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can be accepted at the old rates. You must return
the LAST CHANCE SALE order form in order to
qualify.

You will also find inserted in this issue the
official Nominations ballot for the 1980 hobby
awards. Hopefully, we will have kept up our newly
established trend oftimely publication and you'll be
able to send in your nominations just under the
wire, but don't delay as they have a May 8th
deadline. The awards will be handled differently
this year and to tell you about that here is the official
press release of the newly founded Awards
Academy.

"The Committee for the Charles Roberts and
H.G. Wells Awards, the most coveted in the in
dustry, have joined the Game Manufacturers'

DESIGN ANALYSIS
THE LONGEST DAY-Clarifications & Addenda

The first item on the agenda for this installment
of the Philosophy is, unfortunately, becoming an
annual event. It appears as though we will be
forever known as the"double digit inflation genera
tion" and this unfortunate fact of life means that
19 81 has brought us another across-the-board
price increase for Avalon Hill games. Almost the
entire line underwent a $1 .00 price increase on
February 1st with four titles; BULGE, DIPLOMACY,
SQUAD LEADER, & TITLE BOUTsuffering a $2.00
increase. In addition, numerous parts prices were
increased. As is our custom, we are giving
GENERAL readers temporary relief from these price
increases with our LAST CHANCE SALE. You will
find a special order form inserted in this issue which
will allow you to order games by mail at the 1980
prices provided you do so on the order form and
prior to the May 31 st deadline. No phone orders
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The "SOLITAIRE only" game is complete with rules and software for: TRS-80' Level II 16K Memory, Apple
II' 16K, PET' 16K, and Atari 800' 32K

The Avalon Hill Game Company, a
pioneer in the design of adventure
games, breaks new ground once
again and presents a totally different
breed of packaged strategy games
played on a home computer. Each
game package comes complete with
loading and playing instructions
along with software that "fits" all of
the home computers indicated. No
need to specify home computer type
when ordering.

-:-_~:--:::::=:ii

This "SOLITAIRE only" game is complete with rules
and software for: TRS-80' Level1l48K Memory, Apple
II' 32K, and PET' 32K.

LORDS OF KARMA
$20

More like a puzzle. the playe'r finds himself in a mythical.
magical city to perform as many deeds of kindness and
bravery as possible, ·The fun is in the gradual deciphering of
the many secrets while exploring verdant forests. twisting
trails, rugged mountains, and labyrinthine caverns , ., and
avoiding lurking monsters. Almost no rules to learn; you tell the
computer what you want by typing simple English sentences
on the keyboard, The computer responds with many surprises
in store,

CONFLICT 2500
$15
The year 2500 AD, and earth is threatened by marauding
"Planet Pulverizers" looming on the horizon to blow up earth.
The computer takes the part of the aftacking aliens
programmed with an infinite nurrjber of aftack strategies with
which to tease the player, who must defend earth against
such attack. The appearance of a variety of spaceships on
the screen adds an extra dimension to the excitement and
suspense of this clever SF game.

COMPUTER ACQUIRE
$20

Based on the classic board game Acquire. this computer
version allows a variety of play options. Object is to become
the wealthiest person in this "business" game about hotel
acquisitions and mergers. When played as a 2 to 6 player
game, it is a subtle game of interplayer strategy. As a
SOLITAIRE game, one plays against the computer that has
been programmed to play "smart". One can even pit the
computer against itself in this faithful re-creation of the
board game that is considered among the best 100 games of
all time.

'Registered trademarks for Tandy Corp..
Apple Computers. Inc..
Commodore Business Machines. inc ..
and Warner Communications.

GAMES for the
HOME COMPUTER

New concepts from
The Avalon Hill

Game Company
Another Line of "True-to-Life"

Games from the ..
#1 Adult Game Publisher

This 1-6 player game comes complete with instructions and software for: TRS-80' Level II 16K Memory,
Apple' II 16K, and PET" 16K.

All three of these new Microcomputer games are currently available by mail from The Avalon Hill Game Company, 4517 Harford Rd., Baltimore, MD 21214
for the listed price plus 10% for postage and handling charges (or GENERAL postage coupons). Canadians please add 20% for postage; overseas customers
please add 30%. Maryland residents add 5% state sales tax.
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THE GUNS OF AUGUST
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4-6-4 3-3-5
Recreating the Great War of 1914-1918, GUNS
OF AUGUST is a unique, exciting game. As the
Central Powers player YOU control the armies
of Germany, Austria-Hungary, Bulgaria and
Thrkey, and make the difficult strategic deci
sions the two-front war requires. As the Allied
player YOU cemmand the forces of the rest of
Europe including Bljtain, France, Russia, Italy,
Belgium, Rumania, Serbia, and the United
States, and carry the burden of forgng back the
strongly entrenched enemy corps on both the
west anq eastern fronts. No other game presents
so great a challenge to test each player's grasp of
military strategy.

Each morning since e invasion, the Belgian
newspapers carried the 'same reassuring headline:
"Liege is invincible!" Then, late on the after
noon of August 12, 1914, the great Krupp
howitzer, which the Germans had produced in
secret, was trained on Fort Pontisse. At 6:30, the
first detonation cracked the cloudless sky. By
nightfall, Liege was doomed and the German
army could resume its advance toward Paris.

The thunder of the guns that August would
deafen all Europe. For the next four years there
would be no quiet: on the western front in
France, on the eastern front in Russia, in the
Italian Alps and the Balkan foothills, the only
peace would be among the dead.
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THE RUSSIAN VIEW by Joseph A. Angiolillo Jr. et al

AN EXHAUSTIVE ANALYSIS OF THE DEFENSE IN STALINGRAD

Just three issues ago Jon Lockwood showed us
with a well received analysis of AFRIKA KORPS
that the classics aren't dead after all. Joe, however,
is not just another teen ofthe 60's withfond remem
brances ofhis first game. Joe is quite familiar with
the current "state of the art" thank you and has in
deed designed a number ofgames for leading com
panies in the field, including his own recently
unveiled publishing venture. Like many others,
however, he praises the innovations and realism of
the new games, while still playing the oldfavorites.
That he has become more than passingly familiar
with the techniques of good play in this old war
horse will become immediately evident.

Tournament play in wargames is still in the in
fant stage. Thanks to the formation of a recognized
national convention (Origins) and a credited rating
system (A. R.E.A.) it is finally becoming a respected
part of the hobby. Many wargamers are chess
players. It is .no wonder that wargaming has bor
rowed concepts from chess in regularizing play and
showing respect to superior play. The most
prestigious tournament, the AH 500, is becoming
more and more a tournament of skill from year to
year. Originally any AH game was included in the
tournament. This narrowed to the "classics" which
have been tested by time and rule rewrites to create a
better balanced game. The biggest step was taken at
Origins IV (1978) by abolishing AFRIKA KORPS

as the ultimate tie-break game. It is well known that
a good AK player can defeat an expert player with
one lucky die roll against Tobruch. Avalon Hill was
wise to allow the contestants to choose any two of
the three games: AK, STALINGRAD, and
WATERLOO for the tournament instead of forc
ing the finalists to play AK if one of the players
demanded its use. Unfortunately, a small problem
crept into the tournament that should be remedied
(the same way that chess remedied the same prob
lem). I am talking about a time limit. In the original
rounds time limits were not strictly enforced. Con
sequently there was a rush at the end of the tourna
ment to finish before the convention was over. The
final rounds of a tournament are supposed to pair
the best players and hopefully the best and most
flawless play. To apply an unjust time limit destroys
the balance of the game. The defensive player needs
a bit more time than the attacking player to develop
a good, solid line. The finals, where great play
should be the norm, was reduced to unit pushing
and blunders. As the time limit dropped to three
minutes per move even the attacking player
couldn't move fast enough, let alone count odds.
Players were planning their move while the oppo
nent was moving. Pressure is good for a tourna
ment, but this type of pressure is ridiculous.

Obviously, something must be done. Chess
tournaments use chess clocks and I feel this is the

best way to time play. If the tournament organizers
dislike the idea or cannot afford chess clocks for the
last few rounds of play, at least keep a consistent
time limit during the entire tournament, say seven
minutes per move. In this way the players will be ac
climated to the restrictions and not drop under the
pressure.

In still another way wargames should be like
chess. This concept gelled during the convention in
many informal meetings. The most accurate play
should be recorded. Wargamers have started this
concept with the Series Replay, Play by Mail, etc.
Chess has recorded excellent play for centuries.
Consequently nearly flawless lines of play have
been organized into defenses: the Ruy Lopez, the
English Opening, the Sicilian Defense, the French
Defense, etc. Obviously some defenses are sounder
than others and all of them have minor weaknesses
that lead to reanalysis of old lines previously aban
doned and criticism of lines thought impregnable.
These lines contain perfect tactics, strong positional
play and extensive analysis. Unfortunately, no
board wargame (nor a specified set of figures rules)
has been around as long as chess. And no board
wargame has the static balance of chess nor its com
plete reliance on skill rather than luck. Needless to
say there is a voluminous work, Modern Chess
Openings (the "Bible" of that game) but no such
work on any board or figure wargame. It is obvious
that we need one. And we must start somewhere.
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91
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Rating

allows 3-1
loses the position

allows 3-1
gives up the position
does not require a soak

allows 3-1
loses the position

posItion can be taken

Weaknesses

best Russian units
can be eliminated

position can be assaulted

J.7

requires a soak
prevents 3-1
no advance

4.0 requires a soak
no advance

5.3 requires a soak

5.0 requires- a soak
prevents 3-1

10.0 requires a soak
prevents 3-1
no advance

.3

1.0

1.3

2.0

1.0

Probable
German Losses Good Points

units factors

4.0

4.7

6.0

J.7

3.3

.7

.7

.7

.3

.2

Probable
Russian Losses

units factors

?

?

4-1

?

4-1,1-3

3-1,1-3

1-2,1-2
or one 1-2

Best Attack

1-2(1-1 or 2-1)

3-1 .7 4.7 .7 3.3 allows 3-1 62
loses the position
does not require a soak

3-1,1-3 .7 4.0 .7 4.0 requires soak allows 3-1 67
loses the position

6-1,1-3 .8 2.5 .3 2.0 requires a soak allows 3-1 70
no advance loses the position

1-2(1-1 or 2-1) .2 1.5 1.0 4.5 prevents 3-1 position can be taken 79

Position
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I have chosen STALINGRAD for analysis for
five reasons. First of all, it is one of the three
"classic" games used in the AH 500, currently the
most prestigious wargame tournament. Second,
STALINGRAD is probably the most analyzed
wargame available (almost every early issue of the
GENERAL had some article on tactics, strategy, or
balance). Third, it is one of the most balanced
games for tournament play; rules have been
changed because of the analysis and the replace
ment rate has been modified for play balance.
Fourth, it is less dependent on luck than many other
wargames (weather die rolls and results of in
dividual battles are less critical in this game than in
AK, RUSSIAN CAMPAIGN, etc.). Finally, I have
studied the game for many years and consider
myself a fairly competent player. What I lack in ex
perience I have compiled-from observing tourna
ment play, from corresponding with well known ex
perts, and from studying every STALINGRAD ar
ticle I could get my hands on.

Good lines of play are based on good tactics.
One must know how to defend in order to know
when and where to attack! Let's first analyze Rus
sian defensive tactics.

Unlike chess, most tactics in STALINGRAD
evolve through probability analysis of the CRT
(rather than exact analysis of the consequences of
anyone move). Early articles stressed the theory of
preventing 3-1 attacks. More subtle but unpub
lished analysis considers the number of German
soak-offs and failure to gain positions due to in
ability to advance into a given hex after combat.
Not only probability but also attrition and preven
tion of taking terrain must be used to defeat exact

German play. Based on these considerations it is
easy to categorize the overall defensive move one
position at a time.

First, examine a doubled defensive position at
tackable from three hexes. Position #1 shows how a
novice would hold. This player neither stops a 3-1
attack, nor prevents an advance, nor forces a soak
off. Position #2 is a minor improvement but still
poor play. At least a soak-off was forced. Position
#3 holds the hex and forces a soak off but still does
not prevent the 3-1-only fair play. #4 is the posi
tion recommended in past articles as the perfect
plan! Every good Stalingrad player knows that a
doubled 7-10-4 with an adjacent doubled 4-6-4
which can be attacked from only one hex will stop a
3-1. Thus position #4 stops the 3-1, forces a German
soak-off, and holds the position. Still the position is
not perfect. What about low odds attacks? By
stacking both 7-10-4's we get a much better posi
tion. Excellent players would use position #5 in
stead of #4 because they guard against a 2-1 to ad
vance into the hex. In my opinion, the position is
still not perfect. The reason for my criticism is
based on the value of the 7-10-4. There are only two
of these and they are critical units. For holding river
lines, etc. I would rate one 7-10-4 to equal 1!/2
6-9-6's, three 5-7-4's, 4!/2 4-6-6's or five 4-6-4's.
The loss of both 7-10-4's by low odds attacks either
early in the game or during snow is a disaster. Con
sequently, they should not be positioned in the same
hex if the German player can get a 2- I and I -2 attack
or I-I attack against both units in the open. Posi
tion #6 remedies this criticism but is obviously not
the perfect defense. Note that it requires 50 factors
(25 doubled) that must be soaked-off against. This
prevents the 6-9-6 from being attacked at 3-1. This

position is how an expert would hold the line. Note
position #7 is the best possible defense. Since it re
quires so many units it is seldom, if ever, used.
There are other positions on the line that must be
guarded. If not, the Russian player cannot lose the
game (or has already lost it if he has but one posi
tion to defend). The doubled defensive position at
tackable from three hexes is the hardest position to
defend properly.

A quick analysis of the previous described posi
tions could reveal the false conclusion that, in
general, the mure combat factors you have on
defense, the better the defensive position: #1:7
defense factors, #2: 15 defense factors, #3: 12
defense factors, #4: I6 defense factors #5:20 defense
factors, #6:34 defense factors, etc. Nothing could
be further from the truth. Observe position #8 again
but eliminate the 6-9-6 and both 4-6-4's leaving 6
defense factors. The 2-3-6 can be crushed by soak
ing off against the 7-10-4. On the subsequent Rus
sian player turn the position must be counter
attacked or the Russian units must withdraw. Any
German player worth his salt would welcome
counterattacks if he has positioned his units cor
rectly. Not only does the Russian player lose units
through soak-offs, but the Russian position must
be weakened elsewhere to mass the units necessary
for such a massive counterattack.

Another important position is the doubled posi
tion attackable from two hexes. #8 is poor, giving a
3-1, no soaks and the advance. #9 is fair; #10 is
slightly better. #11 observes the present 3-1 strategy
but doesn't stop a low odds attack. Position #12 is
excellent but #13 is almost impregnable.

85bury units in swamps

loses two 2-3-6's

Weaknesses

3.0 prevents 3-1

5.5 prevents 3-1
1-1 would be costly

1.0

1.0 3.0 prevents 3-1

1.5

German Losses
units factors Good Points

2.0

3.3 +

.2

.3 2.0

.5+

Russian Losses
units factors

1-2

1-2(1-1)

1-2(1-1 or
2-1,1-2)

Best Attack
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POSITION 21: the oblique line Note the defense using the "oblique line" foils the Siragusa attack since the 2·3-6'5 cannot be retreated behind
German lines. Two successive defensive positions are shown. The first one includes the units shown and the second one include units shown
moving to the positions indicated by the arrows. Note that x's are hexes where units will be sacrificed in the second position. EE24 should con
tain a 4-6-4 and the other two positions each contain 2-3-6's.

Once all the other tactics are known and used
correctly by players it may be the factor-and-hex
counter that wins the game because he puts a little
more effort into his play.

Note that the tactical positions in our illustra
tions are "graded", high being best. You can
evaluate an overall defensive position by evaluating
the individual positions and assuming that certain
positions are not defensible. The Russian player
must withdraw to a better position or sacrifice weak
units (usually 2-3-6s and/or some 4-6-4s). Obvi
ously, the fewer factors sacrificed the better; the
less terrain handed the German player, the better
the defense. But how does the Russian player
balance these two important strategies?

As a general rule, the Russian player has an ex
cellent position if he sacrifices only one unit (if he
doesn't sacrifice any units his positional play is
brilliant and his opponent's play weak). Usually
two units will be sacrificed a turn; rarely three. If
four units are sacrificed each turn the Russian
player will surely lose.

The rule of thumb for retreats is: don't retreat
more than two hexes in any area unless you are
retreating to a new river or city line (doubled defen
sive positions) or it is the end of the game and you
are retreating into the Caucasus mountains in the
southeast corner of the map. You should have a
very good reason to break this rule. There are only
so many turns in the game. The fewer hexes you give
away to the German player the longer you will keep
him from his objectives.

\
\

) -J
X )

-<
\~-'O

""Pr:""",_""",nllJ
/, } .....l
\ /~\ .
j------< l!!!J' :1' ,r-----'

__ -.I _""..>J~,~_J ~_~ ~
POSITION 20: the Siragusa attack Note that the 2-3-65 are retreated toward Germany and they cannot counterattack back toward Russia
because the odds would be less than 1-6 unless other units were brought into the attack. 5·5-45 or better are placed behind the lines to ensure that
attacks against the rear areas will force the 2-3-65 to be eliminated or forced back once more into the pocket. A cunning German can keep the
2-3-65 behind the German lines and in supply via the Kirch Straits!

player has to leave a weakened position in his line it
might be wiser to leave the position in the north or
south than in the middle, all other considerations
being equal.

One last tactic, the Siragusa attack is almost
unknown by even expert players at this point in
time. Whoever said that STALINGRAD has been
around so long that nothing new ever appears? The
Siragusa attack is based on the principle that 2-3-6s
are valuable delaying units and the Russian player
needs them in the middle game when falling back
from the Dnepr to the Kursk-Kharkov-Stalino line.
To maximize the use of 2-3-6s as delaying units
many players place them every four hexes. A Ger
man player who utilizes the Siragusa attack can
make mincemeat of this position especially if the
Russian army is stretched to the breaking point.
The idea is to attack the 2-3-6 at 3-1, 4-1, or
preferably 5-1 and retreat it behind the German line
into a pocket if a retreat result is rolled. The 2-3-6 is
then unavailable as a replacement to the Russian
player because it is not eliminated, increasing the
German's tempo. (See position #20).

The defense against the Siragusa attack is the
"oblique line" defense. That is, defend neither
along the grain nor against it. Instead defend at 30 0

angles to the grain. As an example, if the Dnepr is
broken at Kiev you should put 2-3-6s on DD23 and
FF24, not DD23 and GG23. Admittedly, Dnepro
Petrovsk can be attacked from three hexes rather
than two but this problem is not insurmountable.
(See position #21 for successive use of the "oblique
line").

Doubled positions attackable from only one hex
are easily defended. As a general rule use any Rus
sian unites) except a single 2-3-6. Stacking is pre
ferred and the more defense factors the better.
However, the question whether two 2-3-6s or one
4-6-4 is preferred is quite controversial. The stacked
2-3-6s prevent the advance if only one is attacked
and the other is soaked off against. 2-3-6s are
valuable delaying units and the loss of two such
units with one low odds attack is hard to take. This
may be the exception to the general rule that stack
ing is preferred so long as the 3-1 is stopped. (See
positions 14 and 15).

When the Russian player must defend in the
open he is usually in trouble. His only savior, the
weather, is not always to his advantage nor even
completely predictable. If the weather is clear, in
general, the only safe undoubled position is a hex
attackable only from one other hex. A single 2-3-6 is
easily crushed; a single 4-6-4, 4-6-6, 5-7-4, 5-7-6,
two or three 2-3-6s, etc. also fails to stop the 3-1. It
at least prevents automatic elimination (in many
cases this advantage is turned into a disadvantage
when a D Elim or exchange results in the loss of ad
ditional defense factors). Two 4-6-4s, 4-6-6s, 5-7-4s
or some combination of two units stronger than
2-3-6s stops the 3-1. Obviously a good player would
defend in this way. Problems result from I-lor 1-2
attacks, especially adjacent to swamps and/or
mountains where the units can be "buried from the
action" with a D Back 2 result. These units invite
low odds attacks. A single 6-9-6 or 7-10-4 stops the
3-1 but is even worse off than a stack. Note that the
large units are more valuable to the Russian player
than the medium strength units and the low odds at
tack risks less German attack factors. I feel that the
optimal defense involves two 5-7-4s and a 4-6-4.
This stack can only be attacked at I-I by using Pan
zer units, quite a risk. Attacking at 1-2 forces the
German to risk II attack factors rather than 10
since with 10 an exchange will only kill the two
5-7-4s. Why cry over one factor? Between expert
players this one factor gives the Russian player one
more unit and often times this one extra unit can
win the game (See positions 16 through 19).

Counting factors and hexes is more important in
play-by-mail than in person-to-person timed tour
nament play. Counting which German units can get
where allows the Russian player to defend properly
with weaker units. For example, if most of the Ger
man panzer units are in the south, a doubled posi
tion in the north attackable from only two hexes
might only need stacked 4-6-4s instead of 5-7-4s to
prevent 3-1 attacks. The 5-7-4s might be needed
elsewhere. In general, counting factors and hexes
creates very minor advantages which add up to win
the game. In person-to-person timed tournament
play this tactic is rarely employed effectively. It can
be. The only German units that the Russian player
must keep track of are the German panzer units. If
21 or more factors of German panzer units cannot
reach a position to attack a doubled position at
tackable from three hexes, a single 7-10-4 will stop
the 3-1. As the game progresses, the Russian player
will usually find himself defending with a weaker
and weaker line. Saving one unit here and there
creates very powerful defensive positions in critical
areas.

The Russian player can easily count movement
factors during snow and, to a lesser extent, mud.
Without German panzer units in proper position
doubled positions become harder and harder to at
tack. Even in clear weather the Russian player can
leave a southern position weak to force the German
to commit his panzers to the south. German units
on the Black Sea coastline cannot reach the north
ern river lines and vise versa. I am not advocating
weakening the line for the sole purpose of forcing
the German player to move his units to one position
or another. What I am saying is that if the Russian
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Position 22: PHILLIES DEFENSE RAnNG: 86
Finnish tOronto B36: 5-7-4,4-6-6; D36: 4-6-4; F35: 5-7-4; G34: 4-6-6; Bl: 5-7-4, 5-7-4
STRENGTHS: SI8, Brest, tactically sound
WEAKNESSES: sacrifices three units, tactical but not strategic dispositions fro turn twO
COMMENTARY: At first glance hex EEI2100ks weak. You could attack it from hexes DOl2 and EEl I , retreat the 4-6-4 to GGII and ad
vance-apparently trapping bOlh the4-6-4 and 4-6-6. They can, however, on the Russian move, retreat to GG 12. Attacking BBI5 from CCI4l0
retreat to 0015 or EEI4 (by stacking German units in the rear areas) will be counterattacked.

Attacking the 6-9-6 surrounded is a common trap, forcing the brunt of the strong German units to the south where they can be bottled up.
What should you do? First of all, eliminate the three sacrificed units. Place both 7-7-6's and a 6-6-6 on LLI2 with three 5-5-4's on MM9 and

three4-4~4'son MM8 with other 5-5-4's and 4-4-4's in Rumania. If the 6-9-6 does not defend along the Hungarian border on turn two the Prul
will fall on turn three. If the 6-9~6 does defend the bend of the Prut will fall.

The defense appears to be very strong but it is brittle because southern front units will have to be shifted north to fill the Lwow and Brest~

Nemunas gaps.
FLOW OF PLAY: This defense relies on a strictly defensive game on the main front with sacrifice of 4·6-4s and 2·3-6s when they become
available in gaps between doubled defensive lines. Hopefully the units attacking the Finns and Germans up nonh will arrive in time to
strengthen the main front before winter.

