthe
same. Each player hopes thai he wouldn'l have 10
move all his units first. but the possibility is there.
Think of it as over·anxious troops who can't \liailto
get moving. In smalllcvel combat this can and often
does happen.

You can also usc lhese lables to adjust for more
experienced troops or other advantages that one
side may have by shifting the "Table Column"
number used on the "Movemenl Order Table"
f4.8). For example, say that one player has veleran
troops or is possibly fighting in an area familiar to
his lroops. This can be shown indirectly, by shirting
down one column when he's player" A" and up one
column when he's player "B". In most movement
phases this would resull in lhe majority of his
lroops being moved near the end of the phase per·
mitling him to betlCr react and exploit his op
ponents moves.

Players not wishing to use the tables can
SUbSlittlle a cup filled with marked chils from eacll
player. The number of chits placed in the cup by
each player being equal to the number ofmovemelll
commands assigned that turn. Each time a chit is
randomly drawn, with a player mark on it, lhat
player moves a unil (or group). Thiscontinues unlil
all the chits have been drawn or one player passes.

I have found that this lakes more time and adds
lillIe. You do get the exact ratio of movement com
mands though, whereas the tables are approximale.
Where it does help is in movement phases where
both pla)'ers have only a few units to move. It can
also be used 10 hide theaetual number of movement
commands each player has assigned by allowing
each player to place his marked chits into the cup
secretly. Though again, in most scenarios il "''&$

found to make lillk real difference.
The real beauty of this system, I feci, lies in tile

need for each player to plan in advance hisgencnl
actions fOf the coming game turn. Planning for the
unexpected now gains even grealer importance. The
balliefield nows back and forth as players seuch
for a weakness in the other player's position.
Reserves become a major asset for both playen.
The auacker must use his reserves 10 tJlploil any
breakthroughs he may have achieved while tlK

Continued on Page 23, Column J

8.0 Dual Ad....nce Phase

8. t The only change in lhis phase is lhal both
players a/female advancing units, one unit at a time
(with high dice going first).

g.2 All units stacked togelher and advancing in·
to lhe same hex must be considered one unil during
this phase:.

S.3 Once a hex becomes occupied by units of
both players, all units in that hex arc locked in Close
Combat and no units from either side may move or

7.0 Dual Roul Ph.se

7. t Players alternate routing eligible units (with
high dice roll going first).

7.2 Rout requirements are determined at the
moment the unit(s) actually roulS.

7.3 All broken units in a hex lhal arc to rout,
must rout as a group, at the same moment, and 10

the same hex if possible.
7.4 Routing units require no "Command" to

rout.

6.0 Dual Ad...ancing tIre Phase

6.1 All unilS without Prep Fire counters may
now fire, with players allernating unils or firer
groups (with high die roll going first).

6.2 Units with "Fire Commands" still remain·
ing may fire at full effecliveness while units
without, fire as moving units with all the usual
modifiel"!i in effect. Note that units which had
"Movement Commands" assigned but did not ac
tually move, still fire with the usual modifiers for
moving.

6.3 Remove all "Command" and "Prep Fire"
counters at the end of this phase.

5.0 Dual Defensive Fire Phase

5. t This phase is conducted similar 10 the Prep
Fire Phase. Players once again allernale firing units
(with high dice roll going first again). Only unitS
that still have "Fire Commands" counlers remain·
ing may fire during this phase.

5.2 Once a unit fires, remove lhe "Fire Com
mand" counter, place a Prep Fire counter on the
unit and move it to the bouom of itS stack, as in lhe
Prep Fire Phase:.

5.3 Units may fire at tracked hexes normally
.....ith all effects being applied to all unils that pas.sed
through lhose hexes, whether friendly or enemy.

5.4 Defensive fire againsl a moving vehicle is
slill resolved as the vehicle is moving (during the
mo,'ement phase:), but again, only unin with "Fire
Commands" still remaining may fire. Note thaI the
mO"ement ordeT as determined by the "Movement
Order Table" does nOI change if vehicles are fired
on by the opposing player during the MO"ement
Phase as Defensive Fire.

5.5 Immobiliution auacks by infantry uniu
(36.13) requires and uses a "Fire Command".
Units that have mo"cd or are designated to move by
the presence of a "Movement Command" counter
may nO! auempt 10 immobilize adjacenl vehicles.

Movement Order Table (4 9).

~
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Command Ratio Table (4.8)

o
" lh< Column ,..

001 T.bl< (4.9/

player "A" has fOlir "Movement Commands"
assigned (four counters in play) and player "8"
1101'0. Emering the "Command Ralio Table" (.f.8)
with these two values indicates thaI "Table Col
umn" S is to be used throughout this mOl/ernenl
phase. Assume thaI the following numen were roll.
ed; 6,9,7,11,5,5. Using "Table Column" S the
following movement order would have resulted;
A,B,A,A,B,B passes to A. Note thai on the last dice
roll player "8" had 10 pass the move to player "A,.
because he had moved all his eliaible unin, i.e.,
uniu with "Movement Commands" (in this case
1101'0).

4.3 Actions such as Parachute Drops and
Glider Landings aTC resolved It the bcginningoflhe
m()Vem~1 phase and do not require "MO\"l:menl
Commands."

4.4 Units enledllllhe board as reinfon;:cmcnlS
do require separate "Movement Commands" for
each unil or group of units Ihat a player wishes to
enter at the same moment.

405 Vehicles transporting passengers may
unload their passengers in the same or adjacent
hexes (as in the normal SL rules) at any time during
their movemenl phase and still continue mO"ement,
all done wilh JUSt one "Movement Command"
gi"en (sec Example 14).

4.6 Vehicles may not bring moving units back
to tracked hexes to be overrun, though they may
mo,'e through tracked hexes normally.

4.7 Remove all "Movement Commands" as
each unit or group moves and/or at the end of the
ph_.



By Louis R. Coatney

ONCE MORE, INTO THE RUBBLE
OF STALINGRAD!

"A Revisionist's Reply to Unjust Criticism"
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ThelitfeandsubJilleare Lou's-nol mine. You
see, I side with the varmint who gOI Mr, Coolney's
gOal in theftrsl place. ThaI should come as no sur
pri$e 10 [hose readers who have grown/amilia, wilh
my laste in games. I'm aboul os solidly entrenched
in Iheplayabifiry campos one can ger. Besides, Ilike
STAL/NGRAD the way it is . . itisoneoflhefew
games 1still play regu{arly-o magnetized version
adorns my den wall and the 1m/Is thereon are can
slontly shifling across the steppes 0/ Russia as my
postal games evolve. Why, I've even played Ihe
mosln, old George himsl'fj. on 0 couplt> embaro$$_
ing occasions, So il is wilh no small/repidalion Ihal
I give Lou alarum once ogain fQ haul 01' George IQ
lask for Irying to defend a "game" from a pack of
"simulation" or "realism" enthusiasts. STAL
INGRAO is odmitledly megalons behind the cur
rent Slale of Ihe arl, but 10 an increasingly smaller
number of old timers like George and myselfsuch
variants as this are pure heresy.

At last, I received my 16/4 issue of THE
GENERAL and was finally able to read some of
this scathing critidsm of a few of my STAL
INGRAD revision proposals which I heard George
Phillies had been blithely bandying about in various
wargames journals. George's critidsms essentially
reduce to charges that my "Five Simple Revisions
to STALlNGRAD" (proposed in my 16/2
GENERAL letter to the editor) possess mechanical
absurdities, imbalance the game and violate Mona
Lisa's smile. It is intriguing that he has passed up a
far beller opportunity to tear into the Bymntine
complexity of my "STALlNGRAD-Revisited
and Revised" article's revision proposals in the
15/2 issue of THE GENERAL. Possibly, he con·
siders the Five Simple Revisions to be more
reasonable and therefore a greater threat to STAL·
INGRAD's chastity.

George may be our mOst fervent spokesman For
wargamers (including myselO who justifiably yearn
for the old days when an "elegantly
simple"-should I be so ungradous as to say
crude?-wargame could be analyzed to its murkiest
depths and could become, thereby, a universal in
stitution: a "classic". Therefore, I will not use my
revered "any clown can be a critic" line on George:
he is certainly not just any clown. Moreover,
George has good reason to personally identify with
STALlNGRAD-his contributions to THE
WARGAMER'SGUlOETOSTALlNGRAOwere
basic and indispensable. Instead, I hereby dub
George Phillies "The Defender of
STALlNGRAO"and duly defer to Avalon Hill any
arrangements for the presentation of a scroll of
tribute, ceremonial sword, live grenade or
whatever.

Considering the now considerable invest ment of
time and thought in the Sialingrad Slalus quo by
many longtime wargamers, an over·protective at
titude about the game is understandable-but is
nonetheless indefensible. A wargame is an
historian's (or futurist's) model of an historical (or
future) military event. A worthy game designer's
goal is always to meld a synthesized maximum of
historical accuracy and playability, without allow
ing one of these two essential ingredients to destroy
the other and the game. If uncompromised play
balance and playablity is all that someone really
wants from a game-not history-then I recom
mend that he instead try checkers.

Since I have now published both a basic and ad
vanced/comprehensive Russian Front/Great
Patriotic War campaign game to my own satisfac
tion-STURM NACH OSTEN-I SHTURMY
NA ZAPAD!-l can more soberly return to revise
ever-beckoning STALINGRAD in its own
"classic" design COntext. As with any valid
wargame, STALINGRAO's basic purpose is to put
its players into the historical commander's respec
tive decision-making sit uations-however abstract
ly modelled that situation might be. Although
STALINGRAO may he "elegantly simr>le", it~

gameplay is intolerably unhistorical with little of
the penetrations and pocketings which so
characterized the historical campaign, operational
ly.

Following, isan amended, amplified and briefly
annotated expansion of my "Five Simple Revisions
to STALlNGRAD", with suggested map revisions
provided for the dedicOied revisionist. Some of the
proposed revisions may be verbatim excerptS of
some of my STURM NACH OSTEN. I
SHTURMY NA ZAPIDl rules, but I give Avalon
Hill permission to reprint them in this article. All
rules and components of the 1974 edition of STAL
INGRAO are retained, unless contradicted by any
of the following revisions:

I. Victory Conditions: Add Stalino and Grozny to
the roster of (major, grid-type) Russian victory and
replacement-factor-producing dlies. If, at the end
of any Russian Player-turn, the Axis Player's units
occupy four of the (now) five Russian
replacement/victory cities, the Axis Player im
mediately wins. MOSCQwcountsas two victory cities
for Axis victory determination purposes. If the Ger
man player has not achieved his victory conditions,
he can still make the game a draw if he controls and
has in supply at least eight Russian grid-type cities
when time runs out. Otherwise, the Russian wins.
If, at the end of any Axis Player·turn, the Russian
Player's units occupy either Warsaw or Bucharest,
the Russian Player immediately wins.

This revision recogni~es the slrotegic importance of Ihe
Ukroine and CallCllSllS 10 Ihe Russian war effort and
recogni~es Ihe slrotegic imporlan~ of the Rumanian oil
fields and Ihe Balkan flank to the Axis "",r efforl.

II. Pre-Game Setup: In the pregame setup, the
Russian Player must place at least one of his units
on each of any 12 of the Russian major (or
replacement/victory) cities.

This rule effecliwly simulaleS STA VKA 'scautiousand
controversial pre· war stralegic deployment of Russian
forces inlo a Reserve Echelon 100 far removed from the
weslern borders to immediately support Ih~ Russian
forces deplaj'M Iherl'Qlang. Only onee the Axis invasion
hod already begun (and pre-"",r political pacls and policies
had been proven false) .....s STA VKA able ta lakeeffecth'e
military conlral of Reserve £chrlon forces. The rule aiso
simulates Ihe historically ropid recall of Russian conscripts
back loacliveduly in July i94l. In summary, Ihisruiecom·
peis a pieceml'Ql commitmenl of Ihe initially massive Rus·
sianforees ..·hich STA VKA ..·ascompelled 10 make in 1941
by Ihose pre· .....r/political faclOrs Mer which it daled no
control,

Finn, Hungarian and Rumanian units must be
set up within their own countries' respective
borders. (Hungarian units may not leave Hungary
until May 42.) Four German infantry corps may be
set up in Rumania. and twO German inFantry corps

moy be set up in Finland. All other German units
must be set up only in German·occupied Poland.

There .....re reaUstic limjts 10 the amount of mj/itary
forces the Germans could deploy outside of Ihe !Jorders of
"Greater Germany" before Ihe invasjon without arausjng
Russian suspicions and defensive preparalions.

III. Replacements: Finn and Rumanian replace·
ment units must reenter the game on their own
respective national capitals: Helsinki and
Bucharest. Hungarian and Italian units must
reenter the game on any mapboard edge hex in
Hungary. Any German unit may reenter the game
as a replacement unit on Warsaw or on any western
mapboard edge hex. Additionally, German infan
try units may reenter the game as replacement units
on any of the above-listed entry points. Russian
replacement units may reenter the game on any
Russian victory/replacement city or on any eastern
mapboard edge hex. For a unit to reenter the game
on a friendly replacement entry point, that entry
point must be in supply and may not be occupied by
an enemy unit or in its ZOC, No more than ont
replacement unit per turn may reenter the game on
each friendly entry point.

This rule provides realistic limits ta and opportunities
for Axis repiacemenls and for German strategic reill/orce·
menl afremate thealers like Finland.

A German armor or armored infantry unit may
not reenter the game as a replacement unit if there
are over ten such units already on the board.

The fX'Or Russian raads inflicled breakdo"'f{ losses in
wheeled ItlJck lromport from ",hich the Wehrmachl never
recovered.

Russian monthly replacement factor produc
lion rates (per producing victorylreplacement city)
are now: Three beginning in lui '41 until increased
to six beginning in Nov '41 until increased to nine
beginning in Aug '42 and continuing thereafter.
The total Axis monthy replacement factor rate is
now three beginning in lui '41 until increased to six
beginning in lan '42 unlil increased to nine begin
ning in lan '43 and continuing thereaFter.

This replacemenl rale makes any I'Qriy German losses
Si'riOllS and desiroble enough 10 encourage I'Qrly Russian
counlerallacks. however costiy. If the game is imbalanced
to eilher pla:;tr's adoanlage, any play-balance modifica
tians should be made with care token 10 presen;e 1M
dramatic increase in Savlel replacemeniS in No_ '41 ",hich
rejlecls-ho"'e_er arbitrarily-the arrival af Ihe Siberian
Reserves and which encourages a Russian counleroffensive
in late 1941 and/or early /942.

IV. Movement: Use the AFRIKA KORPS
Automatic Victory rule with the stipulation that no
unit may use the railroad movement bonus as or
after it moves through the ZOCs of a stack of AVed
units. For the sake of review, the AFRIKA KORPS
AV rule reads, "As soon as enough attacking units
are in combat against a defending unit to create an
automatic elimination situation (7 to I normal or 5
to I surrounded), that deFending unit's zone of con
trol is immediately ignored for the remainder of the
allacker's turn. Therefore, units not yet moved by
the attacker may move through and beyond that
defending unit's adjacent squares. Attacking Units
may even move over the defending unit itself,
although they may not stop on top of it. However,
that defending unit remains in play and is not
removed from the board until the attacker is ready
to resolve all battles."
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Using the AK A V rule. a weak screen ojRussi(Jr/ 2·)·6'$

Con nO longer slow Ihe German BIII7.kri.., 10 a one hex
"(1",,1. (Withoullhisrule. STALINGRADremoinsodecem
simuln/ion of World War On" combat (III the EaSlern
FrOn!, ai/hough Ihe o/(oc/( IUClorso! Russian cooolry/(ar.
mar) IInils Should behalfoftheirdefenwfactors. insteadof
1>''Q.thirds.)

A unit beginning its movement in one enemy
zoe may nOl move into adifferent enemy zoe,
unless one or both of those enemy laCs have
already been nullified by an overrun altack. (EX
CEPTION: See Rule VII.)

This encourages a rea/iSlic relention of rewnlt'sjor al'
lack and ce,mlerallae/( purposes_

A unit must use normal operational movement
factor{s) at the install! it moves out of an enemy
zoe hex, although it may use its (strategic) Rail
Movement Bonus thereafter. A unit using or having
used Rail Movement Bonus movement factors may
not move into the ZOC of any enemy unit (which
has been overrun or nOLl In Snow weather turns,
the Rail Movement Bonus for Russian units re
mains unaffected and for Axis units is reduced only
to "6" instead of being halved to "5".

These are simply realistic restriclians on stralegic moW!
ment capabilities. The Russians had had much eX/Hrience
maintaining railroads in Russian winteT$.

V. Terrain Effects on Operational Movement and
Combat: Any armor, armored infantry or cavalry
unit must expend two movement factors for each
mountain hex it enters. Any armor or armored in
fantry unit must expend two movement factors for
each unfrozen swamp hex it enters. (These rules
replace the previous "one-hex-per-turn" rules.) All
other units move through swamp hexes as though
they were clear terrain hexes. (For movement pur
poses only, frozen swamp hexes are treated as clear
terrain hexes.)

These lerrain movemenl penalties are a little more
reQ$anable than the original ones.

In auacks against units which are defending in
mountain hexes, are being anacked solely from un
frozen river hexes or-for Russian units only-are
defending in swamp hexes (which are frozen or
not), the initial combat odds are reduced by a one
column shift downward for each such terrain ad
vantage to obtain the final combat odds.

Before computing the initial combat odds of an
altack, however, the combal faclors of any Russian
infantry unit are increased by a maximum of two
and the combat factors of any Axis infantry or ar
mored infantry units are increased by a maximum
of one-for both combat odds and exchange cost
calculation purposes-if defending in any of the
above-described advantageous lerrain situations.

Before computing lhe initial combat odds of an
attack, each Russian infantry unit defending in a
Russian victory city hex or in Sevastopol has its
combat factors increased by (an additional) lwo
and each Russian or Axis infantry or armored in.
fantry unit defending in any other grid-type city hex
situation has its combal factors increased by (an ad
ditional) one-for both combat odds and exchange
cost calculalion purposes. (This is in addition to any
terrain-induced combal factor bonus described in
the above paragraph.)

Furthermore, a "D back 2" combat result
against any unil defending in any kind of city
hex-dot· or grid-type-is nullified, with no losses
or retreats being innicted against either side. Dur
ing the owning player's player-turn, any of his units
which are in grid-type cities are relieved of their nor
mal obligalion to participate in some attack if
enemy units arc adjacent to them. A "D Elim"
combat result against defending infantry or ar
mored infantry units which arc in any of the
defender's own victory cily hexes is automatically
converted toan "Exchange" combat result instead.

The above lerrain effeets revisions properly refleet the
defensive combat capability differences beiWCI'n tM dif
ferenl combat armsandput terrain effeetson combat into a
more balanced and judidous perspective.

VI. Combat Results: In the case of an "A Elim"
combat resull, the attacker's units which are lost
need only equal the exchange value of the defending
unites). (A unil's allack factor is still used as its ex
change value-factor-modified by any terrain ad
vantages if it is an infantry-type unit, of course.)
Any surviving auacking units are retreated as with
an "A back 2" result.

1:/ al/acks are now cost-effective.

On a "D back 2" combat result, the defending
units arc now retreated twO hexes away from the
defended hex as the defender wishes. (See Rule V.
above about terrain situations which rclease the
defending unites) from this obligation to retreat.) A
unit receiving an un-nullified "D back 2" combat
result is still eliminated if it is unable to relreat a full
two hexes away from the defended hex because of
impassable hexsides, enemy ZOCs, etc. Defending
units receiving a "D back 2" combat
result-nullified or not-are "dispersed": they
may not move during the defending player's own
immediately following player-turn, and they may
be compelled to auack adjacent enemy units at that
time. To signify their dispersal, units are faced
towards the opposing player immediately after they
have been relreated. Dispersed unils are recovered
to the owning player's control (and refaced) at the
end of his normal movement phase.

Von Moltke the Elder reputedly refused the mantle oj
"military genius" with the reply thai he had ne"er con·
ducted a retreat. Few things in wargaming haW! been more
absurd Ihan the relreal rules of the old ....argame "classics"
which enable the de/eMer 10 operalionallydisengage at wUl
and eOlt'n to redeploy and re-engage stralegi<:olly in com
plete order and ....ith nOne ofthe altendant disorganiza/ion
and demoralill1tion which haW! provoked the creativity of
such diveT$e geniuses as EriCh VOn Manstein and Ernest
Hemingw<ry.

VII. Tactical Advances After Combat: On certain
combat results, surviving attacking units which par
ticipated in the anack may advance one hex into the
defender's hex (if it was vacated by that combat
result) or infO any hex which is adjacenl 10 Ihe
vacaled hex and is nOI occupied by a defender's
unit. Anysurviving, attacking units may so advance
on an (unconverted) "D Elim" combat result. Only
armor or cavalry units may so advance on an "Ex
change" or "D back 2" combat result, and only ar
mor units may tactically advance after combat from
one enemy ZOC directly into another.

These tacli<:ol.advance-o!ter·com/Jol rules should com
pel mare realislic defMsive dispositiOns, ....hile encouraging
theallacker toe.xpose mobileformalionsto counterattacks.

VIII. Stacking: Stacking limits are in effect at the
end of the owning player's movement phase and at
the end of his player-turn itself.

As many as four Axis units may be stacked
together in the same hex if all of them are infanlry
and/orcavalry unitsofthe same nationality. Other
wise, as many as three Axis units may be stacked
togelher in the same hex, not more than two being
(German) armor or armored infantry units. Ruma
nian units may never be stacked with Hungarian
units or move through a hex occupied by a
Hungarian unit, and vice-versa.

As many as three Russian units may be stacked
together in lhe same hex only if all of them arc ar
mor units; otherwise, no more than two Russian
unils may be stacked in the same hex, and of these
no more than one may be an infantry or cavalry
unit.

In any hexes north of (but not including) the
hex-row containing Leningrad, there may be no

more than I cavalry, armor or armored infantry
unit-Russian or Axis-stacked in the same hex.

This rute refleels the road nel <:opacity reslrictions oj
Axis mOtori<.ed/m/!'Chani:ed units.....hile giving R"ssian ar
morunilsa genuine role in the game. (TheR"ssian infantry
units should be army-shed, and Ihe huge Russian cavalry
units might be anachronistic "presentations ofKonarmiya
formations-who knows?)

IX. Supply and lsolalion: At the end of the owning
player's player-turn, any of his units which are out
of supply are eliminated, unless they are in grid
type cily hexes. Only one isolated unit (of the own
ing's player's cholee) is eliminated from a grid-type
city hex per turn. In an owning player's own viclory
city or-for the Russian Player, only-in
Sevastopol, anyone of his units may survive in
definitely.

This refleets Ihe ability ofunits 10 gain sustenancefrom
and relain cohesion in urban areas.

X. J'inn Power: Finn 2-2-4s should be 2-3-4s, and
Finn 3-3-4s should be 3-5-4s. If auacking Russian
units on Finland hexes, the auack factors of Finn
units are doubled in Perfect and Mud weather turns
and are tripled in Snow weather turns-for both
combat and exchange purposes.

The Finns were Ihe besl (although not Ihe mOSI
aggressive) allies fhe Germans had.

XL Map Revisions: The following revisions are
mostly additions, since major changes are difficult
to make.

The following cilies should be grid-type cities:
Konigsberg, Gorki, Tula, Kuibishev, Voronezh and
Grozny.

The following minor, dot-type cities should be
added: Vyazma (T3l), Kaluga (V32), Memel (R 18),
Gomel (BB23), Borisoglebsk (8B36), Zhitomir
(FFI8), Vinnitsa (HHI7), Krivoy Rog (JJ22),
Zaparozhe (JJ24), Ploesti (0010) and Krasnodar
(0027).

The Desna River should be added: EE21-
DD22, CC23, CC24, ee25, 8B26, AA26,
Z27-Bryansk-X28. NN20 should be a river hex.

There should be a rail line running eastward out
of Moscow into Vladimir, then up a hexrow and
eastward off the board through Gorki and Kazan.

Memel (RI8) should be in German ter
ritory-not Russian-and the border should be cor
rected accordingly.

Really, a new map would be far preferable.

XII. Parting Comments: To game players and
critics I leave lhe complete playtestillg and fine
tuning of my revision proposals. I realize thaI some
gremlins might still inhabit the above suggestions
and that play balance will require extended ex
perimentation. I take full moral responsibility (and
a linle glee) in revising STALlNGRADonce again,
and I would appreciate receiving (copies 00 any
comments, questions or criticisms concerning this
article. My address is RR4, Box 4927, Juneau, AK
99803. 1:<

4th EDITION
SQUAD LEADER RULES

The 4th Edition SQUAD LEADER rules in
corporating those changes listed in the
CRESCENDO OF DOOM gamelle are now
available for mail order purchase for $2,00 plus
the usual 10010 postage and handling charge.
Although not necessary for play of the game (the
only changes are those listed in the COD rules),
purists may appreciate having these changes
readily available in the proper section of the rules
as opposed to having 10 refer back to an errata
sheet or handwrilten nOll'S in the margins of
earlier editions. Maryland residents please :ldd
50/0 state sales tax.
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THE EVOLUTION OF STRATEGY
A STILL EVOLVING ANALYSIS OF PANZER LEADER SCENARIOS

By David S. Bieksza

As the wargame industry churns out more and
more titles, players seem to be increasingly seduced
by novelly. The veteran game lhal can successfully
compete againSllhc fresh product is be<:oming pro
gressively rarer. A strong exception is PANZER
LEADER, still a favorite after six years on the
market. I've placed a lot of armored wreck counters
on its mapboards since it first appeared, so its sixth
anniversary seems an excellent opportunity 10
reminisce about the odd 101 of scenarios I've
be<come familiar with. Perfe\:[ plans for victory ....·ill
beconspicuously absent in each discussion. because
like most garners I learn more by commilting
mistakes than by theorizing from first principles.
Instead, I recall how tactics for a parlicular scenario
evolved in response to the interplay of different
ideas.

Situation N7-Encirclement or Nanc}' The
scenario card promises a free-swinging baule. The
American player leads almost an entire combat
command: a tank ballalion, an infantry baualion
riding halflracks, and an artillery battalion. The
force deploys near the west map edge and must
penelrate along the long axis of a mapboard and a
half to seize all lhe town hexes in Grancelles.
Casualties have no bearing on the victory condi
tions for the Americans-not that the Germans are
likcly to cause many. The scratch Nazi force con
sists of an infantry battalion (mostly submachine
gunners), miscellaneous guns, some Czech·based
armored vehicles, and a few trucks and wagons.
Though they win by hanging OntO a single hex of
Grancelles. they cannOl lose more than a dozen
combal units in the process. Terrain provides an
equalizer: to reach Grancelles the American
vehicles mUSl cross a single bridge outside of Ar·
tain.

With such a tremendous boulenecl; in their
favor, it seemed logical for Ihe Germans to place all
the antilank artillery in Artain and billet a SMG
company there. The rest of Ihe kampfgruppe
rei ired 10 the suburb of Grancelles on the east bank
of the stream. (The Hctzers and GW 38's conducled
a mobile delaying action wcst of Artain before flee
ing to safelY.) When the American arrived on Ihe
ridge overlooking Artain, they decided against

clogging the bridge with vehicles. Infantry dis·
mounled to spot the enemy lurking in the buildings,
thus clogging the ridge with vehicles. The fOOl
soldiers emerged from the traffic jam in small
groups. Wilh no hard largetS at the far end of the
cannon barrels, the German antitank gunners held
their fire and the submaehinegunners easily dis
persed polential spotters until time ran out.

Thereafter. the Americans coordinated the
unloading of the infantry beller, but on the other
hand the Germans replaced the ATGs in Artain
with more submachinegunners. The lasl; of
spotting proved to be nearly impossible, but on one
occasion (thanks to miraculous die rolls) a stack re
mained in good order. U.S. artillery fiallened the
town-even the S7mm antitank guns opened up, so
that more tanks could exploit the gap. But when the
Shermans passed through Artain lhe Germans
unleashed their Secret Weapon-trucks and
wagons. Trucks parked sideways on the roads to
Grancelles forced the tanks into cross-country
delours. Then the five Nazi vehicle units occupied
the five lown hexes on the west banI; of the stream;
after the armor clanked adjacent they simply
backed up Onto the five bridge hexes. BUI once the
Americans finally advanced OntO the bridges, the
Nazi "last ditch defense" proved to be no greal
threat. The Shermans ripped apart the enemy posi
tions, and the Germans salvaged a draw only
because a lowly mortar platoon survived a 4-1 at
tack on the final turn.

Clearly the Germans were doomed if lhe Yanks
entered Grancelles, so to bolsler the defense of Ar
tain Ihe kampfgruppe commander lined up the
AFV crews and asked them if they were ready 10 die
for the Fatherland. Not surprisingly, lhe answer
turned out to be affirmative. The next lime Ihe
Americans topped the ridge. they found all the
cnemy armored vehicles neatly lined up on the
bridge. Their wrecks limited stacking to such an ex
lem that U.S. spotters had essenlially no hope of
avoiding dispersal.

Historically, the Xli Corps, Third Army,
planned a double envelopment of Nancy. While the
3Sth and SOth lnfamry Divisions pressed directly
towards the city, Combat Command A of tile 4th

Armored Division raced deep into enemy terrilory
from the north to cut off the city's supply routes. At
the same time, Combat Command B advanced
across a large number of watercourses to complete
the encirclement from the south. On 14 September,
the date of the scenario, CCA shot up columns
dispatched by the ISth Panzergrenadier Division to
reinforce the city while CCB crossed the Meurthe
River and scattered disorganized opposition from
tile SS3rd Volksgrenadier Division. The scenario
reflects the action on the southern arm of tile en
circlement, though the German player seems to
have more troops than is warranted. On a broader
scale, the scenario demonstrates the nature of the
early portion of the Lorraine Campaign-U.S.
unils attempting to retain their mobility in the face
of adverse terrain and increasing enemy resistance.

Siluation #8-Marieulles The description of the
engagemenl undoubtedly caught the eye- of every
ROTC studenl as soon as he or she opened the box
top; "Elements of the US 71h Armored Division
engage a mixed force of German officer trainees at
Marieulles." In the scenario. Marieulles becomes
Grancelles and the officer candidates become an in
fantry baualion. one company of which is armed
with submachine guns. Three batteries of 8S's (plus
the trucks to change their facing under the Artillery
Field-of-Fire Limitations rule) provide mOSt of the
firepower. Victory hinges on how quickly the
Americans can take control of the IOwn. Unfor
tunately, the task force from the 7th Armored is not
well endowed wilh the armor-piercing weaponry
necessary to root the Germans OUI of the buildings.
A battalion of armored infantry riding halftracks is
beefed up by just one battery of M7 self-propelled
artillery, a company of M417S's, and the inevitable
57mm antitank guns.

The rapid crushing of a pockel required little
subtlety. The burden fell on the infantry, who had
to fill the dual role of spouer for the AP weapons
and close assault force for liquidation of dispersed
enemy strongpoints. Usually Grancelles was bat
tered between a two-company hammer and a one
company anvil. The only signiFicant change of tac
tics concerned the M7 battery. While the indirect
fire rules .....eresli1l a novelty, the artillery remained
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hidden to crush the 88's with low-risk indireCl sllell
ing. Even with the reductions for 311acking a stack
of four armored targets, the SPA unit was certain to
obtain 4-1 odds on Ihe enemy guns. On the other
hand, the officer trainees were unlikely to be
disturbed by the HE, and friendly A-class units
would have to look elsewhere for targets Ihat turn.
The Americans found thai progress was more rapid
when the M7's acted as assault guns firing at point
blank range.

The German defense always began with a solid
ring of units around the periphery of the town to
minimize enemy penetration. (A conspicuous hole
was the bridge in AX9, exposed to fire from
initially-deployed U.S. units. But the Germans in
Grancel1es' suburb were in no danger of being CUI
off by U.S. vehicles moving along lhe Slream. As
far back as Vol. 12, No. I of lhe GENERAL,
vehicles were prohibiled from moving direclly from
one bridge hex 10 another.) Afler lhal, lhe German
posilions contracted into eilher of lWO defenses. In
one, lhe lroopS formed a small number of slrong
points based on lhe 88 balleries, under lhe lheory
lhal a large defense factor minimized lhe chance of
eliminalion from direcl fire followed by close
assault. In lhe other. lhe lroops spread oul inlO
many small Slacks, under the lheory lhat lhe more
4-1 allacks lhe Americans conducled, lhe more
chances lhey had of rolling a "5" or "6"! In prac
lice, lhe OUlcome of the scenario tended to be in
dependent of lhe style of both lhe allack and lhe
defense. Bad luck for lhe U.S. player would cause a
marginal German viclory, bUl mOSl oflen lhe result
would be a draw.

Historically, Marieullcs was located south of
Metz, just beyond lhe WWI-vintage forts ringing
lhal cily. Melz nOl only blocked lhe advance oFthe
Third Army's XX Corps 10 lhe WCSI Wall, but il
also formed the cornerSlOne for Nazi resislance
along lhe Moselle River. The XX Corps ordered lhe
71h Armored Division 10 encircle lhe eily from lhe
south. On 16 Seplember, lhe dale of the scenario,
lhe 481h Armored Infanlry Ballalion from Combat
Command A jumped off, aided by lhe 23rd Ar
mored Infanlry from CCB. As soon as lhe men
crossed a ridge overlooking the line of deparlure (a
liny bridgehead across lhe Moselle), lhey en
counlered a hornets' nest of resiSlanee eemered on
Marieulles. The armored infanlry needed the emire
day to ejecl the defenders, aboul a ballalion of in
fantry reinforced by 88's, and lhey succeeded only
after tank supporr arrived. So the scenario is
remarkably failhful 10 the hislOrical engagement

. except that the German forces belonged 10 the
171h 5.5. Panzergrenadier Division. However, Ger
man officer lrainees did conslitule lhe backbone of
lhe defense of Metz. Their fierce resistance in Ihe
old forts completely slalled Ihe Americans For lWO
casually-filled months.

Situation #9-0pl'ration Market; Nijml'gen
The Valentine Bridgelayer calches lhe eye in this
scenario, one of only lWO in which lhe bulky
silhouelle appears. II leads a British contingenl of
Bren Carriers, 25·pounders, and lhe four-vehicle
Sherman platoons.. A ballalion of infanlry wilh
some lrucks is idemified as an American paralroop
unil. Grancelles now becomes Nijmegen, and Ihe
stream through it becomes lhe crilerion of victory:
lhe Allies mUSl COntrOllwo bridges over lhe Slream
al the end of lhe game (excluding one far 10 lhe
southeast). To hall lhe Allies lhe Germans possess
an infantry batlalion, a small amoum of weak ar
mor, a varied assortment of artillery, and an
unusually generous allOlment of lrucks and
halflracks.

The Allied player had aillhe fun in this scenario.
When lhe Germans deployed in a line of uniform
strenglh along lhe north bank of lhe Slream, lhe
paralroopers pinned down lhe forces in Grancelles

while lhe Shermans pulverized the deFenders in Ar
lain. To complete lhe viClOry condilions, lhe Valen
line Bridgelayer dropped its bridge unmolested in
lhe woods west of Artain. The Germans coumered
lhis by Slashing 88's and plemyofinfantry in Arlain
and sending lhe armor to lurk in lhe woods to lhe
wesl. The Brilish tanks then charged across the
undefendable bridge in lhe soulheasl and smashed
imo Grancelles from behind in conjunction wilh a
fronlal assaull by lhe p.aralroopers. For insurance
the Valentine dropped ilS bridge in the woods JUSl
weSl of Caverge, The Germans countered Ihis
through lhe redeployment of some armor and in
fantry to Caverge. The British lanks then simply
supported lhe paratroopers on Ihe Grancelles
bridges from behind, overwhclming lhe weakened
defenders.

The Allies, on imerior lines, could lhreaten a
weak Spol in the defense faSler than lhe Germans,
on eXlerior lines, could respond. Only a German
coumerallack againSllhe 25-pounders could make
lhe Allies sweat. All 100 oflen the Allied player
would coum off lhe minimum indirecl-fire range
and then place lhe heavy artillery in Nece. JUSI a
short drive away from enemy vehicles in eilher
Grancelles or Artain and wilhin enemy mortar
range. Placement of Ihe arrillery in dislam Merden
was much safer and lhe resulting indirect fire was
just as effective.

Historically, the ballie 10 capture lhe Nijmegen
bridges by lhe British Guards Armored Division
and lhe U.S. 82nd Airborne Division involved both
a grueling house-lo-house siege and a risky river
crossing in assauh boals. The scenario has almost
nOlhing 10 do with either. Considering the lerrain in
the area (lhe Waal River, for example, would be
lWO hexes wide), an adequale depiction of lhe ball Ie
would be asking 100 much of lhe PANZER
LEADER mapboards.

Situalion ,nO-Operation Market: Arnhem For
those "professional Germans" who suffered
through IOlal annihilation in Silualion H8, lhis
scenario offers lhe chance 10 lurn lhe lables. The
German' player comrols four rine companies, a
variely of artillery pieees, and a colleclion of armor
ranging from puny GW 38's 10 invincible Tigers.
The Brilish player has only some light arlillery and
an engineer company to bolsler his lhree infamry
companies. ViclOry depends on how quickly the
Germans can eradicate lhe Opposilion and comrol
Grancelles.

Uke lhe officer Irainees al Marieulles, Ihe
Brilish deployed in a circle at the cily limils, bUI
unlike the lrainees they refused 10 Sil and wail for
Iheenemy. For one thing, the Tommies had no 88's
10 rally around. For anOlher, lhe engineers provid
ed a pOII'm close assaull lhreal. So when the Ger·
mans closed in Ihe Brilishers spenl the rest of lhe
game dodging strong Slacks and close assaulting
weak Slacks. Al firSllhey were successful. The Ger·
mans emulaled lhe U.S. 71h Armored al Marieulles
by splilting their forces into lwo groups in order 10
squeeze lhe enemy in bel ween. Due 10 transporra
lion limilations, lhe armor had 10 carry lhe rinemen
imo aClion. Thus a lwo-pronged altack lended to
dilule AP Strenglh too much, Then lhe armor and
infanlry consolidated inlO a unified allack forma
lion, backed up by all lhe arrillery (which
cuslomarily unlimbered among lhe lrees north of
lhe stream facing the larger parI of Grancelles).
This resulled in a slow BritiSh wilhdrawal that
resembled squeezing loothpasle oul of a tube. B,u
by reversing lhe direclion of lhe advance, chasing
lhe Brilish imo lhe field of fire of lhe artillery
pieees, the Germans mel increased success.

Now lhe COllleSl was an even match. Yet lhe
Germans enjoyed so marked asuperiorily thallhere
seemed to be some key factor missinl(. ThaI faclor

proved 10 be lhe manner in which lhe infalllry
enlered lhe fighling. It seemed logical to mount the
lwelve plaloons on lhe seven AFV unilS and lhe five
wagon delachmems. However, lhis necessarily
spread the rinemen thin unlil late in lhe game.
Alternatively, a four-high stack of platoons could
deploy in one of lhe wooded areas north of lhe
Slream in order to march inlO town on fOOL Such a
Slack was esselllially impervious to close assaults,
and il represenled a respeclable offensive close
aSsaulllhreal. The Brilish now found lhemselves in
a lough posilion, lrying 10 fend off the armor in the
soulh while the proverbial irresistable force ran
loose in the nonh. Employing lhis laclic, lhe Ger
mans began 10 win ralher regularly. (I had lhe
misfortune of learning lhis as lhe Brilish player in
lhe middle of a convemion lournamenl. I managed
10 win only beeause my opponenl beeame
demoralized after I close-assaulted his GW 38's out
of lheir misery. Psychological FaClOrS can oflen
overshadow material factors!)

Historically, lhere is some ambiguity as 10 ex·
aClly whal engagemenl the scenario is supposed 10
represent. The composilion of lhe forces suggests
lhe sland conducted althe north end oflhe highway
bridge over Ihe Lower Rhine al Arnhem. Here a
ballalion of the 1st Parachule Brigade, reinforced
by slragglers, a contingent of engineers, and lighl
artillery transported by jeeps, valianlly resiSled
ferocious assaults from lhe 10th 5.5. Panzer Divi·
sion. However, lhe pockel collapsed on 20
September. By lhe dale indicated on lhe scenario
card. lhe lSI Airborne Division was pinned against
the river by lhe 9th 5.5. Panzer Division ("Kamp·
fgruppe Harzer"), and in lhe neXl four days would
be annihilaled. In eilher case, lhe navor of lhe bal
lie is adequately conveyed by Ihe game-encircled
Brilishers Slanding up to impossible odds.

Situation HIS-Elsenborn Ridge Anyone who'd
buy a game called PANZER LEADER most prob·
ably daydreams of occupying lhe commander's
hatch of some big, hulking armored vehicle. (As an
aside, ever nOlice how lhis always involves the lead
lank in the column? Somehow no one ever lhinks of
lhe fellow eating copious amounts of dUSl al the
rearoflhecolumn.) Anyway, lhis scenario provides
lhe malchless opponunity 10 command an enlire
company of big, hulking King Tigers, In faCl, the
German player commands a mOSl impressive
kampfgruppe: lhree batlalions of infalllry, four
lank companies (Tigers and Panlhers accompany
the King Tigers), a good amount of transport, and
artillery suppon from nak and mOrlars. In con
trasl, the Americans have lillie 10 calch the eye.
Two battalions of infalllry form the backbone of
Ihe defense. Ught artillery and a few plaloons of
weak armor provide minimal support. The
American player finds mOSl of his aid and comfort
in a pair of lOwed 105 balleries, the bad terrain on
Board C, and tough German victory condilions. To
win, the Germans must caplure lhe lwo lowns on
Board C (51. Alhan and Witn) and exil len combat
units off lhe west map edge bel ween lwo Slreams.