Roberts Defense
Possibly the strongest player of his time and still

a contender for the classics champion of all time,
Dave Roberts authored several articles and won
numerous tournaments prior to Origins I. Dave
dropped out of tournament play to work his farm in
Houlton, Maine and design games during his infre
quent spare time. Being a perfectionist his play is
excellent but often appears overly aggressive. He
knows what units should be where at each turn to
win the game (if neither side makes a misplacement
and the luck is average). Unfortunately, he most
often is not playing an opponent as capable as
himsel f and poor luck will ruin the best of calcula
tions. Dave is afraid to wait for a mistake and tries
to create them every turn. His aggressive strategy
may have mellowed lately for his original winning
tournament setup (position #23-TAKE WAR
SAW) has recently been scrapped and a new setup
created (position #24.)

I have never seen Dave Roberts in action as he
crushes the Germans in Poland. My original
strategy with the Russians was to attack the Ger
mans. I even wrote an article for a spirit master
magazine on the strategy back in the stone age of
wargaming. But I quickly dropped the strategy as
the replacement rate dropped to 4-5-6. Dave still
uses it, although infrequently. Here's a description
of a game against Carl Knabe with Dave as the Rus
sians:

"The reader to whom my setup seems unlikely
will probably be absolutely shocked to learn that it
is designed to maximize my chance to capture War
saw! Even further shocked that when this match
was arranged, our Kindly Editor (Don Greenwood)
stipulated that I would have to capture Warsaw or
the game probably wouldn't be used. Not only is
this long suffering staff required to labor long
hours for no pay (1973), but we have to accomplish
the impossible to get our names in print.

But, fool that I am, I'm not discouraged. Ac
tually I've been trying this several years in tour
naments with considerable success. What is re
quired is to hold maximum territory, and tempt the

W15
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Position 23: ROBERTS' TAKE WARSAW ATTACK RATING: 84
Finnish Front: A39: 4-6-6; D37: 4-6-6; G34: 4-6-6; B\: 5-7-6
STRENGTHS: Brest; only sacrifices one unit
WEAKNESSES: Finnish front is brittle; lhe Russian position could be crippled by low odds attacks if the German player gets lucky
COMMENTARY: Don't lick your chops too fast if you're the German player. Numerous 3-1 's and low odds attacks areavailable but Dave has
developed this defense (attack) with knowledge of every German unit, not just what strength of units the German has. Consequently only about
three positions could be attacked at 3·1 or better (besides the 2-3-6 on X IS). And all of these positions must be soaked-off against. The strategy
behind this defense is unique. The Russian player allempts 1O win the game early by attacking and crushing {he German player.

Conservative play with selective low odds attacks can cripple at least the intent of this defense (attack). The4-6-4 on LL 14 can be attacked at
3·1 without a soak. A 6-6-6 can soak·off against the units on Y16 at 1-6 from Y15. This allows the right combination of units 10 kill the 2-3·6
from W 15 and/or X 14 and attack the 4·6-4 on X 16 at 5·1 with the 5-7-4 attacked at 1·2. A 5-7-4 on U18 can be attacked al 3-1 and the other four
5-7-4s on U and VIS can be soaked-off against at J~3 with two 5-5-4s. If the German player wants to be daring he can atlack CCI4 at I-I (but I
wouldn't recommend it since the German player will need every available unit for turn two).

Using these attacks will eliminate between one and five Russian units for 3 to 29 defense factors (probably 3.2 Russian units and 14.5 defense
faclOrs). The German player will lose between 0 and six units for a range of 0 to 29 attack factors. (Probability indicates 2.7 German units for
12.3 attack factors).
FLOW OF PLAY: The Russian player will 3Hack, altack, attack. If the German player positions his units correctly he will ultimately turn the
tide (with average luck) and go on the attack himself against a much weaker Russian army.

tional play by his numerous articles on tactics and
strategy in the early issues of the GENERAL. He
advocated changing the replacement rate to 4-5-6
from 4-6-8 to balance the game. After many years
of controversy, the replacement rate was changed.
However, he also advocated removal of units in
volved in an exchange based on defense factors, a
misinterpretation of the original rules propagated
by the assumption that the same system was used
for exchange as earlier published AH games. AH
did not change this rule and the Phillies defense and
positional play is based on exchange at defense fac
tors. Consequently, expert play has advanced
somewhat beyond Phillies' suggestions but always
using them as a base. (See position 22).

Phillies Defense
Recognized as the first master of STAL

INGRAD, George Phillies paved the way for posi-

Lines of play evolve from the opening set-up.
With few exceptions, the strategy of German play
(not necessarily tactics or which units are placed
where) is a reaction to Russian positions, especially
the opening setup. Once the Russian player places
his units on the mapboard part of the game is
predestined. It is the German player who will take
advantage of weaknesses, gain momentum, and
force the Russian player to counter his thrusts. And
don't think the Russian player can set up an im
pregnable defense. He can only minimize the
weaknesses.

Because of its length of frontage and the fact
that the Russian army is at full strength, the initial
setup position is the third strongest defensive line
on the mapboard. Only the Nemunas-Pripyat
Marsh Dnestr and Divina-Dnepr lines are stronger.
Make the German fight for his life here but don't
lose too much yourself.

OPENING SETUPS
As you study the opening Russian setups that

follow note the following hexes: S18, V19, and
Brest. All of these positions are guarded-either by
direct defense with units or indirect defense because
they cannot be reached. All of the experts seem to
agree. These hexes are very important.

After analyzing the setups, the entire front line
will be analyzed as a prelude to developing proper
lines of play: what you may call grand tactics.

In the opening phase lines of play can be
categorized geographically and presented very
clearly in this way. Defensive positions will be ex
plored in four areas: Finland, North (of the
Pripyat), in front of and in) the Pripyat, and South
(of the Pripyat). Once the Dnepr line is breached we
enter the middle game. From then on the best way
to analyze positional play is along the entire front.
Some players may not agree but I feel the end game
begins once two of the major cities are captured.
Hopefully these two cities are Leningrad and
Moscow. It is much easier to defend Stalingrad in
the end game than either of the other two victory
cities.
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Huffman Defense
Phil was the highest rated player (A.R.E.A.

1981) to submit a setup claiming STALINGRAD as
his best game. He prevents 3-1's in non-essential
areas and counterattacks any breaches of river lines
at 5-1. He does not attack early but crushes any
bridgeheads on the Nemunas. In this way he cannot
lose the game because the German player is lucky.
As an attacking Russian you can also "get lucky"
negating German luck. Note that his setup shows
that he would rather give 3-I's against a 4-6-4 than
7-I's against a 2-3-6 in the early turns. Saving a
2-3-6 for sacrifice in a later turn but before rein
forcements arrive is a hypermodern tactic based on
the idea that the 3-1 can yield a D Back 2 or an ex
change and a 4-6-4 must be sacrificed later at 7-1 if
none of the 2-3-6s are available (See position 27).

Bakulski Defense
Paul Bakulski only played in one tournament:

the AH500 at Origins II which he won (defeating his
brother, Dave, who came in second-I have yet to
beat Dave and have only won one game as the Rus
sians against Paul). Paul's play is very conservative
and calculated and he never loses his cool. I guess
that's the lawyer in him. Feeling the Russian side
cannot lose with perfect play Paul rarely counterat
tacks unless to hold a river line that has been
breached by a low odds attack. If he were an
A.R.E.A. rated player his rating would surely be
above 1900. His defense (position #26) shows
reliance on time tested play. He attacks the
Finns-none of this hypermodern idea of defend
ing up there.

Packwood Defense
"No one defends Brest like I do" is the best way

to describe Steve. His A.R.E.A. rating (1896) and
tournament showing (first at Origins IV) show him
to be a capable, experienced player. He was
defeated by Paul Bakulski at Origins II, but he
showed his expertise by defeating me with the Ger
mans in the semi-finals at Origins IV. Steve

was misdirected. He is risking the bulk of his
fighting power for an objective of limited utility. If
he wanted to risk this, I think he would have been
better off attacking HHI4 to link up his fronts.
HHI6 would have been even better. Ifhe is going to
get the D Elim, I'm glad he got it where he did."

Siragusa Defense
It was Paul Siragusa in a tournament in Maine

who stopped Dave Roberts in the final round. And
he had the Germans! Paul's two appearances at
Origins positioned him well in the standings. His
best showing occurred at Origins I where he
finished third. Not afraid to counterattack as the
Russians or take selective low odds attacks as the
Germans, Paul's play is deadly. At times he defends
with trap positions showing he is a successful
counter puncher. The defense by the Russians in
Finland is just such a trap. Once on the offense he
takes command of the situation immediately (see
position #25).

At the time of this writing Paul's A.R.E,A.
rating puts him among the top 15 players in that
pool of postal players. Were he to engage all those
rated higher on the list in STALINGRAD I have no
doubt that he would be rated considerably higher.

The game continued but Dave did not get a
chance to take Warsaw because of Carl's con
tinuous luck. The game was played out until Oc
tober '41 when Carl dropped out ofsight, and . ..
apparently wargaming. Even with Carl's early suc
cesses Dave's position was pretty strong. The game
illustrates an important point using the Take War
saw strategy: If the Glirman gets lucky and doesn't
make mistakes you can still retreat and win the
game that way.

to a defensive here trying to conserve every possible
unit. With perfect luck I could take Warsaw, but
that is obviously absurd to play for. The move given
helps the relative attrition somewhat and still
tempts him to moves that accomplish the objective
for me if he is unlucky.

I think it only fair to mention that Carl attacked
at 2-1 and 1-1 with exchange and DElim as results in
that order. The other attacks, except in the U18 and
V18 area were also lucky.

July '41 Well I tempted him all right. Again he
attacks with massive low odds attacks, but not a
single A Elim! Destroying my 4 cav at 1-2 is par
ticularly serious because now I can't 3-1 proof the
Nemunas this turn. I feel that the 2-1 in the south

.WARSAW

Posilion 24: ROBERTS DEFENSE RATING: 93
Finnish Front: 131: 5-7-4; A38: 5-7-6; D37: 4-6-6; G34: 4-6-6

COMMENTARY: As with the Take Warsaw defense, Dave studies the whole German army in arriving at this defense. It is obviously the best
one included here. The 5-7-4 at NN 14 is weak. The 2-3-6 at Xl6 could be attacked from Y 15 and buried into Germany with a 0 Back result so
that the German units could advance into X 16. The U 18 and VIS positions could receive the same type of attack as described in the Take War
sa~de"'rense.The same comment applies to CC14. But all in all this defense is almost perfect-just about the best defense you could develop
based on probability and experience.

I would place the 5-7-4 at JJ 12 on NN 14 and the 2-3-6 on Xl6 on X 15. With these changes I would increase the rating for the Roberts defense
to 95. It's just about the best there is.
FLOW OF PLAY: Sacrifice of a minimum number of units on the main front is the way to play these days. The Finns can be held with proper
play or counterattacked if the German player makes mistakes. Leningrad and maybe even Moscow could fall but Stalingrad is many, many
hexes away. Obviously this is the strategy many experts find is the winning strategy and the Roberts defense makes it into a work of art.
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Position 25: SIRAGUSA DEFENSE RATING: 87 STRENGTHS: S18, numerous traps and soak-offs required
Finnish Front: 131: 4-6-6, 4-6-6; 136: 4-6-4; D4O: 5-7-6 WEAKNESSES: Finnish front is brittle, Brest (?)

COMMENTARY: Units on LL14 should be attacked at 5-1 and 1-2 with appropriate soaks against KKI4. The other alternative of attacking
NN 14 with appropriate soaks is a bit more risky because of the two chances of exchange at 3-1 against a doubled 5-7-4. The entire southern at
tack could stall if that happened.

The sacrifice units should be gobbled up at 7-1.
Two other possibilities exist on the main front. The units at CCI4 could be attacked at low odds: one 1-2, two 1-2's, one I-I, a 2-1 and 1-2,

etc. The other possibility (which Dave Roberts recommends) is to attack Brest in spite of the required soaks, A 7-7-6 and 6-6-6 attack the units
on BB15 and two of the 5-7-4s in Brest at 1-6. An 8-8-6 attacks the three units on 216 at 1-6. Three 8-8-6's on AA14, a 5-5-4 and 6-6-6 on 215,
and a 7-7*6 on BBI4 attack the 5-7-4 in Brest at 3*1. Appropriate soaks are made against CC14 from Ce15. Note that the 3-1 against Brest is a
mixed blessing. It lowers the attacking force in the south. It also severely weakens the German panzer forces assuming that the two 1-6s are A
Elims. With those 21 factors of armored units gone, the German army is not strong enough to mass a 3-1 against a 7-10-4 in a doubled position
attackable from three hexes. Of course, Brest will fall since units in Brest would have to soak-off against three 8-8-6's doubled. But is the city
worth it?

Along the Finnish front, one of the units at BI should be attacked at 3*1 and the other soaked-off against at 1-3 from hex 132. The last Fin
nish unit (2-2-4) should be placed on hex F33.
FLOW OF PLAY: The Siragusa defense is designed to destroy the German through attrition and counterattack along river lines and from
doubled positions whenever the opportunity presents itself. The initial setup presents many traps that have far reaching consequences in the
turns to follow.

June '41 So he knocks off eight of my pieces,
always discouraging! But after looking over things I
note that he is extremely weak on the main front, he
has barely three attacking stacks available. If the at
trition ratio had not been extremely high and un
favorable to me, I think anyone could envision the
fall of Warsaw in this position. Even as it is 1am not
prepared to give up. If I can again induce him to
take risks and he loses, 1 may pull it off.

In consideration of my Editor's stipulation I
considered an all out offensive against Warsaw,
although normally I would automatically convert

German to take risks. If he has less than average
luck it is quite possible that a carefully conducted
offensive will reach Warsaw.
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Position 28: PACKWOOD DEFENSE RATING: 85
Finnish Front: A36: 4-6-4; B36: 4-6-4; C36: 5-7-4; 036: 5-7-4; F35: 4-6-4; G34: 4-6-4; J31: 5-7-4
STRENGTHS: Brest, S18
WEAKNESSES: sacrifices Ihree units
COMMENTARY: Getting three units free is always a treat. Units at CC14 invite two 1-2s, one with a 4-4-4 and 3-3-4 and the other with a 4-4-4.
The other positions do not invite low odds attacks. German units should be placed for maximum effect on turn two.
FLOW OF PLAY: Standard retreat to the Dnestr-Prut line in the south continuing along the Hungarian border to EEI2 to Brest to the
Nemunas with a sacrifice unit at X 17. The defense places strong forces at the critical points with sacrifice units in between, hoping to channel
the German attacks and rely on the reinforcements from the Finnish front and the time limit to win the game.
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Posillon 27: HUFFMAN DEFENSE RATING: 88
Finnish Front: C36: 4-6-4; F35: 5-7-4; B36: 5-7-4; 036: 4-6-6; J31: 4-6-6, 4-6-6
STRENGTHS: Brest
WEAKNESSES: LLl4
COMMENTARY: LLI4 should either be attacked at 3-1 from MM 13 or 5-1 with appropriate soaks against KK 14. (As a matter of faci the 4-6-4
on JJ 12 would be better placed on LL14-increasing the raling to 89). U 18 should be attacked at6-1 with a 1-5 against V18. CCI4 invites a 1-2.
Should FFll be attacked? That's a matter of taste.
FLOW OF PLAY: The defense is designed to keep the Germans in Poland from linking up with the Germans in Rumania. By positioning units
at FFIl, if it is not attacked, EEI2 and FFll will be very strong next turn. Units in the south can pull back to the Dnestr-Prut line while units in
the north hold the Nemunas-FFll line with one sacrifice at X 17.

Phil does a lot of counterattacking and can do so as long as he has the interior lines by dividing the Germans in Poland from the Germans in
Rumania.

'-. WARSAW

Position 26: BAKULSKI DEFENSE RATING: 90
Finnish Front: A36: 4·6-4; B36: 4-6·6; 036: 5·7-4, 4-6-4; C34: 5-7-4; J31: 4-6-6, 4-6-6, 4-6-6
STRENGTHS: Brest, S18
WEAKNESSES: NN14
COMMENTARY: One of the 5-7-4'500 NNl4shouid be attacked at 3-1 and [he other soaked~offagainst at J·3. One unit on LLl4 should be a[~

lacked at )-} and the other at 1-2. The necessary soak-orfs should be made against KKI4 from KK13.
The German player may also wish lO aHack hex CC14 at low odds, either I-lor 1-2.2-3-65 on U18 and XIS will be auacked at 7·1.
Despite the eight units used lO atlack Finland, the main front is very strong. Paul's setup is sturdy and conservative.

FLOW OF PLAY: Units in the south will immediately pull back behind the Dneslr-Prutline to avoid German low odds auacks. The EEI2l0
Brest defense can be maintained for another turn and a sacrifice unit can be placed in the gap at X 17. The Russian retreats slowly sacrificing as
few units as possible and still preventing 3-ls. With Finland crushed, the victorious Russian forces bolster the main front. There is very lillIe at
tacking other than in the early turns against Finland.

sacrifices non-essential terrain (position 28) and
makes sure you do not attack the positions he deems
essential. The number of units sacrificed and the
consequences of good German luck make this
strategy difficult for a beginner.

STRATEGY IN THE OPENING
Probably the most controversial topic in Rus

sian play that has evolved is what to do against
Finland. As the replacement rate dropped from
4-6-8 to 4-5-6 the Russian player became more and
more aware that conservation of units was his prin
ciple worry. He could not throwaway his army with
tactical blunders and risks and win the game
because of the vast resources of limitless space and
replacemen ts.

The experts disagree. Phillies, Bakulski,
Zajicek, Packwood, and Huffman attack Finland.
Roberts, Siragusa, and Angiolillo defend against
the Finns or wait for the German player to make a
mistake on that front. How many units do the ex
perts place in Finland? Table B illustrates the two
opposing strategies:

Zajicek Defense
Jim (A.R.E.A. rating 1865) really knows his

probabilities. This fact coupled with experience and
timing make him a formidable opponent, although
WA TERLOO is his first love. His strategy is the op
posite of Packwood's. He makes the entire line as
rigid as possible, forcing the German to commit his
forces and lose the game by loss of the German
army through attrition (soak-offs and exchanges
against doubled positions). See position 29. I don't
think Jim has lost more than one game as the Rus
sians. He claims he doesn't know how to play the
Germans well but he could have fooled me. I'll be
lucky to split a match with him by mail.

Angiolillo Defense
I have included my own setup not so much to

toot my own horn as to be complete. My A.R.E.A.
rating (1867) and showing at the AH500 (third) give
me some of the necessary credentials. I was taught
the right way to play by Bakulski, Siragusa, and
Roberts, but I think I took some of their teachings
and allowed my explosive nature to show through.

As far as my play goes, I'll attempt to criticize it
based on observations made by others. Self
criticism is probably the hardest criticism.

Paul Bakulski noted that my strongest play oc
curs in the end game closely followed by the open
ing. Paul Siragusa remarked that if things fail to go
the way I anticipate, I often fall apart. He is
especially right about the first tournaments I
entered.

As far as flow of play is concerned I am not
afraid to counterattack nor retreat when need be. I
play best when I have both 7-I 0-4s and the 6-9-6 (my
queen and two rooks). Without them I am at a loss.
I also know when I'm losing and am not afraid to let
the die determine the outcome at that point (See
position 30).

Other Defenses
Most of the other setups found in the

GENERAL are not quite as good as those shown
here. Notable exceptions are the Baruth and Gygax
defenses. The Baruth Defense would have been in
cluded here if a 2-3-6 at BBI5 were replaced with a
4-6-4, making the 6-9-6 at Brest 3-1 proof (Dave
Roberts found this weakness in the defense after the
Series Replay was published and both myself, and
Paul Bakulski missed it in the commentary). For
those readers who own most of the issues of the
GENERAL, I have rated Russian defenses
previously published therein in Table A (high
numbers are better; 60-69 fair, 70-79 average, 80-89
good).
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Table A RATINGS OF PREVIOUSLY PUBLISHED DEFENSES
rating

72
issue

VI N3
defense
Knabe

strengths
tactically sound

weaknesses
attack 7-10-4 in Brest at 1-2
attack 7-10-4 on S18 at 1-2

62 VI N3 Zocchi none attack 5-7-4 on SI8 at 3-1 or 6-9-6 in Brest at 3-1

79 VI N6 AH tactically sound attack 7-10-4 in Brest at 1-2
attack 7-10-4 on S18 at 1-2
attack 5-7-4 on V19 at 1-2 or I-I units on HHI4 and HHI5 are not
necessary

68 V2 Nl Schneider Brest can be assaulted but not taken attack two 4-6-4'5 on XI6 at 3-1 and the other at 1-2

68 V2 Nl Shagrin tactically sound attack 6-9-6 on S18 at 1-3 with units behind to retreat to UI8
attack 4-6-4 on LLl4 at 5-1
attack 7-10-4 in Brest at 1-2
attack units on CC 13 at 1-2

73 V2 NI Bullis

71 V3 Nl MIT

75 V9 N3 Lambert

70 VIO N4 Oleson

74 VII N3 Shalvoy

80 VII N4 Gygax

lots of units near SI8 tactically sound

Sl8tactically sound

Brest tactically sound

Brest S18
tactically sound

Y16, Z16
tactically sound

attack 6-9-6 in Brest at 3-1
attack 7-10-4 on SI8 at 1-2
attack 5-7-4 on VI9 at 1-2 or I-I

attack units on SI8 with three 1-3's with units behind to retreat to UI8

units on CC23 should be used to defend the line

attack 5-7-4's on SI8 at two 1-2's with units behind to retreat to UI8

attack 5-7-4'5 on SI8 at two 1-3's with units behind to retreat to U18
attack units on hex CCl3 at 1-2

attack units on CCl3 at 1-2
attack 7-10-4 in Brest at 1-2
attack 7-10-4 on S18 at 1-2

69 VII N5 Reed Y16, Z16 tactically sound attack 6-9-6 on S18 at 1-3 with units behind to retreat to U18
attack 7-10-4 in Brest at 1-2
attack 4-6-4 on LLl4 at 5-1

82 V14 N3 Baruth only one sacrifice attack 6-9-6 in Brest at 3-1
attack 7-10-4 on S18 at 1-2
attack 5-7-4 on NNI4 at 3-1

Position 29: ZAJICEK DEFENSE RATING: 82
Finnish Front: 836: 4-6-6-, 4-6-4; D36: 4-6-6; F35: 4-6-6, 4-6-4; 13t: 4-6-6, 5-7-4, 5-7-4
STRENGTHS: Rumanian front, SIS
WEAKNESSES: sacrifices three units, Brest

COMMENTARY: Attacking the 5-7-4 at 131 results in the loss of the entire Finnish force (if the odds are 3-1). Another trap, a bit more subtle,
is the 5-7-6, which if attacked at 3-1 will result in the ultimate loss of the entire Finnish force in three turns (especially if the 3-1 is a D Back 2).

Attack the 4-6-4 on VIS at 6-1 with a 1-5 soak. Attack LL14at 3-1 and 1-2 with a soak against KKI4. The only way to attack CCI4 is with a
1-2 with 11 factors. Whether the attack should be made at all is another question.
FLOW OF-PLAY: Russian units will be moving their entire movement factor to reach key hexes in the turns that follow (the 2-3-6 at D40 should
head south; the 2-3-6 at JJ 14 should be on hex X 17, etc.) Consequently, the first few turns should see no counterattacking on the main front,
except to retake V19 if the opportunity presents itself. Attack the Germans in Finland if they fall for any of the trap positions or make a mistake.

The second defense, the Clark defense used by
expert player Ray Clark, his defensive setup is not
included in this article because he changes it at each
tournament based on his mood that day) uses three

"Position 31: German armor in Finland

AnglO illo 2 1

STANDARD RUSSIAN ATTACK:
Bakulski 2 6 34 50
ZajiceK 2 34 50
Pl1illies 4 3 32 46
Packwood 3 4 3.1 45
Huffman 2 4 26 38
HYPERMODERN RUSSIAN DEFENSE:
Roers 2 2 fS

TABLE B:
THE FINNISH FRONT

Player Units Committed Factors Committed
5-7s 4-6s 2-3s Attack Defense

Siragusa I 3 17

German Finnish Defense
Although this article is mainly an article on Rus

sian defense, some mention should be made of Ger
man defenses in Finland, The better the German
defense the longer Russian units will be away from
the defense of the main front. Three defenses have
evolved although many variations of these defenses
are used.

The first sample is the Knabe defense, Carl
places a valuable 6-6-6 in Finland to hold Helsinki
through the winter. He sacrifices two units per turn
in the northern clear terrain hexes and hopes that
this will hold the Russians as long as possible, He
may be right. See position 31.

.~w .
COMMENTARY: The three sacrifice units should be destroyed at 7-1. Avoid the trap of placing armor units on DDl3. With all those units in
the south not doing anything they could be counterattacked. The 1-2 against Brest is a must. On a D Back 2 retreat the 7-10-4 to eel3 and
advance all German units. The position can be counterattacked but the Nemunas would then fall!

As in the Phillies defense the problem results next turn as the south must be stripped of units and the Germans can advance through Hungary
and from Rumania.
FLOW OF PLAY: Standard retreat sacrificing units in the gap but seldom counterattacking. Hold the key positions expecting the German
army to bauer itself out as the reinforcements from the Finnish front and replacements from the interior rebuild the Russian armGicy."lIi._....
- ~4: - - - ;--~\ > ~ _f!'U~

/ .



stacks of units, tempting the Russian player to at
tack at 3-1 with a soak-off or high odds with a soak
off. In either case the Russian player could lose
units in an exchange or soak-off. See position 32.

~

Position 32: Clark Defense The emphasis is on causing Russian losses
with an exchange or low odds soak·off altack.

The third defense, the Angiolillo defense, forces
the Russian player to attack from exterior lines
where he has less mobility. It analyzes the particular
units involved in the Russian attack, uses only one
sacrifice unit per turn, and stops 3-I's against stacks
and a 3-1 against the valuable 5-5-4 that will be the
final defense in Helsinki. The defense is
characterized by placing a German 5-5-4 and 3-3-6
in Finland and sacrificing one delay unit per turn in
the center of the line. See position 33.

Position 33: Angiolillo Defense The positions of units are positions
used by all but the Phillies defense. Units can be repositioned by
following the arrows for the Phillies defense. In other (weaker at
tack) defenses that use mainly 4-6-4'5 the sacrifice unit can be placed
in the hex north of the one marked X with proper units to prevent 3-1
against the stack on hexes marked Y. On the second turn a sacrifice
unit should be placed on hex Z with a 3-3-6 in Helsinki and 3-1 proof
Slacks on hexes marked A. On turn threea sacrifice unit can be placed
on hex B with 3-1 proof positions at Helsinki and hexes marked C or
defending on hexes marked D with the 5-5-4 in Helsinki.

Russian Main Front Defense
Russian defensive positions along the border

can be characterized along three lines: I) Finnish
defense/Main Front attack, 2) Finnish defense/
Main Front defense, and 3) Finnish attack/Main
Front defense.

The first two strategies use the hypermodern
defense along the Finnish border. Dave Roberts
prevents 3-\'s or takes Helsinki. Paul Siragusa
defends with a counterattack potential if 131 is at
tacked. I defend with traps set at 131 and H35.

The other two strategies will be described by ac
tual positions with the assumption that the German
player does not make low odds attacks. Units noted
with an asterisk are units that are not essential to
prevent 3-ls and can be used to counterattack or
plug up other positions if the German player gets
lucky with low odds attacks. The positions also
assume that the German player places enough
strong units in Poland to attack a 7-10-4 in a
doubled position attackable from three hexes. If the
German player does not place his forces in this way,
the necessary units may be taken from the north to
reinforce the southern positions, making them
almost impregnable.

Finnish defense/Main Front defense
Positions number 34 through 39 illustrate suc

cessive positions that are very strong and sacrifice a
minimum number of units.

13

Position 34: JUNE 1941 Finnish defense/Main Front defense. All positions assume 0 Elim al 3-1 or better Wilh no low odds allacks. ASlerisk
units are not needed to prevent 3-1'5.

Position 35: July 1941 Finnish defense/Main Front defense. Note that as the turns go by and the front expands the Russian has less and less
units with which to counterattack (asterisks) which are not needed elsewhere to prevent 3-1 attacks.

Position 36: AUGUST 1941 Finnish defense/Main Front defense



14

Position 37: September 1941 Finnish defense/Main Front defense. The interlocking Russian zones of control are shown in light blue. Note
that the little 7th Armored at FF15 not only contributes five zones of control to the Russian defense, it also funnels any German attempts to
attack other Russian units at basic odds through DD16 thus assuring that the stacks at CC19 and FF17 can be attacked from only one hex.

~11\ot. _.'

l'\'''~", ..t
Position 38: OCTOBER 1941 Finnish defense/Main Front defense. In the south the 6-9-6 should be defending alone in the hex if a 3-1 cannot
occur. Otherwise, the 6-9-6 could defend at HHl8 when a 3-1 is nOt available. If all else fails stack the 6~9'-6 and a 5-7-4 on HH18 with two
5-7A's on hexes JJ 17 and KK17. This will allow a 3-1 but with maximum soaks. The position shown assumes a 3-1 is not available against a 5-7-4
doubled on hex J1I7. Hex X could be defended with two units or the 6-9-6 forcing a soak against hex JJ17.

Position 39: NOVEMBER 1941 Finnish defense/Main Front defense. This position assumes the loss of a 5-7-4 in the south in October 1941.

Finnish attack/Main Front defense
This strategy is the standard that has evolved

with the game. It has been used and reused since the
early issues of the GENERAL. Because it involves
fewer Russian units on the main front than the
previous strategy, the main front is much more brit
tle-until the attack force arrives from Finland, like
the cavalry from the movies of yesteryear.

At this point we should bring our discussion to a
close. We have not discussed everything one needs
to know to become an excellent STALINGRAD
player, nor even a major fraction of it. However,
discussions of the standard defense have appeared
before many times and any really interested reader
can find and gain access to them with the recently
published GENERAL index. Especially recom
mended are George Phillies' discussions of the End

and Middle Game. "*
THIRD REICH '81
Few wargames have maintained their

popularity over the years as well as THIRD
REICH; the winner of various hobby "Best"
awards, and to this day the holder of CAM
PAIGN magazine's "Best Game of all Time"
honors. This popularity is even more remarkable
in light of the game's admittedly poorly developed
rules. In recognition of the special qualities of this
title, Avalon Hill has put THIRD REICH through
the development process again. A team of
THIRD REICH enthusiasts from all around the
globe was assembled to test the revised edition.
Years of experience with the earlier edition helped
formulate the revision during a blind playtest
session. The results have been more than gratify
ing with our most enthusiastic testing response
ever.

THIRD REICH '81 is much more than a
cleaned up version of the old game, although the
rules presentation itself is much improved over
the first edition. Among the changes is a com
pletely revised mapboard with terrain changes
that have profound effects on the game, while
being both more functional (no ambiguous hexes)
and attractive. The scenario cards have been re
vised to provide more useful information at the
player's fingertips and also provide the U.S. and
French players with their own separate cards.

However, the biggest change is in the rules
themselves. Not only are they more complete and
better organized, but they contain many design
changes which drastically improve play of the
game. Paramount among these changes are re
visions to the Strategic Warfare rules which bring
the U-boats under control by 1944 and account
for the Luftwaffe's absence from the battlefield
as they are withdrawn to protect the Reich from
Allied strategic bombing. A free Russian Replace
ment rule portrays the influx of Siberian forces at
the crucial point of the Eastern Front, and major
changes to the Murmansk Convoy rules make that
aspect of the game almost a game in its own right.
A completely new innovation is provided in the
form of Intelligence and Foreign Aid rules which
allow more political maneuvering outside the
purely military sphere of the game.

THIRD REICH '81 consisting of new
scenario cards, 36 page rulebook, and mounted
mapboard is available now from Avalon Hill for
$9.00 plus 10OJo (20% for Canadian, 30% for
overseas) postage charges from: The Avalon Hill
Game Company, 4517 Harford Rd., Baltimore,
MD 21214. Maryland residents please add 5%
state sales tax. THIRD REICH '81 may not be
available in your stores for some time due to the
presence of old stock on the shelves. If you buy a
new THIRD REICH game at your store be sure to
look for the "New Revised 3rd edition" label on
the cover.
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HOISTING THE JOLLY ROGER
PIRATES IN WOODEN SHIPS & IRON MEN By Michael Turner

I am always amazed at the sheer enjoyment I
allow myself whenever I play WOODEN SHIPS
AND IRON MEN (WSIM). The game is, oh,
soooo wonderful and let me tell you this: when I
start to maneuver a fleet of SOLs I can smell the
salt in the air and feel the spray on my back.
WSIM is a gamer's game and don't be fooled by
those guys in the army fatigues bought from the
local ARMYINAVY store that keep yelling about
overruns, and T-34s, and Panzers, and Tigers, and
all kinds of strange animals direct from the con
flict simulations zoo. Just sit back and smoke your
filtered cigarette and drink your bottle of Perrier
and begin to tell them of the sound of a
thunderous broadside and the intricate maneuver
ing you just pulled off against none other than
Nelson himself. Convince them that WSIM is just
about one of the greatest wargames on the market.
Try and get it through their self-lobotomized
brains that you can care less about those Russian
infantry capabilities and that the effect a number
three Frigate has on an ill-placed Sloop is much
more authentic, pyrotechnical, and just damn
more exciting.

Well, do you have their attention, however
slight it may be?

Good.
Now listen to this. Even though I think WSIM

is the wargame on the market and that it is, hands
down, the best wargame Avalon Hill puts out (in
spite of those RBG rating charts), I don't really
think all the possible scenarios have been covered.

I know! There have been articles covering just
about every historical period in which sailing ships
fought it out among each other. The British,
French, Italian, Russian, Swedish and Dutch fleets
are all properly reconstructed and nice scenarios
are written up. But, one period and one group of
fighting ships remains latent.

So ...
Let me tell you a story.
There is a sandy stretch of beach somewhere on

some lost, forsaken island tossed in an empty
Caribbean sea. There, among the tall palms, under
the lonely sand of the island, lies hidden, perhaps,
the riches and fortune of the pirate, Captain Kidd.
Yet, the treasure and how it got there is but a small
part of Kidd's story. What took place during that
era when piracy took a stranglehold on world sea
trade is far richer than any treasure. For it is the
story of men whose lives took a turn which they, in

many ways, were forced into. A time when the
pirate was heralded not for his black deeds but for
the life he managed to carve out for himself. Dur
ing a time when it was better to chance becoming a
pirate and the opulence it entailed, than to live in
poverty and hunger on the land; fighting for what
scarce jobs were offered. It was no wonder then,
that taverns were full of men who secretly idolized
and talked in hushed voices about the pirates of
the day.

Piracy, and especially sea piracy, has been
around ever since the transportation of valuables
and wealth tempted men to take from others. The
Golden Age of piracy occurred from the I630s to
the early 17oos. It was during this time that the
most famous pirates came into being. They
scourged the high seas, concentrating on the main
trading lanes where the wealth gathered and
floundered in its feeble attempt to thwart capture
by these lurking nemeses of the ocean. The Carib
bean, Madagascar, the Red Sea, and the coast of
the British colonies of America were the most fre
quent haunts of pirates. They were indeed cruel
and heartless just as any criminal should be. Many
attempted to escape the life of crime they were en
during on land by signing on with any pirate vessel
they could get close to, taking their chances with
the hangman's noose.

The history of pirates is one of personalities.
The pirate leaders, with their huge egos and cun
ning minds, ruled the horde of buccaneers that
sailed these rough seas (yet, overall, pirate cap
tains, if, over some reason or other, displeased
their crew, could be overthrown and a new pirate
captain installed in his place). These men usually
lived lives, prior to their piracy, of wealthy
gentlemen. A few never crossed the line between
respectable and criminal by becoming privateers,
hired by the major powers to harrass and destroy
enemy shipping. And, yet again, others crossed the
fine line separating privateers and pirates much
too eagerly.

The Golden Age of piracy, that period of time
when piracy was at its zenith of efficiency and
quantity, was only a scant 100 years. The
geographical location of piracy was, theoretically,
the entire navigable world, yet, the pirates seemed
to be drawn to only a few, scattered locations.
These areas, however, were the spokes in a huge
wheel of commerce and golden treasures duly
bound for Persian kings and European empires.

Pirate activity was sparse and underdeveloped
before the 1600s and declined under increased
surveillance between the major powers until, even
today, it essentially exists in only scattered,
separated sections of the world.

Piracy burned its flame in a cascade of dead
and drunken men, soon to be dimmed by
honorable, courageous and equitable men.

Rules playa big part in any wargame and so I
have decided that it would be inappropriate of me
not to include some in this article. The following
rules are meant to help simulate the flow and
flavor of the many pirate engagements that
occurred during those 100 years. The reader may
take it or leave it. I have mentioned the rules that I
think are important in the scenarios that are to
follow. These rules should be incorporated
because the scenarios would tend to become one
sided. So, don't write those letters screaming for
my head because you always lose as the pirate
player. The rules are meant to balance the
scenarios because unlike life, wargames should be
enjoyable and manageable.

MORALE:
The pirates, although an ungodly collection of

men, nevertheless, were quite capable of fighting a
battle with a worthy opponent (although their
preference was for unarmed, bulky merchant
vessels slowed with the weight of gold and silver).
Pirate ships sometimes would carry as much as
three times the normal crew and usually more guns,
captured from vanquished ships and remounted on
the pirate vessel. However, as much as their zeal
was in boarding prize ships, it could suddenly
change if the course of any engagement turned
against them. And, the fact that a crew could switch
captains at any time added to this potential situa
tion. But, since most of the targets were unarmed
merchant ships, this problem only came up
whenever the pirate captain was foolish enough or,
somehow, trapped into fighting an overpowering
opponent.

After each round of combat between boarding
parties (i.e. three melee rounds) roll one die. If the
result is greater than the crew quality value, then a
crew might become broken and strike. This pro
cedure is called the morale check. It is only used by
the pirate player.
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To determine if a crew has broken and the
results of such an action, roll on the Morale Chart
table:

MORALE CHART

CREW
QUALITY green poor average crack elite

I
2 B
3 B B B
4 S B B B
5 S S S B B

S

• no effect
B broken (add 1 (0 die roll only on determination of morale chart

and not on morale check)

S strike (roll I die and add to crew quality value. This number is the
remaining crew squares that will not strike. This figure can
not exceed the current number of crew squares)

PIRATE LEADERS:
Although usually pirate captains were little

more than a simple and convenient way to keep
pirate ships organized in open sea, some captains
were revered by their crews and the loss of such a
pirate leader could effect a crew's ability to con
tinue battle.

To determine if a pirate leader is killed in battle,
roll one die after every melee engagement (i.e. every
three melee rounds). If the number is six then refer
to the Pirate Leader Loss chart:

with the extra guns and crew, it became a deadly
threat to any ship in open sea, short of a heavy
frigate.

In order to capture a vessel, pirate ships simply
grappled and boarded a ship, killing the crew (those
that failed to join up with the pirates) and ransack
ing the ship, stripping everything of value and then
burning the evidence. Yet, sometimes the pirate
needed only to show his colors to force a terrified
crew to strike, hoping that this gesture would please
the pirates enough to be given quarter (it rarely did).

Any merchant vessel with a crew quality of
average or less must roll one die as soon as the pirate
ship is within six hexes or begins to fire its broad
sides. If the number is less then the crew quality
value, then the crew quality drops one immediately.
This is attempted only once. Afterwards, play pro
ceeds normally.

THE SCENARIOS
The pirate leader's rating follows his name

which in turn introduces the scenario.

SCENARIO 1
CAPTAIN KIDD (3)

30 January 1698

I. Introduction
Captain William Kidd was probably the least

understood and most persecuted pirate of his day

and history has painted a somewhat biased and un
true account of Kidd's piracy. The truth seems to
show Kidd as an inexperienced seaman and this,
more than anything else Kidd might have done,
may have cost him his life. Kidd was originally
hired as a privateer by local New York and British
authorities. His mission was to capture any ships
or goods belonging to France, then Britain's
enemy. Kidd was also commissioned to seize
pirates operating mostly from Red Sea ports.

Kidd departed England in December 1695 and
was arrested and hung upon his return in 1701.
What transpired between those two fateful dates
was something short of a disaster. Kidd was har
rassed by press gangs, a mutinous crew, numerous
errors in judgement, indecision over his mission,
his secret urge to become rich through the simple
course of piracy, and his compassion to do good.
Add to this his overbloated ego and the numerous
poor ships he was capturiI)g and Kidd's voyage
"must have been touch and go throughout.

On January 30, 1698, Kidd took his most
fateful and richest prize. The Quedah Merchant
was a 500 ton merchantman commanded by an
English captain and owned by Armenian
businessmen. Outward bound from Bengal, the
merchantman was crammed full of silks, sugar,
iron, saltpeter, muslins, guns, and gold. She was
spotted by the Adventure Galley and pursued in
open sea off the coast of India. Kidd ran up a

Note: crew quality drops one without pirate captain present (either
wounded or dead)

CAPTURE:
A pirate vessel, in addition to the ruse men

tioned above, also was fast and quite maneu
verable; usually only a brig or corsair. However,

die consequence

1 remove for one turn
2 remo e for one turn
2 remove for two turns
4 remav f th e tUfn
5 remove for five turns
6 dies from wounds

BOARDING:
Pirate ships and the crew that they transported

rarely sank a ship to get to any potential treasure
being carried. Boarding was the only way to capture
a treasure intact. Consequently, the pirates soon
became quite professional at this maneuver. To
simulate this prowess, subtract I from any grap
pling attempt by a pirate player (note: the pirate
player can only win a given scenario, unless other
wise stated, by boarding).

Scenario 1
Captain Kidd

Bow Dir Guns Carr PI.
Name Guns Class Nr. Hex Nr. Hull Qual Crew LR LR Rigging Depth Value

PIRATE:
Adventure Galley 34 B 5 TT16 5 5 Cr* 444 4 4 2 2 3333** 9 10 -
EAST INDIA CO:
Quedah Merchant 18 M *** AA23 6 7 Av 221 I 1 I 1 33**** 6 7

NOTES:
• Cr when boarding and Av when firing guns

•• has rowing capabilities
••• luming ability is I

•••• Battle and full sail capabilities as per pg. 28 or WSIM rulebook

Scenario 2
Blackbeard

Bow Dir Guns Carr PI.
Name Guns Class Nr. Hex Nr. Hull Qual Crew L R L R Rigging Depth Value

PIRATE:
Adventure 40 S 5 NI2 6 4 Cr* 444 3 3 1 1 3333 10 8

BRITISH:
Ranger 20 S 5 KK24 5 2 Cr 332 2 2 - - 3333 9 7

Pearl 25 S 5 <X21 5 2 CL 333 2_2 _l I 3333 10 8 ~

NOTE:
• Cr when boarding and Av when firing guns

Scenario 3
Henry Every

Bow Dir Guns Carr PI.
Name Guns Class Nr. Hex Nr. Hull Qual Crew L R LR Rigging Depth Value

PIRATE:
Fancy 46 B 5 TTIO 5 5 Cr 554 5 5 2 2 4444 8 9

INDIAN:
Gang-i-Sawai 62 M * GG7 5 10 Av** 886 6 6 - - 555 *** 21 14 .-
NOTES:

• Turning ability is I
•• When firing guns crew is Av and when meleeing crew is Pr

.... Battle sail speed is 3 and Full sail speed is 5

Scenario 4
Bartholomew Roberts

Bow Dir Guns Carr PI.
Name Guns Class Nr. Hex Nr. Hull Qual Crew L R L R Rigging Depth Value

PIRATE:
Royal Fortune 40 F 4 Q22 5 8 Av 664 5 5 - - 5555 8 14

BRITISH:
Swallow 60 F 3 KK26 6 9 Cr 333 66 2 2 6666 17 16

5
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w
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S
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K

w
2

s

K

w

WOUND TABLE

W wounded (see wound table)
S slUnned (subtract I from rating number)

K
K

w

w

PIRATE LEADER LOSS CHART

leader
rating no.

2

6

• no effect
K killed

SURPRISE:
A favorite play of the pirate was to approach a

merchant vessel by flying a friendlY flag. The mer
chant captain, unaware of the threat, takes no
action to counter the approaching ship. Only when
the pirate ship is nearly on top of the victim is the
Jolly Roger unfurled and hoisted. To simulate this,
a merchant vessel that is within 15 hexes of a pirate
ship, cannot use full sails. He may only use full sails
either the turn after he is fired on or when the pirate
ship is within three hexes.



French flag, fired across the Quedah Merchant's
bow and ordered the merchantman's captain to
come aboard the pirate vessel; whereupon Kidd
raised an English flag and claimed the vessel as a
prize. The captain of the captured ship revealed
that he too was English and Kidd was trapped in
an awkward position. He decided to ransack the
merchantman anyway.

Due to this incident, the Royal East India Co.
made such a howl over the taking of the Quedah
Merchant by Kidd, that he.was arrested and jailed
on his return to New York and later hanged.

II. Prevailing Weather Conditions
Wind Direction: 5
Wind Velocity: 4-heavy breeze
Wind Change: 4

III. Special Rules
A. Morale
B. Pirate Leaders
C. Boarding
D. Surprise
E. Capture
F. No anchoring allowed
G. No land hexes

IV. Special Victory Conditions
Merchant player must escape off boardedge I,
between hexes Al and KI.

SCENARIO 2

BLACKBEARD (5)
17 November 1718

I. Introduction
He was a tall, dark figure of a man with blazing

eyes that seemed to burn from the bowels of hell.
His beard was thick and reached to his chest.
Before he went into battle, Blackbeard would stick
matches under his hat and in his beard, sending a
cloud of billowing smoke to cling around his head.
His appearance was that of some piratical demon.

Blackbeard, born Edward Teach, was to ter
rorize the Carolina coastline, growing more legen
dary with each passing day. No other pirate figure
so closely fitted the public's image of what a pirate
should be: ruthless, dynamic, desperately deter
mined to sail the seas unharrassed. Blackbeard
would sail up and down the American coast, seek
ing prey and helpless ports to pillage.

In the spring of 1718, Blackbeard blockaded
Charleston, capturing any vessels heading toward
the harbor. This wanton disrespect for authority
quickly sent the temperament of neighboring
Virginia to the limit. The governor of Virginia,
Alexander Spotswood, decided to put an end to
Blackbeard's forays.

On November 21, 1718, two shallow-draft
sloops entered Ocracole Inlet where Blackbeard's
sloop Adventure was holed up.

Lt. Maynard, in command, approached
Blackbeard through the shallow waters, slipping
past numerous sandbars dotting the inlet. Move
ment was tedious and slow and at the very start
both of Maynard's sloops grounded on sandbars.
The crews worked the vessels free and Maynard
continued his awkward maneuvering. Finally,
Maynard managed to grapple and board
Blackbeard's ship. The fighting was fierce and
suddenly Maynard came face-to-face with the
pirate, both firing at the same time. Blackbeard, a
night of rum still smoldering in his veins, missed
while Maynard's shot did not. But, it took a
number of cutlass strokes and more pistol shot to
bring Blackbeard down. With their leader dead
the remaining pirates threw down their guns and
surrendered.