The inilial American Slrategy called for a hold
al-all-coslS defense of bOlh 51. Alhan and Wiln.
The former was certain to fall 10 the
volksgrenadiers, bUl 10 exil lhe map vehicles could
find only one nearby gap in lhe heavy foresl cover
(which forever after became known as lhe "North
Gap"). The Americans hoped lhal Sl. Alhan would
hold OUI long enough lhal lhe enemy would lack
enough lime 10 force a passage lhrough the NOflh
Gap. In praclice, lhe defense worked well. Againsl
lhe two or three companies in 51. Athan, lhe Ger·
mans massed mOSl of lhe volksgrenadiers in the
woods eaSl of IOwn and supported lhem wilh a lank
company, usually lhe Tigers. The Yanks CUSlomar
ily retained the M IOcompany for dUly in lhe north.



The tank destroyers were always 100 elusive for the
Tigers 10 pin down (especially with the North Gap
as a sanctuary), so if the Tigers threatened SI.
Athan lhey had 10 tread carefully lest they leave
themselves vulnerable to an overrun, and if lhey
operated against the North Gap the M10's cheer·
fully overran the infantry as the men emerged from
the woods. In either ease, indirect Fire from the
105's dealt out X's and D's as the volksgrenadiers
crossed the open field adjacent to Ihc IOWn. $1.
Athan invariably fell, but the only units 10 exil
would be one or two rille platoons wading across
the stream west of town.

Due to the terrain, Wiln seemed much more
secure. Most of the time the Germans exerted some
pressure against one of the gaps in the wooded ridge
cast of Wi In jusl to spread out the enemy defense.
The task called for bulldozers. so naturally lhe King
Tigers spend most of their lime there. On rare occa
sions they even shot their way into Wiln before the
main thrust arrived. The swift Panthers took the
long way to Wiln. They rumbled up to the first
roadblock, one or more rille platoons, at the bridge
near the swamp. Panzer leaders fresh from years of
campaigning on the East Front were surprised at
how quickly tank cannons could polish off infan
try. A U.S. platoon could not quite equal the stay
ing power of a Russian Guards company. After the
bridge was seized, American trucks, halftracks, ar
mored cars. and Shermans doggedly delayed the ad
vance of the panzers. They could never prevent lhe
Panthers from reaching Wiln. and no matter how
hard the Americans tried Wiln would always fall to
the enemy. But afterwards there was rarely enough
time for the Germans to overcome Ihe residual op
position at the far end of the bridge leading
westward. Given twO extra turns, however, Ihe Ger
mans would have been unbeatable.

Since one or twO crucial die rolls always seemed
to check the Germans, no new offensive ideas
emerged, and the Americans only fine-tuned lhe
defense. Then the Series Replay in the GENERAL
(Vol. 13, No. I) came as qltite a revelation. Send the
panzergrenadiers forward on the tanks so lhat the
volksgrenadiers can usc lhe 5.5. transport? Why
hadn't I though of lhat? The showdown bel ween
the new German offense and the old American
defense resul1ed in a crushing German viclory. The
volksgrenadiers rode the trucks and halftracks inlO
the woods. then dismounted and marched off 10
Antwerp, The lanks gained grealer efficiency by
unloading infantry to help overcome stubborn op
position. Only 51. Athan, which held out until the
second-lo·laSl turn. proved worrisome. In
response, the defense on the U.S. left flank was
revamped to abandon 51. Athan in favor of posi
tions south of the stream. Besides plugging the
North Gap, the Gis had to guard the lateral road
through the forest lest the volksgrenadiers use it as a
staging area. Even so. game balance now swung
slightly in favor of the attackers, including one
memorable occasion where the margin of victory
was a pair of Panther pIalOons which the American
player had overlooked because of a "Spotted"
marker on lOP of them.

Optional rules. chiefly Opportunity Fire, had
no influence on game balance: German trucks and
tank passengers became vulnerable to small quan
tilies of direct fire during lhe approach 10 the
American lines, but American vehicles delaying the
advance could become trapped against high-MP
terrain fealures. Experimental rules, chiefly the
Turreted AFV Rule, also had no influence on game
balance: lhe Nazi armor could blow a hole and im
mediately exploil it, but the American armor could
employ Opportunity Fire and still relire to the next
delaying positioll. (That is, the Shermans and
M10's could. The poor fellows in the lurreted M8
armored cars were expressly Forbidden 10 by their
field manuals.)

Historically, the Battle of the Bulge caught the
southern wing of the V Corps, First Army, in an
overextended posture. The green 991h IllFantry
Division had been assigned to this quiel area in
order 10 gain combat experience. It held a lengthy
sector lhrough which the veteran 2nd Infantry Divi
sion attacked toward the Roer River dams. Indeed,
the 2nd Division continued fighling even during lhe
first day of the Battle of lhe Bulge. Not until the
morning of 17 December did the American high
command realize lhe scope of the enemy orfensive.
By then the V Corps right flank dangled in the open
while receiving a heavy frontal atlack. Only one
escape route for the 2nd Division (and two
regiments of the 99th) remained open: the twin
villages of Rocherath and Krinkel!. In a masterful
withdrawal, the 2nd pulled back 10 th~towns under
cover from the 99th, which th~n retired to Elsen
born Ridge through lhe 2nd's posilions. The height
of the German assault came on 18 December, the
date of lhe scenario, from a strong kampfgruppe of
the 12th 5.5. Panzer and a regimem of the newly
reconstituted 277th Volksgrelladier. (The scenario
card errs ill idemifying the volksgrenadiers with lhe
276th Division, which was Slalioned on lhe
southern flank of the offensive.) The battle con
tinued throughout the day. At limes the fighling
was house to house, bUl in the end th~ Americans
held on. Subsequently lhe 2nd Division withdrew in
good order to Elsenborll Ridge and lhereaFler the
northern shoulder of the Bulge was secure. The
German order of baltle in the game seems to be
remarkably aceurate, but not lhe American. Since
mOSl of lhe 2nd Division was concentrated ill and
around the villages, and significant armor and an
titank asselS were also presem, the American player
is shortchanged. Still, this interesling and dynamic
scenario reduces the battle to managable propor
tions.

SilUation #16-Bastogn~; Prelude It seems that
no game of WWII taclical combat can be published
wilhout including at least one Armored Car
Scenario. PANZER LEADER is no exceplion.
Here we have the usual colleclion of SdKfz 234 ar
mored cars, in support of five rine companies on
foot, facing six U.S. companies (similarly on foot)
sliffened by a light tank company and some s~lf

propelled artillery. This time the prize is not
Grancelles but Artain: the winner mUSI comrol two
of the three town hexes.

Claims that the Americans can't lose this
scenario are usually based on two widely-ignored
rules. The firSI concerns deployment: lhe side that
setS up second cannm be placed in the line of sighl
of any enemy unils. The Germans line upon the two
roads east of Arlain firsl, so the Americans (limited
to the road weSl of Arlain) mUSl hide behind the
ridge-quile a distance for the riflemen to double
time. The only other legal deployment hex is th~

bridge adjacent to the lown. But if four infantry
platoons crowd omo the bridge, no vehicles may
enter the town! The sequence of play specifies that
all vehicular units must move before non-vehicular
units do. (A surprising number of players have no
idea this rule exists.) Since stacking limits apply
lhroughoUl movement, the infantry would bar the
tanks and trucks from crossing the bridge. Thus the
Americans cannOl make Artain invulnerable on the
firSI turn.

The M5 company seemed to be Ihe key to
holding off the wolf at lhe door umil the infantry
could march into lown. Keeping them on lhe west
bank of the Slream availed the Americans nothing.
The German armor performed armor-piercing ur·
ban renewal and the infant ry JUSt goose-stepped in
to the ruins. AI long range the light tanks could not
damage the armored cars fast enough to saw? the
town. [n a considerably more aggressive move. the
next time the M5's executed an opening-lUrn 1-2
Overrun of the four rifle platoons at the head of the
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SOUlhern column. Alas, the two-thirds chance of
something good happening failed to materialize.
Though the light tanks shot up the armored cars.
the town still fell. A German company led by
engineers wormed into a town hex next to the
bridge. and close assaults against defenders on the
bridge choked off reinforcements.

The Americans never found out how useful a
successful overrun would be, because their next
bright idea placed the M5's in a single town hex. If
nothing else, when the tanks were transformed into
wrecks the effecl on Slacking would hinder close
assaults against the other twO town hexes. The Ger
mans won anyway. BUI that bright idea led to the
final improvement, which was probably im
plemented by more bloodthirSlY players right from
the start: using the M7's in the direct fire role. In·
direct fire seemed to represent greater Finesse:
widespread dispersals among the enemy infantry
platoons would help the defense of Artain more
than outrighl deStruclion of a few. Besides, firing
positions on the ridge west of Ihe stream ....·~re
awfully exposed to AP fire. But all tOO often the IF
would scatter harmlessly due to lhe dispersal of
spouers. The correcl tactics required the SPA's to
occupy that ridge on Turn I. The Germans lhus
faced a difficult Choice. Suppressing the artillery
revealed posilions to the lighllanks; dispersing the
latter with a close assault saved the reSI of the town.
Holding fire to bash the town's garrison leI the
105's work over the foot troops, especially the
valuable engillccrs. Sure enough. in lhis manner the
Yanks finally managed to win.

Hislorically, at first glance the scenario appears
10 represent a rather anonymous action, but a little
research shows thai it is unexpectedly accurate. In
the morning hours of 19 December the lead clement
of the 10Ist Airbome Division, lhe 50ls1 ParaChute
Infanlry Regiment, marched OUt of Baslogne
headed eastward. The mission was threefold:
relieve a scratch force of engineers defending the
eastern approaches to Bastogne, feel out lhe enemy
dispositions. and contact the blocking positions
held by Combat Command R, 9th Armored Divi
sion. Along the way the paratroopers picked up
stragglers from the 9th Armored. Finding sliff op
position bet ....·een themselves and th~ last reported
positions of the tankers. the paratroopers spread
out into a COhesive line and fought only scattered
actions. One involved a company Ihat penetrated
deep into enemy territory to reach the lown of War
din. NOI far away, the Panzer Lehr Division was
busy mopping up a major portion of CCR. The
Germans feared that a rescue attempt was outflank
ing the Panzer Lehr main body, so the only
available force-the division's reconnaissance bat
talion~was ordered to relake the town. It
succeeded after a fierce fight. In the scenario the
American force expands from one company to six
to keep the firefighl from extreme lopsidedness, but
the flavor of hammer-and-tongs Sh0010UtS for key
crossroad villages during the mobile phase of the
Battle of the Bulge is retained.

Situation N20-Remagen Bridge Though
chronologically the last of the scenarios, this vies
wilh Siluation #1 for the tille of inlroductory
scenario, The Americans have five infantry units.
five halftrack units, and four armored units. The
Germans have five infantry units. Ihree transport
units, IWO arlillery units, and a block. The U.S.
player wins by controlling the bridge adjacent to
Artain in eighl turns. And lesl there be any mistake.
controlling a bridge means occupying not only that
hex bUltWO adjacent hexes, one on each side of the
stream.

Beginners would find scant opportunity to learn
about bridge demolition. Placed out in the open on

Continued on Page 23, Column 3



20

Would You Believe A Week? by Marcus Watney

A Veteran limey Takes Issue With "Rome Wasn't Burn't In A Day"

You'll mnl Marcus WQln~y again ~f~""he'e in
this ~ue ...hen he and se~'e'oloj his Srilish coun
(rymen lake on fhl' HercufhJn lask of {I THIRD
REICH serin replay. It should b«orne immtdiaf"
1)1 ob~ious thaI aside from ~in, Q louch dqJtjor
n'er C'OflSt'flling fa ~ fJDrI ofsuch a prO}«I. he is
o/so a brillIant s'rQI~isl"'h~QnQlysisoffhegQme
is ...;thoul p"T. And olthough ...., don " 0/10"(1)'$ S«
e)~10 e)Y! on howfh~horrid rufnshould M ;m,,·
pTrtM, ..~ emphOlicolly agm Ihollhey nnd rev;_
sian. HIS input in the ongoing JTd ttlilion rults
playful should pro."#! ;nl'aluable in improving this
popular lille tel1/oid.

Although "'-1' have ne'o'er met. I ha\"e a high
regard. for Mark Mclaughlin, designe-r of WAR
AND PEACE. Like me, it is clear he has a definite
prekrence for slratqjc pmes, and il was lherefore
wilh great inteTesl thai I read his ar1icle "Rome
Wasn't Burnt in a Day" (THE GENERAL), Vol.
17. No.3) on Italian play in THIRD REICH. An
e-,'en more compelling reason for my interest is my
conlinuing invol,'ement in the preparation of Ihe
upcomina "Wargamer's Guide (0 Third Reich" in
Ihe course: of whieh I have studied Iialian oppor
tunilies in deplh, RegrellablY,1 must disagree with
Mark's optimistic oUllook for the lIalian player:
while the taclics propounded in his article are
almost all legal. Ihey fail 10 consider the full spec
Irum of response:s available to the Allied player.
Many of his assumptions, concerning such things as
the initial deployment of Minor Neutrals and the
likelihood of Allied intervention. are un..'arranled,

In the first pari of his article, Mark examined
neutral lIalian opporlunities in Yugoslavia and
made the quite proper observation Ihat the lIalian
player can Opt either for a safe bUI slow II + anri
tion followed by a 2-1 offensive, or a straight one
turn invasion with a I-I offensive which is more
risky but quick, I call lhese reS~lively the Broad
Fronl and the Blilzkrieg slrategies, (Incidentally,
readers should nOle one crilkal error in his analysis
of the Broad Front: a se.:ond 1-3 must be placed in
126 not Venice, otherwise only len factors can
make contact with Yugoslavian units since the
Venice/Trieste hexside is nOI passable),

F'~ 1: 'Tho Iln'oK f.- _..,., II 1"'- ra«on a1,"'- ....
y~._ .. pupam_ fot a w,..... 19}9~_1 off__.....,..

I used 10 be \'eTy fond of the 1939 Broad Front
strategy untillhe essential naw in its rationale was
pressed home to me forcefully by Nicky Palmer,
Playing Ihe Brilish in a THIRD REICH Series
Replay he responded to my preparations for a
Broad Fronl allack (see Figurt I) by selling up the

bulk of the British At-Slart forces aboard neelS in
the Mediterranean, The threat was obvious: if I lied
up ele"en factors in Yugoslavia Ihe Allies would
manipulate a double move and sc:ize Rome.
Withoul the insurance of strong German armored
formations on the German/Italian border, the
Italian player cannO{ cxpcc1 10 be allo"'ed 10 use a
Broad Fronl suategy ~ainst Yugoslavia in 1939
,,'ithoul Allied inteT\'ntlion. Indeed, $C'Iling up for a
Broad Front allack pro\'es 10 be counter
producli"e. since the first turn will be wasted
redeploying to resist a potenlial Allied t""O-lurn am
phibious assault apinst Italy. The fact lhat at Ihe
stan of the game Italydeploys before Britain is Ihus
a major disadvanlage,

The I-I Blitzkrieg is more feasible, although
dangCTOUS. 1 personally re<:ommend il be used only
in Winter 1939, for an 'auacker eliminated' rcsult
in Fall 1939 againsl Belgrade once again leavcs Italy
wide open to the dreaded double mo\'e Allied
counteranack; by WintCT 1939 ho..'cver the chance
for an Allied double mo,'e has passed. The advan
lage of the Blitz.krieg is lhat it can be launched
without prior deployment, usioa Sea Transport
lhrough either Triesle or Albania: the defense of
Italy is therefore not compromised by plans to al
lack Yugoslavia.

And it is the defense of Italy which should
always be uppermOSt in the hal ian player's mind so
long as France is undefeated, Any ad,'entures
undertaken in 1939 should bear in mind :he
weakness of 1Ialy in Ihe face ofa joint allack from
England and France, Defending against a double
move o"er Fall/Winter 1939 is "ery difficult: the
best defense I have found (snjigure 1) requires all
the major Italian units. In the northwest, only the
British could exploit using Transport through
Marseilles (the Anglo-French Cooperation rules do
not permit French armor 10 exploit from British

breakthroughs, or vicc ver5l); but even then the
screen of replacements and the ZOC of the armor in
X2J prole<:t Rome from a winler cxploitation al
tack from the north (or from the W24 beach), In Ihe
cxtreme south. Ihe defense relies on the fael that
shore bombardment cannol be used during cx
ploitation: although a landing at Syracuse is not
contested, the British cannot ClI~tlobreak OUI of
Sicily on exploilalion. The Salerno beach (AA2J) is
Oul of Allied air range and so can be defended
dire<:tly. The weak point in this defense is still tllc
beach at W24, due to Ihe massive air support Ihe
Allies can ny from Corsica. I do not pretend
that this is a pcrre<:t defense-in Ihe face of an
Allied double move I do not beli('\'e such a defense
exists-but il docs make a twO-turn invasion "cry
uninviting. From these: positions it is also easy 10

launch a Blitzkrieg on Yugoslavia in Ihe winter tak
inA advantage of Sea Transport. NOle Ihat ifa Blitz·
krieg is to be used in WinteT 1939, the 1-3 in Tirane
must be kept supplied and not allowed to sla.....·e to
death, ('\'en Ihough doing so wasles a neeL Allow,
ing Ihis 1-3 to starve, so that all Italian neels arc
available to intercepl a British invasion of Italy, en
courages a crafty Yugoslavian 10 leave W2gemply,
pUlling a unil in U29 instead. Only the single ar
mored unit in TaranlO can then reach W29. so Ilie
allack on Ihe two units in Belgrade will be at exactly
I_I: with nOlhing left o"er afteT an Exchange, lhe
probability of capluring Belgrade slumps from
roughly SO'" to rather less Ihan SO.,., .. and all fOl
the lack of a 1-3 at Tirane! As a final luxury, t..'o
Ilalian units arc also on board ship, so if the Britiih
usc their fleets in Winter 1939 they arc threatenc<l
with an immediate Italian riposte towards Syria or
Palestine,

Perhaps Mark's biggest blunder is his advocacy
ofa neutrailialian allack on Gree.:e, This is simply
suicide, Heaven help an Italian player who lries that



one when J am playing Britain! Mark suggests an
Italian declaration of war on Greece in Winter 1939
and says: "Regardless ofwhelher or not Yugoslavia
has fallen, the llalians should. . launch an attri
tion option, even a weak one". BUl if Yugoslavia
has not fallen, a Mediterranean offensive will be re
quired 10 capture Belgrade before the Year/Slaft,
and of course this cannot becombincd with an aUfi
lion against Greece. Unless the British fail to SCi up
strongly in the Mediterranean, a Blitzkrieg against
Belgrade on the first turn is ralher risky, so that in
practical terms Italy cannOI expect to have an op
p<:lT1l.mity to take an anrilion against Greece umit
1940 if a 1939 allack on Yugoslavia is planned.

"[I
"" ,10l,l-llEJ

'/"-ClO

f1l.', J: A",i,i,," apin;;' Or~ I.ad, '0 a "alemal'. NOl. 'he
I'ali.n 'ea' uni,. "yin! '0 "">en' D,i,i,h «pl";I.'io" from ,h. "'0
G,eek b..,h.. in 'he even< of int"","'ion, «ploi",i"" "N,h
Ih ..a"o, 10 oilh", i,ola.. 'he Iialian f,ool line 0' -';zo Sofi•. The
armo,ed units may nOI he: needed in Iho>< pooilion, if Bull.,ia ,"
YUJlosla.i. i, "ill neu"'1.

In propounding Ihe delights of an opening allri
lion against Greece, Mark has commilled the car
dinal sin of failing to consider all the selups
availablc to Ihc Greeks. The one he showed was the
convclllional and most usual. bUI a crafty Greek
will deny him an 11 + amition using the defense
shown in figure 3. Remembering that CC28/DD28
is impassable, on exploitation Athens can only be
captured at exactly 1-], yielding less than 50070
chance of success, because only six air factors can
aid the solitary exploiting 2-5 and because neets
may not shore bombard during exploitation. This
reStriClion on the power of fleets is very importalll,
and is a Iwist in the rules many new players miss.
Without it, the Allies could gallop up !laly and
along Ihe French coast in 1944 and 1945. What this
all means is that the defeat of Greece by neutral
Iialy requires a declaration of war and two offen
sives (unless the Italian player is willing to hang
around for a few years hoping 10 roll a one or a IWO
twice on Ihe 1-10 attrition column!) The IOtal cost
of this Iialian advenlure is 40 BRPs plus the COSl of
any losses. Even if no losses are taken, Greece will
nOI show a profit unlil the 1945 Year/Slart!

If economic considerations are nOt enough 10
discourage an all-Italian allack on Greece, the
likely military consequences should be. Through
out his article. Mark has greatly exaggerated the
deterrelll effect on the Allies of spending 35 BRPs
for a declaration of war against Italy. Given a good
opportunity to significantly weaken the Axis, the
Allies will consider the cost a worthwhile invest.
ment reaping military, if not financial, dividends.
This is particularly true if the 35 BRPs come from
the less valuable French treasury. British interven-

tion in Greece does not require many units, gives the
British an easily defended pOri (which is also an ob
je<:tive) in a critical strategic area, and most impor
tant of all, offers an opportunity to knock Bulgaria
(perhaps even Rumania!) out of the war with a
landing at Salonika. The German war against
Russia is not affected so much by lack of BRPs as
by lack of Axis units, and the loss of any Axis Minor
Ally, particularly Rumania, spells the rapid col
lapse of the German front in 1943. The German
player knows this, and will respond to a British in
tervention immediately and in strength. The best
way for the Axis to capture Athens is with an air
supported paradrop: if the British neets are posi
tioned 10 interceptllalian shore bombardment, live
British ground factors in Athens force the Germans
to risk tile permanent elimination of their
paratroops. and seven factors make such an altack
impossible unlil the arrival of Folgere. The alter
native is a long arduous slog down the easily
defended Greek peninsula. If the British player in
tends intervening, against an Italian initial attrition
he will usually set the Greeks up along the Albanian
border, being willing to trade extra Greek losses for
space-remember that as the rules stand at present,
front options are declared before Neutrals are set
up, a rule which I hope will be reversed in the new
edition. Even if the British lose Athens, they will be
able to hang on 10 the valuable Greek islands
without difficulty: an airbase on the Greek island of
Lesbos (CC30) for instance covers both Greek
beaches, three Trukish beaches, Crete, Athens,
Sofia, Istanbul and Rhodes! A paratroop unit there
would force the Axis to garrison both Bucharest
and Albania tool All this 1 hope convinces readers
that British intervention in Gree<:e in 1940 distracts
the Axis not the Allies, and helps both France and
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Russia. Those lIalians still determined to attack
Greeee should also consider the problems of
defending the Balkans in 1943 and 1944. Salonika is
always a weak link in the Axis defense at this time.
and Greek partisans will make it weaker, tying
down evcn more Axis units. Frankly, the best Axis
defense of their southern flank is a neutral Gree<:e.

Mark's aT!alysis of Italian opportunities in
Egypt is also unduly optimistic. Notice a naw in the
Italian dispositions: if at least one armored unit is
not in Ihe front line, the British can use the defense
of figure 4 to thwart the Iialian allack before it even
begins. It is best not to put both armored units in
MM24, since that encourages the British to reply by
placing WDFin MM25: I suggest one in MM24and
the other OT! the coast (LL24) keep Ihe Italian's op·
tions more or less open. I do not like the Beyma
defense of Egypt quoted by Mark: it is good against
neither attrition nor offensive. If an Italian declara
tion of war and immediate offensive looks immi
nent (by which I mean, if Italy began the year with
at least 100 BRPs), I suggest sacrificing WDF by
using the defense of figure 5. As soon as ....ar is
declared, the ZOC of WDF extends into Libya, and
the Italians are prevented from moving adjacent 10
Alexandria even after exploitation. And that is
always the aim of a good BritiSh defenseof Egypt: if
Ihe Italians cannot move adjacent to Alexandria on
the first turn of an invasion, British reinforcements
can be SRed into Alexandria directly allowing the
British player considerable nexibility in response,
and avoiding the necessity 10 use Sea Transport. If,
which is more usual, the Italians can only take an at
trition on tile turn they declare war, the only
defense required is two 1·3s, one each in LL27 and
MM27, denying the Italians an 11 + attrition (but
make sure the French evacuate Tunisia though fl,On
the second turn of invasion, a defense like that
shown in figure 6 increases the cost to Ihe Iialian of
an advance to something like 15 BRPs per hex,
without eommilting a single British air uni\. Egypt
is so easy for the British to defend that the Italian
player should never plan on capturing Suez: all he
can plan to do is to draw British units away from
other fronts. Except for a lucky 1-2 atlack, Ihe
Italian player has no hope of beating the British
back across the Suez Canal even with significant
German help.

Continued on Page 43, Column I
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JUST ONE MORE CHANCE
A HAUNTED DEVELOPER REASSESSES HIS OWN GAMES

By Don Greenwood

Satchel Paige, a pro baseball player of con
siderable repUle long before I could vouch for his
abilities, is probably beller known today for his oft
quoted saying: "Never look back, something may
be gaining on you". This bit of homespun
philosophy could easily be applicable to the con
sciencious game developer in loday's hobby. The
"stale of the art" is relentless in its pUTsuit of belleT
games, and yesterday's achievemCIIl$ all too rapidly
seem to dwindle into insignificance. Every
developer pursues lhe ever elusive "perfec! game"
and 10 lhe extenl that such a crealure exists I guess I
am more obstinate lhan most. Certainly I seem to
be more susceptible [0 the se<:ond and third edition
rules rewrites and corrections than the majority of
mycomrades here at the Hill. You can auribute that
to whatever you will, but I hope you'll forgive meif
I think of it as something other than a condemna
tion of my ability to write comprehensive rules.

To me a game is something more than
something to be read, played once or twice, and
then forgollen. If a game is good it should be played
over and over again so that the players can enjoy the
subtleties and nuances of play that only come from
experience generated by repeated playings. Casting
aside for the moment the question of historical
lessons and accuracy, this means that a game is not
acceptable as long as it can be improved. Just
because the initial wave of purchasers has long since
graded the title good, bad, or someplace in between
and relegated it 10 the rel:esses of their collel:tive
closets is no reason to give up the pursuit of ex
cellence for that tille. I believe a publisher has an
obligation to its customers and, over the long run,
10 itself to improve upon published titles whenever
possible. If not for the convenience of those of my
ilk who continue to playa favorite game for the rest
of their gaming life, then for the next generation of
garners who will buy that title many years down the
road. Aside from the time and expense of changing
printing plates, there is just no acceptable
reason~atleastto my way of thinking-for allow
ing a game to continue to be printed and sold with
known errors. Such changes are cost prohibitive
over the short run simply bel:ause they incur addi·
tiona[ expense without adding 10 potential SALES.
Once the initial crest of excitement and publicity for
a new product subsides it is rarely born again. As a
consequence, spending time and money to update a
game which will never be "new" again is usually a
losing proposition unless you take the long term
view oflhings and believe in lhe validity or lhe game
to the extent that you will gamble that it will still be
sold in the next generation.

Unfortunately, not many of the companies in
the hobby today take the long term view. II is usual
ly deemed more importanl to rush out a new title
than improve on last year's efforts. And,
economically speaking in today's pub[ish-or-perish
marketplace, they are probably correct. All of
which is not to praise AH for being the sole light in
the wilderness. Far from it! If the apparent con
tempt my fellow cohorts here at the Hill seem to
hold for revisions is any indication, my preoccupa
tion for allempting to improve existing designs is
definitely in the minority. The popular credo seems
to be "the only good game is a finished one. Once
it's published, don'l bother me anymore." 1 hope
you'll forgive me my idiosyncracies while [ rebel
against thaI.

This is hardly a recent phenomenon and I must
admit to having bcrn a member of the opposition at
one point. When I first came 10 work for AH, the
in-joke was to make light of a certain designer who
sent us his "finished" game for publication fol
[owed by almost "'etldy submissions of "final" im·
provements to that finished design. It scrmed old
so-and-so could never finish his game. Ultimately
we rejected his design and published one of our own
on the same subject which was quite successful.
in fact, to this day I consider it one of the most in
novative and clever designs to come out of AH. Yet,
like all games, il had a flaw which revealed itself
only after years of publication. This "hole" in the
rules allowed a cagey player to create a perfect
situation which could not be defeated. Whcn ap
proached on the matter, the designer steadfastly
refused to offer a revised edition which would cor
rect the problem. His defense was that not many
people knew about the problem, so why draw it 10
their attention? He steadfastly refuses 10 this day to
work on games after their initial publication. The
tendency of this designer to refuse 10 admitlhat his
work was less lhan perfect and beyond reproach is
one that I've observed frequently among the lofty
egos of the designers of our hobby. Now that past
experiences have tempered my sense of humor
somewhat 1 must admit to being much more sym
pathetic with the plight of that original "never quite
finished" designer. For that, if you have not
already guessed, is what this arlicle is all about; the
confessions of a game developer who wishes he had
done it a little differently the first time. Here then is
my list of "should have beens" which 1would even
tually like 10 implement in improved editions. 1
hope you'll try them and let me know what you
think. If you agree that they make for a beller
game, maybe 1']] do a few more second editions and
COSt AH some more money.

Who's lhal knocking on the ramparts?
ALESIA was one of my more pleasant develop

ment jobs as lhe game was pretty good before I ever
saw it and the designer, Robert Bradley, was a
pleasure to work with. After resolving some rules
ambiguities and figuring out how to get the map on
to an AH mounted board configuration, the main
problem soon sellled down to a debate on play
balance. In the original, most prior players of the
game felt that, if anything, it was balanced in favor
of the Romans. Our p[aytesters disagreed strongly.
This was somewhat puzzling as most of the changes
made in my development favored the Roman
player. The addition orrive Numidian Light Infan
try units and the creation of the Disruption result
for missile fire should have more lhan counter
balanced the lesser reaclion time afforded the
Roman by the removal of a few hexes of outlying
board area from lhe AH map. 1eventually decided
that the game was balanced between experienced
players and published it in its current form. The
theory being that, like STALINGRAD, the game
required expert play on the defense and once ex·
perience had been gained the Roman player would
actually have the advantage provided he played
nawless defense. I still maintain that position and
believe ALESIA to be balanced among experienced
players, but bel:ause the game is a long one most
owners probably will not play it often enough to
gain thai degree of expertise with the defensive
skills rcquired. Therefore, to address this play

balance problem for those who feel the Romans are
still outmanned I offer the following change. Delete
lhe current 18.2 and replace it as follows:

18.2 In a two player game where only one person
commands both the exterior and interior Gallic
forces, an additional delay must be enforced. The
delay is determined by the Gallic player rolling a die
the turn afler each turn in which ten or more reliev
ing Gallic units [and on or traverse the OUler Works
and at least one Hand·to·Hand Combat has been
resolved. If he rolls a '1' or less all of the interior
Gallic forces must [eave Alesia and may not return
until one or more of them have entered an Outer
Works hex or engaged in Hand·to-Hand Combat.
Once relurned to Alesia, the interior forces must
pass this die roll again to enable them to leave the
haven of the city's walls. The Gallic player must
deduct I from this die roll for every additional ten
Gallic units in combat on the previous lurn. The
number of Ga[lic units counted in the above tota[
cannot include any units outside the borders
formed by any four adjacent off-board zones to a
depth up to and including lhe inner ring of Outer
Work defenses in that zone.

Thischange not only hinders the Gallic player, it
is a far more realistic portrayal of the situation in
which Vercingetorix was placed. The interior and
exterior Gallic forces cannot be assured the almost
complete coordination of movement they enjoyed
previously. No longer will the Gallic player be able
10 know exactly when the interior forces will sortie
out to aid the relieving force. He can only allack
with his exterior forces in such a way as to signal a
real effort to the besieged forces and hope they will
interpret it as such and react according[y.

Unfortunately, this rule change will swing play
balance drastically in favor of the Roman player in
my opinion and should only be used between inex·
perienced players or those of widely varying
capabilities. Should the players be relatively ex·
perienced and still desire to use this rule, 1 would
suggest omitting the Numidian Light Infantry from
lhe Roman OB.

Never a Yank When You Need One
It seems thai lhe less work 1 do on a game lhe

more fondly I remember it. WARA TSEA certainly
qualifies in that respect. Aside from some brutal
beatings sustained in p[aytesl sessions which really
haven't SlOpped now that the game has been in print
for almosl five years, il was a joy to work on. After
rewriting lhe rules for clarity with re[alively few
substantial changes in substance, the main concern
was again play balance. Like almost everyone who
plays the game loday, we rapidly decided that it was
foolish to contest the Med, and abandoned it to the
Ita[ians so as to concentrate against the Germans. [
no longer feel that way, but thai's another story.
We still found the game grossly unbalanced in favor
of the Axis, which I resolved by changing the North
Sea POC totals for the Allies from 0 to I, lhus
yielding the Allies' a potential increase of 8 POC per
game over the original version. Happy Wilh lhat
change 1 pronounced the game balanced and ready
for publication.

Needless to say there are those who disagreed
with me, and even I will admilto aslight imbalance
in favor of the Axis. Olhers feel lhal lheir advan
lage is far more pronounced, but 1can produce [el
ters from people who can't figure out how to win



with the Axis so we'll leave the degree of imbalance
a moot point. Suffice it 10 say that when played on
an expert level, it is commonly held that the Axis
player still enjoys higher prospects of success.

As WAS is one of those few games I still play
frequently, I found even a slight imbalance ir
ritating. My initial reaction 10 the problem was to
change the rule regarding failure of a speed roll
resulting in safe passage to the port desired at the
other end of the voyage, albeit a course that kept the
ship from being used in the present turn. A ship
which failed a speed roll would have to stay in the
port occupied at the beginning of the turn. The idea
was to. put some teeth into the Neutral Port rule re
quiring disabled ships to leave porl or lose poe,
and in so doing force German raiders to fight in the
South Atlantic or risk sacrifice of POCo
Regretably, it hurt the Allies more than the Axis
be\:ause the same rule which would have spelled the
end for German raiders, also meant that British bat
tleships might never make it to Murmansk to pro·
vide protection for the Russian bound convoys.
Competent Allied play usually requires getting one
or more 4-4-45 into the Barents, and if they failed
the first time they were always available there in
future turns. Scrap that idea.

Eventually I decided 10 help thc Allies by mak
ing American reinforcements more accessible.
Rather than entering only on a die roll of '6', they
became progressively more likely to appear by
allowing them 10 enter on a die roll of '5' or '6' on
turn 5, '4', '5', or '6' on turn 6, ctc. The effect on
play balance is slight because the American ships
are still restricted to the North Atlantic, but it is
enough. The extra ASW protection for the convoys
on the first leg of their crossing and the few British
ships released to other duties by the increased
presence of the Americans is JUSt enough to im
prove the Allied chances, and is more historical to
boot as the American involvement is considerably
underplayed. This change has already been made
and is now an official rule amendment which I urge
WAS players to use.

I Lost an Automatic Victory
Aside from a poor decision to include some last

minute scenarios in the first edition which have
since been gloriously improved by Richard
Hamblen who took over responsibility for the later
editions of the game, my nightmares over TRChave
been relatively few. Most of the ink used in criticism
of this game has been directed at "my" automatic
victory rule which prevented units used in an AVat.
tack from anacking in the 2nd movement phase of
that turn. I do not repent. In my opinion the rulc is
both realistic in terms of showing the force
necessary to eliminate a unit's very presence in the
form of neutralizing its zoe in addition to
eliminating the unit, and necessary for play balance
reasons.

Of more concern to me is the course we lOok on
the maner of whether units could move outside of
their Military District on the first turn provided
they did not engage in combat outside their initial
Military Districts. At the time, I answered this
query to the first edition rules in the affirmative
simply because that was the way the rules were writ
ten. Richard chimed in his support for the decision
feeling that it was necessary for play balance. I no
longer am so sure. At this poilllitend to think that
allowing units to move through Districts where they
weren't initially assigned is a contradiction to the
spirit of the designer's intent. Furthermore, it pro
vides too many gimmicks which can bc pulled on an
inexperienced Russian player. It is hard enough to
play defense in this game without handicapping the
Russian further on the opening turn in this way.
The variables which he must confront in his open
ing setup are now almost too diverse to be handled
by the average player. Fortunately, perhaps, I have

given way to Richard whose love for the game and
expericnee therein now far exceeds my own, and as
a result you'll probably never have to put up with
my preferences on this matter.

The Third Coming of lhe Third Reich
THIRD REICH was the first really difficult

development I underlOok at AH and it showed. For
all the accolades the game has received over the
years, it is admilledly my poorest effort and the one
I am least pleased with. I have related before and
doubtless will again that the major problem here
was that I spent so much time redesigning the game
to make it work, that it never received any
development-at least not in the sense that term im
plies by AH standards today. A hastily prepared
second edition which did little other than answer the
mOSt frequently posed questions was offered the
following year and has sufficed until now. Having
grown tired of answering THIRD REICH ques
tions ad infinitum for the past seven years I've fi
nally allowed myself the indulgence of redeveloping
this game from scratch. Progress on a revised third
edition has bccn underway for over a year and is
now nearing the end of a blind playtest by some 20
different groups of THIRD REICH enthusiasts.
No simple patchwork, this effort is being given all
the trimmings and backup of a full-scale new game
offering and should be a vast improvement over the
original.

For someone who professes to be in favor of
revising old titles to improve them with the hind
sight gained by years of exposure to the hobby's
critics, this opportunity would appear to be the
ultimate fantasy fulfilled. It isn't, but it is close.
Besides clearing up ambiguities in the rules, the new
version will simultaneously improve the game in
terms of both play balance and realism. The
changes in this edition arc too lengthy to list here in
their entirety. They will be analyzcd in detail in a
planned feature article dealing with the new game. I
will say that among the problems addressed and
vastly improved in the new edition are Strategic
Warfare, Murmansk Convoys, and the implemen
tation of political ploys and pressures.

The 8lh edilion or Squad Leader?
No, not hardly but the ongoing SQUAD

LEADER series has afforded me the opportunity to
fulfill that fantasy [ referred to above. Working on
a game system, especially one as popular as this
one, and not just a game has given me the oppor
tunity to constantly update and improve a game
after its release to the public. This has been readily,
and perhaps painfully, evident to you in the form of
the revised rulebook editions for the various games
of the scries. As each new gamette was produced, it
was accompanied by an updated rulebook for each
of its predecessors. That scenario has been useful
up to a point but has reached the stage where it is
toO burdensome for both the players and me to con
tinue. When G.I. is released later this year it will nOI
be accompanied by a 5th edition SL, 4th edition
COl, and 2nd edition COD. Instead, I will continue
to mold the system and make appropriate changes
but will withhold such changes until the entire game
system is finished. At that time the entire game
system will be rewritten into one combined hard
cover rulebook which will cut through the current
maze of normal, advanced, and improved rules
presented in Programmed Instruction in four or
more separate booklets.

Besides greatly aiding comprehension by having
all of the game system in one place in reorganized
form, it will allow me to utilize hindsight to revamp
the system where necessary to streamline it and im·
prove on its basic simplicity. Such a project will be
more than just a compilation of more and more
complicat\!d rules. To the contrary, much of the fat
of the basic system can be cut and reformed into a
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more efficient system. The game components will
also be updated in the remaining gamettes to pro
vide the ultimate in playability. In short, it is the
revisionist's ultimate dream come true; a chance to
mold a game system using resources on a scale
heretofore unseen in the hobby. If successful, it
could do for tactical scale wargaming what D&D
has done for fantasy.

Some of these revisions will make their ap
pearance in G.I. Among them is the elimination of
the blocking of LOS by vehicle outlines. Instead, a
+ I DRM is applied to all fire traced through a
vehicular counler. In addition, all AFV counters
will do away with the wreck status on the back so as
to allow CE status to be determined simply by flip
ping the counter. Wreck counters will replace
eliminated vehicles. The necessary counters for
these changes will be provided in the remainder of
the SL gamctte series as it unfolds over the courseof
the next three years. With any luck the entire proj
ect can be wrapped up with one comprehensive
rulebook in 1994.

SL Movemenl COnlinued from Page 14
defender mUSt use his to plug any holes that may
have been created before they can be exploited, or
even to launch that well timed counterattack.

As a by-product the "free shot" effect of the
original SL system has also been eliminated. No
longer does the non-moving player have the luxury
of firing all his units in the "Defensive Fire Phase"
JUSt because there was no other action allowed.
Each player must closely balance the number of
moving and firing units 10 what he feels will be ex
pected of them during the game turn.

As with any new system it is always recom
mended to start with a scenario with only a few
counters in play at a time. But this system in no way
restricts you 10 handling only small scenarios. On
the contrary, one of the major reasons this system
was developed is 10 allow all the SL scenarios to be
played with a simultaneous feel. If you have any
questions or suggestions, please drop me a line at
1316 Oddstad Blvd, Pacifica, CA 94044. "*
PANZER LEADER ... Confinued from Page 19
Ihe bridge, the German engineers usually found
themselves dispersed by direct fire and finished off
by close assault. Instead, the green player would
receive basic training: a German defense of the near
end of the bridge demonstraled the vulnerability of
the illfantry in lowns to armor piercing ammuni·
tion, and a defense of the far end of the bridge
showed the value of direct fire from the I-class
weapons of halftrack and infantry unilS. The main
lesson to be learned by the neophyte was the value
of those seemingly-insignifiearH wreck counters.
Sacrificing the Nni haIrtracks in the town slightly
cramped U.S. fields of fire. Better yet. sacrificing
the halftracks on the bridge crowded the strength
out of U.S. occupation of the structure: only one
platoon could squeeze between the wrecks and the
block. Then either armored infantry attacked the
enemy, preventing removal of Ihe block, or
engineers worked on the obstruction. risking
disruption of the effort through enemy close
assaults. Either way. the Germans held the upper
hand.

Historically, Combat Command B of the 9th
Armored Division faced ill-led and badly
demoralized defenders al Remagen, so the force
IcveLs seem to have been adjusted considerably to
equalize the contestants. Bill several aspects are ac
curate-the lack of artillery fire (for fear of
demolishing the bridge), thc necessity of ap
proaching the bridge through a lown. and demoli
tions (a ten-meter-wide crater in thc approach road
and a hole in the bridge surface) bearing vehicular
Iraffic.
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THE CROWNING ACCOMPLISHMENT
Advanced Strategy in KINGMAKER By Mike La Beau

What follows is not a guaranteed script for suc
cess, but rather food for thought for the Royal
palate, for analysis will improve your
KINGMAKER play perhaps more than in any other
game. From my side, it is also more desirable to
wage baltle with aristocrats and not as demeaning
as taking advantage of peasants. The preface is
Commandment Ill-KNOW THY BOARD!

Assignment and Deployment of Nobles
To better be able to assign your original quota

of cards requires knowledge of the crown and event
decks and who is moving first. The lauer is
discovered by simply looking at your opponents'
cards. You can't be 1001110 certain, but it is unlikely
that any player will discard the Chancellor or either
of the two Archbishops. The former requires no
more than an analysis of the two decks prior to
play. I can't substitute for your own vision, but I
can give some direction. It is important to know
who gets killed, who getS called where and how
often each occurs.

If playing the Basic rules, the event deck will
slay each noble six times, except for Percy, eville,
and Mowbray, who are killed only five times each.
That obviously provides extra reason to use the
larger nobles in combat. The event deck also calls
most of the nobles at least once, except Howard,
Grey, Herbert, Audley, Hastings, Cromwell,
Greystoke and Clifford, who are not called. These
nobles are small but important, and clearly deserve
'more consideration for the assignment of offices
than do their small counterparts who are called.
(Especially Bourchier and Holland, who are called
twice.) All nobles called by the deck are called to
their castles and not into the open. This can be a
mixed blessing-sometimes adding needed extra
nength and other times making them easy targets.

Whenever cards can be assigned that give a choice
of placement, do so.

Of the Title cards, four are subject to calls and
the Earl of Kent is called twice. Except for
Westmoreland, who is called into the open, all are
called into towns. The slightly safer and superior
titles that are not called are the Earls of Richmond,
Wiltshire, Worcester and Salisbury.

Of the Office cards, only the Chancellor, the
Steward, and the Treasurer are not called. Office
cards that have extra strength in a given area are
always called into that area, which is almost as good
as not being called (except when you need one of
them elsewhere). That leaves only the Admiral, the

Warden of the Cinque Ports, the Constable of
Dover Castle and the Marshal subject to potentially
dangerous calls.

Of the Bishops, all are called except Lincoln and
Durham. All of the calls are to towns or cities, but
can still be an inconvenience.

Any player could take this information and
make up an ideal force, but it unfortunately doesn't
work like that in a real game. Therefore, the things
that become of paramount importance in assigning
cards are: 1) Table Position (this obviously doesn't
apply if playing by mail with simultaneous
movement); 2) The other cards in play; and 3)
Combinations-the most important of the three.
These are not so readily apparent as you may im
agine, even to the best of players. For example,
Richard Berg stated in his article "Playing Your
Hand in Kingmaker" (Vol. 14, No. 2 of THE
GENERAL) that he would never make Mowbray
the Marshal as Mowbray is called five times and the
Mar hal ten . In fact he said he would even consider
assigning the Marshal to an enemy's Mowbray.
Later, in the same article, he said that while Stanley
may be strong, his "constant calls" negated his
importance. Well, in my deck, Stanley i only called
once and if I had to use the Marshal, I would prefer
that he be given to Mowbray! Of Mowbray's five
calls and the Marshal's ten (I know-it is eleven,
but I firmly believe that the call added by one of the
newer event cards should be ignored.) the two are
called by the same card four times. This means that
there is a choice of placement in the open or in a
castle. This allows escape from enemies, who eager
ly awaited your arrival, more often than not. This
danger is usually the Constable of the Tower of
London as no one else is strong enough to take on
150 men. This combination (See 113 above) allows a
choice that is not available with any other noble. In
addition, the combination is at least 150 strong, a
very potent force especially in the beginning when
strength and position are so important. Even the
Constable of the Tower of London will be hard
pressed to get a 2 to I. Add 40 or so mercenaries and
even a 3 to 2 isn't certain. It i also possible that the
Constable isn't in play yet (See 112 above) or that he
may be moving immediately after you, meaning
that he must draw the card moving you or you
would simply move away on your turn (See III
above). A second favorite of mine to be given the
Marshal is Stanley. This is for a different
reason-Such a combination must begin at least 170
and more likely 180-190 strong, without

mercenaries. Boats are a requirement for this
arrangement, however. (I've not given Percy a a
choice simply because, unlike Mowbray, Percy'
calls add to the already large enough portion that
the Marshal carries.)

Other combinations are more obvious, such as
Courtenay and the Chancellor of the Duchy of
Cornwall, Talbot or Herbert with either the
Chancellor of Lancaster or Chamberlain of the
County Palatine of Chester, Stafford or Bourchier
with the Constable of the Tower of London or
Percy and the Warden of the Northern Marches,
(the differing calls could weigh against this com
bination as well.) but all are based on number 3
above or area considerations. The opposite con-
ideration of not being called away from strength is

equally important. To show what I mean, I will ask
a simple question. Is there anybody out there who
would like to see Scrape/Richmond/Constable of
London get called to Masham? The answer i easy.
Fully three fourths of the players would like to see
that happen-the ones who don't have Scrope! It is
a long road home, isn't it?

The same principle applies to Title and Bishop
cards. For example, if you must use the Duke of
Exeter, use it with Holland, Courtenay or the
Chancellor of the Duchy of Cornwall, or a com
bination thereof. Use the Archbishop of York with
Neville, Mowbray, Roos or Scrope (All are called
with the Archbishop). The theory behind such com
binations is to try to create choices by assigning
cards that are called to the same general location by
the same card. My personal favorite combination is
Nevillelthe Chancellor/Archbi hop of York.
Together, they provide a strong power base, a
modicum of calls/disruptions and Richard of
York, whom I consider the most important heir in
the game. Perusal of the cards will reveal all these
examples and others.

Other crown cards aren't subject to call, but
their placement remains vital. Two theories exist as
to the proper distribution of towns, ships and
mercenaries: concentration of force or distribution
to prevent total loss. Both have merit and usage
should depend on the game rules being used. With
basic combat wide distribution is preferable while
with advanced combat concentration is desirable.
This will be demonstrated later in the article. For
now, suffice it to say that the odds of losing a noble
in combat initiated by you are 1/36 (if stronger
force) in the advanced game and 6 (5 if Mowbray,
Percy or Neville) in 90 or more (the actual number

,
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depends on what evenlcards are used) or I in IS
(l/18 for Big Three) in basic comba!. Nobody NOBLE SUBJECTION TO CALLSwants to lose half his force simply because he drew
the wrong card, but it is likely that nobody will

NO.OF MAPwanltn give up the advantages gained by consolida-
NOBI.E CALLS LOCATION CARDS CALLED AT THE SAME TIMElion in advanced combat, either. Just read on.
Percy , 2-N Warden N. MarchesAssignment of town cards is easy unless playing

the optional rule that gives extra strength. With the Earl Westmoreland, Bishop of Carlisle, Warden N. Marches

rule, consolidation of towns 10 one noble provides Neville I I-N Scrope, Roos, Mowbray, Archbishop of York. Marshal
a polen! striking force that doesn't depend on many Stanley I Island NfA
nobles who aTC subje(:t to call, Without the rule, Mowbray 5 3-SE,I-W, W Ch. Lallcaster, Ch. Coullty Pa atme, Filzalan
distribution is in order. (A side note here is thaI I-N N-Neville, Serope, Boos, Marshal, Archbishop of York
players should capture towns and assign them to a SE-Marshal
"faction" rather than to individual nobles when SE-Marshal
nO! playing the optional rule.) As to ships, if you SE Marshal, Admiral, Bishop Norwich
want to keep them, assign them to your safest Talbot I I-C NfA
noble, not necessarily your strongest. Fitzalan 2 I-W,l-SE Beaufort (SE)

STRATEGY
Ch. Lancaster, Ch. County Palatine, Mowbray (W)

Slafford 3 3-SE Constable of LondonI will deal with this subject shortly, sweetly and
Marshal, Kelltsimply: in the beginning, GRAB!; In the Middle
Marshal, Archbishop of Canterburyobtain as much parliamelltary power as possible (if

playing the Optional Parliament Rule) and execute Pole , 2-SE Bourchier, Admiral

as many pretenders as possible (after all, they arc lJ.ourchier, Marshal, Earl of Essex

pretenders to your throne); [n the End, your (slightly Courtenay 2 2-SW Holland, Admiral
superior) forces will do battle with the last remain- Holland, Marshal, Chamberlain of Cornwall, Duke Exeter
ing pretender or ravage the English countryside to Beaufort I I-SW Fitzalan
bedeclared Killg by Parliamellt while your enemy is Roo' I I-N Mowbray, Neville, Archbishop of York, Marsha, cop<
in hiding, Along the way, you must place ships to Holland 2 2-SW Courtenay, Admiral
pick up called nobles, prepare for your unlucky Courtenay, Marshal, Chamberlain of Cornwall, Duke Exeter
calls, set traps for your opponents' unfortunate Bourchier 2 2-SE Pole, Admiral
calls and do battle. To the latter we turn our atten- Pole, Marshal, Earl of Essex
lion. Serope I I-N Neville, Roos, Mowbray, Archbishop 0 York, MowbrayIII both basic and advanced combat, siege is the
preferred method of attack, losing only to a "Bad
Weather Delays Attack." It can take an eXtra turn tEGb't)

" Nonh of Ri"<r T<'<S 510 Af~a Ea" of a lin. (,,,m 1.)'lIn to Sou,h Hamp'on
if playing the optional rule, but is still the best, II ~Wal.. C ~C.n"al England

elCjiest and most assured method of combat. Prob- s\\' _South",." (Corn~at1 Ar~a) " ROj'al Ca"l.

ably there is nobody in their right mind who will re-

TITLE CALL LIABILITIES

TITLE, OFFICE MAP LOCATION
'and Bishop KCALLS RC TOWN 'ITY OPEN CARDS CAtLED AT SAME TIME

Const~ble Dover I l-SE Marshal, Kent
Ch. Cornwall I I-SW Counellay, Holland, Marshal, Duke of Exeter
Ch. Lancaster I l-W Ch. Cty. Palatine, Mowbray, Fitzalan
Ch. Cty. Palatine I I_W Ch. Lancaster, Mowbray, Fitzalan
Warden of Cinque Ports 3 loSE 2·SE Admiral
Admiral 4 l-SW 2-SE Warden Cinque POTtS (SE)

I·SW Bourchier, Pole (SEl
Courtenay, Holland (SW)

Constable of Tower of london , 2-SE Slafford
Marshal (unless Marshal's call deleted)

Wii'den or Northern Marches 5 3-N 2-N Marsha
Percy
Percy, Earl Westmoreland, Bisop Carlisle

Marshal 10 7-SE SW Ch. Cornwall, Duke Exeter, Holland, Courtenay
I_SW N-Warden Nonhern Marches
2-N N-Mowbray, Neville, Serope, Roos,

Archbishop of York
SE-IIlowbray
SE-Mowbray
SE-Mowbray, Admiral. Bishop of Norwich
SE-Earl of Kent, Conslable of Dover Castle
SE-Slafford, Archbishop of Canterbury
SE-Earl of Kent, Stafrord
SE-Pole, Bourchier, Earl of Eswx

Archbishop of York I I_SE Marshal, Neville, Roos, Serope, l\'lowbray
Archbishop ofCanlerbury I I-N Marshal, Stafford
Bishop of Carlisle I l-N Warden N. Marches, Percy, Earl Westmoreland
Bishop of Norwich I I-SE NfA
Earl Westmoreland I I-N Wardell N. Marches, Percy, Bishop or Carlisle
Earl of Essex I I- E Marshal, Pole, Bourclner
Earl of Kent 2 2-SE Marshal, Stafford

Marshal, Constable of Do\cr
Duke of Exeter I l-SW Countenay, Holland, Marshal.

Chamberlain of Cornwall
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main to besieged, they will sally forth in an effort to
save the force. Logically, they should do 50, as they
have raised their odds from 1/7 to win to 4,5 or 6/7
10 win. More attacks are created by the optional
rule as the besieged nobles must allack in their turn
alld can then be attacked again in the anacker's
turn. As to combat in the open, odds of 5-4 or less
should not be attempted unless the potential gain
outweighs the potential for disaster. You can't lose
a battle, bUI you can "acddenlally" Jose a noble or
be left in an indefensible position. (Isn't i1 funny
how the gain a/waysseems 10 outweigh the potential
bad luck?) The fact is that I will personally make a
Majority Victory (MY) atlack ifl havesubstanlially
less nobles involved orlhey are less likely to die. For
example, with Mowbray/Marshal and Neville/
Chancellor, I will attack a force of 210 or less
strength (I like to leave some room for potential
added cards by the defense) that is comprised of
four or five nobles. Even if I don't win, he is far
more likely to lose a noble than [am! And NEVER
make the mistake of overlooking a small noble. He
can be assigned a large title and office and be the in·
strument of your doom later! But he can't be
assigned something if he is not around to claim it.
The nobles, all nobles, are the most important part
of the game. Without them, the other cards are
meaningless. Needless to say, if you have seen all of
the cards that kill your nobles go by, you will attack
at the merest him of a gauntlet being tossed (like
"Why don't you and I ally?). Knowing what has
been drawn and therefore what is left for both your
nobles and key opponents' nobles is one key to the
most important part of any strategy-preparation.

Playing the advanced game, combat in the open
becomes quite fascinating and should lead to the
creation of large nobles. I'll make up an example in
which A has four nobles of "80" strength, twO of
"60" and one of "100" while B has one of "270"
and two of "80". In basic combat, this would be a
54 (540-430) and would succeed 29070 ofthe time. A
noble or two could be killed randomly on either
side, but B could never win the baltle, until his turn
at least! With advanced combat, it works like this:

Secondary Line (SL) 80 80 60 Reserve-60
A) BaUle Line (BL) 80 tOO 80

B) Battle Line x 80 270
Secondary Line 80

A has a 2-1 attack against the two "SO" nobles,
reduced to a 3-2 and a 2-3 against the large noble,
reduced to a 1-2. (Note that the lineup above allows
A to strip 20 men to his left flank. Stripping can be a
powerful tool which I will discuss later in the article,
but the large noble is more likely to provide this op·
tion.) Should both attacks win, A will have to
avoid losing a noble to the nobles killed rolls until
such time as he manages to win his Majority Victory
(400·270 reduced). Since a Majority Victory wins
only one in seven times, anything is possible.

Should both attacks fail, as long as they fail, B
gains ground on A if the odds involved in the nobles
killed rolls hold true. A is 1/9 to lose one noble in
his atlack and 219 to lose one in B's attack. B is 219
to lose one in A's attack and 1/36 of losing his main
noble. Should B win his 2-1 attack before A wins, A
will wish that he were playing a different game. It
would appear overall that A should either win first
or get some dice that don't roll '2', '3' or '12'. The
best way to avoid this would be to not attack in the
first place. Please note that I chose B's best align·
ment! If he had lined up 80 27080, A would need to
win eilher of two 3-2 auacks before or at the same
time as B wins his 1-1, instead of winning his only
3-2 first. If A wins juSt one, while B wins his 2-1, the
following is left:

SL 60 80
A) BL 80 80 80
B) BL x 270 80

Now A has a 2-1 reduced to 3-2 and Majority Vic
tory against him reduced to 4-5. A is a favorite to

win his battle firsl (3-2 to win first now as opposed
to 3-4 with the other alignment.), but is also four
times as likely to lose one of his three nobles in his
"off" attack as B is to lose his main noble to the
nobles killed rolls. If you haven't noticed yet, win·
Ring first is perhaps the most important part of a
battle in the advanced game, as it shifts the strength
in your favor. Large nobles provide the Reeded
odds to obtain the best chance to win first. For
demonstration purposes, let's distribute the
strength a bit differently and see what happens:

SL 80 80 80
A) BL 80 100 80 TOlal SlreRglh • 500

B) BL 80 80 80
SL 40 80 40 TOlal Slrenglh. 400

This 5-4 will be quite different! A has two 5-4
attacks reduced to MV and one MV attack reduced
to MV for B. B has no real hope for counterattack
and is four times as likely to lose to the nobles killed
rolls as A is. A is truly a prohibitive favorite. In the
prior situation, B had no guarantee, but was a
Strong Contender and in the above example, only
luck can save him. In all cases, the player with the
strongest nobles has to be rated the favorite. He
should be allowed some traveling companions, as
even the biggest nobles need forces to draw away
some of the enemy's strength to allow him a better
attack. 10 and 30 nobles are nice, but shouldn't be
sent into every battle. Witness the following exam·
pie with A having a 270, two 30 and a 10 nobles to
attack three 80 nobles in B's faction. Thc two
choices are:

" "R 30, to
SL 30 A) SL to

A) BL x 270 x BL 30 270 30

B) BL 80 80 80 B) BL 80 80 80

In the first case, A has a 300-240 or 5-4 reduced to
MV. A has l/18 chance of losing one noble and B
has 3/9 chance of losing one noble to nobles killed.
B has no option but to defend and unless A rolls a
'12' for his large noble, B is as good as extinct. In
the second example, by adding men, A's chances of
winning are just as good, but now he must fight a
1-2,2·1 and 1-2 after reducing. All that has been
gained is a good chancc for B to kill a part of your
force that he shouldn't have been allowed to see!
Why give that option to B! Extra strength isn't
always the answer. There are questions that arise in
conjunction with advanced combat, at least in my
mind. The first that occurs to me is how are the odds
determined? If 50men are making an attack against
IlO-from the weaker side, a I to 3 would result as a
1-2 can't be obtained-from the stronger side, a 2-1
is the resulting battle. The implication in the rules is
that odds determination is achieved by using the
larger side as the attacker. The larger force,
whether aI/ocker or defellder, is always sTated first
in all odds ratios.-Ed.

The second question is sort of a "chicken or
egg" question, based on this example:

" ,.,
A) BL 80 240 80
B) BL 90 100 tOO

100 tOO
Who gets toslrip off first, A or B? If A and he shifts
30 to his left flank, B can no longer strip any men
off. If B, he can strip4010 his middle and prevent A
from stripping! If both are simultaneous, that
would certainly be confusing. Which is it? The
aI/ocker always slrips his men first. -Ed.

The third question comes from this example:

SL 30 2S<l 30
A) BL 80 2S<l 80

B) BL tOO 100 tOO
SL 90 100 90

This attack is 720 to 580, not even a 5-4, but A has
these attacks: 400-200 reduced to 3-2 and twO,
160-190 reduced to 4-5 against A. Victory against
the middle and loss on one side would leave:

SLx2S0x
A) BL 30 250 80

B) BL 90 tOO 90
"Xl

A quick victory has shifted the odds greatly in A's
favor. He now has attacks of 70-90, 400-200 and
140-90 after stripping. He seems certain of victory,
but what would have happened to A ifhe were forced
to lose the noble or the 50 men who stripped off in
the first encounter to a losing battle? The rules
don't deal accurately with this point that I can find.
It simply seems to be accepted that these men aren't
subject to loss!? Is that as it is intended to be? If so,
stripping becomes the powerful tool that I called it
earlier in the article. Note first thor the shifl of the
30 strength nobiefrom one end ofA's Wlileline to
the other is iflegal. A noble not ill reserve can only
move to an adjacent position. A jumpfrom column
one 10 column Ihree ond vice versa is definitely not
allowed. In reply to the query, the slrength Ihor has
been slripped offfrom one bailIe to analher is never
los/ orcaplUred. In baule, a noble's strength isollly
lost when he is killed. I hope that it is apparent to
everybody that the luck element can have a big
effect on all of this postulating. What difference
does it make if you are a 4/7 favorite to win and
there is only one event card left in half the deck that
can kill your main noble-if you don't win and he
does get killed? Alii can say is that it will happen 10
all of us. That happened to me at Origins 76 in the
finals of the KINGMAKER tournament and the
noble was the Constable of The Tower of London
(first & last time I ever had him). Luck is something
we live with, but if the odds hold true, and they do
over Ihe long run, the larger nobles will show the
most success even when outnumbered.

TACHCS, TRICKS OF THE TRADE AND
OTHER ODDS AND ENDS

CA TASTROPHE: Ah, Yes! Once Scrope/
Richmond/Marshal could get a 3-2 agaiRst Neville/
the Chancellor and so he moved in for the kill. Sud
denly Neville has a 4_1 against Scrope and there was
no place to hide. The card is aptly named for Scrope
but might be called ManRa from Heaven by Neville.
This event card makes the "Big Three" even bigger.
It also makes the idea of a very large, killer force,
more attractive. Spreading strength becomes less
important with this possibility.

AMBUSH: The optional rule should be used
but despite it, ambush should occur frequently,
especially as soon as the crown deck is exhausted.
No matter the outcome, suddenly there is a card to
be drawn at the end of your turn. Nothing is lost!
The Dukes of York and Lancaster can also be used
in this fashion with even better results if they can get
a 1-4 or better. Then it is a battle and all the nobles
will be killed if named. The Dukes return, by the
rules as wrillen, and there is agood chance ofacard
ROW being available to draw. (I like to play that
once killed, these nobles can only be assigned by
another heir, which leaves this option useful only
when you control both the lOp heirs.) The threat of
ambush can keep forces in towns where they are
subject to both plague and siege. A new ruling has
changed the use ofthe Piantagenet nobles. Anytime
a Piantagenet Iloble is killed, he cannOI reappear
until one of IWO events occurs; the current first ill
lille heir is killed or has come under Ihe con/rol of
allother faction.

WRITS: These should be used to substitute for a
called noble when they can save an importaRt noble
for other uses or from death. In some cases it can be
quitc economical, such as when the Duke of Exeter
is called to his doom, he can be replaced by a "10"
Roble with 10 mcrcenaries. This also caR be used to
keep a force intact in its current position or to move
it together. In the first case, the Admiral is about to
disembark a force and decimate some local yokels
when he is called with ships to somewhere. If you
have ships assigned to another suitably sized noble,



I s« no reason that these can't be substituted, It is
e'o'en logical to extend the substitution to the ships
alone, How about it, AH? Ir these can't be done,
the next question is if the Admiral is substituted for,
must the shipssti1l go? To answer theftrst question,
oMshipron IN substituted by writloronother. The
Q/lSwerto thes«ond question is)'t$. Ilone or more
nobies are substitutedlor the Admiral or Warden,
the ships mUSt still appear at the raid,

FREE MOVES: Resist the temptation to save a
lesser noble early in the game! Three or more of
thf!$C cards can be much more important if saved
and subsequently used to move a seemingly im
possible distall« to make a seemingly impossible
a1tack. If the noble is imporlanl, by all means save
him, if not bear up under the smirks of your oppo
nent as he squashes your noble-you may surprise
him lata.

ROADS;This almost needs no discussion. Con
trol of the roads allows a great control of the pme
with its flexibility of movement. To Ihis end
Shrewsbury and Clirford's castle are all thai are re
quirt<:!. The other branch is equally erfedive
ilIthough much harder to obtain. Many games are
decided by the battle for Shrewsbury.

ALLJANC£SITRADES: These are my rules.
I) Ai...·ays be honC$l. Simply try 10 give him what
!Ie thinks he nee<ts, ....hen you know it isn't going to
be good enough. 2) Never attack immediately arta
a tr.adelaIliance (unless an "unexpected" C'VC'flt
card has provided the opponuniIY). Otherwise he
may feel "set up" and never deal ....ith you asain.
3) Ne>'a ally under anOlher's control unless totally
desper.ate. Try to ally separately instead. No joint
allack or defense is possible, but in exchange you
can attack the same force twice at lower odds. "II
lea\'e il to the malhematicians to decide whether
t...·o 29'- chances are beller than one n,,- chance. I
simply don't like my fate to be in anybody's hands
but my own.

CROWNING: You probably should not crown
Richard of York, or his successor, at the start of the
game-especially if Ihere is lillie in the Chancay.
Your opponent has lillIe to gain by calling a Parlia
ment and those Embassies will be forthcoming.
Indeed, if playing with the Optional Parliament
Rule, crowning can be held off indefinitely. Set a
trap for the King and any foolhardy escorts.

EVENT CALLS: Set Iraps for the cards you
desire to come up. The lengths you go to to main
tain such a trap will depend on your relative
strength. If weak, this is the best method to whiltle
away at your opponents' forces. Position at the table
becomes important again as it would be foolish to
5Cl a trap your opponent can walk away from with
ease. I once played a game where the only noble I
had was Stanley/Richmond/Chamberlain of the
County Palaline of Chesta. I sat in Wales and
...·aitt<:! for the infamous Revolt in Wales card. When
it came up, 'jumped on the noble that I had the best
chan~ of drawing at Ihe end of my turn after e;l

cculing him. Havina a second noble enabled me to
play additional cards, galher additional force,
make addilional attacks and evenlually win Ihe
pme, Evayone had left me alone because I "was
100 strong to anack" (aclually I could have been
had) and "too weak 10 disturb them." If you are
$Irona, it is the weak Ihat you mU$l subjugate or
eliminate and quickly, or you and your imaained
"main opponent" will whiule al each other's
$Irenglh unlil onc of Ihe lackeys puts you out of
)'OIIr misery. Sho.... no mercy.

OPPONENTMISTAKES: Watch for mislakes
mil jump on them! This is good Iheory for Ihe
entire game. One enmple is when an opponent
places 380 men in a castle Ihat holds only 300. Once
50 placed, you march up and demand 10 know
"'hich 80 men are outside the caStle. Only Ihe elltra
80 (or Ihe number controlled by a noble Ihal most
nearly satisfies this requirement) can be placed OUt
side and must be placed outside ....here they can be

attaclted. You would be surprised how often this
happens in a real game. A second example is w.hen
an opponent drops his fleet into Calais (or Douglas
or Carisbrooke) to obtain Richard. For some
reason he has forgotten that you have a 3 10 2
superiority 10 him in ships and you react promptly
and blockade him (Optional Rule). Now he has the
choice of siuing, waiting to be plagued or coming
out and risking his entire force in an unfavorable
action. This move has sealed 200 men away from
England without having 10 use a single man of your
own. (This jewel will work equally as well al
Douglas or Carisbrooke.)

FRENCH MERCENARIES: This is a sug·
ges.ted Optional Rule: Allow this card to be used on
both auack and defense more than once, if the
followi"l condilions are met: Dt/e~: Iflhe banle
is lost or any sing'e noblr is lost by the defenders,
then the mercenaries return home. Otherwise they
remain attached to the faclion. At/rICk: If twO con
ditions are met Ihe mercenaries can be retained for
fUlure use, olherwise they return 10 Ihecrown deck.
I) The auack mlUt be a sicge and must be against a
town or cily (not unfortified town, obviously). It
doesn'( matter if there are Iroop:s other than the
town's defcnse present, and 2) Ihe town must be
given 10 Ihe mercenaries (0 looI. The laller condi
lion means that the town does not belong to Ihe al·
tacker for defense, mO\'ement or parliamentary
purposes. To be used it must be anacked again and
not given to mercenaries. (If you like, you can make
a siege against a to....n given to mercenaries last an
additionallurn to reflect its determination not to be
turned over to such animals again.) One additional
condition is that Ihe same town cannOI be given
to the French more than oneeduring a game, Either
or both of the above can be used (Defense or At
tack) and should c1iminate an unrealistic evem
mercenaries going home when they are both suc
cessful in bailIe and well remunerated for Iheir
efforts. While gelling rich, they stay loyal.

MERCENARIES, TOWNSANDSHIPS:Sug·
gesled Optional Rule: Allow unlimited transfer of
these cards among nobles of a faction or between
factions as long as both parties involved in the
transfer are in the same square, even if just for a
short while during movement.

MOVEMENT: Suggested Optional Rule: Allow
land and sea movement to be combined in one turn
(other than with free move cards). Land and Sea
movement remains normal, but embarking or
disembarking COStS twO of the live moves that a
noble has coming. For example, a noble can move
two areas on land, embark. and sail one area to sea
to a IOlal of five areas moved, Note that no nobleor
ship can exceed the live moves together. The ship
above may have had four moves remaining bUI can·
not take them as the noble has reached maximum
movement. The reverse is also Irue. If nobles move
from more Ihan one place 10 join and embark, the
highest move total is used for the group. A final
note is thai the game rules stay as they are now for
either land or sea movement. The cost for embark
ing or disembarking only applies to combined
land/sea movement and can never be carried over
to more than one turn. The besl example I can
crelte is a noble slarting in a port with a ship. He
can embark, sail five areas and disembark. If he
...·ere one square away, he could move one square,
embark and saillwo areas, If this should be a port,
he cannOI disembark, as he doesn't have t!'le mO\'e,
menlleft!

I think that I have said enouch. Afler all, I may
ha\'e to play some of you one day and so should
keep something to myself (jUSt because we've
become aristocralic doesn'l mean we've become
stupid). I'll leave a few of my commandments to
myself for your use:

I. Use what you have to its besl advantage,
don't adhere to an arbilrary "slyle" of play Ihat
you may prefer,
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2. Be Prepared! Refuse to be taken by surprise.
3, Eliminate smaller foes that can'l or won't be

subjugated under you.
4. Chip away at stronger opponents' assets.
5. Don'l be afraid to attack! Only 6 of 90+

cards will kill any given noble.
6. Execute! Execute! Execute! (Pun intended)
7. The mOst importanl rule: END UP WITH

THE SOLE SURVIVING CROWNED KING!

MAGNETIC
GAMES

."\!o.... }OU can eon\el1 your f,Honle game for
\ertleal d"pl.ol~ or secure m·pla~ )Iorage "'lIh
magnetic lape. unmounted boards and Just an
hourofyour I,me. All you·1I necd isa metal surface
and an unmounted gameboard. We suppl~ Ihe
magnellC slnps v.uh self sUdlng adhesl\·e alread~

apphcd You Just CUI tile ~- .~ l" StripS "'10 half
,neh !>QU.ilrcs and appl~'lhem to Ihc unll counters
... hlCh came .... Ilh your game. The result IS a "'
Ih,ck counter v.h,ch ..-ill ~Iack sn hIgh e\·en .. hen
the mapboard is mounted "'a \ertlcal poslllon for
dlspla} purposes. SeHr "orr. aboUI tmal pbm
mo\e be"'g Josll~ apin belv.ttn turns.

:-':aturall} Ih,s magneuc trulmenl .... ,11 be less
\lIluable for eounters wl\h two-"d~ prlnling. bUI
Ihal still leaves them wilh a multllud~ of uses.
NOTE: 1\ "ill be ncce)sary 10 be sure Ihat th~ top
portIon of all unit counters arc uniformly applied
to Ih~ lOp half of the magnetic snips. Other....,~.
Ihe polaTlt~ rna)' be reversed and th~ counters ..-,11
actuaU) repel each other ralher than aurael.
Therefore. II IS WIse 10 mark th~ back of the
magnetIc .tTlp' unIformly across the lOp so as 10
be .ure 10 appl~ the lOp half of the counler to the
tOp half of the magnel;c .trip.

M:ognwe ~lrips arc avaIlable from A"alon H,li
for 90c a foot or $7.50 for 'en feet. Unmounted
mapboard. are available upon request fnr S6,00
apiece. Usual postage charges apply. as does the
5% StiliI' sales tax for Maryland residents.

THE AVALON HILL
GENERAL" COMPANY INDEX

After dozens of rcque51S for iI, we','e finally
compiled an index for THE GENERAL. But
what an index~ Virtually everYlhing that has ap·
peared in the firSI 16volumesof THE GENERAL
is referenced and cross referenced ad infinitum.

Thc main subjeel mailer is, of course, a
chronologicallisling of gaming articles by subjeci
mailer ....ith specific author, volume, and page
references. There is, howe\'er, much more ",.
eluding indices for contests. RBGs, philosophies,
covers, lellers. and misccllaneous anicles.

Th~ indu also includes a running commentary
on lhe de\'elopmenl orlhe A\·alon Hon Game Co.
from 1952 to the present. This "Time Line" IS a
v.ealth of informalion for Ihe trivia buff or
serious AH de\·ottt and includes a complete
lislin& of A\'alon Hill lilies in Ihe order of Ihen
publication, complete ....ith design/de\e1opment
credit and miscellaneous informallon.

This 20 page, g' x It· booklel is )'ours for
S4,OO plus the usual postage charges direcl from
A\'alon Hill al 4S17 Harford Rd., Baltimore, MD
11114, Maryland residents please add sr. state
sales ta.\.
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When Nicky and Ifirst discussed the subject oJa
WARGAMER'S GUIDE TO THIRD REICH
almost three years ago it seemed like a good idea at
the time. at only would it beelllertaining, it would
also be inJormative-it could be used as a collecting
placeJar the seemingly endless rules queries which
have plagued the game since its initial relea e. With
that understanding, icky and his British
colleagues set about the monumelllal and tedious
task oJ recording a Campaign Game Series Replay,
bur the passage oJ years in the interim have done
them in. It has since been decided to revise the game
elllirely and improve not only the clarity oJ the
rules, but rhe quality oJ the design as well. In this
way the basic flaws oJ the design, such as rhe
Straregic WarJare imbalance so graphically por
trayed in this game, could be corrected outright and
nor just glossed over with half measures. Conse
quently, this replay illu trates a game oJ the
past-one which is abour to be eclipsed by a newer
and Jar beller version.

It had been the participalll'S desire to illustrate
every mOve in the style OJOther replays bur the im
mensity oJ rhe project soonJorced us to give up any
such illusions. ThereJore, we have had to abandon
the tactics oJ the game elllirely and concelllrate
solely on the strategies employed. To that end we
hope it is srill entertaining reading.

The execurion oJ the game was not perJecl. By
our own reckoning at least ten illegalities were
allowed to pass, a small enough measure given a
task oJ these proportions, but only one was signifi
cant and who among us can lay claim to having
played a perJect THIRD REICH game? ever
theless, please keep in mind that the publication oJ
this replay signals the end oJ an era Jar THIRD
REICH players, and thar the //loves described
herein may prove to be drastically less valid in the
new edition.

INTRODUCTION: Nicky Palmer

I've often wondered why THE GE ERAL
never had any THiRD REICH Series Replays.
Surely the ebb and now of a full campaign would be
an ideal subject, e pecially a many players have
never played through the entire war and would be
intere ted to see how the game developed in the
final years.

Accordingly, when Marcus and I took on the
job of writing a GAMER'S GUIDE TO THIRD
REICH (the finalization of which is awaiting the
3rd edition of the rules to ensure compatibility), we
agreed that we would do a demonstration game and
make blow-by-blow notes on our feelings as we
penetrated deep into the intricate delights of the
game. I don't think that either of us realised what a
monumental task we were undertaking, and
hundreds of working hours later we, and our
collaborator Richard Wein, are sobered and wiser
men-but it is impossible to subdue a sen e of
elation that the Replay has finally come to life, for a
game whose quality I think-especially in the
1941-45 period when it wa Richard vs. Marcus
alone-justifies every minute of the time invested:
quite simply I have learned more about THIRD
REICH from this game than from all my previous
playings, as one new tactical or strategic idea after
another tumbled out under the pressure of their
expert thrust and counter thrusts.

Marcus and I started the game with Mike
icholas, an experienced THIRD REICH player

living in Brighton, England, where I was on holiday
at the time. Mike and I made an early agreement to
totally coordinate our strategies and tactical plan
ning: Britain would support France as long as possi
ble, and France would accept a strategy of allrition
ing off her resources for Axis resources in the long
term interests of the Allies. At this distance in
time-two years-I can no longer remember which
ideas came from Mike and which from me, and
although the Allied Players' Notes are wrillen by
me in the first person the good ideas were probably
Mike's

R.MacGowan

REICH
ALLIES: (1939-40) BRITAIN: Nicky Palmer

FRANCE: Mike Nicholas
(1941-45) Richard Wein

With my holiday ending with years of war to go,
Richard Wein agreed to take over the Allies for the
remainder of the game. As the game had started on
an Alliance basis (victory determined by Objective
hexe ), and this in any case seemed the more in
teresting et of victory condition, it wa agreed that
the game would be played to Alliance rules. This
decision was, I think, justified by the fa cinating
struggle for the Objectives in the last year of play,
when interest in a Coalition game would have
diminished a great deal by a looming Stalemate
result. The original idea was that I would make lofty
comments on each of the post-1940 moves at the
end of the game, but although I would have played
both sides slightly differently I have lillie doubt that
the net effect would have been unfavorable, so I will
keep quiet and let Don Greenwood comment in his
usual italic medium. (Thanks a lot!) My main reser
vation is over the heavy commitment of both sides
-especially the Axis-to the North African Strug
gle, but the European strategie were,! believe, cor
rect, and at a tactical level the players' skill was such
that comments from me in detail would be
supernuou .

About the players: Marcus Watney is a profes
sional writer and editor with a vast haul of games in
his cupboards and many years of experience. He
plays slowly and methodically-friends playing the
role-playing game COSMIC E COUNTER have
invented the WAT EY character, with the special
characteristic "You are allowed to analyse every
situation for 3 hours" -but with laser-like ac
curacy pur uing his strategic goal with single
minded precision. His analytical approach to the
actual moves contrasts with his lively and inventive
mind, producing a whirligig of sparkling new con
cept to be inserted into his calculations.

Richard Wein i a mathematician, and another
analyst par excellence. Le s of an abstract theorist
than Marcus, his strength lies in a cool and unflap
pable playing style coupled with a near-perfect
overview of every twist of the rules; he has taken the
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o 61'
!I 7C/4H 1
!I 7C/aH 2
H 7C/ZH 3
H BC/2M 4
H 5C/2M 5
!I 'CIZH 6

Opening Setup: Ground unilS have their Wi;t desigllations imprimed in black withi" Q solid square/or infantry, Q solid circle/or armo" and Q solid triangle joroirOOme. Replaumenls are designated by the
teller' 'R ", partisans by "p", and lVlirlOT Allies by 0 combination ofnationality leutrand oU<ICk/acfor(F2 ~ Finnish 2lce/or unit), Air and nOlJQlunits ore shOhln by their aUack strength within 0 Irol/o", circle
Airbases are sll01'l1l with all a$lerisk within Q hollow circle.
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main responsibility fOT the rule clarifications prior
to the 3rd edition, and I don't know of anyone who
could have done the job beller (or even at all).

[am a mathematician 100, but my play is what
Marcus kindly calls "intuitive" -i.e. fast, perhaps
resourceful on a good day, but careless-a deadly
Irai' in a THIRD REICH player! I wrote THE
COMPREHENSIVE GUIDE TO BOARD
WARGAMING in 1977, with an example from ex
perience of how to lose in THIRD REICH in one
turn (by not para-proofing the Se\:ond linc).
Another book on the hobby, THE BEST OF
BOARD WARGAMING. written with Marcus and
others, is appearing this year.

All of us are British-perhaps American players
don't know that the hobby is expanding very rapidly
in Britain now. as it did len years ago in lhe
US-and one day I hope it will be possible 10 pit
Richard and Marcus in a game against the best
American players. I hope lhat this game will whet
somebody's appelile!

And now, curtain up .

Axis Fall 1939;

The British setup in the Medilerranean is most
annoying. Threatened by an amphibious assault
and an Allied double move, Italy dare not proceed
wilh the invasion of Yugoslavia. In the north,
Britain is also threatening 10 invade Norway: Ger
many is therefore playing il safe wilh no fancy first
turn invasions. The German airwing in north Den
mark is positioned to give Oslo DAS in the winter,
should the British land. The navy has been kept out
of range of an RAF strike from Copenhagen and is
also the principal component of the East Front gar
rison. Although il is nOt necessary to garrison
Hungary and Bulgaria. Russia is nOl permilled 10
declare war on lhem), Ilike to have an infantry unil
in Budapest ready 10 move either against Belgrade
or on to lhe East Front, and a unit in Bulgaria 10
guard against a British allack from Salonika. Ar
mor is positioned around Munich to go to Italy's
aid if the British land on lhe mainland. There is little
I can do to prevent the fall of bOlh Tobruk and
Tripoli in Ihe face of a double move, so [ am con
centraling on holding Benghazi and am JUSl hoping
for lhe best. Next turn's largels are Holland,
Belgium, Norway and Denmark.

Axis Fall 1939: Germany allacks and defeats
Poland wilhout a loss (a 2-/ followed by a 3-1 ex
ploitalion vs. Warsaw). and altrilions Denmark
without effecl, selling up an airboseand paratroops
in G32. Since the British are threatening to invade
Norway, a German 5-4 is cleverly placed there lOa,
10 give DAS to Oslo on the second turn ofan Allied
double move. The turn's builds make any Allied
moves against Germany or Italy proper unlikely.

Allied Fall 1939;

Very entertaining psychological warfare in the
Med: the Ilalian llireal 10 Yugoslavia looks most
convincing, and I really don't know if my counler
threats are sufficient-but after long discussion I
manage to persuade Marcus! In tile north lie moves
wit II menacing compelence over Poland and-the
first time I've seen this done-into nortliweSl Den
mark to establish an airbase.

My variant counter is the Free French, which
I've not had before: 1I0w beSt to use it? Ideally I
should defend France with the Brilish and Egypt
with the French!-but [ doubt if Marcus will pro
vide the necessary cooperation to enable this to be
done. . My strategy willi the Allies is to be quite
ruthless with the French, spending and exchanging
with their units at every opportunity: as a rule of
thumb, if I can bankrupt the country before it is
conquered the campaign is likely 10 have taken a
heavy toll of the enemy. Britain should beef up
Russia as far as possible before the Axis can start

allacking the Murmansk route; in general, I hope 10
end 1940 with a weakened Germany and a strong
Russia, even if the price isa weak Brilain, for in lhe
following two years Russia will be the crucial parl
ner in the anti-Nazi effort. Acrordingly, I start lhe
game wilh an aggressive French stance and an at
tack on Norway, in order to delay Murmansk inter
diction.

Allied J.'all 1939; Norwoy ollacked in co-operative
conquest (double move in/ontry Oltack). If Allies
hod wanted to avoid the double move, they would
have opened the Lend-Lease raUlI'. French use
western offensive 10 transport colonial Iroops hallie
(exomple of paying only for Ihe Front which
receives the oction). The French captUre Fronkfurl
wilh a 2-/. Russia mO~'es in on the Bollic states.