II. Prevailing Weather Conditions
Wind Direction: 5
Wind Velocity: 3-normal breeze
Wind Change: 6

III. Special Rules
A. Morale
B. Pirate Leaders
C. Running aground
D. Casting the lead
E. Towing
F. All light green hexes are considered shallow
water with a depth of 8 feet
G. All gray hexes are land
H. Pirate player may secretly designate five hexes
as sandbars. Any ships entering into such a hex are
grounded and must be towed off

IV. Special Victory Conditions
Blackbeard wins by defeating British or by suc
cessfully exiting out of harbor entrance: row of
hexes MM22-MM28.

SCENARIO 3

HENRY EVERY (4)

I. Introduction
Henry Every seemed to burst on the pirate

scene in the year of 1694 when, as first mate
aboard a Bristol ship of 46 guns chartered as a
privateer by the Spanish, he managed to persuade
most of the crew that fortune and fame lay not in a
hard, honest life but in the way of piracy.

Every renamed his ship the Fancy and set
course toward Madagascar. For the next two
years, Every plundered and ravaged with the best
of them.

Every's biggest catch was the Mogul treasure
ship, the Gang-i-Sawai. This vessel was so huge
and powerful that it almost always sailed with only
a small escort. The Gang-i-Sawai carried 62 guns
and some 500 Musketeers as well as 600
passengers. The Gang-i-Sawai was considered the
greatest ship in the history of the Mogul's
dominions. She carried a cargo of some 500,000
gold and silver pieces.

Only a week from her destination of Surat in
India, Every caught up with this small treasure
fleet. The sheer size must have made Every think
twice, but, being the pirate he was, Every wasted
no time in coming alongside the towering sides of
the Gang-i-Sawai.

The Mogul vessel opened fire, her guns
belching out fire and smoke. But, as soon as she
had fired, one of her guns burst and chaos rippled
throughout the huge ship. Every took this oppor
tunity to let go a well-placed broadside that
brought down the mainmast of the Indian ship,
leaving her unmaneuverable in the open sea.

Soon, the cry and shout of pirates filled the salt
air as the crew of the Fancy boarded the Gang-i
Sawai. The next two hours saw a fierce melee as
Every's crew attempted to control the decks of the
Indian ship. The pirate captain lost nearly 20 men
in the first hour of fighting. However, the Indians
were no match for the pirates' ferocity. Soon after
the battle reached its peak, the ship was captured
and secured.

II. Prevailing Weather Conditions
Wind Direction: 6
Wind Velocity: 3-normal breeze
Wind Change: 5

III. Special Rules
A. Morale
B. Pirate Leaders
C. Boarding
D. Surprise
E. Capture
F. No anchoring allowed
G. No land hexes
H. Special boarding rules: the pirate player, due

to the steep sides of the Mogul ship, can only
assign 5 OBP crew squares per melee round.
Each round, then, 5 more OBP are added to
any remaining OBP from the previous round.
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I. Each time the Indian player fires his broadside,
roll one die. If a roll of 5 or 6 is thrown, then a
gun explodes. Mark off one crew square in
addition to a gun square on the side being
fired.

IV. Special Victory Conditions
Indian player must exit off boardedge 4, between
hexes A35 and K35.

SCENARIO 4

BARTHOLOMEW ROBERTS (4)
10 February 1722

I. Introduction
Bartholomew Roberts quickly became the

greatest pirate of his day. His exploits did not in
clude savage attacks against unsuspecting merchant
ships, nor was he feared and gossiped about on the
safety of dry land. In all respects, Roberts was ac
tually low-keyed in the pirate world. For all his
unblackened career, Roberts was only a pirate. Yet,
the most successful pirate that ever flew the Jolly
Roger.

Roberts' success lay in his expert seamanship as
well as an uncanny knack for being in the right place
at the right time. His captured ships, more than not,
were loaded to the gunwales with gold, spice and
jewels. Roberts, in only a few years of being a
pirate, had enough wealth to retire to Madagascar
to live the rest of his life in luxury.

However, for whatever reason he may have had,
Roberts failed to elect that avenue and continued
his piratical career.

Roberts was born around 1682. His expertise in
ship handling and knowledge of naval tactics must
have been gained as an active seaman in some naval
service, although little is known of his early life.
However, this expertise was probably the main
reason why he turned to piracy after some 20 years
as an honest seaman.

Setting sail for the first time as a pirate, Roberts
introduced his name to the world in a storm of fire
and destruction as he devastated the Portuguese set
tlement of Princess Island where the pirate captain
Howell Davis had been ambushed. It is curious to
note that revenge for another pirate was Robert's
first act.

Roberts patrolled the Brazilian coast as well as
the Caribbean and went as far north as the New
foundland Banks. His exploits did not confine
themselves only to stray merchant ships. Roberts
attacked whole fleets of treasure laden vessels as
well as fortified harbors. And, by the spring of
1721, Roberts had nearly brought the shipping
lanes of the Caribbean to a premature closing.

Due to the sparse hunting that Roberts himself
induced, the pirate captain decided to set sail for
Africa, where, he hoped, the pickings would be
more plentiful. However, Roberts was soon to find
something more than easy merchant vessels waiting
for him.

After months of plundering the Guinea coast, a
pair of British men-of-war were sent to put a stop
not only to Roberts but a score of pirates operating
off the African coast. One of these ships, the HMS
Swallow under Captain Ogle, finally caught up to
Roberts.

The Swallow had spent six frustrating months
searching the West African coast for Roberts.
Finally, however, Ogle arrived at the port of
Wlydah only a few days after Roberts had sailed
away. He was close now, narrowing the gap. At
early dawn, on 5 February 1722, Ogle brought the
Swallow into a group of inlets and swamps. He was
surprised to hear gunfire and quickly located
Roberts and his small fleet of captured ships.

Continued on Page 44, Column 1
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IN DEFENSE OF HISTORICAL VERITY or POOH ON YOU, TOO
By Jim Davis

Criticism of WAR A T SEA by realism
advocates is nothing new, but Jim Davis' gripe goes
beyond the basic simplicity of the game system to
attack the research itself. As the developer for the
game I can admit that much of what he says is true.
Keep in mind, however, the conditions under which
AH first published WAS. From the outset it was
recognized and advertised as nothing more than a
simple, fun game which could be sold at a very low
price as an introductory level wargame to give the
newcomer a hopefully provocative taste of what
simulation games were all about without drowning
him in a sea ofcomplexity. Thus, I looked the other
way when the designer chose to include the Graf
Zeppelin in his German fleet and allow Italian
cruisers into the A tlantic. This was, after all, just a
fast, little game that was fun to play. My work on it
had to be squeezed in between issues of the
GENERAL and development chores for CAESAR
and the then just beginning SQUAD LEADER
game. Checking the designer's research would have
taken time which, in turn, would have delayed
publication and increased the price of the game.
There seemed little point. It wasn't being offered as
a died-in-the-wool simulation anyway, and it was,
with minor tinkering, an enjoyable game in its own
right. Actually, this entire matter of checking into
the accuracy of a designer's research has always
been a sore point with me. If I have to verify his
research, I might as well do it myself-in which
case, why do I need him and his royalty? As a
developer, I've always assumed my primary duty is
to polish an already workable design-not to
redesign itfor the guy who gets paidfor it. Thefact
that in practice I've usually been disappointed in
this respect is more a commentary on the plight of
game developers in this hobby vis a' vis game
designers, than it is germane to this article.

Suffice it to say that Mr. Davis' argument has
merit. Furthermore, his "variant" isn't thatfaroff
base. The new ship values which he proposes would
not result in all that uneven a game if one takes his
advice and eliminates the Graf Zeppelin while
barring Italian cruisers from leaving the Med. You
could do worse then entering his ship values on the
backs ofyour counters and giving it a try. Asfor the
main rhetorical question: we have no plans to issue
an updated version of WAR A T SEA. Of course, I
said that five years ago about THIRD REICH too.

If the number of proposed additions and
modifications is any indication of fan interest, then
WAR A T SEA must be the most interesting game
ever conceived. However, there is also the possibility
that the large number of variants is an indication
that the fans think there are many deficiencies in the
game that should, and could, be corrected. Opin-

ions on just how much tampering should be done
with a successful game system range in this case
from Richard Bauer's proposal for "Tournament
Level War at Sea"in Vol. IS, NO.5 to Kevin Duke's
almost hurmorous intimation that you should
accept and enjoy the game as it is, or Pooh on You
(Vol. 16, No.3). After giving my somewhat
ignorant but nevertheless probably useless com
ments on this subject, I will proceed with the true
purpose of this article. You guessed it-another
variant, of sorts.

I, of course, take a safe middle course in this
debate. I object to Mr. Bauer's complicated move
ment phase system for one broad, simple reason: it
alters the basic game system. This is akin to
rewriting THE RUSSIAN CAMPAIGN so that
each battle is fought in the next room using
PANZERBLITZ. If combination supergames
make your toenails tingle, go ahead. But what you
end up with is no longer THE RUSSIAN CAM
PAIGN.

I object to Mr. Duke's AH-is-not-to-be
questioned approach for exactly the opposite
reason. He says that because the basic system works
and is fun and interesting, the game is perfect. I will
respond by once again hauling out and flogging the
carcass of that oft-flogged but still-breathing nag,
realism. A desire for realism in a game system is
probably the main life-haunting longing that all
wargamers have in common. After all, what is a
simulation wargame supposed to simulate, if not
reality?

Of course, some of us care less for historical ac
curacy than others. In a single paragraph of Mr.
Duke's historical background information-where
he gives the history of the Queen Elizabeth
class-he says: I) "all but Valiant were at Jutland"
2) they were "modernized into faster ships between
the wars" 3) the Queen Elizabeth was "too far
gone" to be raised and repaired after she was mined
by Italian frogmen. In fact: I) it was the Queen
Elizabeth that missed Jutland because of a refit 2)
three of the class (QE, Valiant, Warspite) were
modernized in the late '30's, but were still Y, -knot
slower than when new 3) the QE was refloated and
sent to the U.S. for repairs, and rejoined the Royal
Navy in the middle of 1943. It is easy to see why Mr.
Duke cares so little for historical accuracy in a
wargame.

That line in the introduction to WAS about the
game's being a simple introduction to wargaming
sounds like a convenient dodge. The same
disclaimer appears in the intro to the VITP rules, so
I feel justified in discounting it in the present discus
sion. My topic is not the complexity of the game
system, but the completeness of its components and
rules within that system. The additional ships and

few rules changes proposed for WAS do little to
complicate the game or lengthen playing time ex
cept give the Allied player more ships to keep up
with. I think, apparently in common with most of
those who have written variants, that it is easy to in
crease the realism of WAS without changing the
basic game at all. Look at what Richard Hamblen
did with VITP. Except for the two-phase movement
system (necessitated by the vast distances to be
covered in the Pacific, and not even easily adapt
able to the Atlantic, much less necessary), the basic
game system is that of WAS. But we haven't seen a
plethora of variants suggested for VITP, nor heard
a chorus of grumblings about lack of realism. The
game is exciting and interesting (i.e., fun), and
realistic as far as the basic system allows. It is the
general consensus that VITP is a much better game
than WAS, and the only major difference is the
degree of realism. I have no objection to the fact
that battles are fought in WAS'(as in VITP) be
tween all the ships in a huge area during as-month
turn. This is a necessary concession in a campaign
level game of this sort. However, it grows nettles
under my tongue to see those Italian cruisers sail
merrily past Gibraltar on any sunny Sunday after
noon they choose. Why is this rule in the game? Not
only does it not help the balance of the game, it
tends to increase the imbalance in favor of the Axis.
In Victory at Sea, the Japanese aren't allowed
to pass through the Panama Canal and bombard
Pensacola just because they control the Hawaiian
Islands for one turn. And why is the Graf Zeppelin
included in WAS, while dozens of ships which ac
tually took part in the war in the Atlantic are not in
cluded? No one has had to write a variant to VITF
including the Dutch or Australian navies, because
they are already there. If realism is good enough for
VITP, and is even a strong asset, why not WAS?

My purpose here is not to lambast the
developers of WAS. (After all, who do I suppose is
responsible for deciding whether or not this article
gets published?) I wish, rather, to suggest that there
is room for improvement in WAS, even given the
basic concessions that are necessary for it, as there
are concessions necessary for any wargame system.
I think that is what we "realism hounds"look for in
a wargame, as opposed to a simulation-the max
imum amount of realism within the confines of a
given framework. We don't care how unrealistic the
victory conditions for a scenario in SQUAD
LEADER, as long as they realistically reflect the
relative, proportionate capabilities of the opposing
forces. Inverted, and translated to WAS, this same
idea comes out as "set the game up as realistically as
possible, give the Allies the 70 or 80 ships they
actually had, and make up for the imbalance with
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Thus it is plain for all to see that Mr. Kimball was
totally justified in objecting to the old Italian battle
ships' (10 x 12.6" guns) being given a GF of 4.
They don't have 14" or 15" guns, and plainly should

Confusing, you say? Yes, and unnecessarily so.
For the purposes of a wargame, as for the purposes
of the real thing, there is only one speed figure that
matters-the actual speed that a ship could sustain
at full load under battle conditions at the time that it
was fighting, what the British call "seagoing
speed." To illustrate, I'll launch right in with what
may be my most cursed and derided speed-change
proposal, the Hood. The "Mighty 'ood" was
designed in 1915 as a 33-knot battlecruiser, that
being at the time an unbelieveable speed for a
capital ship, and plenty of speed to earn her a SF of
7 in WAS. However, after the Battle of Jutland, in
which three British battlecruisers exploded and
sank in minutes (sound familiar?), the design was
changed, the armor doubled, and the design speed
dropped to 31 knots. On trials in 1920 she reached
32.07 knots, still enough for a 7 if you're going by
trial speeds. However, by 1940 (the year she was
originally supposed to be retired) the Hood had
gone twenty years without a major rebuilding. Her
machinery was literally falling apart. On top of
that, over the years 2000-3000 tons of new equip
ment had been added topside. Maximum speed
28.5 knots, and that could not be sustained. In the
engagement with the Bismarck, the Prince of Wales
had to keep its speed down to the Hood's max
imum. A quick look at the speed chart shows that
this 28-knot maximum sustained speed does not
even earn Hood a SF of 6, much less 7. So Hood is a
4-4-5. "What!" you cry. "Outrageous!" you scoff.
"Take away a key piece in my Allied strategy for
WAS?" My reply is simple: why base the counters

"Hurray for the shipbuilders!" you say? Not
necessarily. Speed trials are run when a ship is
brand new, the machinery in tip-top shape, the sea
calm, the hull clean, and the ship at lightest possible
displacement (no provisions, no ammo, just
enough fuel to run the trials, etc.). One country
even ran some trials before the gun turrets were in
stalled, cutting as much as 20% off the ships'
displacements! As a general rule of thumb, British
and German warships would just reach or barely ex
ceed (by Y,-knot or so) their design speed on trials,
while American, Italian, and Japanese ships would
regularly exceed their design speeds by I Y,-2 knots
or more when or trials. But it is a mistake to base a
ship's SF on trial speeds. By the time the ships were
fully loaded and ready for battle, the trial speed was
nothing more than a number on a sheet of paper.
Again, as a general rule of thumb, British, German,
and Italian ships (with the notable exceptions of the
King George V class and Bismarck) tended to fall
short of their design speeds once they were fully
loaded, while an American or Japanese ship's
design speed was pretty much the top speed it could
be expected to sustain under combat conditions.
For example, the Essex-class carriers were designed
for 33 knots, and they could sustain 33 knots at full
load for hours. On the other hand, the Littorio was
designed for 30 knots, had a trial speed of 31.4
knots, but under battle conditions was hard-pressed
to reach 29 knots for even a minute or two.

27. nots
25 knols
21 l(""nico;;ts:----

34.5 knols
32.5 knols_~~_
30 knots
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6
5~·---
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SPEED FACTOR

THE SPEED FACTOR
In the same article on VITP, Richard Hamblen

lists the criteria for the speed factors in that game as
follows: "Speed factors are assigned as in WAS, ex
cept that the factors represent marginally greater
speeds in VITP because of the greater distances that
had to be covered in the Pacific."

REVISED COUNTER VALUES-WAS, VITP, AND VAS
BRITISH ITALlAN AMERICAN
Hood 4-4-5 Victorious 0-2-6 Guilio Cesare 3-3-5 Independence 0-2-6
Repulse 3-3-5 Formidable 0-2-6 Conte di Cavour 3-3-5 Princeton 0-2-6
Prince of Wales 4-5-5 Indomitable 0-2-6 Andria Doria 3-3-5 Belleau Wood 0-2-6
King George V 4-5-5 Kent 1-1-6 Caio Duilio 3-3-5 Cowpens 0-2-6
Duke of York 4-5-5 Berwick 1-1-6 JAPANESE Monterey 0-2-6
Anson 4-5-5 Cornwall 1-1-6 Junyo 1-2-3 Bataan 0-2-6
Howe 4-5-5 Cumberland 1-1-6 Hiyo 1-2-3 Cabot 0-2-6
Malaya 4-4-3 Suffolk 1-1-6 FRENCH Langley (II) 0-2-6
Barham 4-4-3 Dunkerque 3-3-6 San Jacinto 0-2-6
Courageous 1-0-5 Strasbourg 3-3-6 AUSTRALIAN
Glorious 1-0-5 Richelieu 4-6-6 Australia 1-1-6
Eagle 1-2-3 Jean Bart 2-6-6 Canberra 1-1-6
Illustrious 0-2-6 Bearn 0-1-3

I take this to mean that a ship had to be able to
reach 34.5 knots in order to be assigned a SF of 8.
The bit about "marginally greater speed," I take to
mean that to earn an 8 in WAS, a ship had to reach
only, say, 34 knots, a "margin" of Yz-knot (25010 of
the difference in factors is a pretty hefty margin), or
even 33.5 knots (50% margin !), which is apparently
closer to actuality, because, for example, GrafZep
pelin would probably never have reached 34 knots,
even on trials, but is given a SF of 8. I'll be
generous. Therefore:

WAS SPEED TABLE

SPEED FACTOR ACTUAL SPEED
____,,8;-~ 33.5."k""no;;.;l;:;,s__•__

7 31.5 knots
6 29 knots
5 26.5 knots
4 24 knots
3 21 knots

As I stated above, the major difficulty in assign
ing the SF is deciding which speed figure, of all
those available, to use for any given ship. For exam
ple, a ship's design speed might be 33 knots. On
speed trials, however, the ship could be timed at
34.5 knots. They've raised it from a 7 to an 8!

be 3s. I found not one GF discrepancy in VITP.
However, WAS is another matter, mostly the
counters added in a variant-ironically enough,
since these variants were added mainly in the name
of realism. Among the transgressors are the above
mentioned Italian BBs. The other problem area is
the French navy, suggested in a variant article by
Dr. Joseph Connolly (Vol. 14, No.3). To begin
with, the Richelieu had 8 x 15" guns and should
clearly be demoted to a 4 from that optimistic 5.
Her sister ship, Jean Bart, was forced to sail before
being completed, with only four of her 15" guns in
stalled. Half the firepower of a 4 makes her a 2;
also, she can't be a 3 because that category is plainly
reserved for ships with at least six 15" guns. Sorry,
Jean. Next come the Dunkerque and Strasbourg,
which are assigned a GF of 4. Each of these ships
carried 8 x 13" guns, thus not qualifying for a 4
(again, no 14" or 15" guns), but fitting in nicely with
the 3s. Finally, the Ocean was a demilitarized train
ing ship and should no more be included in the game
than Utah or Iron Duke. Incidentally, the correct
spelling is Courbet, with only one "r".

3 5
d''d

Caia Duilto
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MAIN ARMAMENT
9 x 18.1 "guns
8 or 916" guns
8 or more 14" or 15" guns
6 x 15 ",9 to 12 x 12", or 9 x 11 "
6 xII"
8" guns or special cases
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THE GUNNERY FACTOR
A single gunnery factor has been questioned

before (by Kurt Kimball, "Realistic Victory at
Sea," Vol. 15, No.6) in an excellent article, but
only rather tentatively. I have more. Unlike Mr.
Kimball's, my purpose is to nit-pick.

In his designer's feature article on VITP,
Richard Hamblen set forth the criteria for GFs,
which he says are the same as in WAS. They are:

GUNNERY
FACTOR

the victory conditions," i.e., with the POc. Once
you include the French navy and the Black Sea,
restrict the Italians to the Mediterranean, etc., the
game is not much more complicated or time
consuming, and, to me at least, is considerably
more fun. This, to me, is Richard Hamblen's great
achievement in VITP-realism to the max, given
the limits of the system he had chosen.

Incidentally, even with all this, I still don't think
it's a very realistic system, but the alternative
(Rising Sun?) is about to turn some of the best
minds in the business into seabottom sludge, so I'm
content. This brings up my last defense for demand
ing more realism in WAS. It is the only campaign
level Battle-of-the-Atlantic game. We have every
right to ask that it be at least as realistic as VITP.
After all, how long do you suppose it will be before
we see the Atlantic version of RISING SUN? How
about it, AH, would a revised, more realistic WAS
'8/ lose you that much money?

ABOUT THOSE SHIP VALUES
My last area of discontent with the realism in

WAS, the only one not yet covered by a variant, is
the assignment of combat values to the ship
counters. I realize this is an area that is, and must
be, considered taboo to tamper with. After all, once
the edicts of the Great Wargame Makers in the sky,
or in Baltimore, are questioned, then the unit values
are open to argument by any neanderthal with the
price of a game, and chaos reigns. This is why I
offer detailed evidence to back my case.

At the beginning of his article, Kevin Duke said
that a major attraction of WAS is that the counters
you control represent many famous ships. I agree.
I've spent many an hour, in my den, looking out
from the flagbridge of a majestic warship. This just
makes it all the more maddening when an oppo
nent's flagship runs rings around mine just because
someone assigned it a speed factor of 7, when in
reality my ship was faster.

Of the three ship values, the gunnery factor
(GF) is the most objective and therefore the most
easily evaluated. Speed factors (SF) are a little
trickier because of the many speed figures available
on the ships (design speed, trial speed, full load trial
speed, etc., ad nauseum), and because changing the
speed of a whole class of ships could strongly affect
the outcome of the game. The defensive value is so
subjective, and subject to so many valid considera
tions, that I will not mention it again.
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SUMMARY

If you don't care to make use of the above pro
posals, it will be nothing new. I have never run into
a WAS opponent who uses more than one or two of
the rules proposed in earlier variant articles. And do
you think the likes of Don Greenwood and Co. are
going to throwaway long years of proven WAS
strategy? Surely you jest!

It could be argued that the net effect of my com
bat factor changes is to increase the imbalance of
the game in favor of the Axis, because most of what
I did shackled the Royal Navy. This is true, except
that these factor changes should be only one part of
a large overall reassessment of WAS. Along with
these changes should go a collation and stand
ardization of the numerous valuable rules proposed
in earlier variants, many of which rules dealt with
depriving the Axis of artificial advantages they are
now granted, such as free and unhindered use of the
English Channel, the complete absence of a large
portion of the Royal Navy, etc. I repeat my plea for
a new and improved WAS. It is the only campaign
level Battle of the Atlantic game on the market; we
the gaming public deserve the best possible such
game. But more importantly, it is basically a very
good game, but is seriously marred by unnecessary
lack of realism. The game itself deserves these im
provements. WAS '81, where are you?

SPEED IN VITP

As I have said, VITP is much more realistic all
around, including .the combat factors. The only
errors in SF were 'either imported from WAS (the
British Far Eastern Fleet) or are found on aircraft
carriers. The erring British ships, already lambasted
above, are Prince of Wales, Repulse, Cornwall,
Formidable, Indomitable, Illustrious, and
Victorious, plus Australia and Canberra of the
R.A.N .