FALL 1939 BUILDSISR (C"".;n br.d<")

GERMANY
Armor (8), 41 P, Wi;h<lm.h."<n, 48 p, Q2l. 2 SS L29
Infontry (l): 10 (Stutl,ar,., 11 If,ankfu..., IS (Aach... ). 17 tE>s<n)
Por.. (9): K"l
R<plac.m.n" tt.: Graz. Vi.nn•• Q26, NUl<mburJ. 027. 1'127. L](I.

M'
A;, locton (l): 4., Dr"""" m<r.;n....i,h I on m.p '0 m.k<, ..
TOTAL EXPENDITURE6S Ibuikb) + 10(...., on Denm.,k).7l.

1<'";0' 7S
SRs: P.... '0 G12. , ... (u«<l) ond .i,bo"" (Kolb<r.) '0 G12. 9 pz
(Nll) '0 Mun;ch, 14 Pl(NlS) '0 1'128. 19 P,.od 24 P,(W.......) '0
B<r<h'~<n, I<pl.«m.n, tGr'l) '0 PIo"di". rcpl.«rnrn, (Vi<n·
n.) '0 W)l

ITALY
Armor (4): I Xl)
lor... ,y {2}: CN V2.4. l U21. 10 X24. II AA2S
R<ploc<m.n" (II: Milan. U24, G<""". U2l, w2l. DOll
TOTAL EXPENDITURE II (buHd.). I..>io. S7
SRs: 2 Armo, 1.0.1021) '0 KK22. Alpioi (Ti'an.) 10 8<n.h••;. C<I<r<
(Tri....<> '0 X2)
AXIS TOTAL BRP. LEfT: 112

t-RANCE
R.plac.m.n' (t): Q2)
TOTAL EXPENDITURE I (build> + 10 (w.r on No,.... y) + 10
(...., on Lu><mboulJ) + IS (orfen.;v<).)6. I••"inl 49
SR" "«1. 8<i,u,.nd AI...... '0 Mor""ill...

BRlTAIN
"'mor (8): lCJ G..01 V.rmOU'h
lor.o"y 01: 8 (Plj'mouth). 9 .nd 12 (Lonoon)
Ai, fao'o" (l): 1 ., London
TOTAL EXPENDITURE 26Ibuild.) • I' (orf.......<).41. I••,'in,
M
SRs: P.I..., (KKlS) '0 MMUi. 2" .i, (AI<,.ndri.) '0 M.It.
ALLIED TOTAL BRP. LEFT: Ill: mol'< fi"l io Wint.. 1919

"~,
10r.""yOI: 60 141. 61 L.o'n.r.d. 62 NSI, 6S Sl8. 64 H42
lnfontryal: lO)7
lor.""y Ill: IJ MS8. 2l Qn. 24 RS7
TOTAL EXPENDITURE 2(llbui(d.) • 10 I....r on Bol, .. SlOtn.
• Il (off<n.iv<>.4" 1<.>;... 4,
SRs: 27 iof(H46) '0 U7. 60 ior()41) 10 1l8. 24 ior(R)l) '0 U36. 2l
inr (QS7> '" S36, 16 inf (hlinn) '0 Hi

Allied Winler 1939

Should [ ha"e taken the double move? The
Scandinavian strikes were really what decided me:
knocking OUI Norway was tempting, and the chance
to use the Danish air force wilh lhe French to hit his
forward air base was irresistible!

Allied Winler 1939; The second consecutive Allied
move. Four French airfactors stage into Copen
hagen, combine wilh the Donish air/orce, and
destroy the Germon 5-4 at G32. A lactical victory
for the Allies. British troops COplUre Oslo. In
complete Allied spending of /939 BRPs is wosleful.
Using FrankfuFl as an oirbose, Ihe French
CQunterair Dresden again forcing losses on the Ger
mon with only Frenchforces. Aachen falls 10 a 2·1
allock.

Axis Winler 1939

Ouch! I was prepared to lose the aircraft in
north Denmark 10 the RAF, but I failed to take into
account that a double move would permit the
French to swap off. The exchange of so many
French air factors for German is a tactical victory

for the Allies. My defense of the Rhine also pro"ed
pretty ineffective. Still, I think the Allies have failed
to use their double move to real effect: the capture
of Norway and twO German hexes is hardly con·
solation for the counterattack which is about to hit
them, for I have found a weak spot near Lyons and
hope to enter Paris in tile spring. Even though I can
not enter the city in strengtll, il should at least
paralyze French forces for a while. To Ihe south,
the usuaillalian invasion of Egypt enjoys the usual
result: no effect. The departure of the French from
Tunisia is gratifying, even though I know they only
did it to deny me an II + atlrition when the British
reI real to lhe Quallara Depression. In the far norlh,
my aircraft and paralroops are posilioned
well enough to launch an immediate airborne
assault on Stockholm, leading to the evelllual con
quest of Norway I hope. Such a swift response to his
impudent pre-emptive strike on Norway should put
his nose out of joint a lillie!

Axis Winler 1939; Iloly declares wor on Britain.
Germany defeals Sweden using paratroops. nine
oirfaclors in Finland and two /leets. The Swedish
/leel inqfeclive due 10 massive German air
superiority. Germany captures Belgium, Holland,
ond Demnark. Germany drives through Italy 10

strike at soU/hem Fronce. Italions moke no progress
in Egypt. An ourition option in Ihe Med willi 3 fac
lars in COII/roi has no effect.

WINTER 1?39 8UILOSISR

FRANCE
A,mo, l6): l GeM T19. S GeM Po,i.
Rcpla<:<m<o" (t): N2l. C.lai•• P21
Air f."".. (J): 4., Q2(I
TOTAL EXPENDITURE 21 (build.) + IS (off<n~ ..).02. I<••in.,
SRo: 24 ;nf(T2(I> [0 N24. OS ;nl (P2)1 to 024. n... (M.,,<illn) '0
Lori.n'

8RITAIN
A,mo, i81: I Coo Pommou,h
R<fl/a«m.o" ill: Rooy'h. HS. UI. Plymou,h, 00\'<1. G..., Yar·
mou,h
Air fOCI"" (J): 2 a' Lonclen
FI.." (27): I ., G..., Y.,mouth
TOTAL EXPENDITURE07 (build.) • II (of«0",·<).62.1<0>;01

"SRo: S.., Diopi><. M2.4. Lonoon '" 8or<l<.u,. S, NOloi ... R.oo...: I
Coo '0 P22. lO o,m (Lu') '0 521, 8 ior (Plymou'h) '0 1.124
ALLIED TOTAL 8RP. LEn: 19

"~,
Armo' (6): II T.nk M)9, IS M. 010. 22 M< ItJ9
)nfantry l2l: S PSI, 7 L39. 10 OSI, II QS8
Air rao'o" 0): S at Vi'<b.k
TOTAL EXPENDITURE 01 (build.).I...io.o
NoSII..

GEIIMANY
Ai, foc,ou (l): , ., Nur<mb<r.
TOTAL EXPENOITURE U tbu;ld.) + ](I a orfen'; ...) + ](I
(....r on S.,«I.n. Holt.nd. IkI.ium).7!. Ie.>,... 0
SRs: S-4 1(10) '0 M"ni<~, 14 P, (Th. HOlu,) to Tu,;", 41 pz (Ttl<
H••u.) t" Mil.n. 1-4 1H<i.;nk') to Ik"htn••d<n. 1-4 1H<I.inki) '0
Il<rchtnlad.O. I ,"f(JJ6) '0 U8. 8 ;ofICopcnhq<n. '" V22. 9io(
(Ill) to H7

ITALY
No build.
TOTAL EXPENDITURE: SS (~·.r 00 Allin). I...... 22
SRo: Rcpl.""m.o" MB.o and (;<00. to V24.nd X2): C<I<r«X2JI
t" MM2.4. I 'rmor tX2)) '0 MM24, JS infH;,.n<.,,, )IIS
L<nt: S... iMil.n). S.. (MiI.n.
AXIS TOTAL BRP. LEFT: 22

1940 n;AR START

Ct;RMANY
No BRP.l<fl ...N<... •• bo"" Ill) BRP.,
Conq ....": Poland i2(l 8RP.). Denm.,k (10), N«h<rl.od, (0).
ikll;Um (II). S...«I.... (IS •. '0,.1 70
To,.1 8RPs 1940 " .." 210
Sp<od 22 on I I U·boo ... I<."iol /98

lTALY
22 BRP. lell. Gro"..,h"l< 2(11;\0 • 4. bu' .. "...... b.s< "HI lS
To,.l BRP. 1'14(1 ".n 71 + 4. 79

t'IIANCt:
7 ORP, I<f,. Grow,h r'" JOf;\o • 2. bu' ··n<,,··· "'S< ";11 8S
Conqu...,,: Lu"mbou" IS). "'u<;n NOf....y is.
T",.I ORP,I'14(I4, ... :8S. 2. S + S. 97

BRITAtN
22 BRf'. I<f'. Grow,h rol< 4ll'Jo .8, bu' "n<"'" bos< ",II 121
Conq ...." .hr... in Nor"·.y (I)



T...I BRP, 1940 "a,,: 12' + 8 + , _ /18
Sp<nd 12.n 4 ASW, 1.."inl/26

"~"f UI's Ier" C,,,,,,,h .... lOO/oo _ 1, but "now" ba,.. "ill \lO
(.nqU<>!: Nazi·So,'i<l P." A,.. (lS)
T..al BR P, 1940 "ar" \lO + I + 2S _ 116

TOTAL AXIS: 277
TOTAL WESTERN ALLIES: 223

A~is Spring 1940

I've made il inlo Paris through lhe back-door!
Thal'lI give lhe Al1ie_~ somelhing 10 lhink about.
BUll am very concerned al lhe loss of yet anolher
airwing intercepiing French. DAS, plus a furl her
lhree air factors in an e~change: I cannot suslain
lhat sort of loss-rale. Th.anks to my failure to atlack
the French 18th infantry, I am about 10 havc the
door slammed in my face anyway, by French infan
try re-occupying lhe Alps. Now, I muSl con·
solidale! I musllake advanlage of the limitation on
French atlacks (due to the capture of Paris) neXl
turn and push a SR corridor deep imo central
France, along which to redeploy inFantry For the
final drive on Paris. While the invasion of Egypt
conlinues with all the sluggishness of the First
World War, it looks as if a humble 1-3 will ac
complish the conquest of Tunisia single-handedly
in record time! HalF way through Spring 1940, the
Allies are 22 BRP ahead, so lheycould manipulate a
double move again, However there is little incentive
to do so, for only one could afford to take an offen
sive, which would mean lhe fall of France
aulomatically since so many French units are OUI of
supply.

A~is Spring 1940: The Germans cap/IJre Paris on
exploilalion 01 I-I (CA resull becomes D, because
/he coumerOllack would have been 01 1-5). Lufl
waffeforced 10 in/ercepl French 5-4 (La Rochelle).
German infamry cap/IJres Calais. Italians in Egypl
gain lei IH, bUI no hex isavailableafter the British
remove bOlh front-line unilS. Italian invasion of
Tunisia begins.

Axis 201 BRPs, Western Allies: 223 BRPs.
Although the Allies could now take a double move,
only one ofthem could take an offensive, and since
Paris in Ihiscasecan only be retaken wilh ajoint of
fensive, taking Ihe double move would
automatically resul/ in the fall of France.

Allied Spring 1940

His response is very worrying; lhe allack on
Sweden came as a great surprise to me, and 1have
made a serious error in the defense of France which
he has exploited to the full. Paris is burning as I
feared, but at delightfully hideous cost to the Axis.
The Allies charge back into the breach with anOlher
offensive, and the first French unit with Free status
in mind slips ofF to Africa; the French must make a
run for it with lheir air force next turn, so we rebuild
the second air wing as well as my armor and some
infantry. If I can evacualebolh air wings it will bea
tremendous asset in lhe west later in lhe war. This is
a nice variant!

Allied Spring 1940: The French recapture Paris at
1-/. French 18th inf (U20) advances northeast up
Ihe French Alps 10 cUt off the Germans in France.
French fleels in Loriem and Marseilles sllpply
soulhern France. French choose /0 rebuild an air
wing ralher than infantry. French SR 5GCM ar
mour to Egypt via Marseilles and Beirut.

SPRING 1940 DUILDS/SR
GERMANY
A,mor (8): 2 SS P, Muni<h, 48 p, Munkh
Inr,n"y (l): 6 R2S, II 1l2S
Ai, f><tof> tl.: S at O".«I.n and 8<f,ht«lod.n. l a, Pr,gu.
TOTAL EXPENDITURE 61 lbuild,) + l' (orr.n,i..)~ J6.1<>"inl
m
Silo: 2.4 (T"'in) '0 Progu. (build,"p to '_4), S4 (Th. Hosuo) '0
~rakow. p.o'» (Co[><nhos.n) ,. Th. H'IU•• ,oplacrmonl (M28. ,.

Wilh<lm,h",'on, 4 inf (Kro~o",) '. 036. 9 inf (jlJ) '0 C17. 9 P,
(Tho HOln<1 '0 N28, len' 1"Ii,n 5·4, lMil,n) '0 Mnnkh .nd lun·
",«I) Th. HOS""

ITAl.\'
N. build,
TOTAL EXPENDITURE' n.n•. I.O';ng79
SR" CN(W24j ,. Tripoli, I<'pIa<omonllV24) toSyraou,.., twO n",IS
(AA261 to Tor.m•. a.n,ho,i, airbo>< (M;lan, to Th. Ha,u,
TOTAL AXIS BRP, lEFT; 201
l.n" S4 unu"d (Til< Hosu.,. S·4 u><d (Muni<h)
Nil; A' ,hi, point ,h. W«I<'n Allioo h,," 223 JlRP" bu' ,. 10k< 0
doubl. mo>'. ,hOY <.uld .nly 'r><nd 21, ... rould n., .rfo,d ,h. join,
.If.n,i,. n«d«l ,. ,,". Pari,

"RANO:
A,m.r (6): I Pari" S GCM M.."iII..
Inf.nlly (2): n, P22, 25, 024, Alp Mo"
Ai, (0<1." Ilj: 5 .. Stra<bou'l
TOTAl. EXPENOITURE: Jl (bu;ld,j • 15 (.ffon,;,'o)_48, ,,,"
ing 49
S,,: 4S ;nf (024) '. la R<><holl., Alp (Moo,) ,. lu><moourg, l
GeM (M'n<ill<,) ,. MM27 "io B<i,nt

BRtTAIN
A,mo' 18/: I C.n lond.n
Infantry rH: "lOgy"," Gro" Vo,mon,h, "Polo"" Plymonth
TOTAL EXPENDITURE: 10 (b"il<l,j • 15 (.ff.n,i..)_2S, ,,,"
inll01
SR" 5 inf (Cll) to Cibrolr,r. 2-4 "nu>«I (M,lra) ,. Cai,o, n•.,
IG,oOl Y"moulh) '0 Gibral,.,. 13 armo, (Lu>ombours' to 020
TOTAL ALLIED lIRP, lEFT: 150

USSR
N. a<:ti"ily. BRP, >lill II~

Axis Summer 1940

As thcy say, fighting is "confused". Am I
behind his lines or is he behind mine? At last the
French are feelinglhe pressure. The loss of Luxem.
bourg will reduce France's treasury to 44 BRP's,
and while I remain adjacent 10 Paris no loans can be
received from Britain. As a result, a number of in
fantry units have remained unbuilt. The advance of
9th Panzer has put French 17th and 25th infantry
and British 81h infantry out of supply, lhus securing
my eastern flank. Due 10 lack of unilS he has given
me Met2, and 1am happy to take it: unaffected by
ZOCs and always in supply it makes a marvelous
paralroop base, in range of both London and
Marseilles. But why did he build a 5-4 ralher lhan
infanlry: surely airwings are a luxury he eannOl af
ford while inFantry remain unbuilt? Well, I'm not
complaining, but it looks like an error of judgment
to me. I would have built infanlry in the Maginol
line inslead. In lhe Medilerranean, things are going
well; Tunisia has been conquered without bloodshed,
and in Egypt the Brilish have unexpectedly run
away. I was amazed at lhe arrival of French armour
in Egypl: he cannot even give it DAS. IF only I could
have afforded an offensive! But, once again, I dare
nOI overspend for fear of offering lhe Allies a dou
ble move.

Axis Summer 1940: Paratroops coptun! Mel:
unopposed, dlle /0 shonage of French infantry.
Germans do not allempl to capture Paris, bw con
solidale, capturing Lyons, opening up a SR cor
ridor into France via Italy, alld isolating southem
France wilh an armoured unit adjacem to
Bordeaux. German infantry redeploys imo France
in considerable numbers. The Italians make no
progress in Egypt, but caplure Tunisia unopposed,
the British being anxious to deny Ihe lrelians an
J' + allrition.

Allied Summer 1940

Skedaddle lime: the air wings race soulh
lowards freedom, giving anolher firSl in my e~

perience of the game; Constantine serving a useful
purpose! 1 look forward to visiting Bogard country
in Casablanca. The position in Egy,t is nasty, and I
mUSl rush reinforcements lhere al once; there are
jusl enough fleets in the Med to stabilize lhe posi
tion with fresh troops. With luck he will not want an
offensive nexlturn and will therefore be unable to
kill one of the French air wings within his reach in
the Med. IF I had been more careful with the
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evacuation he wouldn't have had the choice,
though. One more Ailied offensive in France ham·
mers away al the enemy again and neally (with
builds) eats up the French treasury; the Finance
Minister gets lhe Legion d'Honneur for good plan
ning! France is going to fall in a lurn or tWO-1OO
soon for our friends in the east-but at least lhe
repeated counteroffensives have gnawed deeply
inlo German reserves.

Allied Summer 1940: The Brilish and French
coumerallack Ihe German spearheads, force them
back from the ou/skins of Paris. and resupply
soulhern France. French counlerallack on Luxem
bourg fails, so Germany has conquered Luxem
bourg and France loses 5 BRPs. BritiSh 81h inf a/
tacks 91h armoured at 1-3: bOlh losl in on exchange.
Britain, wilh 74 BRPs lefl and expecting a loss of21
BRPs /0 V-bOalS, does nOllendanylhing 10 France.
France IIses liP all her remaining BRPs to build a
second airwing andseven infamry units, and awoi/s
Ihe final assallil. The French redeploy one airwing
10 Casablanca, and Ihe OIher to Conslan/ine,
perhaps intending /0 stage the laller to Malta neXI
lurn.

SUMMER 1940 DUILDS/SR
GERMANY
Infan, 'y (l): 27 an~ 29 p'..o., lO Kolbo". J9 JJ6, >10 Jll, 67 and 114
B,..loo
A;, raClo" fl>: l .. JJ6
TOTAL EXPENDITURE: J61builo,) + 15<.lf<n,i"<I_ SI, loavinl

"SR" 24 P'.IS2O) ,. R19 (<om."o BH). 27 ;nfl Pragu.) ,. V"'hy, 29 ;nf
(Prolu<) '0 020. 30 inf(Kolbo'l' '0 Vi<hy. 19 inf (Jl6) to A17. >IOinf
(Jl7) ,. BJ7, 67 in f(B,<,I,o) ,. sro, 84 inti B,oolau)toOro, 5·4 (JJ6)
to P<><nan

ITALY
Nobnild,
TOTAL EXpENOITURE' non., 1..";nl'9
Sll" Liby. (NN2Sjlo FFI~, I inf(T24) to MI>12S, 10infIVoni<.) 10
LlUi. ,opl,«monIS (U2l and U24) to N.ploo and Z24
L.n, S4 (Tho Hoso,). S-4 (U"orno,
TOTAL AXIS BRp,lEfT: ISO
Nil: Alli«i ...al n.w i, ,I", ISO. '" no d.ubl. m.... can b<
onlin=«I

"RANCE
Infawy (2): 18 P22, 8 022. 41 1'22. C.l 02\. 24 N22. 44 021, AI~

Q"
Air f"",." (l): 5 a, Tool.u,..
TOTAL EXPENDITURE, 29tbuild,) + 5 lI""of l.U«mOOU'I) +
l' (.ff.n,i..)_49, I<"inl (I
SR" 45 inf (Bo,d•• u<) '0 Pari" 5.4, (X20 and Toulo"") '0
Ca"bl.n" an~ C.n".n, in.
16 ,nf (V20. i, rem.v«i dn. '.,.<. of ,upply.•nd ,h, .irb_ on M24
d;'pla«d to L.ndon

BRITAI:'>'
A,mor (S): lO 8i,minlhom
Infan"y UJ: S P.rlSm.u,h
Infon"y 111: "M.IIO" Port'month
TOTAL EXPENDITURE: 12(buil~') + 15(.ffon,i,'0)_ 27.1... inl

"SR" l(l armou, (Bi,minlharnl to Cai,•• 5-4, (P.mm.u,h, S,
No,..-i«. Ronn.. ' " SU<Z. CI"IOw, U>'orpoool
TOTAL Al.L1ED BRP, lEfT: 7~

USSR
No .<,;vi'y_ IlRp, "ill II~

Axis Fall 1940

This is dreadful! The Allies have drawn lhe most
powerful variant: the Free French. What olher
reason could there be for sending bOlh air wings to
Africa? Now I understand why France rebuilt his
air wings rather lhan infantry, and why the 5 GCM
went 10 Egypl! Thank goodness I attacked through
the south of France: he muSI be cursing me for cut
ting off the bulk of his troops from Marseilles. Faced
with this starlling new development, I decided I had
to caplure Paris immediately, even though the
paradrop had 10 be at 1-1. The toughesl decision,
though, concerned that French air wing in Con
Slantine: in the end I deeided I had 10 spend 15
BRPs to deslroy it before it could join the British
force pool. even though this caused the llalians in
Egypt (who wcre prepared for an II + attrition) to
suffer. Knocking out a Frcnch fleet faClor was
definitely a good move. But what a mess Norway is
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51·60 61.
6C/4H 7C/4H

BCl3H 7Cl3H
6C/2M 7C/2H
50/tH BC/2H

4C/2H 5C/2M

The situation before resolution of combat on the Axis player turn or Fall, 1940, Germany has played variant 5 10 activate Bulgaria and Rumania. Lent Italian air destroys the 5-4 in Liverpool with maximum
losses. The German airborne at Melz drops on P22 and with air support eliminat~ [he rench 18. & 41st Infantry at 1·1. The 2SS heads a 3·} assault vs the rench 8th thai Creates a BreaklhrOllgh ror lhe 19th &
48th Panzer 10 e.xploi[ through the airborne and allack Paris al 2-1 with air support. The r~ultingeXchange eliminates the 19th Panz.er and 6 AFs

t
but the 48th occupies Paris. The 29,84, and 67th German Infan

If}' eliminate the British 13th Armor al I-I. and the lent Ilalian 5-4 counterairs the rench 5-4 in Constantine with maximum losses: [0 complete the operalions vs Paris, In orway, The German 4, 9, 39. & 40lh In
fanlry are lost in a 1·1 E:-;.change vs.. Ihe lSI and 2nd BEF.



in! J felt [ought to risk a I-I there because I hoped [
wouldn't have 10 take any more western offensives.
I failed, and the e;>;change has leFt an enormous
\'ao:uum in Scandinavia. [ have played my variant
counler, the early activation of Bulgaria and
Rumania: it was because J had this chit that I pushed
into France so riercely regardless of casualties. J
must try to attack Russia in Winter 1940; this has
been my aim all along. In order to get a really good
aurition al1ack on Russia 1 have spent every
available German BRP on construction, including
the extra 25 BRPs for Bulgaria and Rumania. IF [
had a cook·house detail, I'd throw thai into the
front-line 100!

Axis hI11940: The French habil a/rebuilding air
wings mlher Ihan in/amry, and Ihe redeploymem
o/Ihase airwings 10 NOr/h A/rica, convillces Ger·
many Ihallhe Allies ha,'e Ihe Free French Variam
coumer! Germany Ihere/ore lakes a special o//en·
sil'e jUSl10 wipe oUllhe ConswlI/ine ainving, using
aiI'm lIalian 5-4 staging /rOIll Livomo 10 Tunis.
The flalians planned 10 wke Iheir/irSI 11 + allrition
inlhe Medilerranean, bUi had 10 Pass; an !laliall ar
moured unil adjacem 10 Alexandria Ihere/ore dies
O/SIOfl'alion.

Cerlllany plays Varianl 5: Bulgaria alld
Rumania aClivote and Germany gains 25 BRPs im·
mfdiQ/ely. Germalls capture Paris in classic slyle:
COII/mll, paralroops, exploilalion cupfUre three
htxes (paralroop allack was al 1-/). Three German
air/aclors 01 Genoa sink one French fleel /aCior 01
Marseilles/or Ihe loss 0/one air/aclOr, so as 10 en
surt Ihe Brilish gel only 0111' Free French 9-faclOr
fief! and one 8-/aCior fleel.

Cermans allack Oslo 01 I-I; all exchange wipes
OUI t'-eryone, bw Ihe Germull I4lh arlllor SRs 10
Ihthex belweell Bergen und Oslo. Axis have losl 17
oir/aCIOr5 this IUm, ten o/Ihem !lalian.

Allied h1l1\l40

Rats! The Constantine air wing bites the dust:
despite the cost I am sure he made the right deci·
lion. 1 have shot my bolt in France, and must now
rush a convoy to Russia while Norway remains
free-quite an extraordinary result in Scandinavia,
like a Greek tragedy wilh everyone dead on the
ltage at the end of the last aet. I am now handing
over to Richard, who starts this turn by improving
on my planned Soviet defenses. 1 know that he
doesn't fully agree with my strategy so far, especially
the reckless spending of British money, but [don't
think Egypt can fall now unless the Germans slrike
lhrough the Middle East, and Russia is going to
need every rouble against the juggernaut on her
bordcrs. On lhe other hand [ am very sorry to be
leaving Richard wilh a French surrender al such an
early point: 1 have left him a very long haul in
Russia, and the Axis must be favorites at this point.
Marcus's play on lhe lasl turn was quite admirable:
realizing the danger of the Free French, he concen
trated every resource on the three vital objectives:
laking Paris, slopping the air wing, and preparing
the campaign in Ihe east.

Richard Wein takes over the Allied commen
tary: it seems likely that Marcus will declare war on
Russia in Winter 1940, so my deployment must
allow for the possibility of the Axis having a double
mOl'e with respect to Russia. Fortunately Germany
cannot afford to pay for an off<:nsive, which would
make my task much more difficult-even though it
would only have effect outside Russia. My first line
of defense is arranged so that, even after being
pushed around by aurition, it will provide a con·
linuous barrier. The second line is far enough back
10 be safe from airborne allack and From armor
penetrating through my zacs in the second Ger
man movement phase.

Allied hll 1940: France falls: Ihe Brilish pfuy Ihe
Free French VuriulII alld gain a 9·faclor /Iee!
(moves 10 Plymolllh). an 8·/aclOr /11'1'1 (moves 10
Gibruflar), 0111' airwing al Casablanca and 5GCM
armor ill Egypl. Syria. Algeria and Morocco are
Free French. Vkhy ullilS in mainland Frum'e are
onearmour,follr infumry and IWO repfucemenlS.
Brilish redeploy a IIl1il ill/o Loriem using Ihe Free
French fleel, alld rush all unconlesled /l.lurmunsk
COnvoy 10 Russia, wOf/h 36 BR Ps 011 arrivul. nil'

Soviets begin la prepare a Waltley·Wein defense
(reversed spaced armour).

f'Alll9..o HUILDS/SR
(;t;MMA."'Y
Varia'" 5: Rumani••nd 8uliafl••olhal<; Cc,man 8RP b'd in·
" ....." bj' Z5 ". %
A'mor (8): 14 P, K"lber,. 47 I', lkrlin. 24 P, L.ip/.'i
Infon,,~Ul' 4 JJ7. 5SS S26. 9))7, 13 SS 11,.,1'0. 15 QlJ, 1803,. 20
0J2. 2l Bo'hn. 36 K35. 40 K36. 44 OlJ. II Vi.nn•. 76 D,=l.n
Air f,olor (3); I at Stullg,,,
TOTAL EXPENDITURE: 6(>(ooikl» + 301offon''''01 ~%.Io••'rn;:
o
SR;: ]-4t""noal '0 S'uHg." Ibu,ld, up 10 5-4.14 P" (K"lbe,;:) '"
0'. 2~ Pt(ltip,ililo ploc>li, 1 inf(MU) 10 DO"';I. 8 i"f1S201 '0
II''''"'-~', I J i"f(SI9) '0 w.".•~·. 11 inl(P,SI '0 R33. Sl i"f(V"'nn.)
'01'34. 76,.f ID,<"ornllo TJ.I

ITAI.Y
A;, f'''or> t31: 5 ..<~ at T"an,o ,nd N.pl",
TOTAL EXPENDITURE: 30 lbuild ..). 1•.,.i"Z 49
SR,: 11 i"f(AA23HuAJ6. CN IflIl151 ,,,NNIS. r.plao<m<n, (\\'2))
,,, X22. 20 i"f(T24) 10 11'24. lJ inf 1R25]1o AA23
~ ar"'o' tlU8l i, «"'o,'cd du. to I.<~ of ,uppJ>'
l.n<: \ I IA36l
TOTAl. AXIS DRp, lHT; 49
NO: D,ili'>h 'OI.J i, ""~' 74

RRITAI,'IoI
Armor 18l: U Soa ... Flow
Infan,,~ (3): I REf l.on<lo"
TOTAL EXPENDll'URE: II tbuild,) + 40 1Mu''''""'k
C"n"OYI • 5J. I••,'iog 2J
SR>: 1·4 tM.IIOI '0 Coi'o. a"baS< tlond''"1 '0 ",5, 1-4 (Cihral",)
'" Coiro. 12 inf (l"n<lon) 10 lOr1<"' 1bj' Fro< Fr<n<h Ow
I'ly,"oul n). 40 IlRI', 10 ,II. USSR. ,;. So.... Flo~

USSM
R",.i.,,,, J~ BR P, ,'i. Murm.n,k Con_o>'. 101.1 nO~' 152. Ru,..i. ~'ill

mOl< r>,,,;n W,,,,.r 1940

Axis Winter 1940

Haly has declared war on the Soviet Union. The
61 + aUrition has made lillie progress against the
Russian defense (jointly conceived before the game
by Richard and myself). My double move against
Russia has been neatly defused! Of course, most of
his armor will be destroyed or (beller still) Slarved
to death, making it difficult for him to build a
double-line in the spring. Lack of air bases as I ad
vance into Russia is going to be a feal problem.
After aUrition, three German units are in Russia, so
this is my "First winter in the Soviet Union". By
timing the first winter to coincide with an Axis
double move I have side-stepped the Russian
counterattack against undoubled German units. 1
shall also be able to launch four consecutive offen·
sives in 1941. This is the great advantage ofallack
ing Russia in Winter 1940. But [ have made one
error; 1 should have left 15 BRP in lhe German
treasury last turn, so as to threaten an offensive
against the Nazi-Soviet Pact Area this turn. This
would have forced him to abandon the Pac1 Area
entirely in his opening defense and set up all his
units in the Soviet Union itself where an offensive
could not touch them. [ would Ihus have captured
the Pact Area in time for the 1941 Year/Start. What
a wasted opportunity!

Soviet Winter 1940: The Russians have Ihe in·
ilialive Ihrl/Sl upon Ihem. I" Ihis second COII
seclilive //love, Ihey ('omplele Ihe Walf/ey- Wei"
defense (whidl prolecls Ihe fronl-lille /rOIll /raclUre
a/lfr an allrilioll al/ack by relying on a /Iexible
mesh 0/ laCs). They keep Ihe seco"d line /ur
e"ollgh back 10 be 0111 0/ uir-range.

Axis Winter 1940: holy declures war 0" Russia ri/
Russiu is de/I'mI'd il ....iII be a co·operal;"e
conqlleSI i). 0111' German/illil ill Rllssiaallheelld0/
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Ihe movemenl phase. bur l1/fee UI Ihe end o/Ihe
COmbal phase. /1 is Ihere/ore Ihe /irsl Russian
....imer. 61 /aclOrs i" mn/a{'I. Resufl: 7C/3H. Russia
remo,'esfroll/·line in/arl/ry. The mesh o/ZOCssur
vives inllJcl.

Germany finolly conquers Nor ....ay; Brilaill
abunduns FrUfKe. flaly mukes 110 progress i" Eg)'PI,
bill caplUres Cons/Un/ille unopposed.

Allied Winler 1940

Sce earlier comments! NP adds: Horrors! 1
hadn't secn the 2nd edition rule that strategic war
fare deficits in BRPs are subtracted from Ihe base:
Britain is suffering. Sorry, Richard!

Brilish Winter 1940: Brilaill decides 10 igllore Ihe
V-boollhreal alldspellds Ihe remailling 21 BRPson
a 5-4 alld 5GCM (jIlSI losl by ullrilio,,). 8rilain
se"ds IrOOpS 10 Egypl (Jml 0111' replacelllem 10
Algiers.
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A;>;is Spring 1941

Due to Russia's excellenl defense, there was
lillie I could do this turn except isolate as mueh of
the Russian front·line as possible. In thc Mcditcrra·
nean, though, the Axis took their first offensive
against Egypt and made a lillIe progress. A 1·2
allack 011 Ale;>;andria. hoping for a CA, was
thwartcd when lhe British added t\\'o factors of
DAS, bringing the counterallack odds up to 1-1. It
proved 10 be a wise precaution: CA, Ex occurred!
Who says 1'm unrealiSlically optimistic making 1·2
anacks?
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Making a 101 of noise, J have annouhced move·
ment from the SW Box to the Me Box, In fact it is
only one V·boal, bUI I hope he will estimate it to be
a much larger force. The air wing in Oslo is also a
bluff: I hope he will assume J have secretly moved it
into the Me Box. and so decide nOllO risk any con
\toys. In fact it's giving DAS to Bergen which I con
sider dangerously wcak.

Axis Spring 1941: Germans surround Russian
IrOn/-li"e and ('QI/solidole; bUI (he Russian defense
has been successful in minimhing Ihedomoge done
by {he Axis double lIIove.

1{(llions launch aduringofjensive in Egypt, hop
ing /0 cap/urI' Alexandria 0/1-2 wilh a CA. Byap
plying 1"'0 factors of VAS, Bri/oin th ....arts Ihis
hope: and jusl as ...ell-for (1 CA, Ex does occur!
Wi/houl Ihose IWO air faClOrs. Alexandria would
ha~'e been losl. Two air faclOrs ...·ae applied. '101
one. so Ihal a CA wo"ld be 01 )·1 not 1-2. Theonly
Brilish unil in Egypl now is one armoured unil in
Coiro. Three GermtJn infamry units are now in
North Africa.

There is mo~eme/ll inlO the M"rmansk Box (Ihe
British player is IOld this. bill nOI Ihe lIumber of
V-boaIS: in fOCI il is a bluff, as only one V·boUl is
Irallsferred.)

Allied Spring 1941

The inilial onslaughl in Ihe Easl has been held
west of lhe Dnepr. However, Wilh the Russian
Winler already over, I can expecl another lhree
German offensives in 194I-nOl a pleasanl pros
pe<:1. Since Russia's survival is likely to be in the
balance this year, I refrained from inlercepling the
German naval activily in lhe Bailie. Everyone of
my naval faClOrS could be a vital cOnlribulion 10 the
75 factors needed 10 avoid surrender, providing I
hold Leningrad. My defense lhis lurn has been
hindered by lhe lack of the three isolated armored
unilS, As il is, I just can't spare anything 10 prevent
lhe German 3rd infanlry marching soulh from
Finland.

Britain's primary objeclive for lhe neXl few
lurns must be 10 boost her forces in Egypl, where
the situation is becoming critical. I've placed 4
Oeets in Gibraltar and inlend redeploying 4 unilS
per lurn-the maximum possible-into lhe
Medilerranean. I doubl whelher I will send any
BRP aid 10 Russia this year. I would have to open
the Lend/Lease roUle or else lose 15 BRPs to lhe
German air unil inlhe Murmansk Convoy box, and
I simply cannot afford to do this as well as building
lhe unilS needed to save Egypl and retaining suffi
cient BRPs 10 meel lhe Stralegic Warfare losses
(likely 10 be 54 ERPs).

I had the opportunily to take Berlin by landing
at Wilhelmshaven and gaining the BRP inilialive 10

give me a double move. HO"'ever, there is enough
German armor and air power 10 ensure the capital's
recaplure, and lhe likely consequences of lhe ensu
ing Axis double movc arc 100 horrible 10 menlion.
In fact, J was forced 10 spend morc BRPs than I
would otherwise have done 10 avoid taking the in
iliative. WDF and 5 GCM will Slay in Scapa Flow
for a while. The lhreal of invasion and exploitation
should lie down some German unilS on garrison
duty in France.

Allied Spring 1941: Russiall al/rilion proves 10 be
illeffeelive. Russia loses Ihree armoured alld Ihree
infan/ry "nilS from isolalion. Brilish send rein
forcemelllS 10 Ihe Medilerraneall.
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Axis Summer 1941

I have found a weakness in the Russian defense
of lhe norlh and have burstlhrough near Leningrad
and Vitebsk, dosing the jaws of lhe pincer near
Kalinin with a paradrop. This maneuver has
isolaled lwo armored unilS, adjacenl to which I
have been careful 10 leave no unils. I have also been
able 10 push through the Russian lines in several
places further south. As a resull, mosl of lhe Rus
sian army is now surrounded and he will be forced
10 lake an offensive 10 kill off his moribund unilS
and rebuild them furl her back. The bailIe for
Moscow is about 10 begin,

I don't think he has becn fooled by my Me Box
deploymen!. So once again I have announced
movement from the SW Box 10 lhe MC Box: yel
again il is a bluff-jusl one U·boat! BUllhe air wing
which was giving DAS to Bergen has SlOpped bluff
ing, and this lime has enlered the MC Box quite
openly. I have designed a peculiar defense for Nor
way. I wanllO keep lhe neet J have just redeployed
to Bergen available to inlercept an amphibious
assault againSl Wilhelmshaven, withoul risking the
loss of Bergen if he moves in one turn against Ger
many and lhen Norway. By placing lhe Italian in·
fanlry between Bergen and Oslo I ensure that Wilh
only lwo armored units available he cannOl exploil
inlo 01.10, nor SR inlO Bergen thanks to lhe Oslo
DAS over lhe Italians.

Axis Summrr 1941: The GemlOlls launch a suc·
cessful offensive which surrounds most of the
Soviet army, closing Ihe nOr/hem jaws wilh a
paradrop. The Finns invade. 3rd itif, originally
based in Finland, is ItOW wilhill Ihree hexes of
Moscow. Leningrad is isolaled. Once more Ihere is
movement infO Ihe Murmansk Box; once again, il is
only 0111' V-boal hopillg 10 be miSlaken for a much
larger COll1milmem.

The Italians coplure Oran, bUI Algiers is slil/
holdillg OUI. The Axis gain a hex in Egypl. Brllish
30lh armor holding Alexandria is now Ihe only
Brilish Ullil in Egypl wesl of Ihe Nile.

Allied Summer 1941

The oUllook for lhe Red Army is grim. If I only
had to face one more German offensive this year, I
could take an offensive oplion, kill my isolated
units by making low odds anacks and rebuild them
in a new linc. As it is, lhis policy would exhausl my
BRPs before the year is oul. The only way to avoid a

Russian surrcnder now is to run for my life. In lhe
North, I've kept my units OUi of reach of the
Panzers 10 prevent lhem benefiting from exploila
tion. I can't do lhe same in lhe Soulh b«ause I must
keep the Germans out of Persia al all costs. My line
behind the Don will hold lhem back for alum.

Allied Summer 1941: Instead of/Oking an offensive
10 free his surrounded unils by making suicide 01·
lacks, the Russian lakes an aUrilioll, resulling in Ihe
loss Ihrough isolalion of IWO armored units and
eleven itifantry unilS. Moscow is abandOlled, and
SoviellrOOPS prepare 10 defelld Ihe Don. Atlheetld
of (his lurn, Russia has been reduced 10 aboul 79
fOClOrS alld 88 BRPs.

SlOlemate ill Egypl; one lone Brilish reploce
men/ slill holds Algiers!
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Axis Fall 1941

That's odd. Russia look an allTition and lellwo
armored units and lwelve infantry units die of star·
vation. He has abandoned Moscow completely and
selup his newly conslructed units along the Don.
My own opinion is lhat he has over-reacted: heslill
has gg BRPs lef!. In his position I would certainly
have taken an offensive and lried 10 take down as
many panzers wilh me as possible. BUlI'm not com·
plaining! I took an altrilion myself this turn, since
his screen of aircraft makes the line 100 Slrong 10

breach wilh an immediate offensive. The capture of
Vologda means the end of lhe Murmansk
Convoys and I can therefore safely withdraw lhe
5-4 from the Box and return it toactive dUly, I much
prefer commiuing air faclors to Ihe Murmanslr. Box
lhan fleels (whose effecl is uncertain) or U-boall
(who are guaranleed 10 inflicl al least as much
damage by remaining in lhe Slralegic Warfare
Box). It's a pity aboul lhose two V·boats un
necessarily commined to lhe Murmansk Box.

My nexl largels are Leningrad (I have been
preparing a 1·1 infantry attack for some lime),
Batum (where a Russian neet is based) and of
course Tabriz and Sarab. Al lhis rate il shouldn't
lake long to gel into Persia, parlicularly with Russia
now so close to tOlal defea!.

The capture of Alexandria in a 1·1 altack is
marvellous news: things are going very well for the
A~is now!



Axis Fall 1941: !n Russia Ihe Axis lake an al/rition,
and armor advances uncontested 10 the Oon. But
Ihe infamry is now for behind. With 46faclors in
Can/Ocr, the Axis get only 3C and therefore fail 10
cross the Oon. An allrilion was forced on Ihe Axis
due to 15 faclOrs ofSoviet OAS guarding rhe river's
defenders, beyond the range of the Luflwaffe.
Moscow falls.

Germans and l/alians launch a combined offen
si_e in Egypt and caplUre Alexandria 01 I-I. flalian
J51h infantry advances into Morocco.

Allied Fall 1941

I W35 tempted to recapture Alexandria, bUI I
can't spare the BRPs for an offensive and possible
losses. I've stripped Britain of its defenses 10 rein·
force Egypt, and my positions behind the Nile are
fairly safe. Because I need 10 keep my air units out
of counterair range, 12 and I BEF have no air cover
and could be attacked at l-1. If he tries it, he would
lose both Italian air units on an A or EX result.
Britain looks vulnerable, but I'll have one turn 10
do something about it if he moves the paras to the
West or prepares an invasion force.

The Russians arc almost back to the Urals now
and can't run much further. However, the Panzers
are so thinly spread that I'll be able to make a stand
soon. I'm falling back as slowly as possible in the
Caucasus, but I have 10 keep my second line out of
~rman air range 10 safeguard it againSI airborne
attack. My forces in this area will be cut off from
Ihe rest of Russia next turn and will have to be sup·
plied from Britain. WDF is standing by in Syria.
ready to open a supply line through Iraq and Persia.

Allied Fall 1941: Russian allrition recaplures
RostQv. The Russians build a second line ofdefense
across Ihe Caucasus. Russia has 43 BRPs lefr. In
Egypt, British al/rition (14 faclOrs) fails. Cairo is
purposely abandoned, so as to deny Ihe Axis the ad
vantage ofa 8H adjacenr 10 Suez.
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Axis Winler 1941

Hurrah! I've caplured Leningrad! The ex·
change cost me 30 BRPs in destroyed units, but at
least I've taken this important city in time for Ihe

Year/Slart. The destruction of two Russian neets
has come too late 10 precipilate the defeal of the
Soviet Union, but it is still an important event as it
gives me undisputed conlrol of the Baltic. The cap·
lure of Leningrad also provides Finland with an
easily·defended pori, important if the Soviets
should push me back into the Ballic Stales,

By dropping paratroops in such a way as to
punch a hole in his second line I hoped to make
some progress. Even though fortunc smiled on me
and I achieved an exchange al 1-4, he wisely chose
to take his loss in air factors. I was lherefore only
able to make a modest dent in his second line after
exploitation. Slill, at this rate of advance I should
be in Persia by the end of next summer.

The fact lhat hc chose not to defend Cairo sur
prises me. Now that I hold bOlh Alexandria and
Cairo I am nearly impervious 10 amition anacks. It
feels good to be adjacent 10 Suez allast! But what a
shame that at the end of the year I shall not have
captured eilher Algeria or Morocco.

Axis Winter 1941: Last winler was Ihefirsr winter in
Russia, so the Axis IOke an offensive. 481h ar
moured outf/anks the Russian front line and ad
oances to within twO hexes of the second line; then
the paratroops drop imo Ihe hex separaling Ihe ar·
mor from Ihe Russian second line and Ullock or 1-4
(afler OAS is applied). Result: Ex! Toprevenl a hole
appearing in Ihe second line, Ihe Russianschoose 10
lose three airfaclOrs. German panzers advancefrom
a breakthrough near RoslOv and allack the second
line on exploitation, Ihe Soviel OAS /raving been
commi/led 10 SlOp Ihe paratroop's allack. Len·
ingradfalls 10 a 1-1 Exchange, costing the Axis 30
BRPs in losses (7 in/antry units and 3 airfactors).
Two Sooiet fleets in Leningrad are sunk.

Italians occupy Coiro; the BritiSh abandon
Algiers. The Iialians capmre Casablanca.

Allied Winter 1941

The replacement in Algiers has succeeded in
keeping Algeria under British control until the end
of the year, saving Britain 5 BRPs. I have now
removed itlo prevent the Axis reaching Ihe 21-30al
trilion column in the Medilerranean. Any units
which can be spared from EgYPI are being sent to
Persia in case of a German breakthrough there. I
hope I can hold on th~re until the US forces start to
arrive,

Allied Winler 1941: BrilOin declares war on Iraq
and Persia in order ro open up a supply rOUte to Ihe
Russian units in Ihe Caucasus. WOF cap/llres
Mosul, and opens Ihis route. Sixteen Russian unirs
plus WOFaresupplied by Iwof/eers in Portsmouth,
one fleet in Gibraltar and one fleet in Malta. Rus·
sian al/ritionfails.

WINH:II: 1941 BUIUlS/SR
(;t:ItMA""V
Inf'nlry (}J; I Koll><fl
R.plo«m.n, (II: 106
P"aI'oop< (91: aml,u
TOTAL EXPENDITURE 13 Ibuild'! + 15 lorf<",i><l_ 2S, l,a,i"1
'00
SR,: S·4, (P44. R431 '0 049 aod M..kop. aifho", IR')) '0 TR4•.
p...' ", T44, kn' 11.1iao 2Oinl'o 152 ~·~o,. i, ,.,.•,,,,~ 1<01;,","On·
"01. I 'o(,,,Mai'np. )91'/.'0 Malkop. 841Ofr~AS2. 2 IOf,o 144

ITALV
N" b"ild,
TOTAL EXPENOITUREO. k.,·,o, 19
SR" oi,b,,, IP44) I" 049, I ,01 ..,·.,,, '0 1,.1"0 ,"On"olood SR, ,,,
M$Q. 11 ior~k.w;,. ond SR, '0 T"ooLo. <;<Ior"" LUJ, S '0 LU1
I.,n" Alp,no
TOTAl. AXIS URI', LEfT: tl9
NB: AlIi«l 'olal 0"" 91 ,f,., I"" of l.o,,,,,,tad

BIIITAIN
No build<
TOTAl. EXpENDITlJRES 20 I~·a, "" lr'4 .nd P<";'l. I<.'·;ng'l
SR" S-4 I!.i"trpool) '0 J<fU<>lorn. "(,yp," '0 NNJO. "plo,·"r"..
Ulll'oGGl6,llarrn,,,DlJ41
Th' 8·fo.'o, h« h<ne" f1<t, Pm"moulh and f1<t, ~I,I'a ,urpl~' 'h,
<:'u,."" and I'."io

35

IJSSII
Intao"y Ill: 61 and 62 MS. M V'S
lofo""y (2): ) 1lS4. 6 \"45. S 11'''1>. 9 U'. 11 V47
10lao"y (I): 13 "od 24 Tin;,. 14 ,nd 28 X"I>. 22 ""4~

TOTAl. ~XI'IoNDllURE: 2. Ihoild,), k"·'ng 4 .fr<, I,,,, "f 1.<0·
;n,,'d'I'1
SII" 16 '0 U41. 2-4 IK,.,no,nd"1 "" O"k, ,i,h.", W,O) '0 P55.• i,_
"",,"Kro)'~K~S

Th, lollo,,·iol uoil' a" ,I,m,oat«l du< ,,, lack or ,oppl~"

18.19,21.23.26.21
TOTAL ALLIED BliP, I tH: 47

1942 YfAR START
s,r,'tti<' \\".rl... 11.,.,1,,';,,0:
Germaoy h.. 20 U·ooa" ond Ihi,,;o 4 AS\\";n ,h. SII' 00,. I~

U.b<>.", "0";0. "'U";"I;o 0 10" of 48 lIli"," BRI',. In oddHion.
,h"...02 lJ·ooa" In ""< Mu,man,k 00,

(;t:RMA"'V
100 BRP, kfl, G,o,,'" ",. ~'. _ 1O. '" "0~'1>a" ISO. 1O _ XX)
<':O"qu,,,, and .cliv, all,c>: Pol.od (l0). Do,,,",,. (101. N"h.,jaod,
(101, Boll'"'" (ll). l.o,""b<JUlI (5). NOf~Ol" '101. S~w,n IlS).
Rumaora (15). Bulg.,ia 1101, 1"'0'''' (411, hol.nd (101. Huolar)
(101, R.I'i< S, ..., 'lSI. I.•n,ngrad ond M",,"O~' (lUI. lolal121
To,al BRI', 1942,..n: 417
Sp<nd 42 on 21 U·ooa". "O",ns J8J

ITA).V
1911RP, kfl, Gf,,~·,h ,." 2()f,'o _ 3, '" n," b,,,,n • 3 • W
Coon"''': Ton,,,aS
TOl.1 BRp, 19'2 ".n: 8j

BRtTAIN
.) BKP, 1<1'. 4S 10>' '0 S""'II'C lI'arf,,<. '" OC" .,..>< 106 - j • /01
Conqu«" AIS"" '51. M~'",,"O ,S). I.•ballon·~y"a(ll. ,mol IS
T",aIIlRP, 1942 " .." 1/6
Sp<od 9 00 3 AS"'. It",',n~ 107

Us,~1-1

4BI(P,I<f,.G,oW'"",<JO~'.I.",0<.. 1>a",13S' I _ 136
To,al BRP, t942 "on: 136- JOIM"",o~lt,ninsr.dl• 106

USA
Sp<O", 11 RII.P, ~n 9 ASW. 1<0'"'' }4)
TOTAL I\KIS: 470
TOTAl. AU.Il:S (USA noL)'O, in w·.. ): 21)

Axis Spring 1942

Strategic Warfare is really beginning to bite. At
last I have been able to retrieve the two U-boats in
the Murmansk Box and transfer them back to the
Atlantic convoy routes. I'm glad I didn't waSle
more submarines patrolling against non·existent
Arctic convoys. II was also salisfying to sec Gcr
many's base growing by 50 BRPs.

I am a liule concerned at the stiffening of
resistance in the Caucasus, bUI alleast I have been
able 10 sink the last Russian neet. Amition should
get me Ihe last few hexes into Persia, and the cap·
lUre of a second hex adjacent 10 Suez is an impor.
tant success.

The caplure of Morocco and Algeria has come
100 late to be of any value.

Axis Spring 1942: Axis caplure Ba/lllll alld sink Ihe
iaSI Russian flee!. Russian defense ofIhe Caucasus
has sriffelled, and now consists oflwo units per hex
in a double lille from Crozny 10 Tiflis. Axis gain one
Russian hex from al/ritiOIl.

In Ihefar south, Celerecrosses the Nile by al/ri·
tioll. Axis froll/·line in Egypt now slrerches
southeast from Alexandria.

Two V-boals mO"e from Ihe Murmunsk Con·
voy 80x ro Ihe Stralegic Warfare Box.

Allied Spring 1942

The USA arrives at last. The most valuable US
assets at first will be neets and BRPs. Four of my
neets are lied up supplying Ihe Russians. I'll start
sending BRPs to Russia straight away. The Mur
mansk Convoy route is blocked, but I can send
enough BRPs via Persia, providing I don't lose
Tabriz and Sarab.

The Russian force pool additions ha"e enabled
me to form a solid line. The Caucasus front is still in
trouble, with Ihe Axis concentrating most of its air
and armored forces and two airborne units Ihere.
This part of my Front line is so short that I can
afford to double Slack the defending units, but he
only needs to force me back a lillle further to stop
me building more unilS in Ihe area.
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Even with lhe USA in the game, the Axis is
ahead in BRPs, largely due (0 his SO BRP growth
last y('ar and the capture of Moscow and Len.
ingrad. Ii looks like I may never gain the BRP in
itiative. Moving se<:ond does have a few advan
tages. If [ exchange air units with the Germans, I
can rebuild mine immediately and use them again
next turn before he has a chance 10 use his. Of
course, wilh an inferior BRP IOtall can't afford to

do this very often. When I have my turn, [ know
how many Italian l1eets have already been used, and
how many are therefore available for interception.
The big disadvantage of having fewer BRPs is thai [
will fall further behind in the U-boat war.

Allied Spring 1942: The Soviets gain one hex by UI
Iri/ion. Soviet defense of {he Coucasus remains
SIalic, while massive builds are lIIade 01/ along Ihe
east bank of Ihe Volga (24 i'l!atrtry units). Russia
has only 54 BRPs left.

British make no progress in Egypl. BUf the can·
renlralion ofBritish airwings in Palestinecotl/inues
and now consists of Ihree British and aile Free
French. Brirain loses Morocco and Algeria to Italy.

USA del"/ares war, opens the Lend-Lease rOUle
(which in this case CQSIS only 15 BRPs, since the
Brilish had already dedared war in Willler 194/j
and sends Russia 40 BRPs.

SPRING 1942 DUllDS/SR
Gt:RMA1'I\'
.0.'0'0' (I): 19 PI. Koll><:'l
Infan"y (3); 4 Kolb<:fl. 6 ond 9 U«,lou. 1I Vi.nn,. IJSS Aach.n. 40
Wol~.lm,ha,'.n

R.pIO<<'fII.n" (I): Klb. JJ1
Ai, f'<lol> Ill: I Fin" 1I.lsinkl. I ""Isorl.n PI",-di,'. I Rum..i.n
Kishln'"
TOTAL EXPENI)ITURE: J1 (build.). I.."nl ~8
SR" Len' 1t.Ii.n II Inf'" 8521«"<0' ,,, halian ""n""II. 18 ,nf,o
LU8. 19 P, '0 G49. 4 ,nf,o 1151. 6 inf'" J~2. 91nf'0 Kli. II onf'o
LlO.al,~ IOU. T....)'o W.....nd \'4-1

I'TAU'
I of'''''l' ll): .. Lib)'." Tara"'"
1''''''001'' 161: T,i<:...
FI.... (21): T..a"",
TOTAL EXPENDITURE:)4 (bu,ld<l, kavinl Sl
SR" I arm '" n:. 16 inf '" 1'11'128.• i,l>o.. (049) '0 X..... r>3ro. '"
!lo'um and I<n' ,,, 0<,m.nr... Lib).... ,,, MMn
L.nt: f"I~.., I "mo,. Alpinl
TOTAL AXIS URP, LlFT:)99
N8: Alli<-d ,o,.1 ""~ 4S6 indudinl USA. bu' U",a,n.nd USA ...
mo,lnl"parat<lr 'h" 'urn. Th. AII«<c"Ould ,.~. a double mO' •• but
only ir 'h.y ,<f'atn«l f'on' .ny "ff.n',,'.> ,~I, 'urn du. '0 'he <<>0' or
,h. USd.dora,ion .nd ,h. 'mmin"'" 10" of Mo'"""o ."d AI$ori.

8IllTAI:';
A'mo, (8): lO London
A" fac,o" (3):'" L"..rool
TOTAL EXPENDITURE: :3 lbu,k!», I..,-i ... 14 .n.. "'" of
Mo,otro ."d AI$....a (101
SR>: S-l (LI'-«rool) ,,, Amman, lO a,m ,,, (;ibrol,." n"",
(Plj'nIOu,h) '0 M.h., Ik<1 (~I.I,.) '0 Po" said, "Mal"" '0 GGlb. ~

liEF '0 GG)')
Th< F,,,,, F,m,h g••nd Il,i,i.~ ')·r."", n.... , (Po,,'mou,h) and 'h<
n..,,, ,n M.ll. (F,o< ~r<n"h).,>d Gib,aha, ,"ppl)' 14$0-«, "n", ,n
tho C......u,
USS~

Inf.n"l (3): 70 llS. I $h!. FSS. 2 S~l GSS. 3 Shk Io-:Sl. 5 Sh~ !S4.:
Gel, NlJ, 3 Gel, M5l, S Gel, PS3, 6G,1> MS, 7Gd, Z46, lCd' Y48.
NO' AlS. lJ ell. 57 DS5
I"f.n"y (I): 16 D54, I~ ESol. 19 ~SO, ::0 GS4, :1 KS:. H U:, l6
~ISl. 21 "'Sol. 29 NSl. 30 OS2
TOT"'1. EXPENDITURE' l: (boild'i. I..,-inl Sol
SR>: 14 '0 Z-l&. 8 ,,, "'.0.46. S '0 E.4J, 10 '0 \·48. 12 L" V47. 62 '0 Z46

""No bu,ld,. 40 8RP. '0 USSR' ,. P<"i. (u'inl '~-o US n..,,, In US,\)
TOTAL IoX1'ENl)ITURI" Jl 1"-" on .0."'1 t 15 l"p<nin. of
L.nd/Ln..) ~ 40 IL.nd/L....) _ 90, 1<;l,-I"lI ISJ
5R>: T~-" n.... IUSAI ,0S<op. FIo~. I a,m '0 Soa"" "10"'. 4 inr,o
$c.p. flow
TOTAl. "'J.lIED IIRI"I.HT'):I

Axis Summer 1942

I had forgonen just how impressive Ihe Russian
Spring 1942 builds are! I must continue pushing in
to Ihe Caucasus, but at the same time I am dreadFully
aware that [ may be walking imo a Hap. [f he can
break through belween Stalingrad and Astrakhan
and Caplure RoslOv or Maikop, my most powerFul
units will be isolated. Defense of this seelOr is my

mosl crucial priority. and for this reason I am keep·
ing the bridgeheads I formed on crossing Ihe Don.
Progress towards Persia cominues to be good: I do
not believe his defense ean survive mueh longer.

Axis Summer 1942: The Axis has reached its
high water mark in EgypI; Italians make no further
progress. The Germans push to within one hex of
Ihe Soviet/Persian border, and prepare to defend
the Don· Volga rh'er line.

Allied Summer 1942

I'm holding on to the last few hexes of the
Caucasus by the skin of my teeth. The biggesl
danger there now is that the Germans will outnank
my line by invading Turkey. But I don't think he is
qui(e strong enough to lake on the Turks.

The British forces in Egypt are ready to launch
an allack next turn. WDF and 5 GCM are standing
by in Port Said for a possible amphibious assault,
along with the newly built paras. I have also built
the US airborne unit, despite my policy of retaining
as many US BRPs as possible for growth. This unit
is well worth its cost, as from Dover i( can Ihreaten
no less than 10 continental ports, all of which will
have 10 be garrisoned.

Allied Summer 1942: The Alfies dQ nOI gain thein
itialive, bw Ihe firsl American unil reaches
Palestine. USA sends Russia 10 BRPs. Soviet alfri
tion success results in loss of German armor in Ihe
Caucasus and a fool/rold across the Volga just west
of Astrakhan. The pressure on the Axis is moun/
ing. The British recapture Ihe hex sorl/hwest ofSuez
byal/rilion, because Ihe lralians stacked two unils
Ihere expecting an Allied offensil·e.

SlJMMER 1942 8lJIlDS/SR
G~;IlMM';Y

A,mo, (B): )9 pz U,..I.u
Infon, 'l' IJI: J Br.. lou
A" rac'"" 01: 4 a' lkt-oh,...ad<n. I Hon.orian., Rud.p<s,
TOT"'L EX1'ENI)ITURE: :6(build'l • IS ("ff.n,""). 41, 1..,'i"B

'"SR" Airb... 1,1,'44 '0 X49•• ,,1>0.. V44,o HJ.O, 1·4(Go.kil'0 B<<<h-
' ....d.n IbUild' up '" S-4). ~7 inf'o S,.lm$,ad. 17 in!,,, 049.) inf'o
~llO, 39 P, '0 P49, l-4 IYaro'lo,il '0 HlO, IS inr '0 LJ.O

ITAU'
Inf.n"l' Ill: "C.I..." Taran'"
1'1.... (27): T,i<:><.
TOTAL EXPENDITURE: lO,ln,-i... !l
SR" 14 '0 Dl2.::O '" X2J. C.Ior. '" lL28. «pl...m.n, (00221 '"
Ca"'blon<o. 3S ,,, M."ina
I.<n" 1',,1$0".' a'm. 14
TOTAL AXIS ORP, LEFT: )28
N8: Alii«! '0,.1 no~ HI

8RITAIN
Para",,"p> (9): 8i'minaham
TOT"'L EXPENDITURE: ')lbuild), k.,in.6S
SR" 1'1.., ($oa"" FI<>~) '0 1'"... sa'd. 1,1,'01' and ....., '0 PO" satd.
30 arm '0 NNlO. 211EF '0 AA4S, "".o<m.n' IG«01 Varm"u,h) '0
GGM
Th. Fro< F,.noh 8- and ll,i'i'h 9·(ac,,,, n.." 1P0"'m"u'h) .nd ,h.
n.." in Mal,••nd Po" S.ld (F,.. F,en<h)'r< ,upplyinl 12 S,..i.,
uni" in ,h. Couoa,u', ,nd ,~-o Il,i'i'" uni" in P..,ia

USSIl
Armo' (BI, I n V4l. 2 n CSIi.) n FSii. S n Dl-6
Inf.n,,)"OI: II Gd' Z-l&. 8 Cd. El6
Inf.n"j·l2I: 10.0..0.46
Inf.n"l' III: IJ M~I. 18 Ql:. 19 OJ.O, 14 ASol
Para"oop' (6): I P, LS-t
TOTAl. EXPENDITURE: lOIbu,W.), 1"""$44an.. ,«<,p, or40
L.nd/L.a..
SR" I arm ,,,AA47. 6,,,.0..0.46. <B,,, Hl, '·4(Ot,kj '" Tab," .•1,_
b"", '0 l54 .nd 051
22 Inf i, '"Iu",",ily I<n un.uppli«l .nd .Iim,na'«l

USA
Parauoor>(9): IIAR_lOBRP, L""d/L......n' '0 USSR ,-i. P.rsia
TOTAl EXPENOITURE: 9(build,1 ' 2O(1_<rIdlL.a.. l_ 29.I<a'·
,n$ Il4
SR<: 1'1"", and 6 inf (USA) '" $oa"" FI,,~·. 4 'nf ($oap. Flow) '"
""33, $-4 (USA) '0 1.I'-<rpool, $.4 (USA) '0 M,,,,,h..,... IB .0.0 '0
1)0,..

TOTAl. AI.I.lED 8RP. LEl'T: lS)

Axis t"all 1942

Banle is joined down (he whole leng(h of the
Volga. I have had to remove (hree armored units 10

preserve my gains in the Caucasus, a terrible price
to pay. Expecting an Allied ofFensive in(o EgYPI, I
stacked two units in the far south: lhese have been
pushed back by his attrition. His air superiority in
Egypt is overwhelming. Suddenly I find myself
everywhere on the defensive!

I have made only slight progress towards Persia,
and I am aware thai my position in Egypt is weak. I
have thereFore decided to risk the Italian navy,
while most of his fIoee(s are in Gibraltar, to seize
Cyprus. My move has left him nonplussed. He does
not value the island at all, but I do, When [ have
been pushed back far into Libya, an airbase on
Cyprus will come in handy, nOl only for threatening
Syria, but also as a paratroop base. Moving Folgore
there willtiedown five Allied units on garrison duty
in the vulnerable ports, and might serve as a life
saving distraClion at some crucial moment.

Would you consider me mad if I revealed I have
even been considering an attack on Turkey to
outnank the Caucasus defenders and seize Tabriz
and Sarab?

Axis I'all 1942: The Axis has also reached ils
high water mark in Russia. German al/rition recap·
tures the hex seized last wm IWSI of Astrakhan.
Italians lake a Medilerranean offensive in order 10

amphibiously assaI/II Cyprus. The [Ialian airforce
bombs Ihe British fleet in POr! Said, chipping away
one faclOr for tlO loss. The Brilish airforce in
lerceplS Ihe llalian invasion fleet too, and sinks one
fleel faclOr. [Ialia" infantry successfully lands on
Cyprus.

Allied t"all 1942

After nearly a year of inactivity, the Mediterra·
nean front is now coming alive. His invasion of
Cyprus is puzzling-l can't see any point in it-but
it gave me the opportunity to knock an Italian neet
down to 8 factors, Unfortunately hedid tile same to
one of mine. I didn't make a naval interceplion of
the Italian neets because, wilh BRP grant from
Germany, they could be rebuilt, and I can certainly
not afford to rebuild mine.

The Axis defenses behind the Nile have been
demolished by my breakthrough and exploitation.
Alexandria will have to be taken the hard way as it
can be supplied by sea. My amphibious assault of
lhe Libyan beach, supported by air from Malta,
poses a considerable threat to Tripoli. He may well
have 10 abandon Africa east of this area.

I am adopting a policy of concentrating the
British in the Mediterranean and Ihe Americans in
lhe West, to avoid having to take two offensive op
tions on the same fronl. It will be useful to have a
few US infarury units in the Middle East fordefen
sive purposes, as there are likely to be times when
Brilain is short of SRs and the USA has some to
spare.

Allied Fall 1942: The British launch a //Iajor offen
sive across the Nile and sha/ler the Axis defense of
Egypt; they also lau"ch a surprise al/ack on Ihe
western Libyan beach, and exploil to ....ards Tripoli.
The Russians regain atl important hex in the
Caucasus by aurilion; the US sends Iroops inlO the
CaucasllS.

FAI.ll942 DUllDS/SR
(;ERMA"'Y
.0.""0' (3): 46 P, and 47 P, 1\,.,lau. 4B P, Kolb<:t-I
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R.pl.«n,.n, Ill: ",.m.n
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l'fAU·
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InfanUl (II: 10 T...nto
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Axis Winter 1942

Disaster! The Egyptian defense has just melted
away like butter in the hot sun. The landing in Libya
took me by surprise, and ha~ing used my fleets to
allack Cyprus I had nothing left with which to in
tercept. Tripoli is about to fall and there is nothing I
can do.

I ha~e abandoned all hopes of readling Persia,
and am defending Volga with a "hedgehog"; my
armor exploits from a central breakthrough, my ar
mor exploits down my side of the line, lea~ing sup
plied armored hedgehogs to harass any ad~ance he
makes from the rear. I have completely e~acuated

the Caucasus in one mo~e, destroying my own S I
infantry in order to lea~e no target for Soviet ex
ploitation. From now on defense is my first priority.

Axis Winter 1942; The Germans abandoll all at
lemplS to penetra/e through to Persia, and form a
hedgehog defense do wn the Volga. Thesituation in
Libya is very serious as reinforcements move inlo
Ihearea around Tripoli. The Axis are firmly on the
defensi~e everywhere.

Allied Winter 1942

It appears I was o~er-optimistic in hoping to
capture Tripoli. But, in order to save it, he has had
to withdraw forces from Russia. My landing on the
llalian mainland will keep him occupied while I ad
vance overland to Tripoli. He won't be able 10 get a
unit into Taranto next turn except by transport, so I
might be able 10 capture this port. To add to the
pressure, I anempted to in~ade Corsica. This is a
useful airbase for supporting a campaign in Italy.
He had only one fleet a~ailable for interception, but
because he was able to eliminate seven factors of it.
the invasion was stopped.

I could have taken an offensi~e in Russia and
made a breakthrough at Kuibyshev but decided
against it because of the cost-I would have had to
intercept a S-4-and because any encirclements I
made would be rendered ineffecti~e by his
"hedgehog" tactic. The aurition result of 7C/4H
enabled me to gain a foothold west of the Volga,
whkh will be useful for an offensive next turn. A
big problem on this front is my lack of airbases.
During the last few turns, the Germans have cap
tured all the towns along the front line.

This is the first turn that I've been able to make
good use of my partisans. Usually there is nowhere
to build them where they cannot be eliminated im
mediately. The ones I ha~e built in the Crimea
should sur~i~e and pro~ide the Russian army with a

shortcut into the Ukraine. The Russians also built
partisans in France since they had a few surplus
BRPs.

Allied Winter 1942: !latians intercept and sink a
British al/empl 10 land on Corsica, bUI Ihe British
make tremendOlls advances in Egypt and recaplUre
Alexandria. The units which landed onlhe Libyan
beach mave easlwards to try and caplUre Bengazi,
so Tripoli is safe for awhile. But the British land (l/

Salerno (AA23j.1 The Soviels bide their time in the
face of Ihe hedgehog defense, and advance up the
Caucasus. PartisansseizelheCrimea. USA lends47
BRPs to BrilUin.
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Axis Spring 1943

Things are getting worse and worse. The truth is
that I have lost control. Egypt has been lost in a
single turn, and the landing at Salerno (AA23) is Ihe
sort of bold move which I admire yet did n01 expect
to face from Richard. How on earth am I to get the
Allies out of Italy? My successes in 1941 ha~e left
me o~er-confidem; the chilling fact is that I am now
losing. How could I have becn so stupid as to leave
AA23 without a garrison?

I hardly dare think about e~ents in Russia. The
Caucasus from has evaporated, partisans have
seized the emire Crimea and the whole line looks
weak. [ am deFending the south hea~ily because a
breakthrough between Rostov and Stalingrad
would result in the defeat of Germany for sure.

The big na~al ballie between Italy and England
has ended up very much in England's fa~or.

What good news is there? His anempt to seize
Corsica was stopped; he has spared Tripoli and
turned east towards Benghazi inSlead (a mistake in
my opinion) and Stragetic Warfare has hUrl the
USA badly (I chose the USA because of its higher
growth rate; my major strategic concern is to main.
tain the initiative until the end of the game, thereby
a~oiding an Allied double move, and my main
weapon in this particular sideshow is Strategic War_
fare against America). Not much to write home
about.

Axis Spring 1943: A big naval batlIe IGkesplaceand
an Axis at/empi /0 trallsportlinilS through BrindiSi
10 at/ack Sillerno is defeO/I'd. In Ihe eaSI, the Ger
!IIansform a hedgehogfrom Kirov to K5/, Glle par.
lisan is deslroyed, bill IWO slill hold Ihe Crimea.
The defense of Libya consolidates along hex·row
20.

Allied Spring 1943

The Russian counter·auack begins with a
somewhat limited breakthrough to Rostov. It is go
ing to be very difficult to make any big ad~ances as
long as he continues to enjoy a superiority in both
air and armored forces. My only advantages are a
lot of infantry and the ability to build units nearlhe
from line while he has to SR forces to the front. I
must try to kill Axis units faster than they can be
replaced, but until I shift his forces from the Volga
this will be difficult. Encirclements are 1I0t likely to
be very effecli~e because of his "hedgehogs". I'm
keeping a small US contingent in Russia, making
use of spare US SR's to occupy defensi~e positions
whieh the Russians can't fill

My bridgehead in Italy has not got much chance
of expanding because I have no airbases in range.
Howe~er, the Germans will be hard·pressed to deal
with this threat now that it's been reinforced

Allied Spring 1943: The biggest and IIIOSI sucressful
Soviet offensive of the whole war begins. A Soviet
thrust in the sOll/h is very suet'essful, and Ros/ov is
raptured: ils loss threatens thl! emire German line.
Andpartisans still hold Ihe Crimea: With Germany
stil/ holding a line osfar east as Kirol' Kuibyshev
alld Sialingrod, the loss of Roslo,' spells big IrOIl
ble.

The Bri/ish ("aplUre Toranla. bUllhen retreat in
10 the Bridgehead. The Brilish caplltTe Bellgazi.
Brirain lends Russia 40 8RPs, and USA lends Bri/
ain 40 8RPs (doing i/ this "'ay, ralher Ihull direct 10

Persia from USA, saves US SR next /ltrn. at the ex-



38

~n~ of Bri/ish SRi. The Allies could havt ,attn Q

doubft moVl!' ,his {urn, bUl only if Ihry ((wi( o/m
liQns on all fron/s.
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Axis Summtr 1943

I'vt 10SI. Afler all my dfom in Russia, I rtally
did bclitve the ROSlov-Slalingrad lint was securt.
I'm slill daztd by what hil mt. How can RosLOv
hayt fallen? The way is now open for him 10 cut
straight Ihrough lhe Crimea 100: I have 10 admillhe
conSlruclion of those partisans was a brilliant
move. I mUSI abandon north Russia and concen
trait on blocking an advance along the coast.
ROSlOV mUSI become a new Verdun.

Some players (including Richard) may Ihink a
I-I allack on Salerno (AA23) is madness. bUllhere
is only roughly a one in si" chanct of oUlrighl
failurt, and a bil less lhan 5/61h chantt of a SlKttsS
albtit al possibly tremendous tost. The: uchangt I
rolled was pretly dreadful, and COSI me 62 BRPs in
taSuallits, but I am '·try rich so BRPs don't bolher
me muth. Muth mort importanl was dtaringlhe
Allies OUI of Italy $0 Ihal A'I[is unilS in llaly can tit
5.hifltd 10 the EaSt Fron!.

Much 10 my surprise lhe: siluation in Libya
Sttms 10 have Slabili~td: I am holdinglht line along
hu row 20.

A"is Summrl' 1943: ThrGrrmansmaluadnprralr
rounlrralfack on Q46. and aploil 10 CUI 011 thr
ROSIO~ bridgehrad. MeanM'hile a hmgrhog ITin 10
hold Ihe norrh. The Crimra isslill held by parti$Ons.
Thr German position in RU$5ia is almOSI UII/en
noble.

The Grrmanslarmch a desperatr I-I alfock on
Salerno, which is delended by IJ 8rou"d lactors.
Thry SlicerI'd. bm a" exchange costs Ihrm 62 BR Ps
in caSlia/(ies. Even so, Germany is rich, ha~itrg

stortM this turn wilh 408 BRPs. Thr British ha~e

been Ihrown au/ olltaly.

Allitd Summtr 1943

My policy from now on is 10 sprtad lhe Axis
forets thin by engaginglhem on as many fronls as
possiblt. I didn't e"pe1;1 my landing al Calais 10
achin-'e a brtakOUl, bUI it should diver( aUeTllion
from the East. The US paras ha'·e seized The Hague
10 add 10 hi!; probltms. Ht cannol plate Ihem in a
zoe nell:t turn, so Ihey will tit able 10 drop again
nell:tlimt.

Dtspile massive air superiority in Libya. my ar
mortd forets lhe:rt are making slow progress
because Iht baultfidd is SO narrow. I'Vt made air
and sea landings 10 speed up lhe conquest. Tht
assaull on S)'Tatuse was inlendtd primarily to
eliminate Folgore. If I had suffered an e.xthange I
..·ould nOI have laktn nayal losses 10 save Ihe in
vading infanlry. As lutk would have it I gOI ashort
wilhout loss.

Allied Summtr 1943: The Soviet 15th armor links
up wilh the partisans in Ihe Crimea! The parti$Ons
are now within /wo hexes 01 Dnepropelrovsk and
Ode$5a. The German IrOnl-line be/wetn RoslOY
and Stalingrad collapses as the RU$5ions resupply
RoslOv and exploit behind thr German IrOnl-line
Irom JjJ 10 P44.

TM Axis position in Libya colfapsl!s as /he
British break through Ihe Libyan neck, fond on a
Libyan beach again, copturI' Tripoli with a
porodrop lrom Mollo assisled by shoft! fx)mbord·
menl, and land at Syroc~! It's Ihe end in AlrierI
lor the Axi$.

In a D~PlN'slyle fald, the AmerierIns land 01
Coloi$, build porti$Qns inland and caplure the
Hague wilh a porodrop!

Britain and Amrrkr1 both lend Russia 10 BRPs
~h.

The Axis aft! inlutl "treat ellVyM·he".
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Is /his Ihe end then? Will our vicarious Hitler
IhrOMl in Ihe 10M'('l alter such an auspicious start?
Stay tuned next issuelor the exciting conclusion 01
Ihis "playas M"f'cl~ Ihe bookslO"lIf'r on the lnd
edition 01 THIRD REICH.

AH PHILOSOPHY ... Conrinued from Page 2

one of encouragement due prrnarily to dissatisfac
tion with the exhibiton area at recent ORIGINS con
ventions. We had no connection with AH olhe,
th8n theW promise to attend.

At this point, wistWlg to cooperate fuIv with
the established EAST CON convention we queried
Jay Hadley. their ellecvtive head as to their pr0

spective dale for EAST CON in 1981. Mr. Hadley
indicaled that EAST CON would ooceagain be held
... .Jt.le al Widener University. We lhen verbally
told Mr. Hadley that our convention would be of·
fered the following month on lhe July 24th·261h
weekend. Several weeks later, as a professional
courtesy and to be slife that no misunc\erstandings
could occur Iagain fIOtified Mr. Hadley in writing of
the ellsct dale of our proposed convention. This
dale was already contlacted for with our site, the
University of Maryland, Baltimore Campus. snd not
possible to change. Things were looking good and
we were fully ellpecting to put on a banner conven·
tion the likes of which has rarely been seen in our
hobby. It would be pointless to de$Cribe lhe details
of our preparations other than to say thel the
fac~itiesbeing set aside for ATLANTICON were far
and away superior to anything ORIGINS had yet
seen. Our e"penses 10f ATLANTlCON in
guaranteed site contracts were double thai being
spent by ORIGINS '81 according to a conversation
held with PACIFICON spokesman Jer,old Thomas.

A month later the bombshell struck. Mr. Hadley
8dvised me by telephone thellhe EAST CON Com·
mittee had decided to switch sites to a New Jersey
motel complell and that the only available date was
the same July 24th-26th weekend which we had
already contracted for. Furthermore, he indicated
thaI they couldn't possibly switch their date,
therefore could we? We couldn'l. Access 10 the
facUities we needed were limited to thai weekend
in July. Needless to say, we fell that we had been
had, and there was considerable support among
our membership for going ahead with our date
kflOwing full well that both conventionS would be
hurt. In the end, however, coole, heads have
prevailed and we have come to the reali~alion Ihat
hosting two conventions in the same region on Ihe
same weekend would flO! be doing the hobby any
favors. Aside from the fact that we would probably
lose ou, shirt financially on a split allendance with
EAST CON, the gamer would suffer regardless of
which convention he attended for moSI companies
could certainly fIOt attend both conventions and
even if they could it would be unfil. 10 ask them to
pay convention ellpenses twice for lhe same atten·
dance figwes lhey would generate at one conven
tion.

To make a long story short, we have decided to
fold our tents and withdraw AnANTICON from
the convention $Cene for 1981. h remains to be
seen whether this incident will be repeated in 1982
when weare supposed to host ORIGINS. However,
let it be known that we wil mmediately request a
prospective date from the EAST CON people for
tl'leir pIafV'ed convention in 1982 and then do ()lJf

best to avoid it. Hopefully. lhey will fIOt find the
need to change their date again to the same
weekend we announce in 1982.

At this time I would like to thank all of those
who offered their services in conductin.g ATLAN·
TICON. Your unselfish efforts to help promote our
hobby are much appreciated. Here's hoping we can
lake you upon your oller in 1982. Have a good con·
vention season and enjoy the coming year.
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STAFF BRIEFING
AN INTERVIEW WITH TOM SHAW

By Alan R. Moon

TNS: Not anymore. Don Greenwood, Senior Vice
President, is now the New Products Manager. But
early on, I was the one that made those decisions.

ARM: How much of your work time did you spend
reviewing game submissions?

TNS: Too much. In the ten years I was in charge I
never saw an outstanding game come in. In the later
years, I refused to 1.00k at any games except those
done by people who already had a reputation as a
designer.

Thomas . Shaw
Born: 2112130
Started Wargaming; 1960
paM Experience: Slalingrad
Firs( Wargame: Gtll)'sburg
FavorilC' Wargame: Slalingrad and Walerloo
Favorite Non.Wargame: Bridge. Business Strategy. and FoOl ball
Strategy
Ouoside tnlere"': Baseball, Racquetbatl. Footbatl. Farming.
Collecting Old Coio-Operaled Arcade Games
Employed by A H: 1960
AH Designs; Verdic( II. Air Empire. oOlball Slra1egy. Saseball
S\raleg.y, What Time Is II?, Doll House, Trucks. Trains. BoalS. &
Planes, Word Power, C&O/B&O, Kriegspiel. Slock Market
A.H DevelopmenlS: Walerloo, Bismar<:k '62, Sl3lingrad, Arrika
Korp'. BallleOrThe Bulge, !3lil>krieg, OUldoor Survival. USAC
AUlo Racing, Business Slr31tgy
Awards: Foolball Str31egy-O..t Game or Atl Time (Sport.
ltIu",aoed)

ARM: How did you handle the overnow?

TNS: Well, finally Mr. Eric Dott, our President,
decided to require a $250 payment from amateur
game designer as a SOrt of "bond of confidence".

ARM: Did that stem the tide?

TNS: On the contrary. We started getting all these
checks. I remember telling Mr. OOtl when the first
game came in with a check that it would probably be
a real dog. Turned out the game wa a dog race
game, and boy was it ever a dog. One space on the
board read "go back three spaces". Now who ever
heard of a dog running backwards. And as more of
these games came in with the $250 checks, we
cancelled the whole idea.

ARM: Was it tougher to choose which games to buy
and which to reject when you were doing it, than it
is now?

TNS: No way. Though it wasn't easy back then, it's

ARM: Is it true you passed up the chance to buy
O&O?

TNS: No. Contrary to popular belief, D&D was
never offered to us. TSR sent us a copy but only as
part of our publisher's product exchange program.
[n all honesty though, [ wouldn't have accepted it
even if we had been offered it. We just didn't have
the staff or anyone in particular who could have
handled the subject mailer back then. Certainly not
to the extent TSR has done, anyway.

ARM: When THE GENERAL INDEX came out
recently, I for one was really surprised to see how
many games you'd worked on, including almost all
of the classics like WA TERLOO, BA TTLE OF
THE BULGE, STA LlNGRA D, and AFRIKA
KORPS. How much did you contribute to the
design of these games?

TNS: My input was minimal although I had my
hands in everything. I was partly a developer, partly
a playtester, and partly an anist. I did the actual
artistic rendering on the maps for WA TERLOO,
BA TTLE OF THE BULGE, and AFRIKA
KORPS. From a design point though, I rarely had
much to contribute. [ do recall coming up with the
automatic victory rule for AFRIKA KORPS which
resolved a sticky problem in the game near the
Qattara Depression.

ARM: Perhaps even more surprising to INDEX
readers is AH's aborted venture into the children's
game market. Can you tell us a little about this and
why it failed?

TNS: This was predicated on AH's desire to
broaden its market and its need to diver ify and
enter the mass merchandising area since adult
games and wargames at the time were a very selec
tive, almost unknown, area of entertainment. The
reason the venture failed was because the games
were lousy.

ARM: How about some of the other games you've
worked on that failed. Games like C&O/B&O,
VERDICT II, and AIR EMPIRE. What was the
problem with these games?

TNS: Those games were perhaps a little ahead of
their time. I think there were redeeming features in
all of them and they might do better today. [Ed.
No/e: I don'/f}

ARM: The two other titles that INDEX readers
might not recognize are THE YEAR OF OUR
LORD and THE JOURNEYS OF ST. PAUL.
What's the story behind them?