For the Japanese there are Junyo and Hiyo.
These two carriers were converted from passenger
liners. Their machinery, a matching of the original
turbines with destroyer boilers, had major prob
lems. Design speed was 25.5 knots, but they never
did better than 22.5. Lowering the SF to 3 will also
reflect their frequent breakdowns; all during 1942
and '43 they operated together as a carrier
squadron, but during this time they did not fight
together in a single operation. One or the other
always had to turn back because of engine trouble!
Junyo, Hiyo: 1-2-3

Last, but far from least, I come to the
Americans. The only problem here (besides the
American counters in WAS, which were corrected
in VITP) is the Independence class of light carriers.
Facing a dire shortage of carriers in 1942, the U.S.
Navy had to fill the gap before the new fleet carriers
were ready, so they converted nine light cruisers
then under construction. The conversions kept the
machinery of the 33-knot cruisers, but increased the
tonnage by 40"70. The best seagoing speed of any of
the class was 31.6 knots, a full knot short of the 32.5
needed for a SF of 7 in VJTP. Independence,
Princeton, Belleau Wood, Cowpens, Monterey,
Bataan, Cabot, Langley JJ, and San Jacinto: 0-2-6

chance, designed early Sunday A.M. after a late
Saturday P.M. party thrown by a Frenchman?
Beam: 0-1-3

You may have noticed that I have not taken the
hatchet to any axis ships. Well, I'm not going to.
Except for the already-handless Italian battleships,
the axis ships' combat factors all appear acceptable.
This is possibly due to the fact that almost all of the
axis ships were brand new, and their actual per
formance was still in line with the more readily
discoverable design and trial performance figures.

on real ships at all, if you are not going to show the
ships' true capabilities? If you want totally abstract
playing pieces, play chess.

While I have my heel on the British, I'll grind a
little longer. The Renown and Repulse were three
years older than Hood and their design speed was a
full knot slower than Hood's. Renown underwent a
complete rebuilding in 1939-40, and emerged with a
seagoing speed of just under 30 knots-she can
keep her SF of6. Repulse, however, was not rebuilt.
At the time of her historic but ignominious demise,
she could not, by hook or crook, exceed 28 knots,
much less 29. Repulse: 3-3-5

Let's face it, admirals of the Royal Navy, our
ship designers did not place a premium on speed.

Which brings us to the King George V class. As I
have said, these were among the few British ships
whose seagoing speed exceeded their design speed.
That design speed, however, was only 27.5 knots,
the slowest of any battleship designed and built
after 1922, with the exception of the Yamato-c1ass
behemoths (27 knots). Even on trials, only two of
the class reached 29 knots. Seagoing speeds ranged
from 28-28.5 knots. Prince of Wales, Duke of
York, King George V, Anson, Howe: 4-5-5

Last British battleships under the gun-from
me, at least-are the Queen Elizabeth class. This
should surprise no one. After all, these ships fought
at Jutland. But, as I mentioned above, three of the
five (QE, Valiant, Warspite) were rebuilt in the
early years of the war and were fairly well able to
sustain their design speed. Malaya and Barham
were not rebuilt, and literally could not exceed 21
knots in 1940. Malaya, Barham: 4-4-3

Most of the older British carriers were converted
from battleships or battlecruisers which were
designed during, or even before, World War I, so
they share the same problem as the old battleships
-age.

Courageous, Glorious: 1-0-5 By 1939, neither
could exceed 28 knots.

Eagle: 1-2-3 Actually, by the time the war
started, Eagle was incapable of even the 21 knots re
quired for a SF of 3. But it seems cruel and unusual
punishment to condemn a ship to the virtual im
mobility, and thus uselessness, of a 2.

The SF of 7 given to the Illustrious class is a real
puzzle. The Hood's 7 is understandable because
there are figures available (1920 speed trials) which
show the Hood capable, if the figures are accepted
uncritically. But not the Illustrious class. Their
design speed was 30.5 knots. Even on trials, not one
of the class reached 31 knots. Why the 7?
Illustrious, Victorious, Indomitable, Formidable:
0-2-6.

Royal Navy cruiser policy between the wars was
too complicated to summarize here, but the result
was a large number of cruisers not quite as large,
fast, or well-armed as their less numerous foreign
contemporaries. The only way this affects WAS is
in the Kent class of heavy cruisers. Not only was
their design speed only 31.5 knots, but they were,
again, among the oldest of Great Britain's "Treaty
Cruisers." Kent, Berwick, Cornwall, Cumberland,
Suffolk, Australia, Canberra: 1-1-6

You may relax the upper lip, Britisher. My blitz
is concluded. Better warn the French, though ....

Dunkerque, Strasbourg: 3-3-6 Neither ship ex
ceeded 30.5 knots, even on trials. Seagoing speed
was just barely enough to retain a SF of 6.

Richelieu, Jean Bart: 4(2)-6-6 Quite a drop from
5-6-7. Design speed was 30 knots, seagoing speed
better at 30.5-31, but that's still not 31.5, which,
remember, is generously low.

The real kicker is Beam, a converted WW I
dreadnought very similar to Eagle. With a design
speed of only 21.5 knots, she also had constant
engine trouble, and never managed better than 18
knots. That's a far cry from the SF of 6 on the
counter! Were those French counters, by any

AREA TOP 50

After dozens of requests for it, we've finally
compiled an index for THE GENERAL. But
what an index! Virtually everything that has ap
peared in the first 16 volumes of THE GENERAL
is referenced and cross referenced ad infinitum.

The main subject matter is, of course, a
chronological listing of gaming articles by subject
matter with specific author, volume, and page
references. There is, however, much more in
cluding indices for contests, RBGs, philosophies,
covers, letters, and miscellaneous articles.

The index also includes a running commentary
on the development of the Avalon Hill Game Co.
from 1952 to the present. This "Time Line" is a
wealth of information for the trivia buff or
serious AH devotee and includes a complete
listing of Avalon Hill titles in the order of their
publication, complete with design/development
credit and miscellaneous information.

This 20 page, 8" x II" booklet is yours for
$4.50 plus the usual postage charges direct from
Avalon Hill at 4517 Harford Rd., Baltimore, MD
21214. Maryland residents please add 5"70 state
sales tax.

THE AV ALON HILL
GENERAL & COMPANY INDEX

Times Previous
Rank Name On List Rating Rank

1. K. Combs 20 2512XNQ 2
2. W. Dobson 22 25l1RJP I
3. R. Chiang 28 21780HN 3
4. D. Cornell 22 21750HK 4
5. D. Garbutt 18 2161EGK 5
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GETTING THE LEAD OUT
or CRESCENDO OF IRONY-A Humorous Look at the Men Behind the Counters

by Steve Powlesland

To many casual players of SQUAD LEADER
(if there is such a thing as a casual SL player) Steve
Powlesland's punch lines may seem too real to be
humorous. Despite the basic simplicity of the SL
game system, the depth ofthe detail portrayed in its
never ending series of gamettes and accompanying
rulebooks is more than the uninitiated can com
prehend. B~ you a veteran SL grognard or a relative
neophyte you should find a few genuine knee slap
pers in the satire which follows.

The infantry squad is strung out along a gully
among the trees, waiting for an order to move out
into the open. No one looks forward to that order,
but everyone expected it. Their objective, a two
story stone building on the edge of town, is also
home to a jerry machine gun. The two or three fran
tic krauts who manned the weapon are obviously
alert and jumpy. The shredded sparrow carcass on
the road is merely one illustration of that. Not bad
shooting for krauts. Probably a 9-1, maybe even a
9-2 leader up there.

The Sarge peers over the gully edge at the
building and grinds his teeth even tighter on the stub
of the cigar hanging from his mouth. None of the
boys in his squad could remember the cigar ever
being lit. It is the same one the Sarge was chewing
on when they hit the beach at Normandy. The Irish
noncom, Corporal Radio O'Really, swore the
Sarge never took it out, even in the sack.

"Get on up here, Meatball," the Sarge growls.
"Jussaminute," replies Private R. "Meatball"

Andy Spaghetti, the squad's obligatory citizen of
Italian extraction. According to rule 358.26, having
an Italian in an American squad was necessary to
justify an 8-0 leader. Spaghetti had no scruples
about rubbing this in-"My uncle is da personal
undertaker for da Senator from New Jersey" is how
he jokingly explained this bizarre rule to his bud
dies. For the Sarge he only had a special swagger.
The Sarge threatened to kill Meatball at least once a
week,but could never get better than a "10" on the
"Is Anybody Looking" Table.

"Whatdoyawant, Sarge?" Spaghetti asks, after
finishing his naturecall on a nearby tree, and flop
ping down beside the Sarge. He adds a sneer and
fixes his dark eyes on the squad leader.

The Sarge ignores the provocations. Instead he
points at the building. "We gotta knock out that
jerry nest," he says. "We know where it is, but we
don't know what else might be hiding around that
building. I need a scout-someone real slippery-to
work his way over and see if there's anything on the
first floor."

"What are ya talking about?" Spaghetti replies,
with some heat. "Ain't ya seen da way dose guys are
shootin'? I mean, didja see what dey did to that
bird?"

"Yeah,I ... "
"Well, didja see the way they harvested that

wheatfield over there?"
"Yeah, I ... "
"Well, how about the way they carved their

initials in that tree over there-with bullets?"
"So what?"
"So what?" Spaghetti repeats, almost scream

ing. "I think they got Rommel himself in dere ...
at least a 10-3, directing fire. Anyone setting foot on
that fork in the road is going to be taking both direc
tions at once."

"You aren't scared, are you, Meatball?" the
Sarge taun ts.

"Whatdayamean, scared? I just don't think
you'll get a low enough roll for a scout. Still, what
makes you think anything is over there besides the
machine gun?"

"Are you blind as well as yellow?" The Sarge
nods toward the building. "Can't you see that big
question mark sitting in the first floor?"

"Probably a dummy."
"You would know," the Sarge observes. "Why

would the krauts be using one of those for a dummy,
here? I think it's hiding something."

"Oh yeah. Then who better than you to go find
it for us?" the Sarge suggests. "Go back to your
tree, Meatball." "By the way," he calls as Spaghet
ti slithers away, "I saw what you were doing to that
tree. Don't you know a private ain't allowed to do
that unless he rolls doubles first?"

"You can't intimidate me, Sarge. I know the
rules. I can do that any time I want, on a tree or the
side of a building. I gotta roll doubles only if I want
to do it in an entrenchment or a bunker."

"All right, you foxhole lawyer. I was just testing
you. Now, get outta my sight. Hey, O'Really!"

"Yo, Sarge."
"Come over here."
Corporal O'Really is the philosopher of the

squad. Everyone knew that when the war was over
he would either become a famous writer or take
over his father's butcher shop in Boston. To
O'Really, it was the same thing either way. The
skinny, red-haired noncom crouches alongside the
Sarge. "What is it?"

"Listen, O'Really ... we've got to find some
way into that building, without getting the squad
routed back to Dover."

O'Really shakes his head. "Tough. Anyone
moving in the open across the road would be broken
if the krauts just spit in the right direction. What do
you think about going in under a smoke cover?"

"Smoke? Do you think this squad is a bunch of
assault engineers? Who's got smoke?"

O'Really shrugs. "Maybe the lieutenant does."
The Sarge stifles a guffaw and glances back at

Lt. Cart Bored, the nominal platoon leader, who is
absorbed at the moment in playing with his radio.
Ever since Cherbourg, the lieutenant has been
promising the boys in his platoon that he had per
sonal influence with a 105mm artillery battery. But
somehow he'd never been able to get through to
them on his radio.

The Sarge shakes his head. "I don't think the
lieutenant has any smoke." Unless it's between his
ears, he adds to himself. A 6 + I leader if I ever saw
one. Wouldn't allow him in a tobacco shop, much
less let him carry smoke grenades.

"What are we going to do then?" the corporal
asks. "You aren't thinking of a direct assault, are
you?"

The Sarge chomps down on his cigar. "Maybe.
Get Beerstein up here, will ya."

In a couple of minutes, the Sarge and the cor
poral are joined by Private Holden A. Beerstein, a
man of unusual talents. Beerstein had gotten into
the squad after regulations adopted by the Equal
Employment Opportunity Commission, upheld in
a recent court decision, had specified that a mixed
ethnic squad would be permitted to raise its morale
level by one. Spaghetti had been heard to proclaim
that the morale level dropped by two at the same
time. But no one suggested they fight government
regulations along with the krauts.
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Nor did anyone argue about the fact that Bern
stein added a dimension to the squad which was in
dispensable in modern warfare: he was fast at
calculating probabilities.

"Hey, Beerstein," the Sarge began, "tell me
what our chances are of getting into that building by
taking that hedgerow over to the stone wall, then
going in through the backdoor."

Beerstein pauses but a few seconds to examine
this suggested route. "Are you talking about a forced
march," he asks in his Arizona drawl.

"If necessary, why not?"
"Are you trying to close combat that machine

gun nest on this move?"
"Yeah. That's the whole idea."
"Are we bypassing the wire over there?"
"Gatta."
"Any Artillery, AFVs, or other diversions?"
"Not that I know of."
Beerstein shakes his head.
"What are the odds?" Sarge demands.
"Well ... you better make sure everyone in the

squad has got their insurance coverage in good
shape before we go."

"That bad, huh?" the corporal asks.
Beerstein grabs his bayonet and begins drawing

figures in the dirt. The first set he labels "Table
One", the second "Table Two", and the third
"Table Three." "As you can see from these tables,
the odds depend on the type of leader up there. It
might be a 8-0, or a 9-1, or a 9-2. I figure the prob
ability of the squad surviving through close combat
are as high as 8070."

"How bad can it get?"
Beerstein points to the lower right corner of his

charts. "Somewhere around the square root of Pi, I
would say."

The Sarge shakes his head now. "You're right.
It does not look good."

"Can I help?"
The Sarge grimaces as Lt. Bored comes across

the gully to join them.
"The boys and I have been trying to figure how

we can get into the building on the other side of the
road," the Sarge explains. "You got any ideas?"

The lieutenant crawls up to the edge of the gully
and studies the situation. The scion of an old and
wealthy Philadelphia family, a graduate of Groton
and Yale, Bored had been the perfect candidate for
frontline officer training. He was quick to admit his
lack of experience with actual combat when he got
this assignment, but he argued that his encyclopedic
knowledge of the rules was more than compensa
tion. On the Normandy front, he had a chance to
display this learning when-pointing out that Ger
man tanks were more vulnerable from the rear-he
attempted to sneak up behind a Tiger tank while it
was not looking. Unfortunately, the driver had
occasion to shift into reverse, and the lieutenant
barely escaped being turned into a Belgian waffle
on the French landscape. A little later, during the
siege of Cherbourg, the platoon ran into a sniper.
However, since the sniper was taking care to fire at
everyone but the lieutenant, Bored refused to call
for a sniper check. He said he was waiting for the
sniper to show himself. The others guessed that he
was just miffed at the insult.

Since then, the men in his platoon learned to
follow the lieutenant very closely. Or they moved a
few steps ahead, laying land mines as they went.
Nothing worked.

"We do have a problem there, don't we?" the
lieutenant admits, after studying the building. He
pulls out his dog-eared copy of the voluminous
rules he always carried with him. "Well, let's see
what we can do here. I've got it," he says, after leaf
ing through a few pages. "We can roll on the
"Enemy Preparedness" Table. Maybe they're
drunk up there."

The Sarge rolls his eyes. "Drunk? Considering
the time of day, and the fact that they have already

fired three bursts in two turns, we would have to roll
snake-eyes twice, get tails five times in a row on a
coin flip, and make a blackjack against the dealer at
the Sands Hotel in Vegas, to get them drunk."

The lieutenant nods. "Oh, yeah. I forgot about
the blackjack. That does make it tough." He skims
a few more pages. Suddenly his face lights up.
"How about this. It's a rather obscure rule, but it
might work. First, we defensive fire on them during
our Prep Fire Phase-just to throw them off
balance. Then we hop on assault boats in the gully
and float down to an airfield. There we board dive
bombers on our Advance Phase. They take us over
the building during the kraut Prep Fire, and we
drop in before they know what hit them."

The Sarge takes a deep breath and peers around,
as though looking for the strength with which to
control his latent homicidal impulses. Either that,
or a weapon. "An excellent plan, lieutenant.
However, you may notice that there is no water in
this gully."

"Must be the time of year ..." the lieutenant
muses.

"And we don't have any boats for that matter.
Even if we did ..."

"Wait." The lieutenant begins rifling through
the pages of his rulebook like a demon. "I'm sure
there's a rule in here about flooding dry gullies. I
just barely remember reading it. Maybe it was in the
question-and-answer section. Or was it the errata
section? You just hold on. I'll find it."

"What about calling in that 105mm artillery?"
the corporal suggests, giving the Sarge a wink.
"Now is as good a time as any."

"Yeah, that's a great idea," the Sarge agrees.
"Why don't you get back on that radio?"

"All right," Bored says. "I can hunt up that
rule while I'm calling my friend at the I052nd." He
pulls himself erect. "Carryon, Sargeant."

"Thank you, sir." The Sarge offers a decidedly
weak salute as the lieutenant moves back down into
the gully.

"Do you have any ideas?" the corporal asks.
The Sarge glances at O'Really and Beerstein,

then over at the building. "Just one. This is the
way I figure it anyway. We divide the squad into
two half-squads. I'll lead one and you lead the
other ... "

"But I'm not even rated," the corporal pro
tests.

"I know ... I know. But if we're lucky we can
get you trapped in the middle of a desperate,
bloody, inconclusive Close Combat, and roll for a
field promotion."

"Begosh and begorrah ... "
"Anyway, I figure we rush the building from

two directions at once. They can't get both of us,
and they won't have penetration from up there."

"If only one group gets through, the odds will
be worse on the close combat," Beerstein inter
rupts. "Being optimistic, I would say the prob
abilities are that half of us will be working in a steel
mill in Czechoslovakia, and the other half will be
pushing up daisies."

"Hang the #%@&$!(@) probabilities," the
Sarge declares.

"I heard that, Sargeant," shouts the lieutenant.
"You know the rules. An 8-0 leader has to roll a five
or a six on one die before he can use words like that
... unless he is in the LOS of an enemy AFV. I
don't want to have to put you on report, Sargeant,
so watch it."

The Sarge gives his cigar a particularly vicious
chomp, and mumbles something under his breath.
"All right. Unless you guys got some better idea,
that's the way we'll do it. O'Really, let's you and
I start counting off the men into half-squads. I'll
go ... "

"Just a minute, Sargeant," Bored calls. I've got
a contact on the radio."

"What?" The Sarge's eyes are actually wide
and staring. "You mean you've got battery access?
Well, call it in."

It's not battery access, exactly," the lieutenant
replies. "I'm getting the BBC. From London."

"The BBC?" repeats Corporal O'Really. The
Sarge only lowers his chin and shakes his head.

"Yes. It's a special broadcast. It appears that
while we've been trying to figure out how to take
that building, the Allies crossed the Rhine and
destroyed the Wehrmacht. The war is over."

There is a moment of stunned silence. Then
every man in the squad but one tosses his helmet in
the air, his rifle to the ground. They all begin march
ing off in the direction of Paris, slapping each other
on the back and planning their reunions in twenty
five years.

Only the Sarge is left in the gully, his face the
model of shocked dismay. Even the cigar has fallen
to the ground. "Well, I'll be a ... ," he mutters.
"Now I'm going to be a #%@&$(@) 8-0 squad
leader for the rest of my life."
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1. Squad Leader AH 12.07
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When we left our Series Replay in progress last issue
at the end of the Summer, 1943 move the Axis had
reached its high water mark and the tide was begin
ning to turn. In concluding the Replay in this issue
we not only see who won, but also bid adieu to 2nd
edition THIRD REICH forever. The 3rd edition
version announced in this issue will make much of
what has transpired here mere visions of how the
game used to play.

Axis Fall 1943

Help! Can things get any worse? Again I have
been guilty of over-confidence, and Libya which I
felt was reasonably secure has collapsed like a house
of cards. The Allies have broken through the line,
landed on a Libyan beach, grabbed Tripoli with a
paratroop attack and landed in Sicily! It's the end
for the Axis in Africa.

The line in Russia has ceased to exist. But my
strategy there is now clear: I must form a firm in
fantry defense between Odessa and Dneprope
trovsk at the expense of the north, and let the whole
line wheel back, using Dnepropetrovsk as the hinge.
My losses in Russia due to isolation are worrying.

I think the American landing at Calais and the
capture of The Hague by paradrop is only a
raid ... but I must beware of over-confidence this
time!

This is the moment to use Cyprus, so I have
moved Folgore there in the hope of distracting him
and earning a breathing space in which to
counterattack Sicily.

Axis Fall 1943: Attrition on all three fronts. The
Germans continue to apply pressure to the Rostov
bottleneck, but hold the center with just a single
weak line, while desperately trying to build a
defense from Dnepropetrovsk to Odessa. The Axis
lose two armoured and eleven other units through
isolation.

French partisans are removed as attrition losses.
Germany loses Holland to the USA.

Italians SR Folgore to Cyprus as a diversion,
threatening the five Middle East ports.

INTRODUCTION: Nicky Palmer

Allied Fall 1943

The German response to my landing at Calais
was enormous. I have abandoned the 1st Armored
to its fate and pulled my aircraft back out of range.
I cannot afford to lose them. Putting 18AB in The
Hague has turned out to be a mistake. I was forced
to take an offensive in order to extricate it before he
put some Panzers adjacent and trapped it.

With Axis attention focused on the West, the
Russians have been given an opportunity to make a
great breakthrough. The German army in Russia is
disintegrating, and he will find it hard to construct a
new line of defense until I get a lot closer to Ger
many. My biggest problem will be moving the in
fantry forward fast enough. I have avoided leaving
units next to his isolated troops where possible to
prevent these from attacking.

Allied Fall 1943: In Russia, the German defense
finally shatters and Soviet armored units bound
forward 011 exploitation to the outskirts ofMoscow
and into Kharkov. The Germans have been routed.

The American paratroops in the Hague drop
back into England as the raid comes to an end.

The British cross the Straits ofMessina and hold
one hex of mainland Iraly.

USA lends Britain 39 BRPs, leaving 15 BRPs in
the US treasury.

FALL 1943 BUILDS/SR
GERMANY
Armor (8): 9 and 39 Kolberg, 47 Breslau, 56 Essen, 48 Leipzig
Infantry (3): 9 SlUngart, 18 Aachen, 27 Frankfurt, 67 Q25
Infantry(I): 2 x Hungarians R33, I Rumanian Kishinev, Bulgarian
X33
Replaceme", (I): K30
Air factors (3): 5 in Konigsberg, (J36) Graz, Essen, I in Aachen, I
Hungarian in Budapesl, I Bulgarian in Plovdiv
TOTAL EXPENDITURE: III (builds), leaving 196 after loss of
Holland (10)
Eliminated due [0 isola[ion: 14 Pz, 3, 4,10, I, 15, 17, RI (M49), RZ
(N49)
SRs: 9 arm [0 Kalinin, 39 arm 10 F52, 47 arm 10 Moscow, 48 arm 10
N23, 5-4 Moscow (unused) to Essen, 5-4 Kharkov (unused) to
Frankfurt, 1-4 and 3-4 Dnepropelrovsk (unused) to Aachen, paras 10

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

FRANCE: Mike Nicholas
(1941-45) Richard Wein

ITALY
Infantry (2): II AA23
Infantry (I): "Libya" Taranto
Replacement (I): 0022
Paratroops (6): Folgore Trieste
Air factors (3): 2 at Rome
TOTAL EXPENDITURE: 16 (builds). leaving 24
SRs: Eliminaled due to isolation: I arm, 14, 20, replacemenl
(Casablanca)
Replacements SI7 and Naples 10 020 and 021, airbase (F52) to
GG34, Folgore to GG34, 9- neel (Triesle) to Taranlo
Lent: 5-4 (Mell), replacements (020 and 021)
TOTAL AXIS BRPs LEFT: 220
NB: Al1ied total now 214, including 40 Persia

BRITAIN
Armor (8): 13 Manchester
Infantry (3): 8, 9 and 12 London, 2 BEF 125,2 Can Birmingham
Infantry (I): "Malia" Portsmouth, "Palest" Birmingham
TOTAL EXPENDITURE: 25 (builds) + 15 (offensive) =40, leaving
57 after receipt of 39 from US Caucasus supply as last !Urn
SRs: 13 arm to Gibraltar, 2 can to 0022, 5 10 Haifa, Palesl. to
Gibraltar, lAB to Messina

USSR
Armor (6): II Tk T42
Infantry (3): 57 Gorki
Infantry (2): 10 R42, 5 148
Infantry (I): 27 R42, 22 and 14541,29148,13 T39
Partisan (2): Kiev
Air factors (3): 2 at Maikop
TOTAL EXPENDITURE: 26 (builds) + 15 (offensive) ~41, leaving
40 afler arrival of 40 gifts
SRs: airbases (058 and 051) [0 K47 and 150, I Pr to 150, 5·4 (Maikop)
to K47, 62 to 149, 64 [0 K47

USA
Infantry (3): 5 and 21 USA. Loan 39 BRPs to Britain
TOTAL EXPENDITURE: 6 (builds) + 15 (offensive) + 39
(loan) ~ 60, leaving 15
SRs: 5 to J25, 21to 121, neet (USA) to Portsmouth, 27b to Beirut, 19
10 POrl Said, 4 to Alexandria, 65 to Suez
TOTAL ALLIED BRPs LEFT: 112

Axis Winter 1943

Moving Folgore to Cyprus has had a disappoint
ing response, and he has continued to advance
everywhere, pushing across into Italy from Sicily.
So [ have withdrawn Folgore to Naples.

In Russia I have been totally routed. The Rus
sian armor has broken through everywhere: he has
captured Kharkov and is adjacent to Moscow. The
only friend I have is the poor Soviet SR capacity:
however, against that, he can build infantry in his
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front line, so I must avoid destroying Russian in
fantry and hope for poor attrition results in terms
of counters lost!

The Americans have gone home thank good
ness: they gave me quite a scare.

In Italy my strategy is to hold the third line
strongly at the expense of the first and second. The
reason for this is that naval units cannot shore bom
bard in aid of an exploitation attack and I am very
frightened by the power of the Royal Navy. I am
holding Salerno (AA23) more strongly than the
other hexes because I do not want him to land on the
beach and place a bridgehead. Attrition is a power
ful weapon in Italy and I don't want Allied BHs
spoiling my chances. This is also the reason for risk
ing a fleet in Taranto.

In the wake of the American raid I have started
to take the defense of France much more seriously.
The invasion could come at any time. I am absolute
ly determined to prevent him landing at Calais:
once ashore I cannot prevent the Americans
advancing, only hold them to two or three hexes per
turn. Therefore I desperately need-space, and hope
to channel his landing into Bordeaux or Brittany,
thereby gaining myself some ground to trade for
time.

Only now has Germany built her spare twe
fleets: they could help me supplement SR b}
transporting the 1-3s east.

Axis Winter 1943: The German line in Russia has
ceased to exist. Apart from a line of Finns from
Vologda to Kalinin, and a rudimentary infantry
defense between Kiev Dnepropetrovsk and the
Black Sea, the center is wide open, wirh just an ar
mored garrison in Smolensk, Moscow and K46.
Only the lack ofSoviet SR can slow the Russian ad
vance. The German forces in the east have been
completely routed.

In the wesr, the Germans recapture Calais and
the Hague, and are once more the masters of rhe
Atlantic coasrline.

In Italy, Celere and A lpini move to hold Salerno
(A A 23), bur no counrerattack is made on the
British. Folgore returns to Naples. Germany builds
her lasr two fleers.

Allied Winter 1943

The German positions on the Southern Dnepr
look unassailable at present, so the Soviet offensive
has had to be restricted to the North. I would really
prefer to advance towards the Balkans in order to
eventually eliminate the Minor Allies, but the Axis
is still strong enough to make impregnable any
single area it chooses to defend. I am forced to
attack wherever he is weakest. Since I cannot encir
cle many units, I have made a single thrust as far
west as possible, taking Vitebsk and also surround
ing Smolensk. I made two 1-2 attacks, expecting to
lose some infantry which I could then rebuild fur
ther west, and suffered no losses at all! In order to
give sufficient air cover to my front line I have had
to leave two air units at Orel in danger of
counterair. To take advantage of the opportunity
he would have to place his last airbase on the board.

My airdrop in Albania should cause him some
problems. Next turn I could transport units into the
port and perhaps conquer Yugoslavia or Bulgaria,
thus opening up a whole new front. It would be
easier to make progress there than in Italy, where
the front is too narrow for effective attacks.

At this stage of the game, it is not so important
to keep my base levels intact. I have left the USA
without a BRP reserve to take SW losses. However,
the British base level must not be allowed to fall too
low or else my BRP expenditure per turn might be
severely restricted.

Allied Winter 1943: The Russians continue their
astonishing rate of advance, recapruring Moscow
just in timefor the Year/Srart, and exploiting asfar

west as Vitebsk and the Sovier border with the
Baltic States. Smolensk is isolated and by-passed,
but '. the German infantry defens'e between
Dnepropetrovsk and the Crimea holds.
Dnepropetrovsk has become the hinge around
which rhe entire Soviet advance is wheeling.

In the Mediterranean, the British advance two
hexes up the Italian toe, bringing them adjacent to
Taranto and Salerno (AA23). British paratroops
seize the Albanian port, threatening an Allied ad
vance through neutral Yugoslavia. The British do
nor borher ro move againsr Tunisia, but a 1-3 lands
ar Casablanca.

In Britain, the Americans wair. USA lends 15
BRPS to Britain, reducing the US rreasury ro zero.

WINTER 1943 BUILDS/SR
GERMANY
Armor (10): ISS pz Wilhelmshaven
Armor (8): 46 pz and 2SS pz Kolberg. 14 pz Berlin. 19 pz J37. 24 pz
and 57 pz Q33
Infantry (3): II Breslau, 6 and 84 Vienna, 1 and 17 Graz, 4 137,15
K36. 3 Kid. 10 J36
Infantry (2): Rumanian 2--3 Cernauli
Infanlry (1): Rumanian Cernauti, 2 Hungarians R33
Fleets (27): 2 in Kiel
TOTAL EXPENDITURE: 144 (builds) + 30 (offensive). leaving 22
SRs: 46 pz 10 Smoiensk, 2SS pz 10 Kiev, i ito P39, 6 to Q39, 84 to
Q40, I and 17 to Dnepropetrovsk, 5-45 (Essen, Aachen) to Kiev and
Odessa, all infantry unless otherwise staled; 5-4 (Lyons) reverts to
Italian cOlllra]
Eliminated due to isolation: 8, 20, 76, 39 Pz, 41 Pz, H] (P45) Hz
(P46). Rz (P47), Air Base (HSO) 10 Berlin

ITALY
Armor (4): I Cassino, 2 Taranto
Infantry (I): 14 X23. 20 Florence
Replacements (1): Livarno and BB23
TOTAL EXPENDITURE: 12 (builds). leaving 12
SRs: I arm to P23, replacement (Livorna) lO Y20, II to AA26,
Folgore to Naples, 20 to Loriem
Lent: 5-4 (Rome). I arm. 20. repI (021 and 020)
TOTAL AXIS BRPs LEFT: 34
Eliminated due to isolation: 5

B: Allied total now 112

BRITAIN
Infantry (I): "Egypt" Portsmouth
TOTAL EXPENDITURE: I (build) + 15 (offensive) ~ 16. leaving
56 after 15 loan from USA
SRs: 8 and 9 to AA26, 12 ta Syracuse, fleet (Benghazi) to Messina,
airbases (Great Yarmouth and LL20) to Liverpoll and BB24. Fleets
US9 (Porlsmouth)and 2 + I (Tripoli)supply 3 units in Italy and Sicily
(Free French 5GCM exploited last turn and so does no! need supply)

USSR
Infalllry (3): 2 Gds Orel
Air faclOrs (3): 5 at Ore!
TOTAL EXPENDITURE: 18 (builds) + 15 (offensive). leaving 7
SRs: airbase (150) and 5-4 (K47) to Orel. 2 shk to L42. 3 shk to
Vitebsk. 60 to H43. 8 Gds to 041

USA
No builds. loan 15 BRPs to Britain
TOTAL EXPENDITURE: 15 (loan). leaving 0
SRs: 22 to Belfast. airbase (LU2) to AA26, Ileet (Portsmouth) to
USA. 5-4 (F24) to Liverpool
TOTAL ALLIED BRPs LEFT: 63

1944 YEAR START
Strategic Warfare Resolution
Germany has 27 U-boats from last year and 27 built in 1943 = 54.
Allies have 12 ASW, each of which now sink 2 U-boats, leaving 30,
which results in loss of 90 US BRPs, reducing the US base from 266
to 176!

GERMANY
7 BRPs left (having just lost Moscow with 15 BRPs). Growth rate =

50010, so new base318 + 3 = 32/
Conquests and aClive allies: as last year minus Moscow, total 212
Total BRPs 1944 start: 533
Spend 52 on 26 U-boats, leaving 48/

ITALY
12 BRPs left. Growth rate 20070 = 2, so ncw base 80 + 2 = 82
Conquests: as last ycar, tOlal 15
Total BRPs 1944 start: 97

BRITAIN
56 BRPs left. Growth rate 40010 = 22, so new base 127 + 22 = /49
Conquests: lebanon-Syria (5), Libya (5), lOlal 10
Total BRPs 1944 SIart: /59
Spend 15 on 5 ASW, leaving /44

USSR
7 BRPs left. Growth rate 30% = 2, so new base 139 + 2 = /4/
Total BRPs 1944 start: 141 - 15 (Leningrad) ~ /26

USA
o BRPs left, so base remains 176, as above
Spends 15 on 5 ASW, leaving /6/
TOTAL AXIS: 578
TOTAL ALLILES: 431

1944 Year/Start: Remembering that the British can
not now lend BRPs to the Americans, the Germans
are attacking the US economy with its superior
growth rate in a desperate attempt to retain rhe in
itiative right rhrough to the end ofthe game; double
move now would probably lose the game for the
Axis.

Axis Spring 1944

I've been pussy-footing around too long! Who
says I've lost this game? German armor still rules
supreme, and now that the Baltic is a German lake [
can use Leningrad as a really powerful threat to his
rear. By advancing his aqTIor to the Russian border
with the Baltic States, he was asking to have his
neck cut off so I have obliged. His armor at the
front cannot exploit now, and the paratroops in

'Moscow cannot drop.
There has been a minor disaster in the Mediter

ranean. The Allied capture of the Albanian pon
with a paratroop attack was a very good move. I
have spent a lot of time examining possible
Yugoslav defenses against an Allied attack and
found none which was secure. I therefore attacked
them myself in order to SR powerful German units
to the Yugoslav/Albanian frontier. Thank
goodness Greece is still neutral! I view an Allied in:
cursion into the Balkans with alarm: holding such a
wide front would dissipate my forces and leave the
Mediterranean area very vulnerable. I am willing to
lose some ground in Italy in order to defeat this
menace. I must also protect Greece from an Allied
invasion.

Why hasn't he landed in France? Mind you, I
am not complaining. !

I got real pleasure from the Strategic Warfare
results: it's not often one gets the chance to reduce
the mighty US dollar by 90 BRPs! He doesn't seem
to have appreciated my strategy. Since the USA has
lent BRPs to Britain, the British cannot support the
US Treasury, so his base is very vulnerable. I am not
hoping to bankrupt America, just prevent an Allied
double move. I have also announced movement in
to the Murmansk Convoy Box to discourage the
Allies from trying the Arctic route: in fact it is only
one U-boat, and I doubt he'll be fooled!

This turn I built my last airbase: saving it for so
long maintained a useful threat which will be missed.

The Westwall forts appear this turn, always a
great relief. And what a humorous move: landing
the Maltese 1-3 at Casablanca-with no opposition
it should reach Tunis in Spring 1945!

Axis Spring 1944: The Germans counterattack in
the east, aided by the transport of three armoured
units through Leningrad. These cut off the Russian
spearhead at Vitebsk, advance to the outskirts of
Moscow (preventing a Soviet paratroop unit from
dropping), and resupply Smolensk (the hex norrh
east ofSmolensk remained in German control, so it
is not necessary to pass through it again). While a
weak armored line tries to hold the Russian hordes
back, Axis infantry is beginning to regroup along
the line of the Dnepr.

Alarmed ar the ease with which an Allied attack
on neutral YUf(oslavia could swamp thar counrry
now that they control the Albanian port, the Axis
-launch a pre-emptive strike, knock our Yugoslavia
and redeploy defensively along rhe Albanian/
Yugoslavian border. The only neurral counrries
now remaining are Spain, Portugal, Turkey, and
Greece.

The Italians move a fleet to Corsica as a defen
sive measure. This turn, the last German airbase
was built (at L40) in order to counrerair Orel. One
U-boar moves into the Murmansk Convoy Box, as
usual making a lot of noise in (he hope of being
mistaken for a larger formation. Due to isolation
six Soviet armored units are threatened with loss of
exploitation capability in their turn.



Allied Spring 1944

At last I am ready to open a new front in the
West. The USA has almost its entire force pool
available for the invasion. Since Marcus has wisely
defended the Pas de Calais region strongly at the ex
pense of the Normandy beaches, I have landed at
the latter, and secured a good-sized bridgehead.

German reaction to my Albanian adventure was
swift and strong. There is no longer any chance of a
breakout there and so, having at least succeeded in
drawing away forces which would otherwise have
been defending the Russian front, I am abandoning
this foothold and returning my attention to Italy.
My chances of taking Rome in the time remaining
are small, especially since my fleets in Britain are
now too preoccupied with Overlord to be spared for
escorting reinforcements into the Mediterranean.
However, my continued advance in Italy will keep
enemy units away from other fronts. I chose to
leave my Albanian forc~ unsupplied, since keeping
them in Albania would have enabled the Axis to
reach a higher attrition column and so make
progress in Italy sti'll more difficult.

Allied Spring 1944: D-Day! The Americans land in
weakly held Normandy, and this time they are there
'to stay. Paratroops seize Cherbourg. The
Americans lose six air factors in an exchange while
clearing Brittany and 020 on exploitation. French
partisans appear between Brittany and Vichy.

Advancing a total of three hexes thanks 10 a
paratroop attack on the second line, the British cap
lure Taranto, and advance on exploitation to cap
ture Ihe Foggia peninsula (Y25). 1BEF invades
Tunisia while a 1-3 conquers Morocco single
handed! British decide not to contest Albania, and
allow Ihe ground units there to remain unsupplied.

The Soviets break the German armored front
line, and, aided by paratroops, seize Dnepro
pelrovsk. They now hold a strong linefrom Vilebsk
to Dnepropetrovsk. The Russian infantry has at last
caught up wilh the armor.

Britain lends Russia 20 BRPs via Lend-Lease. A
British attempt to deactivate Vichy France (-2
modifier) fails.

SPRING 1944 BUILDS/SR
GERMANY
Armor (8): 9 pz Leipzig, 47 pz Q33, 39 P Kolberg, 41 pz Breslau,
DAK Prague
Infantry (3): 8 Leipzig, 20 Wilhelmshaven. 76 and 39 L28, 44 L29, 74
J37,2 Fsjr S27
Infantry (2): Rumanian 2-3 Bucharest
Infantry 0: 56 Essen, 66 Aachen, 49 Frankfurt, 50 Stuugart,
Hungarian 529, Bulgarians Sofia, Z30, and Z31
Air factors (3): 5 at J36 and Breslau
TOTAL EXPENDITURE: 101 (builds) + 10 (war on Yugoslavia) +
30 (offensives) = 141, leaving 340
SRs: ISS pz to Leningrad, 14 pz to Y28, 9 pz to M24, 2 Fsjr to Y28,
39 pz 10 Minsk, 41 pz to Y29, 8 inf to W26, DAK to Naples, unused
5-4 (Leningrad) 10 Sarajevo

ITALY
Infantry (2): 5 Y24, II Venice
Infanlry (I): 35 Trieste
Replacement (1): Z24
TOTAL EXPENDITURE: 6 (builds), leaving 91
SRs: 17 inl' to Z28, II inf to Z29, neel (Venice) 10 X20, airbase
(Rome) and 5-4 unused (Lyons) to Sarajevo
Lent: rep I. (021), Folgore, 5, 5-4 (Sarajevo)
TOTAL AXIS BRPs LEFT: 431
NB: Allied total now also 431
I U·boat moves to Murmansk box

BRITAIN
Fleet (27): Portsmoulh. Fails to deactivate Vichy (die rol1-2, COSI 5
BRP).
TOTAL EXPENDITURE: 27 (build) + 5 (Vichy altempt) + 20 (gif<
to USSR via Persia, escorted by US neet Plymouth) + 15
(offensive) = 67, leaving 77
SRs: IAB to Brindisi, 5 10 LLl9, 2 x 5-4 (one Free French) (AA26) to
Messina, airbase (Liverpool) to Great Yarmouth, 20 BRPs to Persia
en route to Russia), Fleets Free French 8 (Portsmouth) and Free
Frencil9 (Gibraltar) supply Z Can, 12, WDF, SGCM. lAB.

USSR
Armor (6): 4 F43, 22 H42
Infantry (3): 70 141, I Shk F43, 5 Gds G42
Infantry (2): II H42
Air factors (3): 5 at Kalinin

TOTAL EXPENDITURE: 38 (builds) + 15 (offensive) ~ 53, leaving
73
SRs: airbase (K47) to Vitebsk, I Pr to Orcl, 61 to J42, 62 to 143, Nav
to G43, 12 to 8ryansk

USA
Armor (10): 1,7,20 USA
Air factors (3): 5 USA
Fleet (27): I USA
Panisans (2): P20 and Q20
TOTAL EXPENDITURE: 76 (builds) + 15 (offensive) =91, leaving
70
SRs: Fleet USA to Plymouth and 5-4 (USA) to POrlsmouth, 20 arm
and 7 arm 10 Scapa Flow, I arm to Plymouth, 4 inf to MM 19, 5-4
(London) 10 Cherbourg, 5-4 (Plymouth) to Rennes, air base (DD22)
to Messina
TOTAL ALLIED BRPs LEFT: 240 (20 en route in Persia)
8,9 in AA26 removed due to lack of supply, BH (DD22) removed due
to redundancy

Axis Summer 1944

Three months ahead of schedule, in Spring 1944
the Allied steamroller lands in France. From now
on the Western Front gets most of my attention, I
seem to have succeeded in channeling his attack
away from Calais: Normandy is not the worst place
he could have landed (but not the nicest either!).
Once again he has used his partisans to great effect:
I didn't really deserve to get such a good attrition
result, and I don't deny it was a mistake to allow
him such good positions in which to build partisans.
What really worries me now is that he will combine
his powerful air force with his massive naval
superiority to crawl slowly but irrevocably
eastwards along the coast. If only the Westwall
reached the coast! This is why I am holding the
coastline near Paris so strongly, I am hoping he will
waste time swinging south from Normandy instead
of east. German fleets are now of only limited
value, so I am willing to sacrifice them to prevent
Allied landings at Calais or Wilhelmshaven, I hope
Vichy survives for a few turns more, and I hope to
hold Paris for a while longer with the help of my air
wings between Belgium and Switzerland.

In Italy there is a real see-saw battle raging with
both sides alternately isolating and breaking the
isolation of each other's forward units, If only I
could push DAK onto the AA23 beach; even so
Naples is a good place for armor since it can be sup
plied regardless, and prevents Allied supply to the
north, I am very surprised that he abandoned
Albania: I was very frightened by that threat.

But for me, this turn, the really exciting realiza
tion is that I have managed to stop the Russians,
Much to my own surprise (and I think his) my front
line has solidified from Lake Peipus to near
Dnepropetrovsk: it was the Axis infantry defending
the Dnepr bend which won the day for me. I can
now hope to retreat to the narrow neck between
Danzig and Odessa with some semblance of order.

The Maltese 1-3 has conquered Morocco single
handed!

Axis Summer 1944: A IIrition on all fronts, The ad
vance ofthe British up the east coast ofItaly has left
Celere and Alpini isolated (AA23), so they can not
take advantage of a hex gained. However, the
British remove the armor which was causing their
isolation as an attrition loss,

For the first time since the rout, the Axis have a
stable defense in Russia, running from Lake Peipus
southeastwards along a line two hexes east of the
Dnepr, Leningrad, held by Germans and Finns, is
under siege.

In France, a good attrition result permits the
Germans to drive a wedge between the US forces
and the partisans. Germany defends Calais and
Wilhelmshaven with fleets,

The Italians send an armored unit to Tunisia.
Italians and Axis Minors garrison Yugoslavia and
Albania.

Allied Summer 1944

The German defense in the East-a line of in
fantry backed by armor and ZOCs-is proving very
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difficult to overcome. With a movement factor of
only 5, the Soviet armor cannot infiltrate far
through ZOCs (unlike the Panzers which can move
through two enemy-controlled hexes), and without
sufficient air superiority my airborne units cannot
remove the obstructing armor. I have restricted my
attacks to one half of the front in order to gain a
small localized air superiority, This has enabled me
to make two breakthroughs which, together with
newly-built partisans, have isolated several units.

In Italy I can make no more progress until I cap
ture Naples as the ZOC of the armored unit there
would put my advancing units out of supply,
Naples is too strongly defended to be taken by of
fensive and cannot be isolated since it is a port.
Even an attrition option was not a lot of use as he
could have removed the units from Naples to pre
vent its capture, but it perhaps will give me the op
portunity to take it next turn, I considered the
possibility of an airdrop onto Rome, but with 4
Axis air units close enough for a counterattack, I
could not have held it.

It is beginning to look v.ery unlikely that either
Allied side will achieve its victory conditions, My
rate of advance on all fronts is just too slow, This is
a result of the size of the German BRP lead, He is
able to keep his entire force pool in play while I am
barely able to do so and cannot afford the heavy
losses which the Allies must accept if they are to
win, The Russians in particular, because of their
lack of aircraft, need to wear down the Germans
with low-odds attacks, AliI can do is push forward
towards those objectives which are within easy
reach and try to make the shortfall in number of ob
jectives as small as possible, This means that the
Mediterranean front, where no more objectives are
likely to be captured, will receive low priority and
will probably be stripped to reinforce the West.

Allied Summer 1944: The Americans liberate Paris
on exploitation.