TNS: This was another attempt to broaden our
distributional base. These two games were designed
by a priest from Pittsburgh. He wanted to do the
games on a private label ba i , pay for them
himself, and take them back to Pittsburgh to ell in
a fund rai ing program. We playtested them and
thought enough of them to increase the print run
and distribute them to religious academies in
Baltimore. We thought they were both fun and
educational. What we didn't know, until it was too
late, was that most religions took themselves very
seriously. The mere thought of lIsing chance
elements in games, particularly dice, was strictly
taboo. The Baptists did say that ifw eliminated the'
traditional dice and substituted color cubes, they
would be interested in them, but we decided, in
stead, to give all of the remaining stock to charity,

harder now simply because there are more games to
choose from now.

Avalon Hill Swallows
Tom Shaw
Left Field

ARM: I'd heard the name Tom Shaw many times,
in dark alleys and the like, before I came to Avalon
Hill, but I never really knew what you did. Now,
after over a year here, [ still don't know. How about
lelling me and everyone else in on your secret Ii fe?

TNS: I had also heard of Tom Shaw before coming
to work at AH. In fact, I've heard his name being
called for over fi fty years.

ARM: Tom, I don't believe that answers the ques
tion,

TNS: Oh. What was the question?

ARM: (deep sigh) How did you come to work at
Avalon Hill?

TNS: I started working for AH in August of 1960.
Prior to that I spend eight years in advertising as a
radio and television copywriter. During those days
at the advertising agency I designed FOOTBALL
STRA TEGYand BASEBA LL STRA TEG Y, which
were both published under a private label and sold
primarily in Philadelphia, Washington, and
BaltimQre. The games were a great local success and
Avalon Hill heard about them. About the same
time, Avalon Hill was looking to expand its
research and design staff. And since designers
weren't growing on trees in those days, Ithink I was
the only one in Maryland, I was hired.

ARM: What about all the pictures and newspaper
clippings of your baseball career you show
everybody?

TNS: Most people when questioned would say they
almost made it to the major leagues. Well, I almost
made it to the minors! I played a lot of sand lot ball,
semi-pro ball, with teams like the Ellicott City
Rams and Huntsville Packers of Huntsville,
Alabama. Remember, Ellicott City was the
terminus of the very first Baltimore and Ohio
railroad. When not playing baseball I was an
employee of Uncle Sam at Redstone Arsenal in
Huntsville working with Werner Von Braun and his
then infant guided missile program. I also
moonlighted at a slaughterhouse.

ARM: What about all these pictures of you with
people like Mickey Mantle and Joe Dimaggio?

TNS: Want to see em?

ARM: No, no Tom, that's okay. Let's get down to
the real nitty gritty. Precisely what is your job at
AH?

TNS: (puzzled look) Let me refer to my notes.
(pause) It says here that I oversee the entire
operation of Avalon Hill, including acquisitions,
development of new products, production,
marketing, advertising, and promotion. Hey, that's
probably why they call me the Executive Vice
President.

ARM: Is the final decision about buying a new
game up to you?

Lelling Alan interview Tom is sor/ 0/ like
watching an old Abbot and Cos/ella routine.
You're never quite sure which one will deliver the
punch line. A c/ua/ly, Tom isn't as hapless as /his in
terview makes him look. He's really much worse.

The last time he won a wargame was in 1974
when he won CHANCELLORS VILLE because
his opponent never noticed that he was moving his
jorts every rum. 0/course, how was Tom /0 know
thaI they didn't build/arts on wagons? No wonder
the South lost the war?



40

ARM: Would you agree [hal FOOTBALL
STRATEGY is the best game you've designed?

TNS: Yl.'s. Strangely. (he design of FOOTBALL
STRATEGY was an <lel of survival. I was slill
employed by the ad\'crtising agency at Ihe lime and
whal I looked forward (0 mOSI in those days were
my Sunday nag fool ball games. I was the righl
cornerback for the Wildwood Athletic Association
and we had an outstanding learn. We were solid at
every position except right cornerback. As lcams
lI:arncd 10 run and throw in my direClion, J began 10
gel mauled. I was probably the only player on a
championship Icam Ihal prayed we wouldn't gel
imo the championship. Finally, I decided to invenl
a game and enjoy my favorilc spor! in a safer en
vironment. Thus. the FOOTBALL STRATEGY
matrix was born. II only lOok about tw<'nty minutes
to design, but it wenl thro~~gh a rigorous playlesl
period and is still undergoing minor changes from
year 10 year, even though it has been on lhe market
since 1959. Incidentally, the original version was
published in a metal lube and sold for $2.95.

ARM: Bdore getting into other things, I guess
there's one morc game I should ask you about. Is it
true that you designed KRIEGSPIEL in one day?

TNS: Actually, I think il rivals FOOTBALL
STRA TEGY'smark oflwellly minutes. After all, it
had less cards and a much simpler matri.... In all
seriousness, it was designcd as a last minute replace·
ment for a design that was promised and not
delivered. We had to have a new product for th .... up·
coming American Toy Fair and it was an eleventh
hour Ihing or nothing. What most people don't
r....alize is lhat KRIEGSPIEL was a longue and
chcek game. [t just didn't com .... off that way. On ....
could sum up the public's reaction to it by saying
that when it was published, the state of th.... art had
already passed it by.

ARM: Do you have a design philosophy?

TNS: Th.... Tom Shaw KRIEGSPIEL school of
design lasted less than one semester and its only two
students nev....r found employm.... nt ,,'ith any com
pany. However, ccrtain basic KRIEGSPIEL con'
c....pts still apply. Thai simplicity, for .....xampl..... AH
has b....en g~till y rec....nt Iyof going overboard on com·
plexity bccause Ihe stale of the art seems to demand
somelhing ilion with every n....w product. I am not
eorwineed thai complexity is beller. Here of late
many of th .... best new designs have ....mphasized
simplicily. Onlhe other hand, let us remember thai
I do not eOflsider myself a designer anymore.

ARM: Thank God On to other mailers. Can you
give us a general idea of AH's mark .... ting policy?

TNS: In the toy and game induslry the name of the
game, if you'll excuse the pun, is new products. [n
the 60's, all manufacturers produced new products
once a year. They had to be ready for display at the
Amerknn Toy Fnir nnd r....ady for shipment shortly
thereafter. Th .... Toy Fair is an anuual evel1l, usually
in February. Al llle Fair, orders are taken prelly
much for the entire year, eveu Chrislmas orders to
be shipped at later dates. So, AH's product promo·
tion and general marketing stralegy was buill
around the Toy Fair. This still holds Irue today
although with the advent of ORIGINS, we try to
gear the ill1roduction of new producls at both the
Toy Fair and ORIGINS.

ARM: Docs AH have a set method for pricing new
games?

TNS: There is a COSt of manufacture to retail price
ratio, but we're probably mor.... nexible than any
other manufacturer. We generally consider what
the market will bear, pric.... the game, and then try to
bring its COSt in under those guidelines. In this way,
we can be competitive with any other manufac
turer. The a~erage prke of Oltr games is the same or
less than Ihoseof other companies, yet we moum all
our boards, spend more time on R&D, and use very

slick packaging. And while it is understandable that
th .... gamer could care less about slick packaging, we
would not be able to get our games into the market
in the first place without il.

ARM: Do you expect to see AH do any television
advertising or any other kind of big money promo·
tion in the coming years?

TNS: No.

ARM: Why not?

TNS: [f we had a game like OTHELLO or
MASTERMIND, we probably would, but we don't
have a game like this, Television is GOD as far as
the lOY industry is concerned, but you are paying
for a mass merchandise item. Only aClion games or
simple, mas;; markel games will profit from televi
sion promotion. Our games just aren'l sui1ed for
the television audience.

ARM: SO you don't believe that "'argames, or even
adult games, will ever appeal to a mass audience?

TNS: No.

ARM: Will AH ever make another attempt to get
into the children's game market?

TNS: No.

ARM: Why nOl?

TNS: It's a Catch 22 silUation. In order to expand
into that market you have 10 hav.... lots of dollars
corniug in and then you have to select the right
product to pUt those dollars behind in adverlising.
But in order to gel those advertising dollars you
have to have a big market seller. And you can 'I get a
big mark ....t seller unless you have those advertising
dollars. We simply are nOl ready to take the big
plunge.

ARM: Well that certainly makes it perfeclly clear.
Then, AH is basically a conservative company?

TNS: Let's JUSt say that George McGovern would
not be particularly happy working for us,

ARM: I'm sure he's not too happy wilh anything at
the moment. So where is A H headed in the future?

TNS: Into compu1ers, into broadening our fantasy
and science fiction offerings, possibly imo
minialures, and imo anything else that has 10 do
with emertainment. Whatever gets hot, we are
nexible enough to get invol~ed in it rather quickly.
Even though we arc a financially cautious company
we think lhat nexibility is one of the roads to
success.

ARM: Will future AH computer games be playable
on other computers, such as the ATARI?

TNS: Yes. 1'1 fact, we lhink that ATAR I is the hard·
ware of the future. But we won't overlook anyother
possibility either. We're also considering Texas
lns1ruments. MaUd is another possibility.

ARM: Some of the hardcore wargamC'rs may be a
lillie worried that the l'omputer games arc going to
infringe on AH's wargame Output. Is there any
truth to this?

TNS: No, mainly bemuse the computer games are a
completely separate division of AH all by
themselves. They do not take away any time from
board game design.

ARM: What AH games ha,'e nOI sold as well as you
thought they would?

TNS: DUNE comes to mind. Not Ihal it has done
badly because it hasn't. It's just that DUNE has all
the hallmarks of what a runaway winner should be.
It's a multi-player gamc. It's a role playing game.
It's based on a best selling, award winning, science
ficlion novel. As a matt ....r of fact, a motion picture
has been planned about the book. I can'l pinpoint
the reason it hasn't done as well as I thoughl it
"o~lId.

ARM: What AH games have sold bel1er than you
e.xpecled?

TNS: Two recent ~urpriscs have been TITLE
BOUT and WAR AND PEACE. I think TITLE
BOUT pro~es, once again, that a good game will
sell well, regardless of the subject mailer. WAR
AND PEACE is surprising bec;l\Ise no previous
Napolcouic game has ever done well, no matter who
put it out. It has exceeded our highest hopes and w~

will follow it up with another Napoleonic game next
year.

ARM: Howabout theAH design staff. Howdoyou
rate them overall and where are their strengths and
weakness....s?

TNS: In all modesty, I can say that we have the best
design staff of any manufacturer in the hobby. It il
certainly the most stable as we have suffered onl)'
one loss in the entire hiSlOryof AH. I believe that a
large part of their success is the luxury Ihey enjoy of
being able to work independently. Ther.... are
relatively few pr....ssures to publish by a speeific
date. In addition, we ha\'e a tremendous amount of
professional people who bend over backwards to
give them any cr....ative or artistic help they need.
Their weakness, if any, is perhaps in taking 100

much advamage of the lu.xury Of1his independence.
Still, O'le has only to look at the number of awards
these people have won to see how I can say they are
the best slafr around.

ARM: Will there be any e.xpansion of the staff in
the near future?

TNS: One never knows.

ARM: That tells us a lot. Let me be morespecifie
Due to recem circumstances, the name Jim
Dunnigan comes to mind. Will he be doing an~'

work for AH in the near future?

TNS: Again, one never kno,,·s. But on behalf of
Jim, let me say that early on when Jim was supply·
ing AH with much needed designs, his innuence
was a major factor in the growth of AH, despi1e the
fact h.... I31er blocame a major competitor.

ARM: You've menlioned stale of the art s.... \'eral
times. Where is the state of the art going?

TNS: Up. The state of the art is limited only by
man's imagination, because this is what we are deal·
ing with. Imagination is the key to the recent success
of fall1asy games. There will corne a time when
fantasy will be om and something new will be in. I
only wish I knew what thai something was goinglO
be. But one thing I do know, whatever it is, AH will
be part of it because AH is a dynamic, growing
company in a dynamic, growing industry.

ARM: Are yOll working on any games now?

TNS: These days I only work on games no one elsc
wants.

ARM: Do you play games in your spare time?

TNS: I have relati\'ely littk spare time, The only
games I ke....p up with IlOW are I'-OOTBALL
STRA TEGY and BRIDGE which I consider to be
Ihe ultimate card game.

ARM: Anything else you'd like to say?

TNS: I'd like 10 mention my claim to fame. I wrote
the original Muppet le1evision commercials back in
1959·60. They wC're sponsored by ESSKA Y Meats
and il was a daily five minute show on a
Washington television station. In thos.... days thc
show was called "Sam and Friends" and it "'as
being done by a husband ,md wife team, Jim and
Jane Henson who were sludents at the University of
Maryland. ThC'y nMlled a r-.luppet after 'ne, but I
played out my option and became a free agenl.
Original scripts are still available for S10 from Tom
Shaw, elo AH.

ARM: Well, th,mk-yotl TOIll for this ,'cry strange
interview. I hope the readers will be able [0 separatc
the fact, from the fiction. But JUSt in case, please
don't send any moncy for Tom's "Sam and
Friends" scripts. He wa' ju,t kidding (1 hope). '*



MY SON, THE BERSERKER
AN INSIDE TOUR OF THE MAGIC REALM

By Jim Stahler
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You know. . be/ore I read this orlide locll/olly
Ihoughll didn" /ike Jontosy games. Now I know I
don't like fontosy gomes, bill if I somehow el'er gel
forced into one yOIl can be/dill I'm going IQ make
friends willi Ihe Berserker guy.

Oy, such (SUfis! What is a mother [0 do? One
day, QUI ortlle Blue, my son says to me, "Farewell.
Mother. I am going on a long journey."

"So where are you going, and when will you be
back? Will you be home for supper?" [ asked.

"I will be gone for a long time," he replied. "I
am going on an adventure to lhe Magic Realm,"

.,Are you out of your mind? You are going on a
journey up a lfce?"

"No Mother, Magic Reollll, not Elm. It is a Far
dislanlland."

"Now I know lhal you are mishuganah! Why
don't you stay here, settle down, find a nice Jute-ish
girl. get married. ." Don't you think that he is
cralY? "What do you expect to find in this land?"

"I go in search of fame," he said. "I want that
all the world.

"Fame, shmame. All the world should know
that you are a knucklehead?"

"And I can gain notoriety," he said, hopefully.
"Your father and [ didn't raise you to be

notorious," I said.
"There is also talk of much gold in the Magie

Rtalm, to be gained by the most daring
adventurer."

"Much gold! JUSt what I want, a purse full of
gold. and a dead son. Are you looking for a fine
[unera!?" What to do with this boy?

"And there is great treasure to be found,"' he
continued, wilh a gleam in his eye. Wouldn't you
want me to bring you something nice?"

"Treasure?" So I am gelling juS! a lillie
curious. "What SOrtS of treasurer'

"There is all sorts of treasure to be had,
Mother,"' he said excitedly. "Power GaUl11letS,
Shoes of Strength, Garb of Speed, Cloak of Mist,
Girtle of Energy,"

"11 sounds like you are 'going 10 a clolhing
store. GC'l this foolishness OUt of your head,"' [
scolded.

He continued: "But there is much more,
Momma, a Golden Crown, Sacred Grail, Royal
~eptre, Crystal Ball. And besides, I am tired of
spending my life here on the farm. I want action, [
want adventure, This is my chance to see the world,
to break away."

He sounded determined. I asked him, "Isn't it
dangerous? Aren't there all sorts of weird people
who go adventuring? ['11 fear for your life."

"Please don't fear, Mother. I can take care of
myself. With my horned helmet and my great axe, I
can handle anything."

"You Chink that you can handle anything? I
thoughl that you were mad, but you are Berserker
than I figured. What kinds of people do you expect
to meet, and how do you expect to handle them?"

"I thought that you would never ask," he said.
"I can defeat most people, and those that 1can't kill
I can avoid. For example, suppose that I meet a
Dwarf. We both have helmets and great axes, and
can trade tremendous blows. We are a prellY even
match, because his fastest fight countcr is H4u •

and my fastest move countcr is H4u , so I can
usually avoid his attack (213 of the time), However,
my faslest fight counter is H4*, and his fastest move
counter is H5*, so I can guarantee hilling him, if I
smash him, 10 counter his Duck."

"Why don't you roast his duck, and both of you
sit down to eat. It's much healthier."

He reddened, and said, "Nol a 'quack, quack'
duck. Mother, but a sophisticated fighling
maneuver consisting of squalling down to avoid
your enemy's weapon. As I was saying, if I smash
him with a Fight H4* counter, [will hit him, evcn if
he ducks. But if I do. r can't play my Move H4u

counter, beeause [am limiled to two asterisks. Then
he could guarantee killing me, if he plays a Fight
H4u . But don't worry, Mom, because I can always
run away from him; my fastesl move counter,
H4u • beats his fastest move counter, H5*. So I am
safe from Dwarves, you see?"

"Very interesting, but [ haven't the foggiest
notion of what you are talking about," I said, very
confused.

"You haven't read the rules, Mother?"
"I'm sorry, bUI I haven't," [admilled. With all

lhe cleaning and cooking and taking care of the
house, I am supposed to have lime to read rules?

"Let me explain." he cxplained. "Every
character is given certain counters upon enlering
the Magic Realm. Don't look at me like that,
MOlher, it's true. They are mOSlly Fight and Move
counters. They each have a ....eight; Light, Medium,
Heavy, or Tremendous; and a time, which deter
mines how long it lakes to strike the blow or get out
of the way to avoid a blo..... The lower the number,
the better. They also have asterisks which determine
how much effort someone expends ill playing the
counter, the more asterisks, the more effort. "

"Combat works like this, Each person involved
in Ihe baule has a chance to avoid the ballle, well,
sort of run away. [don't like to think of it as actually
running away. It is more like exercising discretion,
the better part of valor. You don't wam me to be
killed do you?"

"As [was saying, each of us can playa move
counter, 10 try to leave, and the other one can playa
move counter to stop him, like running after him. If
the movecounler of the person leaving is faster Ihan
the move counter of the person chasing him, then he
gels away, and there is no fight. Otherwise, they
must square off and fight it out."

"It makes great sense to me," I said doubtfully.
"[t'S very simple really,"' he continued. "To

fight, we each playa right counter with our weapon
to determine the type of attack; we can either thrust

ahead, swing to the side, or smash down. Also, we
playa move counter to make a maneuver to avoid
the enemy's auack. We can charge ahead, dodge to
the side, or duck down. [f the speed of the attack
beats the speed of the maneuver, the poor fellow is
struck, no matter what his maneuver. Olherwise,
the attack must correspond to the maneuver, and
thus has only one chance in lhree of meeting its
mark."

"It sounds dangerous," I said.
"Well, yes, it can be. But when r go Berserk. I

can take a lot of punishment. The weight of the
allack, as determined by thc weight of Ihe weapon,
must equal or exceed the target's weight to kill him.
Anything else is only a scratch. When I am Berserk,
it takes a tremendous blow to kill me; I ignore
anylhing else. With my robust health, I can heal
prelly quickly."

"Back to the Dwarf. Assuming that we both
have helmets, and alerted weapons. and we are
using Weapon Times, Armor Bonus, Weapon
Length, Armored Monsters, and Heads and Clubs
optional rules, Ican play Move H4 U /Fight H5,and
duck so that my helmet protects me. Unless he plays
his Duck, my axe will kill him, since it strikes with
speed of 4. If I smash and he ducks, I will destroy
his helmet. But he can play Duck T3*/Fight T6*,
which has a 1/3 chance of gelling me. If I am duck
ing, my helmet is gone if he gelS me, but [am safe."

"On his next round, assuming that I have lost
my helmet and he has lost his, he is in lrouble, [can
play Move H6/Fight T4"". If I smash, [ am
guaranteed 10 kill him, bm he can kill me at the
same time, by playing his Duck T3"/Fight H5·
combination. Or [can play Move H4 U /Fighl H5,
to avoid him, but he can avoid me by playing a
Move H5·. If .... e both miss, both our weapons are
alerted for the third round. I play Move
H4 U /Fight H5 again, but this lime my weapon
comes in at a speed of 4, and I automatically kill
him if [smash. He now has a 1/3 chance of knock
ing me off simultaneously, only if he atlacks where
[ maneuver."

"It sounds like you can gel yourself killed by
even a little fellow like the Dwarf. Areyou sure you
want to .

"But you forget, I can always outrun the Dwarf
and be safe. So you needn't worry about him. And
the Dwarf is aboul the most dangerous character
that I have to face."

"Besides the Dwarf, I can run into a Black
Knight. Many people consider the Black Knight to
be deadly, and 10 many people I suppose he is, bUI I
laugh at him. He only carries a mace, which is a
blunt, medium weapon. He has heavy armor, but
thaI slows him down as much as it protects him. I
could run away from him, if he is wearing armor,
but I don't have to. If [am Berserk, he cannot kill
me with his mace, and since he is so slow, my great
axe will find its mark every time. unless he plays a
Move H4"". This leaves him with only a Fight H6.
He will probably miss me, even if [ play my Move
H6, and my Fight no will find him 1!3 of the time,
The first lime [ strike him, his shield is gone, then
his armor, then him."

"There is also the chance of meeting up with lhe
White Knigh\. Hecan be a fearsome foe. bUI he is as
easy to avoid as the Black Knighl. If he demands a
fight, he muSI play his Move H4u to prevent my
exit. This leaves him wilh only a Move H6 and a
Fight H6 to play that round. [simply play Move H6
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10 avoid his sword. and a Fight TS". and he shall n01
avoid my axe. His armor is gone, and without his
armor, ;1 will be his turn 10 run away."

"The Captain can force me [0 baltle by playing
a Move M4· counter, leaving him wilh some effOft
for the melee. But if I am Berserk, hecannOI kill me
in a single blow, since he merely carries a
lightweight sword. My Movc H4*" can avoid his
Fight M4', or my Fight H4" can beat his Move M5.
He will have 10 be quick to avoid quickly losing his
head, and it is only a maller of time before my axe
finds its larget."

"There is also a Pilgrim wandering around the
Magic Realm, but he is litlk threat to me. He has
only a wooden staff. and no armor. He can play
Mo"\, M4° /Fight M3·. and wound me every round.
but I have juS! 10 stril<.e him once with a move
H6/Fight H4-, and he is returned to the dust,"

"The Amazon and the Swordsman have only
lightweight .."eapons. When J am Berserk, they cao
barely scratch me. My swing will eveolUally coo
nec!, and down they go. Thc Amazon will take a
little longer, because of her armor, but her turn will
come. Those two beSt be running from me."

"Two archers wander in the Magic Realm, the
Woods Girl and the Elf. They are both quick aod
difficult to avoid, but if I am Berserk I am in good
shape. When their bows are alerted, they will
always hit me, but they must roll I or 2 on Ihe
Missile Table to kill me. Since thcy can shoot well
only when their bows are akrted, it will take them
an average of three ShOlS 10 kill me, but this requires
five rounds of combal, assuming that they start
combat already alerted. I expect my great axe to
strike home once in three swings, and I can swing
every round. The odds greatly favor me in a battle
with either of these two characters, who will use
lheir speed to fun if they know what is good for
them."

"The reSt of the adventurers in the Magic Realm
are all primarily Magic Users. The only one with a
weapon is the Wizard, who only has a staff. He is so
old and weak that he barely has the strength to hold
it. I can easily handle him even if [am not Berserk.
As to magic, I don't believe in it. Besides, it doesn't
come inlO the game ulllil the Sixth Encouoter."

"Knights and Dwarves, Magic and Monsters, [
fear no one and nothing. I will return alive, [
promise, wilh lots of gold and treasures. "

"Monsters!" J shrieked, "Did you say
monsters? It sounds like you have a good chance
against those strange people, but monsters are
rcally deadly, What chance can a mortal have
against those l}eaSts?"

"Now hold on, Mother." he calmly replied,
"monsters aren't as dangerous as you seem to
think. First of all. they are easy to hide from, and
they aren't everywhere. J can fight off a 101 of the
monsters, and nee from others. For example, [ can
outrun Ogres, Giants, and Tremendous Dragons.
By playing a Move H4"/Fight H5 combinalion [
can defeat many others, especially those that strike
at a speed of 4. For example, if [ am up against a
Tremendous Troll or OCtOpus or Spider, [
automatically win with nothing more than a scratch
if I place my Move and Fight counters togethcr,
assuming that J am Berserk. If the monster wounds
me. I deal it a tremendous blow with my great axe,
and it is gone."

"For a few of the tremendous monsters, J must
let them strike me first, and then I have Ihem. For
example, the Tremendous Serpent strikes with a
speed of 4, but only hasa light blow. [IS speed is also
4, so I cannot be sure of hitting it. If I playa tremen·
dous fight counter, which is whal I need to kill it, J
cannot play the Move 1-14··, which is what [ need to
avoid il. Consequently. it has a 213 chance of
wounding me and closing without me killing it. BUI
now its speed isonly 5. I playa T4·· to kill it before
it kills me. since I have the longer weapon."
"Similarly, J will be wounded by the Tremendous

Flying Dragon in the first round, l}ecause it attacks
with an M3 attack; it cannot kill me immediately.
But then it has its allack speed reduced t06. A Move
H6/Fighl TS· combination will kill it ifit succeeds
in striking me. before it can get its claws into me. [
only have to worry about its head. Whik the head
of the Tremendous Flying Dragon is normal, it will
only wound me. If it nips, it launches a T3 allack.
which aUlomatically kills me. So I have to take my
chances. I hope never to need the TFD."

"The last two tremendous monsters are the
Demons. If] can survive the Power of the Pit. I can
defeat the Winged Demon, since a Move H5· /Fight
H4· combination will kill him before he can kill me.
His unwinged friend is more dangerous. He always
has a speed of 4, I will have a swing at him on the
first round, and if I miss. I am in trouble. My only
chance then is 10 play Move H4"/Fight H6 in dif·
ferent directions, and hope that I am lucky enough
to get him before he gets me. The Tremendous
Demon is found only at the Altar, and J shaH be
very careful to hide if I am near there."

"As [understand it then." I commented, "of
all the huge, terrible, tremendOllS mOnSlerS wailing
to tear you apart. you can l}e killed only by the
Tremendous Flying Dragon. the Demon, and the
Winged Demon. It is such a comfort to know. The
lesser monsters much then be no problem at all."

"I wish that it were true. but there are other
more dangerous monsters. Perhaps the most
dangerous is the Wolf Pack."

"A .....olfpack! [ don'l wanl my boy lying on the
bottom of the ocean with a torpedo through his
belly."

"No, you are lhinking about a differelll game,
SUBMARINE. This is MAGICREALM,and I am
referring to a pack of six Wolves. Individually they
are no danger at all, but with six of them, I can be
nibbled away 10 nothing in no time. Luckily, Ihe
Wolves only appear in the .....oods where there are
ruins, and I can be very careful there, hiding behind
each tree as I slip through the forest."

"You? Tiptoeing like a Mack Truck."

"You should see me in a cave. And caves are
dangerous places, because there are Goblins there.
Goblins are dangerous because they allack six at a
time, like Wolves, I may be able to handle the Axe·
toting Goblins by playing my Move4·· and duck·
ing, using my helmet to Stop their light blows. If I
spread them out, twO to each red box, I will only
have to deal with them two at a time. If my helmet
can StOP their light blows. I may get lucky and kill
them off l}efore they nip, l}ecome Medium, destroy
my helmet, and destroy me."

"The spear·toting Goblins are not dangerous
until they nip, but then they can kill me. Myhope is
to keep them all together, so that when one nips,
they all nip. Then I can run away, unless they attack
me when they nip, in which case I am dead. This
only has a 10llJG chance of happening, so these
Goblins are not too dangerous."

"The Goblins with the great s.....ords are the most
dangerous. They.can kill me if they strike me, and
they have a 1/3 chance each turn, [f they nip before
they strike me, however, I can run from them. My
chances are slim, but [ can survive. Their fastest
altack speed is 5, so I only need to playa Move H5
to avoid their blows."

"The Wolves and Goblins are all 'Iilile
monsters.' The deadly Vipers are also 'little.' They
strike with an M4" aliack. My hope is to avoid
them until they nip, and become only light in their
attack. Then I can deal with them easily, and avoid
wounds by using my helmet. [ can also separate my
allack and my maneuver, and hope 10 kill one of
them before they kill me. With JUSt one facing me,
my helmet will protect me long enough to kill the
lone Viper."

"The last monster in this category is the Imp.
He can be a real bother, but I should eventually kill
him. JUSt by swinging enough. If he nips, he SlOpS

cursing and has an M4 attack, which cannot kill me.
only wound. If [ play Move H4"/Fight H5, I will
kill him when he wounds me. Thecurses can be very
irritating, but usually aren't fala1."

"The reSI of Ihe monsters are all heavy
monsters. Of these, the weakesl are the Spiders.
Theyeither have an L4 aliack, which can't hurt me
if I use my helmet: or a T6allack, which I can bea\.
A Move H6/Fight HS in the Duck/Smash
maneuvers will guarantee a squished Spider, with
not even a wound."

"The Spiders appear one at a time, as does lhe
Dragon. This fellow has an H4 or M4 attack. The
Move H4··/Fight H5 combination will kill him
while [suffermerelya wound. [f [am not Berserk. I
will duck and use my helmel to protect me againsl
the potential heavy attack."

"The Giant Bats appear one at a time, then two
at a time. and then three at a time. Every time one
allacks, he wounds me, since J am 100 slow to get
out of the way. [ can usually dispatch one Bat, or
maybe two, bU1three can get downright dangerous.
I will have 10 be careful around these monsters."

"All the olher monsters travel in pairs, which
makes them dangerous. If I am Berserk, I can
handle any of them since none of thcm can attack
with more than a heavy blow. and only the Flying
Dragons attack with speed less than 4 when they are
using a light allack. With all these pairs, Flying
Dragons, Serpents, and Trolls, [ will use the truSty
Move H4"/Fight HS combination. [fthey get me,
they will only wound, and I will kill one of them. I
will eventually get the other one. 100, and come OUt
of it wilh only some scratches. Against the Flying
Dragon, [will use my helmet to ward off light blows
if they nip."

"If I am not Berserk, then [am in trouble. They
all have the potential of killing me. [would have to
separate my move and allack. and just pray that I
can gel one or both of them before they get me. If I
do, then I can use my helmet to ward off the blow,
and use the Move H4··/Fight H5 combination to
assure a victory. It .....ould be a lough fight, but I
have a very good chance of winning."

He sounds determined. What is a mother to do?
J said. "Well. it sounds like you have investigated
the dangers. and now no one can persuade you 10

give up this foolish idea. I wish you luck, and you
have my blessing. Wait. before you go, lakc these
ten gold pieces with you. Perhaps you will be able 10

use them to save your life. And please try to make il
back before supper." *

ORDER BY PHONE
TOLL FREE

If your favorite game store does not have the
game you ..... ant in stock and you ha"'e a valid
American Express, Master Charge, or VISA
credit card. call our Toll Free number
800·63g·9292 from anywhere in the Continental
United States ex.cept Maryland to place )'our
order. Our prompt mail order service will then
speed your order to you wilh our usual lightning
dispatch. You must give the order taker the
number. expiration dale. and name of your credit
card along with your order and shipping address.
We ship UPS wherever possible. If you rrefer
Parcel Post, be sure to specify this.

The Toll Free number is good only for .... rder·
ing games or other merchandise from A valon Hill
by credit card payment. No C.O. D. orderscan be
accepted. The operator will be unable to answer
game questions or switch calls to someone ..... ho
<.:an.

Maryland residcnts must call 301·254-5300
and ask for e.'tension 34. Absolutely no collect
phone calls can be accepted. The Toll Free
number is not valid in Maryland.



THIRD RI!:ICH ... Continued from Page 21

!l is difficult to be dogmatic about the defen e
of Italy in mid-game. Mark's proposed defense of
the mainland would appear to be satisfactory as
far as it goes, but doe it go far enough? The Allied
capture of Corsica or Sardinia opens up half a
dozen more ports (from Marseilles to Trieste) to
surprise airborne attack, and each must be gar
risoned. [n the face of massive Allied superiority
at sea, I prefer to abandon beache and instead
guard the exploitation routes, though I agree this
is more a que tion of taste than anything else.
Frankly, any Italian defense at this stage of the game
which does not involve German units will remain
unused and purely theoretical. Certainly, the weak
areas in Mark's theoretical defen e are Yugoslavia
and Greece. Salonika is appallingly weak; Sofia and
Bucharest must be properly dcfended. In
Yugoslavia notice that the turn before an Allied in
vasion four partisans can be built around the
Yugoslavian beach, isolating the defenders and
threatening an unopposed Allicd landing there: this
will force an Ita[ian offensive and thereby di tract
the Axis.

The word 'gambit' means an opening to a game
involving the sacrifice of a piece. ark's proposed
drives against Turkey or Spain are indeed gambits
since they sacrifice almo t everything for almost
nothing. I have already explained how unlikely it is
Ihat the Italians alone will defeat the Greeks: but
even if they did, Mark's analysis of the Turkish
defense is woefully inadequate. A much more likely
Turkish defense against a purely Italian attack is
shown in figure 7. Notice that the important things
10 defend are the pons not the beaches, for until the
Italians capture a pon they are not going anywhere.
With thi defense, Izmir i extremely hard to cap
ture on the first turn without taking a considerable
risk at 0030. Landings in the south will al 0 fail to
secure a port. If eleven factors of Turk survive the
inva ion, attrition against any Italian advance
beyond the beachhead could be fruitful. Further
more, immediate British intervention hould ensure
the Italian never cross into Asia Minor in strength.
Needless to say, Mark's idea of the Axi somehow
manipulating a double move in their favor is pie in
the sky~ at this time the Axi will still be moving
first.' Even if they did get a double move, the
Turki h move would still come between the two
Axis moves. Mark is correct to point out the disad
vanlages of a Soviel intervention in Turkey though,
but an English intervention really has nothing to
lose. Sooner or later the Italians will defeat the
Turks if only through attrition, and then the door to
Tabriz and Sarab (far more important than Suez) is
open. The sooner the British intervene, the larger
the Turki h army that greets them will be, and the
beller the chance of holding the Italian al the cross
ing arrows. And I disagree that the Italian navy can
hurt Briti h seaborne aid, since units will simply SR

directly into defensive positions in Turkey; as for
Britain's BRP position suffering from intervention,
who will get Turkey's 30 BRPs then? And of course
defending Turkey and Egypt, Britain will have in
terior lines and can wilCh forces from one lO the
other withoul using fleets, while the Italians will
find themselves overextended and less flexible in
respon e. Finally, the greatest problem with a
neutral Italian invasion of Turkey is the age old
one: who defends lLaly while the army is struggling
through Asia Minor?

An Italian attack on Spain should only be ex
ecuted when the German player plans to attack
Gibraltar anyway, for it is almost bound to provoke
British intervention. Although it is an il1lere ting
way to save Axi BRPs and waste British BRPs, is it
worth it militarily? The Brili h will intervene via the
northwestern Spani h ports while the Italians are
still looting the Balearics (heaven know why Mark
imagines that "the second turn of the il)vasion may
come before lhe Allies can ignifical1llyintervene'?:
when the italians next look up, the amphibious
as ault of mainland Spain will face British airpower
and Briti h fleets, Wilh Spanish fleet faclors ready
and willing to be the first to be losl in an exchange.
Meanwhile British infantry will be defending the
river around Zaragosa. It is really much safer and
quicker for Germany to attack Spain in the conven
lional manner, than indulge in these elaborate
charades ju t to save a few BRPs. Still, it is a Ie s
dangerous adventure than a lone altack on Turkey.

Mark's cenario for an invasion of Malta
though is based on a prepo terous premise. "The
Axis can normally count on a twO turn-in-a row
sequence sometime in 1941." What rubbish! There
may be a pair of double moves in 1939, and very
likely an Allied double move over Spring/Summer
1942 ... and that is all. Remembering that Italian
BRPs are added to the German level even while
neutral, the likelihood of the Allies moving first in
1941 i very remote. Indeed I would go so far as to
sugge t that if it were to be so, Germany must be
10 ing fasl and the Axis will have belter lhing to do
with a double move than assault Malta. Italian
players would be wise to accept thai Malta will
never fall against a capable Briti h player.

How depressingly negative this article has been!
But how can that be avoided when one's subject is
the might of Italy? Both Mark and I obviously have
one thing in common: an abiding interest in the
Italian possibilties in THIRD REICH. I have
alway enjoyed playing the underdog (witness my
obsession with playing Germany in SA TTLE FOR
GERMANY: now thaI'S what I call a challenge!)
because good play in the face of heavy odd is ex
tremely satisfying. BUI unlike Mark, I speak from
practical experience again t very powerful op
ponents: my impres ion is lhat Mark's article is
ba ed largely on armchair lheory, and not "bat
tlefield" experience.

Sadly, however much people like Mark and me
want to believe in sublle and rewarding strategies
for Italy, the reality is more mundane. In my ex
perience, without one of the favorable variant chits,
Italy has two choice: either playa conventional
game, aiding Germany in every way, with a declara
tion of war in Winter 1939, free German use of
Italian assets, and acquiescence in a German con
que t of Yugoslavia; or playa more individual
game with an attack on Yugoslavia in 1939, the sav
ing at the end of the year of 25 BRPs, which
together give lLaly 100 BRPs in 1940, and a declara
tion of war on the Allies plus an immediate offen
sive sometime in 1940. Every once in a while the op
portunity comes to intervene neutrally in Turkey
against a Soviel attack, and lhen the fun really
begins; but in general against competent opponents
there a're no grand slam the Italians can use safely.

But let's end on an optimi lic note! Although it
is difficult for Italy to make any spectacular gains, it
is also very difficult for the Allies to take away Whal
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the Italians have. The only objective the Allies can
be certain of capturing is Tripoli, and then only
after many expensive offensives. Many players now
believe that British involvement in the Mediterra
nean is a complete wa te of time and resources. Bet
ler, they say, to concentrate both Allied armies
against France and get a hore in 1943, leaving the
force in Egypt tanding in a purely defensive
Slance. Faced wilh thi Allied strategy, Rome is
most unlikely to fall, and lLaly can hope to win if
Germany offers objective in exchange for aid. But
I uspect that the introduction of political con
iderations (such as the premature surrender of

Italy) to the upcoming new edition of THIRD
RE1CH will once again focus players' attentions on
the Mediterranean.

A successful player is a flexible player. While
Mark McLaughlin de cribes eductively plausible
stralegies they are in reality too rigid, too
theoretical and sometimes too dangerous lO ever
make an appearance in a skilled contes!. In par
ticular, he undere timates the power of Neutrals to·
throw an attacker off-balance with an unexpected
defense or suecessfu[ attrition. Worst of all, like a
fus y accoul1lant, he puts too much emphasis on
BRP considerations: a good player watches the
overall level of spending but does not begrudge in
dividual attacks however lavish if the potential
military results are exciting enough. In this context,
no Iialian player should imagine that saving 35
BRPs by provoking the Allies lO attack is worth a
consequently weak military position. "Rome
Wasn't Burnt in a Day" encourages over
confidence in lLalian player. I hope thi article cor
rects that lendency, and brings readers' aspirations
for lLaly down to earth again. Readers should rely
on their experience, and take Mark's theories with a
large pinch of sal!.

NEW KINGMAKER
EVENT CARDS

Are your KINGMAKER games gelling a bit
dull? You can spice them up with the new Event
Cards described in Vol. 14. NO.3. Avalon Hill is
making available in a special expansion kit a new
deck of 48 Events cards including 25 printed
Treachery, Ga[es At Sea, Refuge, Vacillating
Allegiance, Catastrophe, and Royal Death cards
as well as 23 blanks for use in your own variants.
The entire deck is backed by the same rich
KINGMAKER design which makes the game
such a joy to play and cards from the two decks
will be indistinguishable from the rear, This
special card deck is available for $4.00 plus
postage. Maryland re idents please add 5010 sales
tax.
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AVALON HILL
STAFF SHIRTS

We have available di tinguished looking four
but Ion down slarr shirts for sale to CE ERAL
readers who have longed for a chance to di. play
Ihcir wargaming prcferenees in a dignified man
ner. he chins will allow Ihe conscrvative adult
gamer 10 advenisc his interests in a discrele man
ner wilhout having 10 reo on 10 Ihe 1-. hin mel hod
which vinually shouts 10 everyone in sighl Ihat
you're a wargamer. he e atlraeli e while shins
wilh slylish black AH logo and red lellering (The
Avalon Hill Game Company Slaff) are sure 10
direci (he conversalion among your ca ual ac
quaintance. 10 gaming. You'd bc surprised how
many clo ct wargamcrs arc oul Ihere ju. I wailing
10 hear an encouraging word before confessing
Iheir own intercsl inlhe games. Before you know
ii, you'vc found an entirely nc\ circle of op
ponents wilhout having to explain whal you're
doing walking around wilh a tank on your chest to
thc uninitialed.