On the Easlern Front, a slug/est begins as the
Soviets push hard, driving a thin wedge westwards
from Dnepropetrovsk, and gettting a toe-hold
across the Dneprat N39. Partisans seize Odessa and
threaten to complete the encirclement ofthose units
holding tfie Dnepr bend,

Threatened by encirclement by the Italian ar
mor, IBEF withdraws from Tunisia, Attrition
makes no progress in Italy. Britain lends Russia 20
BRPs via Lend Lease,

SUMMER 1944 BUILDS/SR
GERMANY
Armor (8): 2SS pz and 19 pz Prague, 46 pz J37
Infantry (3): 17 Breslau
Infal1!ry (2): Hungarian 2-3 R33, Finnish 2~3s A46 and 845 and
Helsinki
Infal1!ry (I): 79 Kiel, 81 Q25, Rumanian 1-3s (two) in Cernauli
RepJacemellls (I): 2 in K36
Air factors (3): 5 at Dresden, I Finnish at Helsinki
TOTAL EXPENDITURE: 59 (builds). leaving 301 after receipt of20
BRP loan from Italy
SRs: 40 and 44 inf to X24, 2SS pz to 040, 19 pz 10 R39, 5-4 (Florence)
to L40, 17 inf to Minsk, 14 pz to F41, neels (Kiel) to Wilhelmshaven
and Calais 56 Pz, Finnish unit on F46 and replacement (Bresl) re
moved due to isolation

ITALY
Armor (4): 2 Milan
Infantry (I): 16 W24, 20 Rome, "Libya" Venice
Replacements (I): Trieste and T26
TOTAL EXPENDITURE: 9 (builds) + 20 (loan to GermanY),leav
ing 57 after loss of Morocco (5)
SRs: 5-4 (Sedan) to Vilna, 2 arm to GGI4, 35 to L40 (then lent),
replacement (X20) to N40
Lent: R (021), Folgore, 5, 39, I arm, 2 arm
TOTAL AXIS BRPs LEFT: 358
NB: Allied total now 240, including 20 in Persia
For checking: No Axis un built units except those eliminated due to
isolation

BRITAIN
Infantry (1): "Palest" Portsmouth, "Egypt" Dover
Air factors (3): 5 at Plymouth
TOTAL EXPENDITURE: 17 (builds) + 20 (gift to USSR via
Persia) = 37, leaves 40
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51-60

6C/4H

6C/3H

6C/2H

SC/1H

4C/2H

4C/IH

7C/4H

7C/3H

7C/2H

6C/2H

SC/2H

4C/2H 6

Positions prior to Allied Combat Phase Fall 1944: Ground units have their unit designation printed in black with a solid square for infantry. a solid circle for armor, and a solid triangle for airborne.
Replacements are designated by the letter "R", partisans by "p", and Minor Allies by a combination of nationality letter and attack factor (F2 = Finnish 2 factor unit). Air and naval units are shown by their
attack strength within a hollow circle. The Axis. for all its strength, is losing ground to sledgehammer offensives from east and west.



SRs: 5 to Brindisi, airbase (Grea( Yarmouth) to L23, 5-4 (Plymouth)
10 Loricnt, Fleels FF8 (Ponsmoulh) and 2 + I (Messina) supply 3
units in France and 3 in Italy

USSR
InFantry (2): 10 and 12 (K42)
InFantry (I): 23 N42, 20 C46
Paratroops (6): 2Pr Bryansk
Air factors (3): 5 at Stalino
Panisans (2): Odessa, S37, Q38
TOTAL EXPENDITURE: 33 (builds) + 15 (oFFensive) =48,leaving
45 after 20 gift rcceived
SRs: airbase (Orel) to Kharkov, 5-4 (Bryansk) to Kharkov, 2 Tk 10
P43, 18 inF to D46

USA
Air Factors (3): 5 and I in USA
TOTAL EXPENDITURE: 18 (builds) + 15 (oFFensive) ~ 33,Ieaving
37
SRs: 5-4 and 1-4 and airbase (USA) to Ponsmouth, 5-4 (London) to
Brest, 2 to Plymouth, 4 (Q Messina.
TOTAL ALLIED BRPs LEFT: 142(including 20in Lend Lease Box)

Axis Fall 1944

The loss of Paris so soon is a big disappoint
ment: since I cannot counterattack, I have lost
Vichy. I will miss those units holding the south, but
alleast there is now no need to keep any Italians in
Africa. I was hoping he would strike southwards,
but he did not take the bait.

The Russians are still pushing hard: those
blasted partisans are active again and having oc
cupied Odessa are in danger of isolating the units
between there and Dnepropetrovsk. I don't think I
can hold the Dnepr bend, so will try to retreat into
Rumania.

I was very fortunate to get excellent attrition
results on all three Fronts. In the East, three hexes
were the minimum I needed to be comfortable: one
push dislodges the partisans from Odessa so resup
plying the Dnepr bend, a second push throws the
Russians out of the marshes and back across the
river thus reducing the pressure on Kiev, and the
third allows the panzers to advance adjacent to
Bryansk preventing the Soviet paratroops there
from dropping this turn. It is not often in a game
that one actually develops an affection for a unit,
but I have to say 1st infantry and GSD armor (P41)
have earned that honor. They moved into position
adjacent to Dnepropetrovsk back in Spring 1944
and acted as a breakwater against the Russian tide.
But finally their time is up. I shall miss them.

In the West I have also been lucky: gaining a hex
has permitted me to push the lent Italian armor ad
jacent to the American paratroops, a very useful
advance which also hinders the arrival of Allied
reinforcements.

In the Mediterranean, attrition continues to
take a heavy toll of the British (in fact the Cana
dians-he removed both Canadian armor and in
fantry to protect the armor at Y25). Just for the fun
of it I have also sent a lent Italian armored unit into
Tunisia (last turn) and now Libya. It has chased the
British IBEF all the way back to Tripoli!

I am now defending Albania with two adjacent
units, so preventilJg Allied SR into the port after a
paradrop. I have lain a carpet of units from
Belgrade to the Yugoslav beach, because partisans
otherwise could actually isolate the beach by sur
rounding it.

I have garrisoned Oran against the marauding
Maltese!

Axis Fall 1944: Attrition on all fronts reaps good
results everywhere. The Soviet crossing of the
Dnepr in the center is repulsed, though the position
in the south is untenable. The Axis prepare to de
fend the Rumanian border. Six infantry units, two
armoured units and the parachute unit are lost by
isolation.

In France, the Germans prepare to defend a line
from Dieppe to Switzerland, plus Marseilles. A lent
Italian armored unit advances adjacent to Caen,
blocking the American advance and preventing the
US paratroops from dropping in their turn.

The British advance in Italy is checked. Celere
and Alpini still hold out at AA23. The Italian ar
mored unit in Tunisia advances on Tripoli, via JJ14
and JJ15 to avoid the risk of isolation by the SR of
an Allied armored unit behind its back.

Allied Fall 1944

I positioned my Russian partisans badly last
turn, enabling Marcus to resupply his southern
pocket. Since he has now swamped this part of the
front with air units, I'm switching my attack back
to the north. In the center, I just can't get a foothold
across the Dnepr river. I couldn't quite reach Riga
this turn, but I should be able to take it by the end of
the game. I've placed an airborne unit at G42 from
where it can threaten Stockholm and Helsinki as
well as support my Baltic States offensive.

The failure to capture a hex with my Mediterra
nean attrition signals the end of any chance I may
still have had to capture Rome. I'm not even tying
down any Axis air units in Italy. My units
there-particularly the air and airborne-could be
better used in France and will now be transferred
there as soon as possible.

The Italian 2nd Armor in Libya is making a
nuisance of itself. If I'm not careful, he might be
able to make a I-I attack on Tripoli with shore
bombardment. Since this is the only objective I've
captured in the Mediterranean, it would be embar
rassing to lose it. The 30th Armor has been dis
patched to Africa to lend a hand. I've also placed an
airbase in a hex which the Italians are likely to want
to move through, thus sending it back to Britain-a
cheap way of redeploying it.

It's not worth conserving BRPs any more. I
won't have much opportunity to build in 1945.
However, I've left Britain with enough so that even
if it takes an offensive next turn and suffers the
maximum possible Strategic Warfare losses, the
next Year/Start BRP level will be 60-enough for
two offensives each turn in 1945.

Allied Fall 1944: Leaving the cemer and south
alone, the Soviets drive hard in the north. Soviet ar
mored spearheads reach the border between East
Prussia and Ihe Baltic States. Jn Ihe south, both
sides are trying to isolate each other. The Russian
advance here is restricted 10 a widlh of one hex by
an armored unit, bUI partisans hold the
Soviet/Rumanian border.

The Americans finally breakout across the
Loire into southern France. Partisans seize
Marseilles.

No progress is made in JIGly. The armored unit
which so daringly seized the Foggia peninsula, is
now eliminated due to isolation. The British begin
to abandon Ihe Mediterranean.

The USA lends Brilain 2 BRPs, leaving the USA
wilh 15.

FALL 1944 BUILDS/SR
GERMANY
Armor (8): 56 pz Q33
InFantry (3): 27 Leipzig, 30 and 36 Munich
InFantry (2): Finnish 2-3 A46
Infantry (I): Rumanians in Cernauti and U36, Hungarians in R33
(two)
Replacement (I): Kolberg
Air factors (3): 5 in Aachen and Essen
TOTAL EXPENDITURE: 54 (builds), leaving 205 after loss of
France (42)
SRs: airbases (Berlin) to Metz and Strassbourg, 5-4s (Brest-Litovsk,
Aaehen, Essen) 10 Cernauti, Metl, Strassbourg, 27 inF to U 19,30 inF
to Cassino, 36 inf lO Turin, replacement (Kolberg) to Talinn
The following units are removed due to isolation: paras, GSD, 2SS
Pz, and infantry: 1,23,29,51 and Rumanian (P40)

ITALY
Infantry (2): I I Rome
Replacements (I): U21 and Livorno
TOTAL EXPENDITURE: 4, leaving 53
SRs: 5 to Rome, airbases (Rome and Sarajevo) to Cernauti and 535,
5-4 (Lvov) 10 S35, 14 to FFI6
Lent: 5-4 (metz), I arm, 2 arm, 35
TOTAL AXIS BRPs LEFT: 258
NB: Allied total now 142, including 20 in Persia

27
BRITAIN
InFantry (3): 2C L23, 8 J25
InFantry (I) "Egypt" Portsmouth, "Palest" L23
Air factors (3): 5 at Ponsmouth
TOTAL EXPENDITURE: 23 (builds), leaving 19 aFter receipt oF2
BRPs loan From USA
SRs: airbase (L23) 10 Liverpool, 5-4 (Messina) to Ponsmouth. lAB
to St Nazaire, 30 arm to J1I7, airbase Benghazi to KKI5, FF8 in
Portsmouth and 9 in Malta supplied 6 units in Italy/Sicily plus
"Malta" and US 13 armor. 18AB dropped last turn, and all other US
units were supplied from Paris
13 arm removed due to lack of supply, and BH (Cacn)

USSR
InFantry (3): 3 Gds M40, 8 Gds L41, 2 Gds Dnepropretrovsk
InFantry (2): 12 M41
InFantry(I): 14U39.19R42,21 S4I,29Q42,27P4I,28041,30P42
Air factors (3): 2 al Vitebsk
TOTAL EXPENDITURE: 24 (builds) + 15 (oFFensive) = 39,Ieaving
26 after receipt of 20 gift
SRs: airbase (Kharkov) and 5-4 (Smolensk) to G42, I Pr to G42, 53 to
Vitebsk, 2 Shk to J42, 5 Shk to K42

USA
InFantry (3(: 22 in USA
Partisan (2): Marseilles
TOTAL EXPENDITURE: 5 (builds) + 2 (loan 10 Britain) + 15 (oF
fensive) = 22, leaving 15
SRs: 22 to Portsmouth, neet (Plymouth) to Scapa Flow, 20 arm to
QI9, 5-45 (Caen and Lorienl) to Liverpool, 3-4 and 1-4 (Cherbaurg)
to Glasgow, 12 to Q19, 8 to RI9
TOTAL ALLIED BRPs LEFT: 60

Axis Winter 1944

I confess that I did not expect such a powerful
Soviet drive in the north: my eyes have been held by
the action in the south where the Russians have a
corridor just one hex wide and we are both trying to
isolate each other. That the Russians reached the
East Prussian border at all is very alarming: I had
intended to use the Parnu bridgehead, established
very early in the game, as a second Leningrad, but it
looks like the Baltic States have had it. I feel the
threat in the north is very serious, and have diverted
all available units thither. It is time to start worrying
about ownership of objectives, so I am going to
make an effort to hang on to Riga for a little while
longer, though I recognize I cannot expect to keep it
until the end.

In the West the gallant lent Italian armor has
been overwhelmed, and the Americans have surged
southwards ... much to my delight! Every turn
they waste going south is a turn gained for me, even
if he is after Lyons, Marseilles, Milan and Genoa.
The capture of Marseilles was a brilliant move, I ad
mit. Both partisans were already in play, so I did
not garrison that objective. I failed to realise that he
could kill off a partisan and immediately rebuild it
elsewhere! Fortunately the partisans do not make
the port friendly to him.

In the Mediterranean, the impasse has at last
been broken. His attrition failed and 13th armor at
Y25 has been eliminated by isolation. He has begun
to withdraw units to the Western Front realising he
is unlikely to capture Rome. I wonder? Do you
think I might have a chance to recapture Tripoli? I
think I'll sneak a few units across in the next few
moves and see if he responds.

I have a plan, a good plan. Allied BRPs are very
low (at the end of the fall turn the USA had only 15,
and can't receive loans from Britain). My biggest
problems are the Allied air wings. I am very rich.
These three facts give me the opportunity to hit
back hard in Spring 1945: this is my reason for
going for the American and Russian air wings. I
have destroyed three American air wings and two
Russian. He could at most rebuild only two of
these, reducing the Allied superiority temporarily
by three air wings. This should be enough for me to
launch a last desperate attack somewhere, in the
Spring.

On the Eastern Front, I have carefully arranged
my attack so that an armored unit can exploit into
Riga. It will be in supply throughout the spring. At
tacks in south Russia have been much more suc
cessful than expected; now that the Soviet armor
has gone things look quiet. In the West, I chose to
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attack the partisans across a river: now I can place a
BH on Marseilles, which could be very useful. But
the arrival of the British para:roops in St. Nazaire is
very worrying. I now need four lines to hold the
German border!

In the Mediterranean the Maltese 1-3 in Moroc
co has been removed as an attrition loss: rather a
shame I feel-the battle of the pygmies in North
Africa was looking like fun.

Axis Winter 1944: A German counteral/ack reduces
pressure on Riga. The front-line now runs from
Riga to Kiev, Cernauti, Kishinev, Odessa. Len
ingrad is besieged.

With Allied treasuries very low and the Axis
now confident of maintaining the initiative into
1945, the Axis concentrate on destroying Allied air
craft. Two Soviet and three US airwings are
destroyed.

The Germans recapture Marseillesfrom the par
tisans, placing a bridgehead there! They now hold a
strong line in depth from Dieppe to Switzerland,
and from there to Marseilles.

Allied Winter 1944

My advance is slowing on all fronts, as my
forces become progressively weaker through sus
taining losses which I can't afford to replace.

On the Western Front, I've concentrated on
securing one objective, Antwerp, by means of a
single thrust along the coast. This plan had several
advantages over a breakthrough in the center of the
front: (1.) it enabled me to place my advance units
on an objective and a bridgehead so that I wouldn't
lose my gains to attrition; (2.) the capture of Calais
and Antwerp will enable me to Transport my units
straight into the combat area; (3.) I'm threatening
to outflank the West Wall; (4.) Folgore is prevented
from making an air assault by the ZOC of my ar
mor; (5.) 18AB should be able to drop again next
turn since the German armor adjacent to it is almost
certain to remain isolated and be removed before
my next turn.

I have to change directions again in the East
because of the mass of German armor around Riga.
My breakthrough towards Lvov gives me a good
chance to capture this objective and divides his
forces into two, making a German counterattack
more difficult. However, my disastrous I-I attack
on 57th Panzer has left my southern flank looking
rather fragile, and I could be in trouble there.

Allied Winter 1944: In a brilliant al/ack, the
Americans advance along the coastline to seize
Dieppe, Calais and Antwerp! British troops deploy
in southern France.

The Soviets achieve a large breakthrough in the
center, taking Kiev and exploiting to the outskirts
of Lvov. They still threaten Riga.

The British evacuate further units from the
Mediterranean.

The Americans and Soviets are unable to
rebuild the five airwings destroyed last turn, due to
lack of BRPs.

WINTER 1944 BUILDS/SR
GERMANY
Armor (10): GSD Munich
Armor (8): 19 pz and 39 pz Nuremburg, 2SS pz Munich
Infantry (3): I Leipzig, 4 and 6 J37, 10 and I I 136, 15 and 17 Q33, 23
and 29 Graz, 36 Essen, 51 Aachen, 74 Frankfurt, 84 Stuttgart
Infantry (2): Rumanian 2-3 R35, Finnish 2-3 Helsinki
Infantry (1): Rumanian R35 and T36, Hungarian R33
Replacements (2): L28 and Q25
Paratroops (9): I para Kolberg
Air factors (3): 5 at Berlin, Leipzig and Dresden; 4 at Stuttgart; 1
Rumanian Cernauti; 1 Hungarian Budapest; I Finn Helsinki
TOTAL EXPENDITURE: 157 (builds) + 30 (offensives)~ 187,
leaving 18
SRs: 19 pz to 138. 39 pz to K37, 23 infto Marseilles, 29 innfto T21, 2
SS pz to M38, GSD to P36, I inf to Stockholm via
Wilhelmshaven/Bergen, 1-4 unused (Stuttgart) to Helsinki, 30 inf to
Antwerp

50 inf and replacement (Talinn) are removed due to isolation; the BH
(Parnu) is removed due to redundancy, as is the Allied BH
(Casablanca)

ITALY
Armor (4): I U21
Infantry (2): 10 Genoa
Air factors (3): 5 at Milan
TOTAL EXPENDITURE: 21 (builds), leaving 32
SRs: Folgore to the Hague, 17 infto T20, replacement (T26) to L39, 5
inf to U20, II inf to U8
Lent: 35, 2 arm, Folgore, 5-4 {Milan)
Alpini and Celere are removed due to isolation
TOTAL AXIS ERPs LEFT: 50
NB: Current Allied total is 60

BRITAIN
Air factors (3): 5 at Birmingham
TOTAL EXPENDITURE: 15 (builds), leaving 4
SRs; 5-4 (Syracuse) to Rennes (remove BH), Free French 5A
(Messina) to Cherbourg, 2 BEF to Vichy, 2 Can to S20, 8 to TI9,
"Palest" to UI8
FF8 in Portsmouth and 9 in Malta supplied units in Italy and Tripoli

USSR
Armor (8): I Tk Smolensk
Infantry (3): 6 Gds 038
TOTAL EXPENDITURE: II (builds) + 15 (offensive) ~26, leaving
O.
SRs: airbase (Vitebsk) to N40, 5-4 (Bryansk) to Smolensk, 16 to J41,
27 to M41, 29 to K41

USA
Airbase (Cherbourg)
TOTAL EXPENDITURE: 15 (offensive), leaving 0
SRs: 5-4 (Manchester) to Portsmouth, 3-4 and 1-4 (Manchester) to
Cherbourg, 22 10 Q20, airbase (Messina) to Gibrailar
TOTAL ALLIED BRPs LEFT: 4

1945 YEAR START
Strategic Warfare Resolution
Germany has 30 U-boats from last year and 26 built in 1944 = 56.
Allies have 10 ASW, each of which sinks 2 U-boats, leaving 36, of
which one was transferred to the Murmnask Box. The remaining 35
reduce the US base by 105 BRPs 10 71!

GERMANY
18 BRPs left. Growth rate 50070 = 9, so new .base 321 + 9 = 330
Conquest and active allies: as last year minus France (42) plus
Yugoslavia (20), total 190
Total BRPs 1945 start: 520

ITALY
32 BRPs left. Growth rate 20% = 6, so new base 82 + 6 = 88
Conquests: Tunisia (5), Algeria (5), total 10
Total BRPs 1945 start: 98

BRITAIN
4 BRPs left. Growth rale 40070 = J, so new base J49 + I = J50
Conquests: Lebanon-Syria (5), Libya (5), Morocco (5), total 15
Total BRPs 1945 start: 165

USSR°BRPs left, so base remains at J4J
Total BRPs 1945 start: 141 - 15 (Leningrad) ~ 126

USA°BRPs left, so base is 7J as above
Conquest: France (42)
Total BRPs 945 start: 113
TOTAL AXIS: 618
TOTAL ALLIES: 404

Axis Spring 1945

The American attack in the winter was brilliant!
I was too confident that he had his eyes on the
south. I placed the 48th armor in M24 to stop him
advancing further along the coast than Calais. I
failed to take into account that he could advance
after-exploitation-combat into Antwerp. A foolish
oversight. With the Allied navies at his disposal he
does not need air wings when advancing along the
coast.

Having given me a scare in the north, the Rus
sians have achieved a significant breakthrough in
the center. Lvov is their immediate target. But a I-I
attack near Kiev went wrong when he rolled an
'A' -unfortunately the defenders are isolated by
his advance so cannot take advantage of the hole
that has appeared in front of them. Now to spring
my Battle of the Bulge on him!

In the Year/Start 105 BRPs were knocked off
the US Base, which now stands at an impoverished
71 BRPs, less than Italy! Something tells me Ike is
not going to win any elections! None of those 5 air
wings I destroyed last turn has been rebuilt, so my
attack has a chance.

The Battle of the Bulge (East Front version) has
gone very welL I threw seven air wings and every ar
mored unit I could lay my hands on against him. He
made the bad mistake of laying siege to Leningrad
with just a single line. By transporting a second ar
mored unit to Leningrad I was able to breakthrough
and get behind Lake Peipus (pinning a Soviet
paratroop unit) and, by linking up with a thrust in
the center, have isolated the whole of the Baltic
States. Most of his armor is destroyed, and I have a
good chance of taking Dnepropetrovsk. Russia
cannot hope to recover in time now, so I can con
centrate during my last turn against the Western
Allies! What a brilliant move! I am excited.

In the West I have concentrated on building a
line four units deep. I don't think he will succeed in
crossing the Rhine, except perhaps along the coast.
In a very strange maneuver, I have attacked back
across the river near Marseilles and placed another
BH, on the beach (l cannot use this BH as a
seaborne supply source, since it was placed after a
river crossing). I am determined to hold Milan and
Genoa to the last.

In the Mediterranean, I am preparing for my at
tack on Tripoli. I intend to make a low-odds attack,
in the hope of an Exchange wiping everybody out,
then drop Folgore in the smoking ruins.

Axis Spring 1945: The Battle of the Bulge... but on
the Eastern Front! A massive German counter
attack takes advantage of local air superiority
caused by thosefive unbuilt Alliedairwings. Thirty
seven Axis airfactors aid the attack. Armor,
transported to Leningrad, breaks out and isolates
the Russian infantry in the Baltic States. The ar
mored spearheads around Lvov are knocked out,
and German armor exploits asfar as the outskirts of
Dnepropetrovsk. A considerable portion of the
Soviet army is isolated. Paratroops are moved to
Constanta ready to attack Dnepropetrovsk.

In France, all is quiet. The German line is four
units deep (facing two parachute units), stretching
from the Hague to 023, Switzerland. Lyons and
Marseilles.

Deutsche Afrika Korps, Italian 2nd armor, 14th
inf, and CN inf prepare to attack Tripoli at low
odds, hoping to get an exchange wiping out
everyone, leaving Tripoli open for the Folgore
paratroops to drop into the empty cily from Tunis
at the end of the turn.

Allied Spring 1945

The German counteroffensive in the East came
as quite a shock to me. I had considered the
possibility that he might Transport one Panzer unit
into Leningrad and make a small breakout, but I
didn't think that one exploiting unit could do much
damage. How wrong I was.

I couldn't get enough units next to the 14th
Panzer to attack it or push it back by attrition, so
my units in the Baltic States face isolation again
next turn. This means that I no longer have any
chance of taking Riga. All Russia can do now is de
fend what it has already got. I had to take an attri
tion option this turn to push the exploiting Panzers
away from Dnepropetrovsk.

Lack of armor prevented me from making a
major encirclement in the West, despite my air
superiority. I therefore concentrated on taking
Marseilles-giving me one objective and a forward
base from which to threaten two more (Genoa and
Milan). Even Rome is now threatened by my air
borne troops. I've been careful to ensure that hoth
Western Allied airborne units will be able to drop
next turn, to maximize my chances of opportunist
grabs at objectives after it's too late for the Ger
mans to react. Needless to say, I've spent all the
BRPs I could, and purchased every available British
and US armored unit.