The shirl. arc presently available only in IWO

\ile\-Iarge and eXIra large-and ell for 12 plu
10% ro,lage ,nd handling charges. Maryland
residents rlease add 5% slale sale. lax. Be sure 10

srccify -"ile desired: L r XL.
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~
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INSIDE THE HILL, PART TWO
by Alan R. MoonAREA TOP 50

Times Previous
Rank Name On List Rating Rank

I. William Dobson 21 2511RJP I
2. Kevin Combs 19 2506W Q 2
3. Roben Chiang 27 2178GH 3
4. David Cornell 21 21750HK 4
5. Dale Garbutt 17 2161EGK 5
6. T. Oleson 28 2045STZ 9
7. P. Kemp 12 2034EEI 6
8. D. Burdick 18 2033EDK 7
9. Larry Kelly 12 2099VVZ 12

10. J. Kreuz 14 200IFFK 10
11. P. Siragu a 12 1999CEG 14
12. D. Barker 26 1997GHM II
13. F. Freeman 12 1981EEF 8
14. M. Sincavage 8 1964DDI 13
15. L. N_ewbury 21 I964EHK 15
16. J. Beard 9 I952DFJ 10
17. R. Leach 21 1933GJ 18
18. B. Sinigaglio 4 1903DEE 20
19. F. Preissle 16 1894JLR 17
20. J. Zajicek 22 1865GJP 21
21. C. Olson 2 J855CEI 31
22. B. Downing 8 I830DGI 26
23. G. Charbonneau 2 I820CEG 25
24. C. Combs 9 1819RKD 23
25. . Markevich II 1782CEE 28
26. D. Greenwood 20 1781FEI 29
27. S. Marlin 12 1775EGI 30
28. E. Miller 5 1774GJO 33
29. K. Blanch 21 1772GHL 24
30. D.R. Munsell 14 1760FDI 39
31. F. Sebaslian 14 1758FHN 32
32. l. LeBouef 7 1739GIP 41
33. W. Scott 15 I738GFN 38
34. W. Knapp 13 1723JLR 35
35. C. Brown I 1712DGK -
36. R. Kolvick 4 l7l0DEH 27
37. W. Lelzin 15 1710DEH 36
38. R. Hoffman 5 1697DGK 40
39. N. Cromartie 4 1693FGM 34
40. F. Ornstein 2 1689DFI 42
41. R. Zajac 8 I689FGH 47
42. D. McCany 5 1681CEH 43
43. D. Tierney 4 I660DEI 46
44. P. Carson 12 I650ECE 48
45. G. Smith 3 I649CCH 49
46. J. Rarick 2 I647CFI 50
47. B. Salvatore I 1645CGI -
48. B. Remsburg 2 1644CEI 44
49. W. Thompson I I642FFI -
50. D. Slephens I 1636HIP -

I arrive at work to find a note on my desk which
reads:

Please write a Press Release for INTERN.
The allached one is too short. Have if on my
desk by noon today, or it's no cookies for
you.

T S (Tom Shaw)

No cookies! Ever since being bitten by Eric
Dott's (AH's President) Airedale, Tom has had
urges in the middle of the night to get up and use a
bush outside. it's been even harder on his wife
though, since she has to get up to open the door.

Plug in. My typewriter begins to spit lead.
Knowing the future of AH rests on the ends of my
nimble fingertips, I force the creativity onto the
paper, adding that touch of Alan R. Moon humor
(or, according to some, insanity).

One minute to twelve. I drop the finished Press
Release on Tom's desk. But, he's gone to lunch. I
scream. 0 one notices. I check Tom's cookie jar.
It's empty. I begin to plan my revenge.

Incredibly, Tom is only one of a whole cast of
characters I'm forced to work with. Among the
others is the winner of the "Oscar The Grouch Per
sonality Contest", Don Greenwood. Godzilla is
chummier. Suffering from a severe overdose of the
SLs, I suggested he be incarcerated in the Baltimore
Home For The Bewildered. Tom called (he knew
the number by heart). They were full.

And then there is Richard Hamblen who is
likened to a bunch of little elves. If you leave your
game out overnight, Richard comes around while
you're gone and tinkers with it, and then leaves you
a note about all the things you should change. We
all try to hide our games as much as possible
though.

Having our offices downtown in a big
metropolitan city, we also have the usual city prob
lems. Like roaches. Our secretary tends to get quite
excited when they run across her desk. Tom just
tells her to get them to do some filing if they aren't
busy. After which she looks like she's thinking
about exterminating something bigger than a
roach.

ow for some great moments.

Perhaps my favorite was the discovery that the
rules for an upcoming game began with "STOP:
GO NO FURTHER".

Another was a phone call that went ...
CUSTOMER: "What hours are you open?"
STAFF: "9-5:30."
CUSTOMER: "Is that AM or PM?"

Finally, here's the real list of games in progress.

PIZZA LEADER (Scenarios to include "Assault
On A Mushroom", "Hold The Anchove Line",
and "Peppered At The Front")

WOODEN TEETH AND DIRTY OLD ME

TARZAN A D THE PLA ET OF THE APES
(where Tarzan finally meets some apes he doesn't
understand)

KRIEGSPIEL II (The trouble with the original
game was that you couldn't get anyone to play il
with you. KRIEGSPIEL II solves Ihis; it's olitaire.
Designed by the same guy who did the first
one-Tom Shaw.)

THE MU CHKIN WARS (Miniatures rules)

CAMP FOLLOWER (A heretofore, uncovered,
periphery, wargame subject area, this game has the
old rock-scissors-paper type system. Soldiers must
overcome the social disease they catch from the
camp followers who must dodge the quarantining
attempts of the base doctors who must avoid the
wrath of the soldiers.)

TRENCH FOOT (an I TERN garnette, also
mateable with the Perversion Scenario of CAMP
FOLLOWER)

STICKS AND STO ES (another word game)

GLASS HOUSES (no bricks included)

THE CARPET WARS (Aladdin turns mercenary)

OLD SPICE (the seven voyages of Sin bad)

THE DAY THE EARTH WENTI TO REVERSE
(music by the Spinners)

UP THE LAZY RIVER (a SOURCE OF THE
ILE expansion kit)
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.. _ ,.",_~''''',-f~
., f~"''''1'_.. ,,.,f__onof
"""'...." N'N'" " iI lIiff"",/1 10 ~ /I0oI'11__,...,/if". If_"""dP>lIproHS>_
... _1J<Wb:fSI>'""'*' ,,.,f/r><K ",. rtp/, '"
'" a"" <kJ..... b, M,. M,b""';n.

o... M'.Cia"flor>t:

I am >or.,. JO<I 'OO~ olf......, ,II< ROME
WASWT BUll.,,", 1:"1" DAY :uricl<; _ ....
--'<d. On ,"" ..-,.,.. my 1<10<\< .... <Ie-...... , __Jof'....__'1oiu

__ " .i,h w",,1d w., T_ l1.ty. I
........ 11ul.. _'..,OUI' .... I'.ty .. """ .... ,...
...... or. 101 01 had ,••,. ;o~.. bu,. l'Ol",,'ial.
a1bci< ba"..m....lht . ..,." ...der '0 ,h. em"'" of
'Oc1"" in T/fIIW REIOI.

TIl< dimeul,;" ond hi<" I.. ,y I.bo<'" i.
'... 1a>I ..... kl ... ' n docomtn'~. Tho pOor

_ion of ,he army' pmrn' b•• bo<ft ad-
_ II,- I,••• historian>. TI>< asick ._, ,he

C..abial<li Pod ,he , ~ .. G«<uia.".. "OfJ.
loId,o ... 11,-'_ f ol"" ........ r,,,,,,",,, to<
_ k.". <OR>"'"""*d ,"" I,.ha" """ in
, -.,. "' ndin'II<." ...rrou.... ',.IJ
~ pio i. botb 'h.""".....pmen'.nd "",or
mode,,, pen•. n. 11..",. I\<,on.u,i<. ~.••
rni>dl f••,.., by ,h" D..",h. I", ",.mple. Tho
...... asid< in my."icI<. ,"", f.om , la,~ IN
"'HKH WES£RVE.I'b"'~""'."'b A••
_ ....... pot:.. r"" .. "'" ".h ..
... '0f'll<Il0 k. hi> ,,""•.

Il_ ol u.Iial>-A_ns ""
""'... ~i1h__d..."K._._""lyln ....
A,_ F",",bu' '" ,_ofF.,.,.., 1..." I.,,,,,,
OfI...,on.manJof th"",., ,I><only I,i,h kid ,n'"
1"lian nei.nborhoocl in "Ibo"y. NY. J , ..d
1"lian ."" ,.,,11...·' mi"i"u,. ",ldi<". "IOny of
.kJclI ... pai.'<d i. 1I.lia. "n,ror"". I ,hu•••.
_ ..y."",..\' "" mJ 1'<1"_01 f~.p'o....,d'
.,..,-. I. WWll Italy ..... """,...<d ""'heAI...
.. _l...., II,- ,II< Natr<, ),.IJ ..,ick orr...
__ •• ",_ to ".m ,1I< ...b6<> '" T//IRD
fEICH,n fa,,,,, of I,.ty, v .... h.ha!

M,,~ ~M.•ulhli"
8<th<'><l•• Mil

Con'........ :

Noiaootol'_GEN£RAL .......... _p1<d
_,o b<f"".''''s.,...()<I. l_IVoI. 11.
/110. ll I.pan....... l ..... 'o_
rqardi",'he "0BiP "'naI,..." >CCl.iOIII"" 1:.....
luck.. ,i.led ....." Foe«: U".

A, JO<I w<11 k_. 1ha'~ pa"idpo,'" in ,he
<k<iln or ...'.ral .n,,'.u' ••m... indndi".
"w..,f,o"' P.nu,bli,," .. hi<h .i,od PANZ£R
L£AD£R. "'Battle or H••"n.,"' b, ja""" hlac'
h1illlln .•nd Ml·.o.." 111&."" ARA 8·IS/lAELJ
WARS. T1>.... I ..... 'l'II'pa,1oIx ...;,~ hi,. zurt..
.._ ,to< lilt; o'.cvi>nII A/~ FORCE fdl.pun
111.._1".. bo<ft ,heft.

I imrod...... ,0AIR FORCE_ 1m..,.
No ' link""n••"" liked ,I>< .,..,.... 00 mudl
,hal I qui<klybouJ!l' DAUNTLESS."" ,to<AIR
FORCE/DAUNTLESS EXPANSION lOT .,
tOOf1 "' th<y ""m. OU'. n I hav 1)'.."
of .Xp<fkn« ~'i,h ,II< )"St .

From ,I>< _"" 01,11< Ofti", nal"., ."i·
et< "". lockn"'" ma<l<_ "'J>i~.nT...... i....
p<ov-nlS in ,__. bull _like l<I ad·
............01 "'bidrI ;,-",..ed _ . .- II<
>I...., "Ir ,heft _b bI>Iorit:aI rcr ......
""'n'•.•"" f.._~ ol
....,--.1< '.II ov<ryIhi". ,.,... ,I><_io
",.ali"i<". Ir " •••n·' ....,mpliill lhi•. i,·••
bo' , 'UWO" 'hot ,hi, i..."'h., or 'h....
....li /pIa'.bili'y >la,,,,,,."". bu' ,..lilll1 d"""
"'" .<ea>a,i" .n mjoyabl< ...... mak".
AFRIKA KOIIPS .. quiumjoyabl< '0 _ t ...
.n.. IS ranI,.. .....-ie.On,......""' .
TOBRUIC ""'.. _ '0 ' ..... ..-ifh..,.,.... AIR.
FORCE don !>a,,. -.. -.alisrie f ...
...1u<h con be rcpai......uh "" ....-ir ol
pI'Jlbili,y. "'....moun, or ..hicb .. ,he comba'
, ..ot" lIbI•• and I I.-..,.fully ,h.nk M.. Zu"k..
ro, the impro..m••" tI< .pp..mtly m.d•.

S<coad. M,. Z""k.'..,.,. "" '0 e,i,id,. ,....
"ircraft Dol. Card<. ""ieh do indeed <01>1>''''
Ir>I 01 ~'a. _ ol ... tu<b .. '00 casilJ' .
Jool.ed. I ............, Ii"" .,..,r f"" " ("""""I"""" Ioad<danddioc _r _ IpIoo
"J ......... 1......rt..- l ,...n!l.and _ ......
,. <limb IIta ,,·hen., di..~. 104,. ZIld..
.",ibot.. ,""'" probknI' '0 ,... "<Xi"i",.
format". ,"'hi<h i, "bular, 111.nc«I.t pa•• ) of
,h. i..o.'o .....ha, ..., It "al thOl Mr. Zu.k«
did in o,d<r '0 improve ,II< .i' tion••nd fou""
<01<>0 codin. and OIl .... .,apI> ,-mbolc>V ..h.." 1
., r "-'Ibl had .."•.."he p<obkn> In Ii...
' U.f"" dy.I'oot -
...........ed 'be f"" _lt
'oh Id".cwcd' ""_l.I· 'l'.
b."'I>< d .. NOT 'oread. ond ,hoi ..
"'" d ,o my f.miliari'J ""h , .... old .,., .

Wny M,. Zu.k.. f.1l """,poll.., '0 di'p1.y
,h. "i'cran chal ,i,,"'" in ..mi ..i,eolll form
.. b<)-ond ..... E ybody Ind hi. br"' ..... h..
'rained 1Ii>.,.. '0 quiell)r ond .fr......'IJ """'"
kfl '0 ri:&h' i" • >I"';P, lin< II,- ,.,.s;".. *1>«.....
,he 1......... be ,,,,,-......."'pen., .-it:
-.. pulp.. ... THE GENERAL. A '-. I
t.t>d......., _ friend> ,OldJ...f aiar ""h

AIR FORC£) ha ""1'<1"""""'" d'fr"""'J,cod'1II
M,. Z""k.'· Aim.f, Data....... [n r..". ,...
""... cord•• r< kardlJ bc'lt.. 'h.n ,he old. 1 ..-oold
like '0 'UR'" ,h., )'Ou ,.,.i" tho rolo, «,dinl .nd
.ymbo!<>&,. bo' 0'" ,«:,.nlula, lrap'" II' .....
'llan ....".a,cula, pOlpb.-I. ",I>« .....cIs. ,.k.
ad......... of ,II< 1lOf"ftIal, <fI".atnr. left '0 'lib'
~_.

1 'or<cOm_ AIRFORCE_
'o.a~ "" ina;'.-.\>al .........
,... r<alism'" pIa}'lbi~'y. ,he playi... , ...
,lion l'bou' '''0 IK>uISI and tl><.."ion i> i".."",
'h'OUlhou'.

And don', ••, m' "'0"1: ,h. n"" ....io" hI>
mad< ..",ir".n, impro.."''''''' 0'.' ." .I,"ady
<>.cdlm1 _i...I ....."".

Nor E.!lcwridF.J,.
"" 11.•• LA

*****
Cen, ......... :

I ~... ple.lln,l)' .u,pri.... with TH£
LONGEST DA Y. Th. prOf,amm«l in.""",ioo
....hod i. ""',.... f"" .. lOme 01 'blS TI>c
............. probably ,I>< _ ,hal A' Hi.

.... .."'_ h'.'II<_'h -."ia'to<_",<d _p-I _ 1M,,, _ .-
,"", Ii" )' diaina ,_ ...hI< h an
",,,,b.an& , """",', d,_.

The Avalon Hin ......... or AIR FORCE
(..'i,k imp",vcd bi, IOblo.•d,.,.n, ... ""'..mi...·

10"". ond ,he brillian'ty dcsiIf"'d pia""
"1rwa<1"",,,ie cl>orul io ""h ...".. ,110. ,he
.........., ''''''''&10 l ..iD "" .-.pW.... WI>J
tfid ,... keep , ploo' ,......, TI>< pIoo
.-...."""r T.N.E. WIoa" .......kdo
,,,,,, II>QII'

AI i« '0.11 pIaj'CI,of AIR FORCE. I
..,bmi, , follo"inl ch.nla. ~'hi<h 1 ,bink
,implify ,I>< .}'&..m ond m.k. i, • 10' ...i., '0
und......nd.

TI>< _ r"" p~ (Pl. Brak" (1:1. Climb
(0,_ DIVEtOI' Tl>ecode for
T••• ia ""* "T'" ,_ code f Slip to _ ·OS".
r"" B.an1,be code .. "B". '0< haJr·.oI,Jro< code
"';D II< .. 11. ... and for 1>alf-b>p ... "L".~
I",,"L" fOIl Loop.all"''''''_''''.... , ........,
left ."i.ud<. Todiff.."",ia,. bc'l""'" 100 "",'.h'
ju.' ....le the <odt '0 indi.... "L.f,". T""'dOl<.
a jJht tu,,, will be ''1'' and. left lorn "ill be

'\!}," Tho cod<> "".. h."". lett.. o'>o<;",io"
..i,h ,... ',pc or 01.""""..:

T-T...
~-,

S-Stip
R_RoI,--

So. "6(f)l" <Ode ...ould be ,...um•••• ··6l2··.
."d "'4(§)IT' would be tho .."",.,. "4nl.l"

•••They"J ,,,,,,, ";"u.. i...or,h. ,1K>u>o""
...,..d<. "" in ,. COIC of JO<I' ,,,ma' irIi,iol bank••................ ber'" ,...... bank "'J
~yol,__."LB"__"',o_.1NI
.. 18 ,he ,...... bamk _ ""ps 'o ,..ny
" i'" ,he pW>e:s _.,ion '0 ,he nd.
"nd" don" .....k or a 101 b<1,n ,b "LB"...r ",,"Id.

,,, do.i"l. I h.po 'h., ",..10" Hilt do<. as
.00<1 a job in ",<loin. 'h. ",he, Battl<'i". 'i,I..,
eopeci.lIyFLA T TOPond ALPHA O.\'EGA...
iI .............i," AIR FORCE and CfRCtIS
MAXIMUMS,

Jin> I'\>1ks
II.C$UII. Sash"""",""

*****
OnrMr.G<......OO<I.

.... OOI.1oobby _w... "<Ic-o-dops a ;.._
olilt __.I.~1_', r 'lI<>d...",ta....
Howr-n.1 do ...... to""pr __

.t>d ....."bi<:a for ,I>< ,.".,. tohuddnl.
"lOOk-oIr·. w"", ." .&1J ,.....! I, ...~. or
I.mam.n"'ip, II i. ehikli.h. u"SOllhi.. ",o'<d'''''
unmili"", Mo., impo"."' or .U. i, i. on.
rI«flll'J. Ttl< ••" valo.bl< ,.,,,i< d<Sc,ibod by
,he ."irocial ..Ofd k·ofr· ..n be dep.,IJ
.nd dca,ly<kocribod ..,. ,l><ni"'r\JI ",i~,uy
' di For "'pk H< r......
.-.II i•• di __ or "The

Genu" pia"" di <d 7 ......boo' r f..-
,I>< defendi",. .... "';,1>. I·l."acll>\' ..

I ....... i'b ""ief,"", ,... ,............k-olf"..
nOlI ..ined .id< ~.""". In f..". i, oppe.rs
.Imoo' ",c'o,i••I)' in "T~ Cd~,al" Th... ror•.
, ....p<c, 'ha' if yoo ..... '0 .bondon ,h. t..m i,
_Id fad< f.om u"'. Til< "mo!a,ion a>poc1 of
.........i.. ia r:k.a'11 <IIhar>c<d II,- ,I>< .... of
"di>n>ioon" , ,hatI k-off... nw.-
MIlK' of _III.. as a ,null ol
,he ...bsr PIeao< ' -. or_1oobbJ
ond f"" ,he bmc-fi, or _ 1Iobtl7••ba_
r_....... ,I>< ,nm .._~-ofr·.

Joh" H. V.n Vh., II'
Wa' p,".,. NY

Old_,. d~ 1ttmJ.1l_, ,"", """,""of
.., dlt ,'''' Ift'.. "'_-<Iff'. "" _lin- ......
-'-cor~ t-......._111 __..... _.t· of
~. fl'I'IW ronf'<I III "",,,. "di__"a ,Itt
_ _ ,,~~ • ...J II"'" 0... ...,..... WIll

i/lwk a"'l1 ,I><r, TOOl. and adapt " '0 'Mo' ",In
Iw,~f"''''', In"'rmra.llnw, ""M-r,-rr, i, willbe'
MfII'" d'J",I,,'lIr ,rrm r"'irn, Qnd "" "wal,.;s
of IIIr old claJ$1N """,,Id be' romplrlr .'"Ir<n<,f ..
fI"h" r~ '0 "....,.-offs·· All "f M'......

10 ., ,,,., fOIl'~'I "'<pKI1O _ ,'''' 'n-",
~ f..- ,,., _ of ,... po<bIirnr

.".".".... rvorrrI~. '''''''' "".._.. 1",....
tW. A...Jf__I,. /">. __..... I_Ik>be'/»"

t>/ "".~ of _, Ift'''' ,,,,,, ".,...q" of
,.,.....,lIQru/I'P. flX I 0"'f"'''', nr'.....-Iwd,w ,""
10".,', ......"...

4S
Gd, ........

While PANZt'R LEAD£R " ....cdlcn,
.."'" ,equirrn. onlJ >li,h' mod,r...""", '0 'uu
my 1'<1"",..1 n ', , Ii"" that' am """.'y
h.mpo,<d in 0 "i<uIOi ".a: thar 01 t.""',,

"""IOft.
T,,,,,... i,b fou, ....morpllo<""'pboo'd.l'O"

can l. fi'cnlly HUNOII.EDS or d,'f...." ..·
,_ r -.. _ ft.. _ lui'..

played • r """".... ,... "" ..."
....,.... '--..I <kq>\J .ppr......., ,be added '''''''J or
«>Un.... you p""'"'''' "'"b ,"'I~,'U..n, ""'.
Tni>, I r..l, bfOll.h' a ~·hol. n••·d,m"",io" to tho

..""'.I" 'ho,""""p"i'. lal",I...I,h ·tn ..
"'mtn""". «>U1d be added by''''' _ 0'
,b... 0< rOOl' ..., ...............pboo SQUAD
LEAD£1/ 1u<Io1_.. ,..... bognl......
....._ .....-sr--... ,... plaJ<" a , 1ol
fif- ~ffn"" -.0. '0 .-..
f,on>-THQUs...KOS ol comb'..."o....., In .

I...Ii,.• thal PANZ£R LEADERI>"""h .
n." as POpula, .. SQUAD I.£ADER • • nd ,hat
lOm"";"1 of ,hi. "aru," i, u,,,ally ,...,,'od fo,
JO<I' bcs> ",Ik,. N..·..'holcu. I rlo f .... ,h.,
PANZER LEADER """il."

1 """"" PANZER LEAD£~ "'.. SQUAD
LEAD£R. f"" .....hn- of" '.-.. TI>< ..........
,. _ .... ...-; 1.._ .....' .... ",rddk«b<lool
... _ .-.I........ dn..--l<>'Cl -. TI><
1le>.ibIfi'J and .""p1ic:i1Jol ,I>< "'Ies "",1>«,
,II< nuld q".l"y 01 rl'J... ,II .""' .

~.."y o,h." rl.)'<f" in my pmi",ei,el.. f...1
tho ",m. ,.-.)'_"nd ... '<Jul,. PANZER
LEADER;' 00' ""01"'" one ,,, ,y .......

w. f.... , PL .. in in"" '0 .'0" in
_lori'J. Fo" r«l'''''' -" PL
pIa"",_ \IooJ'.~_ tk'o_u,_.*OII....bile,..., r ", H;I F,_
.ma, I ",-,,. II<anI In , p_ ol
Soo,I>«nC.lir""n... ,hn .. ,....

n ...f""•• " I> ..-j,h tho "il""" .'poc1 .....n.
,h., I • ..,.. ,h .. ,eq...... Til< Ii" .. ,",,'n of
G,,"«-1'.' nod b<'<. ,,,'.U.d to '"~ ••,)' founda
'ion>: ,he fOf"" On boa,d C h., been loreh<d
roun,"" " ......nd .. "".. 1,,,1< ....... ,IuIn cinder.
Ind .<b.
ar.., MilI<1
L"' ...~CA

ll'r/totWmbr_mof/.. ...~f.r _'1>0"
III",. F", ,II, p"" yro, ~-r ••'>r lIad "" A/'ICQW
TIIr,"" ~;IIn IIf PANZt'R U;"AD£R In
Mwlapmrn, ••d "'" ."w rn'r,i., blind pIo"r>'
..". I,. T/rulfO"" M'ill be'f.r """",lion •• "'p"n
S'O" _,r. 11", Itopr '" Ullrodwr /<Hd MW

-.t> .,..... 'r--I _ -. w"••
~P«J~ - .......... I ......

_"""'_"_""""'_"'""IOrw,...., ss.'rof,M"'~.,ord._. A.-'of
,,., -*qr ,lor ,"o.mlfn f<J' ,''' ",""",' ,.,-.
.,/IIN m',Hd III 1N..w ;n'«<II<m~bJ," L.,..,
,.""'''..f''' S/H'f'kI/ ,."m"'#1n, ,uch .,,1Ir 1I.11d"
,'''','' "iIIlN"ffr,ro M'''II "r~' _"I> whH'1I ,."•
be' ;w,....·"".p</ M'it. IIIr <Xi$jn<tls. T"" _on ~',II

I.tr"" """" "f. SQUAD LEADER"""""
_",.~sc*wil_'''''''_.'_

,- ,,., -"" -pbft.

*****
~,Oon.

I" ,h" s<p,.n,bcr·Oc'obc, GENl.·RA L K.. in
Zuck.. "1' ,h.. ""•• il k..... (th., ,he I,an
.... ir:opt.. ,..., """,pol ..ould be •

Ii " "'" _hich a,a.
bear 0' ,he "''''''pa",,' ol ' and
....- Dopo.. ,lI<amtq , """', ..
...._. '0 _ ,.-,,_hI< '.'''11'<10'_''
,IIa< he f«l.,,,,,, , "'110 ............, ,hi. "'...
...... f.iled. on """ " .. ,bey fei, ,bey ~ .
doinl ..',""•.

No, only do 1 h•• '«tly ,.j«' ,hi. inIC,pr<".
Iron. if I hI" d<ciphe,od i, ro""",ly. bu' J
,,·ond....·""t <01>"""';""" bo ·"h ,I>< , •.d<Ji1'l
of. W",1d W.., II .11 nd "by poImco'__ pr,"'''''. TH£C£"£RAL ·1<10 ....
_'hi> _of~ .... r...-'
bioI 1>< , ol'.........""'''''""".f''''.
onapn ,.". ,o,cod.-. 'hal ...b,."..
"'" _hoi,.. 'l'I'''' d,fr '. F"" ""'J
ma.u,'" "" n,••minl. , m." be .. Ie....
do..n 0" pol"'.... 1f K",';" Zue~ .. ~'an" '0 •.,.
pr,," hi. opi""", 0" U,S.·I,.n ,d.,ion,. I "'ould
read i, "i,h in' ....' in""" of 'ho !a"...,_00
1'Iad"cl. St>a<•
f''-'' _ ~ _ ,._. 1« ""n
~,,,,,l_'~_,_in""'<"hco<Jd"'"
~fl'Nrd ",,,,,,Ir ",i," IN o_lrd 11,
dnil~rs.
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CIRCUS MAXIM S:

6.45 Can a chariol ever make a lane change when
(here is only Ol1C unoccupied square in (he lane
moved inlo between an obstacle in the lane: moved
inlO. and (he obstacle in the lane c'lrremly OC"
cupitd?

A. No. A chariOI must be able 10 move itS entire
IwO square area into One lane Or another at the in·
s.tan! of the lane change. A chariot can never be
halfin one lane. and half in another. If unable (0

change lanes, it would have to usc its remaining
endurance factors (0 brake in an effort to avoid an
Involuntary Ram allack.

6.61 If a chariot uses cndurancc 10 brake. does
the writlen lurn peed change. or docs it remain
the same as wrillcn?
A, 1l remains the Saine as wrincn.

6.62 Can a chariOI brake to avoid attack if
another team or obstacle occ\lpies the square
directly behind it?
A. No. It mUSI either evade or hold and accepl
the attack.

1,J) Can a chariOI which is forced to Sideslip by
the Corner Strain Chan change lanes back 10 ihe
inside later in thai ,game turn?
A. 0

Erra1it: 9.42 Switch the order ofappearanccof [he
words "attacker's" & ·'defender'.'i".

9.43 If a driver is lashcd in a corner and receives a
Swerve resull forcing him to an in ide lane, are
there any other possible penahies as a conse·
quence?
A. Yes. if forced IO make a corner lane change [0
the inside which would place the defender in aCOr
ner above the POSIe<:! safe cornCr speed according
10 the speed of his last e1Cecuted move, Ihe
defender would have 10 immedialel)' roll on Ihe
Corner train Table and pay any associaled en
durance COSIS for straining in a COrner.

9.S2 Can a chariot which is Slopped to CUt a dead
horse- from the traCeS be subject loall other kinds
of altack save attacks on the horses from thedead
horse's ide?
A. Yes. The chario[ has no movement ractors
and Ihus CannOI 311ack, brake, Or evade On ar'y
turn it a(lemplS IO cm its horses free, although a
chariot which allempls an attack On such a target
is still subject to any and all negative results which
could normall)' accrue. The COM or any driver
which musl attempt (0 cut a horse loose is alwaysO
throughout Ihatlurn (unless it is already negative)
for purposes of receiving aU3cks.

9.6 Which horse or horses arc injured in an
involuntary ram aHack against a blocking chariot
direclly in froOl of you.?

A. Damage is 3 sessed as equally as possible
among all (he horses: i.e .• no horse can take Iwo
damage points from the collision until all the
others have laken one. In cases where damage
cannOI be shared eqllal1~·. the damage goes 10 the
flrs( horse whose number is rolled On a random
die roll. Example; 3 damage points occur and the
random die rolls are: I, 2, 5 (roll again), I (roll
again), and 4. Only horse number 3 escapes
injury.

12.1 Does this rule secllon mean (hal if a chariot
nips al (he beginning of 3 turn, il continues 10
finish its mOve before resolving lhe eventualloca·
rion of (he car wreck'?
A. o! The horses finlsh [heir move before plac·
ing the wreck based on the space in which (he nip
occurred.

12.4 Where does the damage Occur in a ram
allack by a falling wreck?
A. When a learn is hit, it affects only the horse
closest 10 (he space in which the nip occurred.
When a car is hit, i, afft(ls only (he wheel c10Sesl
10 (he space in which the nip occurred. The driver
is unaffected.

13.1 What happens to 3 chariot whose driver is
dragged from lhe car?

A. II cOlllinues in playas a runaway Icam
although the car itself is subject 10 flip in turns
and m3y creale 3 ncw wreck obslade-.

14.1 Can a chariol make all utlack while either
the leam or Ihe cal' is running over a wreck?
A. No

16.4 Does Ihe dri\'er have 10 be alive allhe end of
lhe lurn in which he crosses the finish line in order
(0 win Or place?
A. Yes.

16.5 From what position does a leam "ram" a
dragged drh!er?
A. The atlscking tcam is placed on Ihe same
square as Ihe dragged driver. The dragged driver
cannol brake Or evade-he mUSI accept Ihe
attack. There is no dice roll modifier for heavy Or
lig.ht chariots to such an anack e\!en Ihough il is
the Chariot ram attack ,able \\,'hich is being used
to resolve combat. In realilY it is the horses which
do the 3uacking.

23.1 F.rnua: Change the number of poil1ls
awarded for a first place finish from 12 to 14.

OBJECTIVE ATLA TA

MAF COSIS to cons[rUCI an Improved Posi·
lion Or upgrade an J.P, lO an Enlrenchment as
primed on [he Movement & Terrain ffe<:ts Chart
are in error. Players should refer 10 sections Band
C under Construction (XVI) for eorreet MAF
COSIS.

READER BUYER'S GUIDE AVALON HILL RBG RATING CHART
The games are ranked by their cumulative scores which is ao.ay,erage of the 9 categories for each

TITLE CIRCUS MAXIMUS $8.00
game. While it may be fairly argued that each cate90ry should not wei9h equally a9ainst the others,
we use it only as a generalization of overall rank. By breaking down a game's ratings into individual

SrBJHT Tactical Game of Chariot Races
categories the gamer is able to discern for himself where the game is strong or weak in the qualities
he values the most. Readers are reminded that the Game Length category is measured in multiples of

CIRCUS MAXIMUS wa' the 51st game to aCrOSS Ihe board. Only in the CompOnenls rating ten minutes and that a rating 01 18 would equal 3 hours.

undergo analysis in the RaG and fared extremely did [he game fall below the avtrage rating for the
well desipte (or perhaps because 00 a very small chan as a whole and thai may be allribUled [Q the 0 ." ir 0 em 00 ." JJ [;~ 0 Cl

C ". 0 ~ ~ -0 0;

~. l ~sample of responses, Gamers who are "into" an· lightness of the COunter images or perhaps the low 3 ~. "0 3 o.~ JJ3 -< <0
~'::;.

denls are rel,uively rare and so are games on Iheir number of counters-there being only 96 in lhe
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favorite period. As a consequence they tend 10 be game. More likely. however, is lhal lhis category a.
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very enthusiastic when Ihey do get a chance 10 rale look Ihe wrath of some respondenls who were
~
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a game in their preferred period. All of which is upset al having to provide their own dice-there '"
not 10 denigr... CIRCUS MAXIMUS as a game not being enough rOOm in the garnette-style box 10 -<

betause it is an exceedingly fine one, bUI readers accommodale the normal sized dice which AH
should keep in mind that Ihesamplt ofrtsponses usuall)' employs in lhe assembly of ilS games. 1. CRESCENDO OF DOOM 204 1.93 1.64 2.33 3.20 2.31 2,18 1.36 ,56 1.82 19,5
for Ihis rating was qllite small and generally 2. CROSS OF IRON 2.17 2.09 2.04 1.88 3,37 2.52 2.44 1.60 69 1.94 20.5
speaking a smaller sample tends to yield more

The OUISlanding rating for Play Balance also 3. RUSSIAN CAMPAIGN 2,24 1.98 185 2.02 224 3.07 2,78 .2.4 I ,78 2.07 28,5
favorable ratings lhen a mOre widely circulaled

deserves mOre Ihan passing notice. Play Balance 4. SQUAD LEADER 2.25 1.97 1,85 1.82 3,58 2.94 236 2.02 182 1.92 13.6

game.
usually is easier IO achieve in muhi.player games 5. CIRGUS MAXIMUS 2.27 2.53 2.13 2.93 2.27 2.33 1,13 2.26 2,14 2.28 H,6

You may nOlice that Ihe RBG listings have
because any imbalance in the game system can be 6. W.S. & I.M. 2,34 2.40 3,07 2.38 2,88 2.39 207 1.85 188 2.10 9.2

nOl been e.~panded by one lhis issue as il has been
compensaled for. at least in part. by the other 7. ANZIO 2.36 2.11 1.74 1.94 3.74 2.88 2.62 2.00 2,09 2.15 21.7

Our Custom in the pasl, We've decided 10 keep Ihe
players combining 10 play againslthe leader. eM 8.8ISMARCK 2,37 2.16 3,00 1.69 2.97 2.63 2.72 1.84 2.09 2.31 18.8

RUG lislings al 50 titles. al leasl for the lime
owes its record setting Play Balance rating to 9. WAR AND PEACE 243 2.37 232 2.54 2.34 2.56 2.61 2.54 2,29 2.32 17.0

being, by weeding out some of Ihe less ap· more Ihan jusl being a multi-player game, 10. FOflTRESS EUROPA 2.44 2.21 3,29 2.57 2,50 2,64 2.43 2.35 1.93 2.07 44.1

propriauz titles which are no longer in print. Thus,
however. Every player is free to choose(helypeof 1 t. PANZER LEADER 2,50 2.41 2.17 2.34 3.65 260 2.67 2,19 2.34 2.20 13.1

Ihe '65 edition of D-DA Y was omilted Ihis time
chariOl he'U run so even if lhere was an inherent 12. RICHTHOFEN'S 2.52 2.28 2,62 2.12 2.63 2,94 2.60 2,66 2.39 2.45 6.0

and another out of print litle will bedroppcd ne",t
advantage in havng one lype of chariol over (he 13. CAESAR-ALESIA 2.53 2.92 2.71 2.78 1.71 1.85 3.36 2,64 2.71 2.07 27.9

issue. This is also a good lime to point oul thai we
olher, (he player would have noonebut himselflo 14.1776 2.56 2.16 1.76 2.45 3.27 2,62 3.08 2,72 2.63 236 33.4

need your responses if the RBG is to persist a a blame for his decision. In faci. theonlyelemenr of 15_ 3rd REICH 2..57 2.12 2.4.7 2.34 4.15 322 2.59 2.24. 1.95 205 3~,1l

valid rating system. We use virtuall.y every RBG Ihe game which can be criticiZed in any respect 16. PANZER8L1TZ 2.58 200 3.00 2,03 4.03 3.00 3.06 2,05 2.07 2,05 14.0
response we get in compiling the resulls. and if the from a play balance point of view would be(he in· 17. KINGMAKER 2.60 2,26 2.84 2,34 2.83 3.07 1.86 365 2.14 2.41 20.2
sample isn'l large enough lhere is litlle point to Ihe itia! die rolls for individual strengths within each 18. DIPLOMACY 2.60 2,35 2.26 3,13 1.87 2.39 2.09 4.57 2.30 243 32.6
e1CerC'ise. category. and here the diplomacy aspectS or the t 9. CAESAR'S LEGIONS 2.64 232 2.36 231 2.14 2.23 3.73 3,05 2.86 2,73 13.5

There appear~ to be lillIe need of analysis for
game and playing against the leader lend to erase 20. SUBMARINE 265 2.58 3.48 2.4.2 2.90 2.87 2,55 2..38 2..22 2.<12 12_1

lhe rating.s Ihis time with good performances
any advantage gained. 21. STARSHIP TROOPERS 2.67 2.27 3.11 2.07 2.43 2.70 3.57 3.39 2.20 2.32 17.3

22. ARA8 ISRAELI WARS 2.68 2.34 3.03 1.86 3.31 2.70 357 2.31 2.51 2,52 13.5
23. CHANCELLORSVILLE 2.68 262 2.57 2.45 2.26 2.52 3.43 3.07 2,55 2,64 18.8
24. VICTORY-PACIFIC 2.70 2.47 2.36 1,85 2.21 2,79 3.38 3.91 1.94 253 18.0
25. DUNE. 2.76 2.45 2_40 3.00 1.98 2-43 2.75 4..20 2.80 2,83 1111
26. NAPOLEON 2.77 2,04 2.96 2,03 2.25 2.86 3,25 4.18 2.46 2.89 9.1
27. FRANCE 1940 2.82 1.75 2.05 1.85 3.30 3.25 4,05 3.00 3.40 2,75 16.0
28. JUTLAND 2.83 2,84 2,39 3.27 3.06 3,24 2.53 2,61 267 29,7
29. RAIL BARON 2.87 298 2.82 345 2.07 2.29 205 4.69 276 2.68 216
30. LUFTWAFFE 2.87 2.41 2.9J 2,04 2.86 3~02 3J3 3.4J 2,82,.2_6 24.2,
31. MIDWAY 2.88 2,75 3.12 2,56 2.78 2.90 3,66 3.08 2.37 2.73 15.7
32. AFRIKA KORPS 2.90 3.04 3.10 2.92 2.12 2.29 3,39 3.57 2,91 2,77 13,5
33. ALEXANDER 2.93 2,99 3.21 3,19 2,55 2.98 343 2.76 2.43 286 12,7
34. ORIGINS OF WW \I 2.98 2.69 2.58 2.80 2.00 2.22 4,00 4.06 3,11 3.40 9,6
35. WIZA.RD·S QUES:r 3_03 2..6. .2- 3. 2..6 2.60 2..23 5.13 3.42 3,21 13.
36. CRETE-MALTA 3.04 280 3.10 300 3.03 3.05 3.43 3.18 2,76 3,05 18,8
37. GETTYS8URG '77 3.04 2,52 2.48 2,50 4.32 3.79 3,07 2.46 302 321 27,6
38. D·DAY·77 3.07 3.72 4.54 369 2.19 1.94 300 3.19 2.94 2.44 20.2
39.8L1TZKRIEG 3.09 3,39 3.28 3,30 3.14 2,89 2,25 3.67 2.81 3,05 24.0
40. TOBRUK 3.10 285 4.68 2.13 4.32 2.77 3.06 2.11 3.00 2,96 21.6
41. WATERLOO 3.18 3.29 3.27 3,11 2.01 3.11 3.27 4.32 3.21 3.01 16.2
42.WARATSEA 3.21 3.18 3.96 2.74 1.74 235 3.73 512 2.93 3.15 6.9
43. BULGE 3.21 2.93 2.80 3,31 3.08 3.40 3 53 4,11 2.81 2.95 20,0
44. FEUDAL 3.25 3t8 4.33 2.64 2.28 233 2.12 538 3.58 3.38 75
45_STALINGRAO 3.~ 3.43 3J4 3.40 2.07 2.52 4.37 5_15 3.28 3.0.4 20.
46. TACTICS It 3.51 3.43 4.30 359 1.45 218 2.32 5.57 4.59 4.20 116
47. MAGIC REALM 3.54 2,74 2.81 3,13 5.29 4.42 2.80 4,06 3.39 3.26 19.9
48. t914 3.87 318 3.40 326 5.46 4.32 3.86 1,95 5.48 3.86 55.0
49.GETTYS8URG'64 3.88 3,59 3.84 3,54 2.68 3,39 5.08 4,51 4.34 3.98 12.5
50. KRIEGSPIEL 4.04 3,77 4.20 3.85 2.13 2,94 2.93 6,09 5,20 5,29 9.8

AVERAGE 2.92 2.73 3.02 2.70 2.79 2.82 3.24 3,38 2.90 2.84 19.6



The return to the classics in Vol. 17, No.3
didn't exactly thrill the readership if the 3.34 rating
for the issue is to be believed. That score made it
only the fifth best of the preceding six issues.
Somewhat paradoxically, however, we received
more favorable mail on that issue than any in
recent memory. Response seemed to be evenly
divided between praise of the in-depth coverage of
AFRIKA KORPS and Rodger MacGowan's fine
artistry on the cover. Not unexpectedly, Jonathon
Lockwood's"AFRIKA KORPS THEORY" ran away
with the best article voting with 451 points in our 3
points for first, 2 for second, and 1 for third scoring
system based on 200 random responses.
AFRIKA KORPS THEORY 451
ROMEWASN·TBURNTINADAY .............•..... 242
NISCEMI·BISCARI HIGHWAY Series Replay. . . . . 122
AIR POWER IN VITP . . . . . . . . . . . 97
THE PERCENTAGES OF DOOM . . . . . . . . . . . . • . . .. 72
THE ASYLUM. . . . . . . . . . . . 57
DIVIDING PRESSURE ZONES. . • . . . • . . . . . . . . . . . . . .. 51
AVALON HILL PHILOSOPHY . . . . . . . •• . • . • . .• . 44
THE VIEW FROM THE COCKPIT. . . . . • . . . • • . 34
DESIGN ANALYSIS. . . . . . . . . . . . . 30

These days, one of the hottest areas in the
country for gaming has to be Chicago. The Chicago
Wargamers Association is actually a coalition of
several gaming clubs. The Association is a well run,
non-profit organization supported by (and suppor
tive of) several local dealers and hobby stores.
Recently, CWA members have taken part in the by
mail playtests of FORTRESS EUROPA and 8A TTLE
OF THE BULGE. They also now hold two conven
tions a year. The next one, CWA's Spring Game
Fest is April 3-5, 1981. For information, contact
Jeff Clark, 1210 S. Chase, Wheaton, Illinois 60187.
Featured will be many seminars and tournaments in
SUCOI, WAS, AH Classics, DUNE, RAIL BARON,
FOOTBALL STRATEGY, RUSSIAN CAMPAIGN,
and WOODEN SHIPS & IRONMEN. And if that isn't
enough, one of the honored guests will be none
other than our own Alan R. Moon.

Wichita Wargamers Association has over 100
members with permanent meeting facilities and
monthly tournaments with attractive trophies for
the winners. Among the scheduled competitions
for the remainder of the year are events in THE
RUSSIAN CAMPAIGN, DUNE, SUCDI, MAGIC
REALM and PANZERBLITZ. For further details
contact Roger Klingman, 2739 Classen, Wichita,
KS 67216.

If anyone knows Dr. Daniel 8eattie (last known
address- Arden, NC). would you please ask him to
write to Alan R. Moon, clo Avalon Hill. who would
like his assistance with a game project.

Currently in the works is an updating of several
components of the WIZARD'S QUEST and DUNE
games. The changes are superficial and are listed
here for those who do not wish to purchase the
new parts. Do not order these new parts now. We
will notify you when they become available.

WIZARD'S QUEST RULES-Only one change
has been made to eliminate the contradiction of
hero/wizard battles. The last sentence of X 1.C. 5 is
changed to read: "A hero leading an attack can
attack all types of forces and the dragon. A hero
cannot attack the wizard."

DUNE PLAY AID PAD-Only the pad will be
changed right now. In the future there will also be
clarifications in the Rules Folder. Change the last
line of Family Atomics on the pad to read: "indicate
that it has been permanently destroyed." Change
5. Fremen to read: "You may use Karama card in
the spice pl:1ase to cause a worm to appear in any
territory that you wish. The worm is not drawn
from the spice deck. A worm cannot devour tokens
if not in a desert territory."

Avalon Hill was once again well represented in
the 5th Annual Game Awards voting by the readers
of the British publication GAMES & PUZZLES with
no less than six titles in the 20 game list. For the
second year in a row KINGMAKER & DIPLOMACY
finished one-two in the poll; the latter actually
finishing in a virtual tie for second with TSR's
DUNGEONS & DRAGONS. Other AH titles in the
Top Twenty were: ACQUIRE/9th). MAGIC REALM
(12th), SPEED CIRCUIT (19th), and THIRD REICH
(20th).

Nearly everyone has a list of their favorite
games, but few make as big a splash as that com
piled by the editors of GAMES magazine in their
NovemberlDecember 1980 issue. The 650,000
readers of that publication were treated to a fine
color photo essay of the 100 games deemed by the
editors of that magazine to be their collective
favorites. Each game selected was rated according
to difficulty, playing time, and game type (chance,
strategy, or action) and accompanied by a brief in
troductory paragraph and color photo. Naturally,
we are pleased to report that Avalon Hill not only
made the list, but placed second among the 51
manufacturers represented in terms of number of
games included with 11 compared to Parker
Brother's 15. What may be even more surprising
was that wargames were so well represented in a
magazine which caters primarily to the public at
large and has little, if anything, to do with
wargames. The list contained a broad cross
section of typical board games plus role playing, ac
tion, abstract, electronic, sports, and word games.
The 11 Avalon Hill games which made the list are
pictured above. Those interested in obtaining a
copy can purchase back issues from GAMES,
BACK ISSUE DEPARTMENT, 23 Lincoln Ave.,
Ridgefield Park, N.J. 07660 for $2.50

CHAIN OF COMMAND is the name of the
newsletter of the National Monstergaming Society;
a club devoted to the play of "monster" or oversize
games. Individuals or groups with an interest in get
ting together for team play of such large scale
efforts may want to correspond with editor
Chandler Tedholm, at his 6 E. Main St., Richmond,
VA 23219 address. Among the many titles of in·
terest they list are THE LONGESTDA Y, and macro
scenarios of such AH tactical games as WS&IM,
SL, COl, COD, PB, andPL. Yearly dues are $5.00.
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Avalon Hill has announced the promotion of
Jackson Y. Dott to head up operations of its
Microcomputer Division. Dott's main line of
responsibility will be the company's second
generation of microcomputer games with em
phasis on increased graphics and strategy. New
software titles expected to be introduced at the
1981 Hobby Show in February include versions of
three popular board games; ACQUIRE, STOCKS &
BONDS, and MAJOR LEAGUE BASEBALL. In addi
tion, new games entitled LORDS OF KARMA,
CONFLICT 2500, and SPACE RAIDERS are ex
pected to be offered. At the same time the com
pany will probably announce the expansion of
some of its software to inClude the new ATARI
home computer system.

Anyone interested in applying for a playtest
position for the AH development of several Leisure
Time games should address their inquiries to Alan
R. Moon. c/o Avalon Hill. No particular experience is
necessary. The main prerequisite is enthusiasm.

The solution to Contest No. 98 is:

Sleepy- Kevin Zucker
Sneezy-Richard Hamblen
Doc- Tom Shaw
Dopey-Mick Uhl
Bashful- Frank Davis
Grumpy- Don Greenwood
Happy-Alan R. Moon
Snow White-Lee Barsotti

Murderer-Doc (Tom Shaw)

The clues that match the staff members with
their dwarf nicknames will now be clear if you go
back and read the detectives' interviews with
each. Dopey and Happy, and Mick Uhl and Alan R.
Moon are interchangeable because there is still
quite a bit of disagreement about which nickname
goes better with which. Tom Shaw is described as
a real operator with glasses. This makes him Doc.
Doc is also one of the three dwarfs with a dart
through his heart. The major clue though was the
change found scattered around the room; Tom was
the change jingler. While firing the automatic
murder weapon his change left him.

Virtually no one came up with the correct solu
tion to Contest 96 although we gave prizes to four
who at least tumbled onto the idea that the solution
required the creation of another mobile unit (crea
tion of a scout would have done just as weill. The
great majority of entrants tried to rally squads 3 and
4 despite the fact that they had been broken (and
thus fired on) in the previous French player turn
thus putting them under the effects of OM. Those
awarded prizes for coming close were: J. Wells,
Seattle, WA; F. Timm. Haywood. CA; J. Redfern,
Danbury, NE; and T. Ashby, Roanoke, VA.

Our announced solution for Contest No. 97
was not indeed the best possible move. Using the
same principles of retreating adjacent to the Axis
supply unit, the probability of capture can be in
creased to 93.6% by making yet another soak-off
attack with the goal of securing an AB2 result
which would doom the Axis supply. The best solu
tion was thus to attack the 3-3-10 from M61 at
1-3; the 2-2-12 from N61 at 1-4, and the 7-7-10
from M62 at 1-3. Less than 5% of the entries had
the winning move, but even so we had to resort to a
random draw among the cOrrect solutions to get
our ten winners. They were: D. Slick, Scottsdale,
AZ; T. Wolvers, Mt. VEfrnon, IA; C. Roehl, San An
tonio, TX; C. Minshew, Port Neches, TX; J.
Trembley, Webster Groves, MO; A. Lockton, Los
Angeles, CA; D. Downing. Las Cruces, N.M.; A.
Dudderar. Frederick, MD; J. Pelliccia, Auburn, ME
and R. Stierman, Ames, IA.
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.,I~)'U WSIM. Ahb illl.CTflted in SL. VtTP,

WAS. /loll>. WQ. Tl~ HI.I~n.II$S, ~. ~illle'

H~\·trl Dr.• ~pt. I. Nn.':Irk. DE. 1'n0l. UOl)
7J?7~71i.

AA.CA 1200 ~h 10 pIa)' FE. \\'&P. JR. DIP.
pbm.lh~ne>cr pb)'rd ptlM1N1 _ilh'i& lolc.lfll,
Do~ IUlrrlkl\. .u;)7 ~Ikl\ili~n 5;1 •• All:;r.monle SP'"
ina'5. FI. mOl. 1)0"1 86l-3S7.....
~Idpl PbtI\~/I(nli)~ll'lil(i.Ol,It In thtGulf(lof
M~i«l. poe. Pl,.. 51.. COl. COD. IS AH pll'lO.
Fir FT. M~Tn. AREA nCll r'l.lc:d. NOlm CoIl)urn.
P.O. 80), In, C-It:'1."1l Is. FL )3~,...I., (SUI
"~:':.III».

Adlull talftff sed.,,,, OflpoftClll rQl Tl.I). Don
C!Qllile. 970 1I:.m.rdson A.d .• T;aJI*ba}Kc, FL
J2.J01.87B~L

FOfI M~ers-. FI. AI"~. H,~c I<M, \\'Q. MR.
""'AT. Flfpref. UnlricodAREA pb)"("J. JMe])llA,
B:ury. P.O. BwOS?8J, TIcc. ~I..})~. (II)I
~7-l-II)(.),

Adullprn..t·ijkJ(J"il'q:ro(Ol)llOllIl:1'I1SbcM"1~
a~ (lbll\, I Il~\'( :J.Ifft01,I ;aJl AIi pn1lC$ nd will
~1I\y,er;sllrq;!lin. 01l>·idSacrn..1069IU.in..'OOd.
l\urOr;a",llflCl}06.UI2)196-2084.

Comll1lllnd~(jcrmallumy;rOllpOl".. S!)1.iI:1atM)'
rroal in ll1ulti.pla~cr pbM TRC. ~:uc p.:&SI pbm
~lliJ T~C ¢\pe!'ICft«. Onl)' dcpo:nd;a,l;Ile p111)Cn

p195C. Mich;wl lly K~lIy. Wr:slhillJ- Cir. U.s.
C:ubotlClak.II..~I. (618) WiI·2n6.

M\,III samer ~Iu «'Iiablr OPIl'. fOr .....REA pbtn
I\Z liEd>. ool)'}. TRC, alld FE (,r)W ~\"C'

')')l(fll). AU lellcr~ :lJl~..-ercd. clirr Sdlrirek.
Gl~oda1c- HpJ- .• IL 601]7.

Nc--.·, Kflovs. adlJlt pO.~ .-ell OIlporlt'nt for
PI.. Will l<earn OI:twn. ma)'br COD. Sl. COl.
Salunbyi.. mrhotrlC". £d l:ltl:lt..c-. M",nd¢IclI'l.lt..
{)UIS66·I64$.

Need Rrot!j)OMftti fOfSTAI.«OO.n H<M;Inulor
Ncw ()rlc.lf'l$ ill('. Am 1600+ ... ill pbyAREA_ll·
ry b8/su['f. P.O. 8().1. Ill. Lo..~ll'Of'I. LA 70)?~.

(S04)}}2-181!l.

AREA 16010 1Io0F w~I\U pb!nollClOflenn lor r,t('d
DD·n. TftC. 8l.. Ib.lJk 'IIlilh l;Ip{il:HUsh) abo
IJnl.lled FE. At::. Gnd. ~itl:: at l;U.C Ihfee:.
l;unn Winslo.... It .. 1J.6 I(:atahd'rl A\c..
Mi.lIiIlcd.c1.I£ 00W62.

l;r,mlisokinc:f'IX~f;OOd dub-in B.lllo.area Ha~

l'I~n:r Atl jamb. OJ.lbocu Sct>orr. '$OS Wlll:h.n:
1\\'''e.C-(j.14I1(lo..i\lO:':12Dl!..lJOI)''26-1814.

L(lOkillC ret or (Of Sl.. COL COD. John I.Qfh.
~ Con~)"' ltd .• ael~. MD 2lJO.].l, (301)
S)I).Il~1.

Need O/'ltlOllenU 'Of 51... COl. COD. ~rn or flf
~Y<' my o .....n pbm l)lolem. Not AREA tilled. All
ICII~:a.n~'I&..ffd.AJ)d)'Goo~.622SJ::o.101Sll1.01!lCI}'
R1!,. cll;r.da.c. MO :':IU~. UOu'7'96-1869.

MIl)$ .• N.H .• ""BpmeD. the MVC·(GA ofrCN
rlr AREApi1\lrtl, Wem«1 C'\'Cf}'ThurKiIlYllJ;I:hl
6: PM 1(10 t2:00AM ;11 U Ri\"('I Rd.• An~«.
MA OISIO. Ch.\Id K(lIodSY. J.i Ga.y RdI,. A~
do>a, MA 01110. C~lJ}~7S-S9)6.

S )-ellrJ~......ill pbm. rlr. JR. RW. WSIM.IIfS.
SL. COl. COD, DIP. N"iffi! i)'loIC~ ... Ill IcIun
«11ICfl. lLf'Y ~U\li in 8crtk)' UQ. Cl\tii
l,.irnklllmilh, un Ellon. ikr..ky. MI olson.
UIJ)S41·7911.

New un mem~, _kiTlS pbM 1IMI'lC'l. At;;.
STAl. OD. Rat('(/ ~('f. only. WolI.n~y,~er.l1l

Iwcn:, J~f'l Nemeth. P.O. \loll: 4). G;r,)·ll)rd. MI
4?'1J.S.

Pol ubipQ:~ pbrn III Ptt-lill>r T1mCi- pu-blrshcd b)
~by's 0011,. ioCmi.lilcn.l~ med~um. ""ilh OIP.
MACli. }R. OUNE.&tIiJl!lorll:! Sc:nd IS' slllmp
ror ~lDpk. M;lriQn (41eJ. P.o. &1: 81.
Kal alb. :.1 ...9666.

N«d frrpi.l)'Ct'tor blWcpmCiOr A1W.lW.a1so
Sttn. n. rCIT SST. 1...111 kill Ul),bodyin Ft.. I bll\'('
J yrs.. ocq)d"lcl'lCc, C'bldCaftSnd. 608 Eail Bt6lld·
'IIl.ly. Wmoll.:l.. MN $$9.7. 4i$2·'02J.

NOvi«~tifl(oppcl'ImlrCITSL.COI.AJIy.IJI:.

Al;lle 10 lrll\-cl r;lt. I'm I'. 0:111 Reed. It); Callil
Dr.• Rod.rord• .\IN sun. (612)411-42IS.

Pbm Qf flf ...... r.1C'4 r~ PO, Pl•• SST. WSIM. S
)"UI~ t'.ll:per~11la in PD, PI. l),;lcm. ABy J(Je1'l.
tI....OlAltc ref iide, ' p(io. pbiD utll'Jitn«.
O~rks a. MorrQT4. PSC Bo.t: J14I. CoI:'II/!lbiii
AFB. MS J91'01_

...._tA 1500 Plio devOlC.. k ..ks kriolD pbui 01>
ponocnl$ r« r;r,led plDQ. You dlOO$ot K('lllIrio
I'l~ ep(ion.llrul0. I'll pid;: side. Will pby mull..
Ill( ~cd PII~, kk"lrd :>1. MUkf. l1)1 AMI
A,e. ~4. ~hplr...Ood. :\10 4J14J. (]141
&ls-J?Ol.

Inlcr("ll Jl"c;Klp Pco\"'ei)' rormins in S1. l.ouis \l1e1l.

:k'C addrtl5 bclooo·. Pbinlrlrift rl)lr.o...inC ddirt'd:
eL.,C~n.aa.p1.,AIW.Mid.CA,At.tli.~

'7'1. luI. Wlil('OI" call DiU Milti$aft RUI. Ro:1:
21A. P...-dy. M06301O(lI")"19-JIl~1i.

MT OPpoGCllU Il~! Fir in (iceal F~If'. SI..
COl. COD. WSI.~I.OlI'Kn..Tt:ra:(Iofuik.no..·oo,
Iy Qijlrsel~C$. 111".11\1 10 51~n or .Iojft BoIr4pmc
dub. BlI1 Sdlllim;.rn. 2'r09 Ikh A.'-r. N.• Clol
FalJs. MT "~I, 4iH·JOI8.

The ·'Om.lhil. Beach" "'"MPn:.in;c dub "ne«l$
YOll" 10 JOin Cut dub. Prb:cs. rcflC1ll.nKnb. Play
1111 lypeJ of plnQ. Now cdcttn:lli~(Ione)'lellJ IB
tu'uillt)". JIKI"JCl'l CoIk, JJm AUC1Ul.J A,·c.•
Orn.l.h•• ~E6SI..u. (*02))J~,

I...«Iokina rM nr(lj' j)bm pl/l)'t:li icteroted irs mulli.
p1IY~' pn1lC5. or FT. )k. Also ftffit 1:!lOd..lljI0l'.
YbI.I iuppl)' sJYem ir pbm. AU I~un-s lIm...·~Rd.
Mlt~ EII'lballn. n PiKili Dc •• ~IU. v
.;.a~I.))I·m".

Hf::lp! O'Cspocrtle nm:l fOr pbm (IoppOr1eitlJ rer PD.
Wllll':lJTIl~ Ill)' WWlI CQllu'm-p. flJI~'II.~.I;Ic,

NoY~. bUI ~rninl ra,.r. Bo\l8nu:a!cnlC. II E;a$l
1 SI. .. Bv;llillatoo. N.J O801~. (609) J81.J2oU.

l..ooHn.. rl)l" bodies in !>loui1, ~r..u)' f(\of r.t
"'ilrpmin". Dmnis F""1Sk. SOj Greft'lpOad Rd..
KocbwllY, 'lO'$66,6lS·18i7.

Adull n\)'lke 100lirq: for nr oppOar'nh in cmlral
JcI'k)" roc PL. Sl. TAC. MUil be tJltittll with
tq.ln~. An, "hlbs. illc~nr.r.ll JCIJC')'~"!

Ch,;Irit'l D.lAYindi, IOSouthsidc A.~e.• S. Ri,·ft".
1 Of:331. (201) lSo1-6HI.

16Y".aldC.IlMlianlUJ"nordYank~wilinclolalt'
III< Am..fic:aft (N.lkQSt", Fir SL, COl. coO.
TR.C. Fiff'l Yelr. Noc r;lled. Anydl,l!n inmy ue;r.'!
S«lu Tlloiul.Ofl. 7"8 NoI",,·a)'A,·c., Ttm!OI). J
ot6.~. (6OSI) SI6-94U,

Adult pmn- iftb pbm JR....·ill p1~)"l!ilbrr side. I
M\'(" (10'(10 S)"1olCIM ttlat 'I&(lrk "'(11, AREA fllN
12JO •• pl;r,)' IQ condasiQft. 1J,rut'e ~l.InllC'(."i. 116
Abbcr Rd.• Vcomt'd. Nl ~J.

PrKlit'l' masQChiJlf1 by ~I. TJl.C qpponenl$
",;sllled. eilhel sKlr. AREA rated 11lO+. Am
Utllli 1Pmc1' lIId ~'(1'J' fri.illblt, ~"~ Ciol!,bllo
sh·('mellUU. Rruce!tl;lnl3CCi.116AbtleyR.d .•
VCOC'hcC1.Nl0S00.

AF. 01. (2lI1p.lia,n pme "Yo ptIm. pltl~ moaiux
OIlier pbm pnsd. slIIMI r«. Send SASE f'IX came

(Iop(n·nss. Ilobcn li:icond;l. 146 C1suJdl 51 ••
Woodbridp'. NJ~. (201)6J6-2B;.

Ad~11 pl!l(r (U) s«:l.:s fir .ldull I;'l)rnpclitiOil in
W~helolel or Bron., r(lor tJ'I(Qt AH tatlWS. C"SIl.
AZ. CAE:. SL, COl. COO. 'ItT". lro':enDC\h 1\1:.11'

iNS., 7 r.bno;hor$Ier Rd.• Eas.tcheler. NY 10109.
(914) 96t.1I62.
Weu1tf Il)"c- p1.a)~ Or nw:diO('l"(' ;r,bil~ly 10 pby
CA'. SST. SUD. RW, Md. H':'~'t: otl'lc1 tllYlCi
*hb. Fori ria: 1(10 c::all. Karllll ~. R.O.2: I;Iox
2J. NicholJ. NY 13-"2:. 699.JU7.

I'm 16. HIYt: 0l0+ ~(S, HI. b my 5-~bhy.

(\I:htf~. rlr ody. W()Uld like II) s~rl dub in
Rodlesl.ft" at&. Coniitk:[ M)'self \"\:I'Y 1OOd. 8<11
HiJhfldil. 2012 RIiI:IOC' Rd.. El:Sl, Ji.lXhC:ller. N'I'
1~22.('1I')U6-o))8.

W;r,lI~cd. pbm r(Or AK. PB. 68. HI~( 1'1&'(10 ~n
c,,~ic:ncein prntnl. Wi I fiDi~ ..lICaal6. -":Ilk
Fel1i"ltll. 1)1 Burdell Avc.• St~lcfl l)1~1Xl. NY
10lO2_

Need offici;r,l ~l.ionsI..nf.'I&"\:rt !l'Crl*ittif\& to
BD. Wil rull.t" liS! :I»'aiQ.b1c ~ eOfl. Alben
Thom.as. 1~ I(imbl'rly 0... W .• SyraNK. NY
J32:19.oIS/l.19.-J.

N«d ~nls. tQr Sl.. COl. ~ninl COD.
N(IoB.:srm ~ pbm SL. COt COD S)i.l~.

AnyOiK: ~lly to( ON Plf1tr AXIs.. bul nor.
~OOS'y. LeI'S play. JI)(' H)"lIIl, IS).I He"'''ld
A~'('.• lJlK;s. NY 1J50I, ()U) na·19iO.
OIPtrc....illn..pl)'>"('Iwpcrt!·,iDr. "TIM:V~e
Qf Doom". P(rsl.lll ~mC1. "nkks.IC'lICfS.hl,l.lll(lf.
COflldU. l'tIuo:tl more! yrs.c SASE. le~ s;;r,mple
8n,w:c Li'*)'. Bid; It A.pl. 21. lci~urC'il)r.

Wlllcn1i1'l. NY 11189. (~18)7tJ·I6ilI.

H*~'(' Ofl(n:cnlJ ror ml,llti pla)"'er. Pbm pme or
AF. Smd "ide:;and ~'jk prdefcrll:C. 81l¢l:il rQUr
(boi«i. JoIIll C. l,./:Pke. fl.!. , 8m: III.A.
Eti$ml.r('k. NO S!SOI. POI) W·z.a?1.

Aduh bqj:Ina IIrrdS Ioc.a.l (lpp(JlIC"iIlS nr "'ay..
tI'latlj aal'lWi. 8flalS );~~lIer." o..lr(lolIAv('.I6.
WlIhfl!lon. NO s.IIO'1S,POI)6U·I?6J.

icc fib)" Bl. t::riocPJliel ..nd olher\ ntr.'l IDc.lIt
oPfll)nm.u.. PhilWiICOJ.1142Slllcr. t<*60.0H
4J611..4l6-l'?}S.

OpPOnenl "':II1led _-eu PA. Ika>'cr (Oul\IY. :o.l~.

PL. SST. VITP. W NC"C<l ('1:1), pla)-crf'. Will
lrl ...et. £ric TI)fI'l!eIN;. 12)1 lml.ft" Rd.. ~101dG.
PAlsotil.(412j7?4·276S.

AREA 1200~h I1Ilord oppOn..1I1 tor pbm. SL.
COl: SCt'fIariM (01)'. Will f'tO''OSl. )? Vff'f101l
Of .. l~lmllvfiJ'. PA. 1$22:8. ("12) )4.}.lllJO.

Wllntrd:oppOnellUrl)rTRC.FE. WAS. ta.pL..
SL.COI. H ....(COO. Will pbyadul"Qrleftllnr.
I1lQ[ ror AREA. P:slrid. Lyn(h. no ~slhroc

Dr•• SlalC:(;'oIktc-, P'A 16801. 2J1-o~$S.

New mapLine (lI'OII;r,I'l'iiIill:r f<:~IWCi JltrlC'i 11\111
IIIe- TI-SS ...!,il plliy. COll'lpkle pt~r:sm~ ~i~\

tcplaYJ. }~. !linch' S.a )'"r.l.Jly. lislK'd Monthly.
SI~lls IIBI )C\dlotl~)'.~n HtL'ft1;lrcettl.li:.D.'1
~ ... WC$I Sprincrtrld, PA 1644J, (Hl4)
9ll-J9S6..

Norl·rlll:('d 16)... q'd~kt"bmoppof'lt'l11\inJR.
DIP. TAC. AK. JU. 1"8, Y'OVt" ~)"ilCI'll wfth 'B
ilfu(l.ioni on pbm. T;ld Henk)'. '101 C.irroll.
C.lrbnd. TX '150011. 2'1302518.

P8M. Ale AL. Al. 8l. 89. COl. COD. DDn.
FE. 4OoFR. FITW. GEn'. TLO, LW, MO. Pij.
"file, SL. SH. STAI.. VE. WAT. W&P. orrK'n"
JQoh. D. CaIn. Willmc Unil. Hur»i1o'illC". TX
71J4O,

Adull. l)bU'I oll'PO<!Knh ..-a:n1.1.'d ror the rollowlns
W\tfK:.lIRC"i At::. DO. "fll: • S'fAL. WA1. AZ.
ChoNn- Mi\lrrolin.. 2S18 Ihm(l'lan l~llI(', PI.
N«tIcl.. TX 17MI,C1IJlnZ·1\162.

W;lt\I.I.'d~n ror Sol.. COl, COD 10 pb)"
Ofr~"("o.fl..~ca"C'c:l,.;H),~.(JIIdllid IO)"r~.nJK'r.
J;ame> ()Xtin~, 11206 Cooper 51•• Alc~Dndl~.
VA 22lO9.C'1Lll,780026JS.

AO. nl.. CAE. MO, Pl.!. STAt. WAS, t:~in

M;)Ore, 2807 l.C'r Sr .• I~o~cll. VA 1J.UO.
4,8-1S30,

Adull pfl)n :i«l~ 1. ..·0 pbm (Io(lllOrKnh rat RC 01"

A.2:. l):l\id Spurllna.. 11(19 OretJ~ ,/I.\C.. Win·
dlaln-. VA ntJOl.11OJ)66?-M6S.

Adul1 pbm OOpporl('fll~ wlnl~ tor 111~, AOC'.
CAE. CL.C1san. c.E·7'1. W.&P.I ho!.u\7'lem"(11
.. ,II I')' Nil'S, Jd1 Atstkrlt. ?~IO 18lh .... ~l:..
N.W .• Se;ude. 'YM 9S111.{~P84-214i.

Non-~l~plll)Cf"'lstKs(lo~llOCtlU~(}Ih'riK

PI~. VITP. SI,.. WSIM. Slevc C;lf'lnon, 14U 11111
A~c.,AlM_ C. Sr;\Illc. WA9lI122,(206,J2:I:-401J.

Allied oppclllrlm ~Irrd f(l[ pbm, PL. PI,.oIO.
1'9. AZ. LW. TR • Yo", ld tl) Il"it'~ s..--ocrtllrio.
Pr<wiJio~l 12lX) AREA. All letlcn IIKIlo"('l('(l.

_okrl Po.IlI'Irlik. 16 EdiDDrllllon Cmla. E.d·
rDI;IIltIIOIl. Albel'l~. C.lrrMaTSnn.

8ea.i1lQft" t6yr. (ltd pmCfneotdl.fttOftPOR('f'JI~ In
Ibrrie af<ea np. JR btsin IHS. AF. 01.. Pt.... PB."'e. MO. W,IllC":l.t'f1 (Iotll.c1s, Rld'IlI,dI W,llNifrl!lQll.
IIODurHIorg,ldSI., 8.rrieOm.C.lIl;I(/OlUM 3Tot;.
1~)126-4167.

160 )1. old w*rptrlc:r rominC oul or I.he ... ood
WaBI$ peM lm OIP, \\-SIM W$(I). C'WloP9M
;0 nC'C'd syilcm. An.y itcn;srio. IllY ."lde. Jifll

ImpIXll, " Fir SI.• W.lI(f~. Otsl~rlo N2L.
m.a.(H~)1I6·211J.

WIlII.C\1; nrOPJ'!t'nenUrOt At::. UL. DB, L~·. PL.
I.. "fAC, JR. ;,1.1\0 pbm AI<, 8t.. IB~ prnCu In

O~tOf<l rou~11 :arelT ....lIR G'l(hrist. 1n Lynl!llic
Cr.• WoodSiod. Om.• C;lIl;I(/;I N4S 7Tl.
H9·2906.
Ii f1iS)'bod)' bI.Ir 11lnr- til Wd,ldn E\I""pr? AREA
1 pb)'(1 W\t~I~ 1(10 rllS(' "i~ No,3 C1"".UI1ef In
AK. PB. PL. or SL lid Or pbm). L~ Scr.rrd.
C~d\ Oc-s li:0I"~,11c's. \'iilil'ItCf,J\'C'- tob-Ayllitll>f1.
F~JlNOO.(90Ill'•.I68O.

MilS! hq....kbl( trlllrC plIlC"('('IIac.:II(WI. AII''lm(''i
ill 1l"l'lJ' coood_~celknt ~'OIIdiliQn. Su~r

Nrp1ns,Sc:ndSASE l(Iorliil.~u IIkks, nl2 E.
\'1I1\cy VIst~ l.ll1lC. P,~lS(' \'.II1e,. AZ 8SUJ..
(602)9111.2419.

W..,nu:<I: 11jI14 IIndCl,lld ine:\C'ClIelll condilion.
.~ e:umponmli mMins. Smd )'(KIr j>ri(c ItfMI
"'1rK' COI'ldllior1 ASAp. All otrt:n ~n\'ller('t;l.

James 11:. H.m~, S~21 lninJ'lon A~-r.• l.i.
Holh·""Oil'IIJ. CA 90029. (213) ~6j·Ii);.

FOI" s;alc; (Iof'lort"1riI1 orders mUl.l sdl pnld. All in
(IS Itl (lor ~'"I["11~1lt (011.1'1101'1, 5011'1>(' o~ ot ptlnl.
Sertd SASE ror ti~ o\rKIluoo pri«-!.. Riil'tIani Hul'
thlflSOIl, CI'diOo-Pl,ll~, I>csH. NRMC. O~~~nd.
CA. "62'1. l'I.S)US.819.

For i.alc'/IRidc: ~1-<l'·prll)l "'arpmn ~d

rtUlJniMl indudiftl Gllad. U.B03t. Aalm(I~).
JlIIlIfld(lSl). 1'914. Gnl.. lnd mati)' !IlOt'I', Sil'rIdi
ll;lfllp ror a;tmplClle liSlinl\. w.lty Willi~tIls.. lr.
~II 5E hi A,'c" Call'lt:S"fDC". fl U60t. j'9(l.4l
3'16,2:458.

Wa11ttd:oklGcl'lC1l-alsV-ol.12 .. I,V-oI.12 .... \'OL
1411.XerQ.lO;lce:-epl:sble.l\lich;arlF.I'lJrtll~,IH

Dover API, 1'\1. on Pbfiln. lL 6(11)18.
r)IZJm21J..

TQBUY
W.lrued: JoulllcY(lofSI. hut I\1.'SO<lIllXlntflli roc
OR pblii AREA 900 adull AH IKSo. Richat<d
LQ.,:I.(', I~ Oak A"enllil'. £"aMl01l. IL 60201 .•
C312.&69·22~3.

ForS.lllc: I:Il'l'Io &tid rI'I;I!lUil'ltf. sc:nd SASE rOi Ill-I.
Willitm Il:>:corr. It li:2 80~ 06. 1lo1i1lOtl~. Il. 601 J60.
(}OO)4]2.21'S.

foor J,:)lc: CEst: unP\lnctltd ~nlm J,OOd«'ftllI'
tion,Vft\IIia:III'!l1!iI. loe'I"eK:rdtllpll.14nl6!:lI,
A1flci.IA.soolO. (SI~Jlli·I66J.

W;r,nllld: old inu.e)arlh!:(j('ner.rlbrrOl"('VQI. 14.
Pfttdc:..ee:llcnIOrbc1ICr((lndilioit.Musl(:(lf'll~in

in~ru whtfc- IPpl:i<"alllc". ~)' Iood l)I'lotJ" All I¢'!·
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THE GENERAL

WAR AT SEA VARIANT KIT

New Microcomputer Game Now Available

LORDS OF KARMA

any variant published to date and almost any that
you might devise on your own. It is not more
realistic than WAR A T SEA, just more involved.
No attempt has been made to turn the basic game
into a simulation. Quite the contrary, this kit is
for those who like WAR A T SEA and just want
more of a good thing. Players should note,
however, that due to the nature of this variant (it
being a conglomeration of many smaller variants
and adding many variables to the rules), it may
need some tinkering to establish play balance.

The Counter Sheet contains all the counters
necessary to play any of the variants in THE
GENERAL articles listed below. It is similar to
the WAR A T SEA Variant Counter Sheet that
was previously available. However, players
should note that the new Variant Counter Sheet
does not contain the AIR ASSA UL T ON CRETE
variant counters that were included on the
original Variant Counter Sheet. The mapboard
can also be used to play all of these variants.
1. Vol 13, No 3-"WAR AT SEA In The
Mediterranean" (part of "Basic Probability In
WAR AT SEA") by Richard Hamblen
2. Vol 14, No 3-"WAR AT SEA & The French
Navy" by Dr. Joseph Connolly

3. Vol 14, No 4-"Victory At Sea" by Richard
Hamblen
4. Vol 15, No I-"Letter To The Editor" by
John Lyman
5. Vol 15, No 3-"WAR AT SEA And The Rus
sian Navy" by Sean Canfield

The WAR A T SEA Variant Kit which includes
an unmounted 22" x 24" mapboard, three OB
Charts (one Axis and two Allied), a six page
rulebook, and the new WAR A T SEA Variant
Counter Sheet, is available directly from The
Avalon Hill Game Company, 4517 Harford Rd.,
Baltimore, Maryland 21214 for $9.50 plus 10%
postage and handling charges. Maryland
residents please add 5% state sales tax.

saving your game on a cassette tape and starting
again later at the point you left off.

LORDS OF KARMA is ready to run on any of
the following computers:

TRS-80® Level11_ 48K memory
PET® 32K
Apple II® 32K

LORDS OF KARMA is available now from
the Avalon Hill Game Co., 4517 Harford Rd.,
Baltimore, MD 21214 for $20 plus 10070 for
postage and handling. Canadian residents
please add 20% for postage; overseas customers
please add 30%. Maryland residents please add
5% state sales tax.

This game package contains a complete set of
instructions and software for all of the above
computers.

©1980 Microcomputer Games, Inc.
a division of The Avalon Hill Game Company
Baltimore, MD. Printed in USA

Suddenly you find yourself in the central square
of the mythical city of Golconda, in the magical
universe of Karma. Just staying alive may be
more than you can handle, but the Lords of
Karma are watching your every move and they
will not let you rest until you have performed
many deeds of kindness and bravery. You must
explore the verdant forests, twisting trails, rugged
mountains, and labyrinthine caverns of the
universe of Karma, gradually learning its secrets
and completing your tasks. But watch out, there
are lurking monsters waiting for lunch-YOU!!

The computer becomes your eyes and ears. But
you make all the decisions ... like, do you
rescue the king's daughter and return her out of
kindness, or hold her for ransom yourself! Will
you steal from the church, or give to the poor!
The computer will attempt to figure out what
you mean and do what you want.

There are almost no rules to learn because you
tell the computer what you want to do by typing
simple English sentences on the keyboard, like
"WALK NORTH". Since you won't be able to
figure out many of the secrets of the universe of
Karma in one sitting, you have the option of

WAR A T SEA 2 expands the basic game from
six sea areas to nine, adding the Black Sea, the
Cape of Good Hope, and the Caribbean. The
number of ports is expanded from nine to seven
teen, adding Sevastopol, Turkey, Greece, Alexan
dria, Oran, Toulon, Gibraltar, and Africa. In ad
dition, some of the other ports in the game have
been renamed. France is now Brest, for instance.

The revised OBs include seventeen French
ships, two Greek ships, eight American ships, and
seven Russian ships, as well as additional British
and German ships. Land-based air units, that
function somewhat like the air units in VICTOR Y
IN THE PACIFIC, are substituted for each side's
lone airstrike marker.

The rules change many of the basic WAR A 7
SEA rules and add much more to them. New rules
cover three new Convoys, the Axis Afrika Korps
and the Allied Tiger and Torch Convoys. Other
rules cover German Surface Raiders, POC
changes and additions, access to Neutral Ports,
the British X-Craft, the Italian Frogmen, and
restricted movement for ships of some na
tionalities.

Also included is a section of Optional Rules.
These rules can be used as play balance rules or
just to add even more variety to the game. Many
of these increase or restrict the movement of ships
of certain nationalities.

This variant package is both more and less
than a regular game. Its parts can be used to play

Since so many WAR A T SEA variants have
appeared in THE GENERAL, it seemed obvious
that someone should, and would eventually, tie
them all together. I (ARM) decided I was that
someone. Unbeknownst to me, Paul Kaster had
come to the same decision at about the same time.
So, WAR A T SEA 2 is a joint e,ffort, and
although I did the actual writing, almost all of the
new ideas are Paul's, while the rest of the rules are
a combination of the other variants.

City

Name _

o Check or money order to: The Avalon Hill
Game Co.

Bill: ( ) Amexco ( ) Master Charge ( ) Visa

Address _

Account No. _

Expiration Date _

Zip Date of this order _

At ALL-STAR REPLAY, that's the kind of talk we
like to hear. ALL-STAR REPLAY is the colorful
quarterly magazine for people who have three
things in common: 1) They're all dedicated sports
fans, 2) They all play and enjoy Sports Illustrated
Games, and 3) They all would have been terrific
coaches and managers if they'd had the chance.

With the realism and accuracy of Sports
Illustrated Games they get the chance to manage
their own teams and players, in games covering the
entire range of sports, including pro and college
football, baseball, Grand Prix auto racing, basket
ball, track and field. championship golf, and
thoroughbred horse racing. And with ALL-STAR
REPLAY they learn how to win, with in<;isive
articles on the play and strategy of all of the Sports
Illustrated Games in every issue. But that's not all.

ALL-STAR REPLAYis where the thousands of SI
Game fans get together to form leagues and meet
fellow players. read news of national and regional
tournaments, enter special reader contests, and
enter free ads for games, game parts, and new
opponents. It's also a place to find actual sports
histories, game analyses, and special new rules
and sometimes even new teams and charts! Recent
issues have included new Grand Prix tracks for our
SPEED CIRCUIT game, a re-running of the 1957
Kentucky Derby for our WIN, PLACE & SHOW game,
and even individual player cards for the 1977 World
Series for our SI baseball game.

For less than the gate price you pay for most
tickets these days you can have a whole year of
fun with ALL-STAR REPLAY. Just $5.00 for a one
year subscription, or $9.00 for two.

Subscribe today, and take over a team in your
favorite sport. And who knows? Maybe this year.
you'll win the Series!

o 1-yr sub to All-Star Replay @ $5.00
o 2-yr sub to All-Star Replay @ $9.00

"If I'd been
manager, they
would have
won the series!"
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THE GENERAL

••..WHAi·iiAVEyOU·BEEN···l
PLAYING?

Top ten lists are seemingly always in vogue these days. Whether the sub- •
ject is books on the Best Seller List, television's Nielsen ratings, or even •
games, the public never seems to tire of seeing how their individual favorites •
stack up numerically against the competition. Our preoccupation with this t
national pastime is almost akin to routing the home team on to victory every
Sunday. So to further cater to your whims (and to satisfy our own curiosity)
we unveil THE GENERAL's version of the gamer's TOP TEN. I

We won't ask you to objectively rate any game. That sort of thing is
already done in these pages and elsewhere. Instead, we ask that you merely
list the three (or less) games which you've spent the most time with since you
received your last issue of THE GENERAL. With this we can generate a con
sensus list of what's being played . .. not just what is being bought. The 1
degree of correlation between the Best Selling Lists and the Most Played List
should prove interesting.

Feel free to list any game regardless of manufacturer. There will be a
built-in Avalon Hill bias to the survey because you all play Avalon Hill games •
to some extent but it should be no more prevalent than similar projects under- •
taken by other magazines with a special interest-based circulation. The •
amount to which this bias affects the final outcome will be left to the in- :
dividual's discretion. •

The games I've spent the most time playing during the past two months •

=; I
•...............................J

Opponent Wanted 50¢
CONTEST NO. 99

Ten winning entries will receive certificates redeemable for free AH
merchandise. To be valid an entry must be received prior to the mailing of
Vol. 17, No.6 and include a numerical rating for the issue as a whole as well
as list the best three articles. The solution will be announced in Vol. 17, No,
6 and the winners in Vol. 18, No, I. When rating the issue as a whole
remember the lower numbers equate approval; higher numbers indicate
disapproval.

o Blue, Heavy, + 2
o Red, Light, + 2

o Black, Heavy, 0
o White, Light, + 2

Red Move: _
Most Probable Winner:

o Yellow, Light, +2
o Green, Normal, + I
o Purple, Heavy, +2

ATTACKS:

Defender: Type of Attack: Car, Driver, Team: Follow Up?:

1.

2.

3.

4.

Ten winning entries will receive certificates redeemable for free AH merchandise. To be valid
an entry must be received prior to the mailing of the next GENERAL and include a nUlr.uical
rating for the issue as a whole as well as list the best 3 articles. The solution will be announced in
the next issue and the winners in the following issue.

Issue as a whole ... (Rate from 1 to 10, with 1 equating excellent, 10 equaling terrible)
Best 3 Articles

CITy STATE__ ZIP _

NAME

ADDRESS

PHONE _
I.__~~ _

2. ~

3. _

NAME

ADDRESS ~~~_

CITY STATE_~~~_Z.P_~~__~