I've diverted one air unit to Malta to counter the
Axis threat to Tripoli. If not needed, it can be
Transported to Marseilles (as can WDF and 30th
armor).

Allied Spring 1945: Soviet attrition resupplies the
Baltic States, and reduces the threat to
Dnepropetrovsk. Soviets SR infantry out of the
Baltic States to a safer location. The German attack
has thrown the Soviets off-balance.

In France, paratroops capture Lyons and
Marseilles, though at Marseilles an exchange results
in the loss of two air factors and six naval factors.
On exploitation, one armored unit reaches the
FrenchlItalian border. In northern France, the
Allies advance one hex down the length ofthefront,
capturing Brussels.

The British reduce their commitment to the
Mediterranean even more, and build two airwings
which up until now they could not afford. The
Americans rebuild eight airfactors and the Soviets
ten.

SPRING 1945 BUILDS/SR
GERMANY
Armor (10): GSD Berlin
Armor (8): 2SS pz Essen, 48 pz Q33, DAK Munich
Infantry (3): 7 Essen, 18 Stuttgart, 23 Frankfurt, 25 and 30 Aachen,
76 Q26
Infantry (2): Finnish 2-3 A46 and 845, Hungarian 2-3 R33
Infamry (I): Hungarian R33, Rumanians (two) 533, Bulgarian X33,
SO inf L29
Paratroops (9): Breslau
Replacement (1): R25
Air factors (3): 5 at Brcslau, I Hungarian at Budapest, 1 Bulgaria at
Sofia
TOTAL EXPENDITURE: 94 (builds) + 30 (offensives) ~ 124, leav·
ing 396
SRs: OAK to JJ15, paras (Breslau) to Constanta, airbase (Metz) to
Odessa), 48 pz to Odessa, GSD to N35, 24 pz to L27, 5SS inlto N35,
replacemcllls (2 at K36) to Strassbourg and K27
NOle for checking: No unbuilt German units

ITALY
Infantry (3): "Alpini" Genoa, "Celere" U21
Infantry (I): 17 Milan, 35 Genoa
Replacement (1); 524
Air factor (3): I at Spczia (builds up to a 5-4)
TOTAL EXPENDITURE: 12 (builds) + 30 (oflensives) ~42, leav
ing 56
SRs: Folgore 10 Tunis, CN to JJ 14 replacement (U21) to Melz, 11 to
U20, I arm to P25
Lenl: 2 arm, 1 arm, 5-4 (Warsaw), rep I. (Metz)
Note for checking No unbuilt Italian units
TOTAL AXIS BRPs LEFT: 452
NB: Allied total is now 404

BRITAIN
Armor (8): IC Manchester, 13 Liverpool, Polish Coventry
Armor (6): FF5 GCM Birmingham
Infantry (1): "Malta" Plymouth
Air factors (3): 5 at Portsmouth and London, FF2 al Portsmouth
TOTAL EXPENDITURE: 67 (builds) + IS (offensive) ~ 82, leaving
83
SRs: Ie arm to N23, 13 arm to Paris, Polish 10 P22, 5 GCM to R22,
5-4 (London) to Malta, 9-fleet Portsmouth to Messina
FF8 (Portsmouth) and 2 + I Messina supplied units in Sicily and
Tripoli. BH N39 removed.

USSR
Infantry (3): 7 Gds R40, 57 and 62 Dnepropetrovsk, 63 L41. 5 Shk
Smolensk, 2 Gds Moscow, Nav Moscow
Infantry (2): 12 Q42, 6 J42, 8 P41
Infantry (I): 22 T39, 14 S40, 26041.23 N41, 16 M41, 13 K42
Air factors (3): 5 and Stalino and N43 (airbase at N43)
TOTAL EXPENDITURE: 63 (builds), leaving 63
SRs: 2410 R43, ITk to Smolensk, 2Pr to Dnepropetrovsk, 3 Shk to
R41, 910 Stalino, II to U41
II Gds removed due to isolation (6 Gds was supplied by BH (Kiev»

USA
Armor (10): 16 USA
Infantry (3): 5 and 23 (USA)
Air factors (3): 5 and 3 (USA)
Also change 3-4 and 1-4 (Paris) to 2-4 and 2-4, change 2-4 and 1-4
(Toulouse) to 3-4
TOTAL EXPENDITURE: 40(builds) + IS (offensive) ~ 55, leaving
58
SRs; 5-4 (USA) to Great Yarmouth, 3-4 (USA) to Dover, 16 arm and
5 inf (USA) 10 Portsmouth 23 (USA) to Plymouth, 2-4 (Paris) to
Dover, 2-4 (Paris) to Toulouse, 19 to Malta, airbase (Cherbourg) to
R21,lOtoQ22
TOTAL ALLIED BRPs LEFT: 204

Axis Summer 1945

The isolation of the Baltic States has been
broken with the loss of two armored units from at-

trition. In the West, the Allies have made a forceful
attack in the south of France and grabbed Lyons
and Marseilles. But they have only advanced one
hex in central France which is very good news. In
the Mediterranean there are hardly any units at all
now.

Because of my substantial BRP lead, the Allies
will have the last turn of the game, a rare event. This
is a big disadvantage. I have therefore taken attri
tion options on both the West and Mediterranean
Fronts, so that my air wings can offer DAS. Attri
tion in the East was poor: I have only been able to
destroy one of the three surrounded units. My at
tack on Tripoli failed. His interception was too suc
cessful (the Tripoli fleets anyway intercepted
automatically). The odds were too low at 1-2 to
completely eliminate the defenders, even though in
the event I did roll an Exchange. So from Tunis,
Folgore dropped back into Italy and SRed to the
bastion of Genoa. As an interesting little aside, I
would point out that Genoa now holds the largest
stack the Axis can make: two 5-6 armored units, the
German paratroops and lent Italian Folgore, a total
of 15 factors. Every single air unit I can lay my
hands on is crammed into Austria and Bavaria.
Now I just sit and wait!

Axis Summer 1945: Germany takes an allrition on
the East and West and goes on to the defensive. In
France the front-line stretches from the Hague to
Sedan, Metz, Strassbourg, and along the French/
Italian border.

In Russia, the Baltic States are again isolated,
thus prorecting Riga, and Axis infantry holds a line
two hexes inland from the Rumanian/Soviet
border.

In the Mediterranean, there is a heavy naval
engagement, as the Italian navy allempts to get
through to shore bombard Tripoli. It fails. The at
tack on Tripoli goes in at 1-2, Even so, Folgorestays

'out of the main battle ready to jump ifan exchange
destroys all ground units; but the opportunity does
not occur.

The Italians recapture Brindisi and Taranto:
very few British troops are left in the Mediterra
nean.

Allied Summer 1945

The last turn of the game I've simply had a go at
any objective where I could get at least 1-2 odds.
Aachen was my main target, but a last minute
stroke of luck gave me Rome as well-of course, if
the game had continued any longer, I wouldn't have
held it. In addition, a suicide attack on Leningrad
cleared the defenders, enabling me to build Par
tisans there, and at least giving me the satisfaction
of seeing the Germans lose an objective, though it
doesn't count towards my own total.

Allied Summer 1945: The Soviets abandon the
Baltic States entirely, but launch a 1-2 allack on
Leningrad. This results in an Exchange which
destroys both allacker and defender entirely. In a
brilliant move, the Soviets then build partisans in
empty Leningrad, thus denying the city's victory
point value to the Axis!

The Americans push through the Ardennes and
capture Aachen.

The British paratroops based in Marseilles drop
on Rome at 1-2! They have only a one in twelve
chance of success (CA,A) ... but rhey do it! The
British control Rome due to a last lucky die roll!

SUMMER 1945 BUILDS/SR
GERMANY
Armor (8): 9 pz Frankfurt, 46 pz Stuttgart, DAK L28, 56 pz K36
Infantry (3): 39 Q25, 20 R25
Infantry (2): Rumanian 2-3 Cernauti, Finnish 2-3s (two) Helsinki
Infantry (I): 56 N27, 66 137,81 Breslau, 49 L29, Hungarians (two)
Budapest

29
TOTAL EXPENDITURE: SO (builds) + IS (offensive)~316 after
loss of Belgium'(15)
SRs; ISS, GSD and paras (Constanta) to Gen-oa, airbases (Odessa
and Berlin) to Q25, and Q26, 5-4s (136, Danzig, Berlin) to Q25, Q26,
Stuttgart, 39 pz to Milan
The following are eliminated due to lack of supply: 27 inf,· Italian
replacements (Y20. AA 18), BH (U 19)

ITALY
Armor (4): 2 arm S25
Infantry (2): 5 X22, II Y23, eN Venice
Infantry (1): 14 Livorno
Replacement (I); Spezia
TOTAL EXPENDITURE: 12 (builds) + IS (offensive) ~ 27, leaving
29
SRs: airbase (535) and 5-4 (Berchtesgaden) to R26, Folgore 10
Genoa, 5-4 (Spezia) to Venice, 2 arm to Rome
Lent; Folgore, 2 arm, rep (Metz)
TOTAL AXIS BRPs LEFT: 345
NB: Allied total is no""· 204
Allied builds and SRs irrelevant except for Soviet build of Partisan
unit in Leningrad

FINAL OBJECTIVES HELD:

BRITAIN/US: Manchester, Birmingham, London,
Antwerp, Paris, Lyons, Marseilles, Mosul, Suez, Alexan
dria, Tripoli, Malia, Gibrallar, Rome, Aachen (/5)
USSR: Moscow, Smolensk, Stalingrad, Astrakhan,
Grozny, Maikop, Kharkov, DnepropelfOvsk (8)
GERMANY: Berlin, Essen, Breslau, Leipzig, Warsaw,
Krakow, Lvov, Riga, Budapest, Belgrade, Ploesti, Oslo,
Siockholm (/3)
ITAL Y: Milan, Genoa (2)
Neulral: Madrid, Istanbul, Alhens, Leningrad (4)
Playing to Alliance rules this gives a German Strategic Vic
lOry.
BRPs at end of game: GERMANY 301 , ITALY 29, BRIT
AIN 53, USSR 46, USA 43

Final commenls:

What a cheeky lad! Fancy snatching Rome on a
1-2 air drop on the very last turn. The capture of
Leningrad was brilliantly executed. The actual odds
of the 1-2 attack were 11-17. I was defending with
two Finnish 2-3s and one 1-4 Finnish air. With an
exchange, I had to remove II factors, each Finn be
ing worth 8. I had no choice but to remove the
ground units, and he built partisans inside Len
ingrad since it was still an Axis-controlled hex! In
effect he did something similar to what I tried at
Tripoli. Leningrad thus ends the game belonging to
neither side!

This has been a marvellous game, and I think
Richard enjoyed it just as much as me. In fact, it is
the best game of Third Reich I've played, and I am
delighted that we were recording such a memorable
and balanced struggle. The German victory can be
ascribed to the early attack on Russia, I feel; and
perhaps lack of aggressiveness by the Soviet
paratroops. It wasn't roses all the way: I really
believed Richard had me by the short-and-curlies in
1943! Now, how about a return match? Why are
you going pale, Richard? Richard ... ?

Overview

I think it's fair to say that, even as early as 1942,
it was clear that, barring extremely good luck or
careless play by Marcus, my chances of victory were
slight. The Russians had lost too much ground and
the ratio of Axis to Allied BRP strengths was too
great. It did appear, for a brief time in 1943, that the:
Axis forces were collapsing, but Marcus did an ex-·
cellent job of recovery and repair, and after that he
was never in trouble again.

Looking back, I can see many mistakes that I
made and will avoid in future games. The biggest
one was my Mediterranean offensive. Given my poor
position, I couldn't afford the luxury of an Italian
campaign, which is a very difficult proposition at
the best of times. I would have done better to con-
centrate my forces in the West and invade France a
little earlier. In the end I gained only two objectives
in the Mediterranean (Tripoli and Rome-the latter
only just); an earlier invasion of France would sure
ly have given me Essen, Genoa and Milan at the
very least, and posed much more of a threat to Ger-·
many.



By Bruce J. Degi

THE
ADVANCE PHASE

Squad
leader
EliniE

"In essence," says the introduction to
CRESCENDO OF DOOM, "the player's
knowledge of the SQUAD LEADER system and
methodical application of its benefits as oppor
tunities present themselves, becomes an added skill
factor . .. of an experienced battlefield com
mander." With the COD rules bringing the total
number of pages to an incredible 108 for a single
game system, no explanation of the need for rules
knowledge is, perhaps, needed. Put quite simply,
the more rules you are fully familiar with, the better
chance you have in any scenario. But 140 separate
rules sections-the sheer weight is almost beyond
comprehension. Short of "cramming" for a
scenario like you might for some final exam, what
can be done? In my experience with both system
playtesting and actual play, I've found the best ap
proach is to study each Phase of the turn sequence
as a unique block. Once you're familiar with all of
the rules in general, go back and pick up on, say, all
of the rules concerning fire, or rally, or whatever.
Your initial impulse might be to study the Move
ment Phase or the Defensive/Advancing Fire
Phases. While those are, of course, important, I'd
recommend you start with the Advance Phase.

The Advance Phase?! Is he kidding? No, I'm
not; in fact, I consider the Advance Phase to be just
about the most powerful single segment of a player
turn. More on that later; for now you'll have to ad
mit that there just isn't a single numbered section in
all of the 108 pages that fully explains the Advance
Phase. In fact, the only section that really defines
the phase is:

4.7 The attacking player may now move any or all of
his non-broken infantry units one hex (regardless of
prior fire or movement status). The hex advanced into

may be occupied by enemy units. This is the only time
you may move an infantry unit into a hex occupied by
an enemy unit.

But if this is your impression of the Advance Phase,
the movement prior to Close Combat, you may be
interested in what follows. Several unique things
happen in the Advance Phase, but the rule books
make you pick them out from the rest of the rules. It
is vital for any would-be "experienced battlefield
commander" to have a firm grasp of the abilities
and limitations of the Advance Phase. Most players
understand normal movement and fire-a
knowledge of the Advance Phase just might be the
deciding edge for you.

I've split this clinic into seven sections: advan
tages, disadvantages, close combat effects, tem
porarily immobilized effects, mandatory rules,
changes, and some brief applications. I'm working
with the third edition of SL, the second edition of
COl, and the first edition of COD. Though I'd like
to say with absolute certainty that I've found every
reference to the Advance Phase, such a thing is im
possible. In fact, anyone you play who claims to
know every rule, every change, every question-and
answer to the game system should be avoided-he's
dangerous one way or another. I hope these sections
will give you a feel for most of what can happen in
the Advance Phase.

Advantages: Or, Things you Might Want To Do in
the Advance Phase

(I) While you're moving that one hex, section
5.73 allows your squad to carry "up to 5 portage
points." A leader can carry "up to 3 leader portage
points."

(2) Like to have a truck but only your enemy
has one? Check section 51.22. It allows you to cap
ture his truck by moving into it during the Advance
Phase. You could also capture a jeep in this manner
according to 52.5.

(3) WIRE cannot be entered during normal
movement; it must be entered only during the Ad
vance Phase-53.3. (Note, however, that you can
move from WIRE to WIRE in subsequent Move
ment Phases-53.4.)

(4) Does your opponent have a smug look on
his face while his squads cower in a bunker? Check
56.22-it states that "either side may enter or leave
a bunker during their Advance Phase."

(5) Multi-level building movement is easier in
the Advance Phase. Section 57.4 states that you can.
not only move up or down a staircase if you're on
the staircase hex, you can also move up or down
that staircase if you're just adjacent to the hex.
Both movements can be done to enter into close
combat if desired. (Note: Section 125.3 will later
restrict this movement one level per Advance
Phase.)

Don't get too used to this one fellows because I
have it on good authority that G.!. will change this
capability to an either/or proposition; either you
move into a new hex, or you move up or down a
level-not both.

(6) This might be a good place to mention the
clarification to Section 4.7 in the Appendix on Page
22. "The one hex advance during the Advance
Phase may include any Movement Penalties for
entering or leaving a bunker or entrenchment, or,
changing levels in a staircase hex, plus the act of
movement into the adjacent hex." Quite powerful
if you stop to think about it.



(7) Can you believe it? Five hundred thousand
for this lousy T-34 and the dang thing is immobilized.
You can try repairs, of course, (66.3)-but you can
have your crew re-enter the AFV only during the
Advance Phase (also 66.3) though they're probably
better off on foot.

(8) Though this mayor may not be an advan
tage, you can place your AFV crew in "CE" status
during the Advance Phase if you wish. You can also
remove "CE" status in the Advance Phase-both
64.44.

(9) Section 75.2 establishes the fact of only Ad
vance Phase movement to "enter or leave a Marsh
hex." This will change somewhat with the addition
of the "actual" Marsh hexes in COD. They can be
entered during normal movement but left only dur
ing the Advance Phase (127.3). Entry across an all
Marsh hexside, or all water or water-Marsh hex
sides must be during Advance Phase only, however
(127.2).

(10) You can enter an "abandoned" AFV
(yours or his) with a crew or squad during the Ad
vance Phase (90.5), but it may not be able to move
anywhere (90.6).

(11) Do you thrill to the sight of Russian
cavalry charging all those German tanks? If so, you
may want to know that each horses' "inherent
handler" can move the horse counter one hex dur
ing the Advance Phase. This is the only time that
unmounted horses can move! (92.9).

(12) Check sections 114.4, 114.5 and the Q&A
for 114.4 on page 106, for Advance Phase on skiis.
You may switch modes or move the one hex, subject
to a few exceptions in 114.51 + 2.

(13) In a major change to the original SQUAD
LEADER rules, the new "Concealed Movement"
section (117) in COD adds a new importance to the
Advance Phase. According to 117.3, concealed in
fantry in a building/woods hex "may move during
the Advance Phase within the LOS of an enemy unit
without losing their concealed status, providing the
hexside crossed intersects a building/woods symbol
and the hex moved into does not contain an enemy
unit." A major new use for the Advance Phase!

(14) Unlike loading/unloading of an AFV,
motorcycles may be dismounted (123.5) or
mounted (123.51) during the Advance Phase.
Motorcycles may also be pushed one hex during this
phase (123.52). Later rules for bicycles (132.1 +2)
will establish the same mount/dismount, move
status for bicycles as for motorcycles.

(15) Perhaps the most popular addition in COD
are the rules for boats. Several important aspects of
sailing-ala-SQUAD LEADER involve this phase.
Boats can be launched only during the Advance
Phase (128.42), land only during the Advance
Phase (128.6), or be anchored or "cast-off" during
the Advance Phase (128.8).

(16) Foot/Pontoon bridges may be entered by
units fording or leaving boats during an Advance
Phase. The reverse is also true: units may leave a
pontoon bridge to enter the river or a boat, again
only during the Advance Phase (both 133.81).

(17) Unlike paratroopers, glider forces may ad
vance the one hex during their "initial Advance
Phase on the board." (140.9) Nice to know.

(18) A few of the seemingly thousands of Q&As
for the system also have some advantages. The very
first Q&A on page 104 allows you to delay entry
onto the board until the Advance Phase if you
like-(4.7). The Q&A for 89.22, Page 105, states
that a player "advancing" onto a broken unit can
eliminate or capture it at the advancing player's
option. Want to abandon a captured unit? Accord
ing to Q&A for 89.9, page 105, you can do such a
thing during the Advance Phase. And, finally, the
Q&A for 128.6, page 106, allows you to "debark
from a boat on a river onto an adjacent land hex
during the Advance Phase."

Disadvantages: Or, Things
You Might Like to Do-But Can't

(1) You cannot stumble around in the Sewers of
Moscow during the Advance Phase (27.2). That
particular thrill belongs only to the Movement
Phase.

(2) "Infantry may not load or debark during
the Advance Phase [from an AFV]." (31.4) As
mentioned above, however, infantry may load or
debark motorcycles or bicycles during this phase.

(3) Though you may move onto WIRE during
the Advance Phase, you may not move off WIRE
until a Movement Phase (53.4).

(4) Your brave paratroops lose their Advance
Phase (and almost every other phase!) during the
turn in which they drop (99.1). Remember that this
is not true for glider troops however.

(5) Pulkkas may not move during the Advance
Phase (108.294). Perhaps the reindeer need a nature
break.

(6) Unless accompanied by an infantry unit,
the "Royal Family" cannot move in the Advance
Phase (or the Movement Phase for that matter) per
Section 124.2.

(7) As mentioned earlier, if you have a three
level building, you can advance but one level (via
staircase) per Advance Phase. No running in the
hallways either! (125.3).

(8) And now, back to the fleet. As important as
the Advance Phase is to boats, it can also cause
some problems. All boats are subject to Drift: one
hex per friendly Advance Phase in a moderate cur
rent (126.321), and one hex every Advance Phase in
a heavy current (126.322). Infantry trying to ford a
river run into the Advance Phase also. Infantry
units in the water can only move to another river
hex during the Advance Phase, and only then if they
do not roll a "6" on one die (126.53). And to fur
ther complicate boat matters, boats may not be car
ried over land during the Advance Phase (128.42).

(9) A few problems also surface in the Q&A.
Page 104, Q&A for 19.4 states (for the first time)
that' 'movement in the Advance Phase is one unit at
a time." One result of this ruling is that a stack of
squads and a leader cannot advance "together" to
gain the leader's benefit against a mine attack.
Another problem is addressed on Page 105, Q&A to
53.2: WIRE in a bunker hex would indeed keep a
unit from advancing into the bunker from an adja
cent hex.

The Advance Phase and Temporarily
Immobilized Status

(1) The general rule that "any unbroken infan
try unit can advance during the Advance Phase"
does have its exceptions: those units which have
won the Order of the TI. Be careful when you assign
the following tasks to your squads/leaders (and be
watchful when your opponent does)-any
squad/leader doing any of the following gets to
wear a "TI" counter and cannot move at all during
Movement and the Advance Phase of that turn:

(a) WIRE clearing (53.52) regardless of success
(b) Entrenchment attempts (54.22) regardless

of success
(c) Mine clearing (55.52) regardless of success
(d) Changing building levels without a staircase

(57.92) regardless of broken limbs
(e) Roadblock removal (62.3); always suc

cessful
(f) Immobilization repair attempts (66.3)

regardless of success, and add this one to your index
under "temporarily immobilized."

(g) Interrogation Attempts (120.1) leader only,
regardless of success-add this one to the index
also.

(h) Sapper mine placement (136.83) subject to
die roll, add to index.

The TI counters can show up at the worst possi
ble times; be sure you understand fully that any TI
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unit cannot move, even the one hex during the Ad
vance Phase.

The Advance Phase and Close Combat
(1) Section 5.6 establishes one of the primary

uses of the Advance Phase: it is the only time (with
an exception or two) that you can move a squad
onto an enemy squad for close combat. The pur
pose of this clinic is not to examine the Close Com
bat Phase, but a few die roll modifiers resulting
from the actual movement in the Advance Phase do
exist:

(a) Units advancing during Heavy Winds may
deduct one from their Close Combat Die Roll
(111.32) during that player turn.

(b) Units which advanced during Rain/Heavy
Overcast may also deduct one from their Close
Combat die roll during that player turn.

(c) Units which advance during Mud must,
however, add one to the Close Combat die roll
(111.71) during that player turn. And if you liked
those you'll just love what G.1. has in store for you
in this department.

(2) The Advance Phase, of course, is also the
time to move infantry onto AFVs for Close Combat
against those wonderful tanks. See the entire Sec
tion 36 for all the details about advancing onto
AFVs. As a sidelight, Page 23, Q&A for 36.24 adds
that a successful unit can not move back to its
original hex in the same player turn, but it does get
the benefit of the wreck.

The Advance Phase: Mandatory
Only one mandatory rule applies to the Advance

Phase: Section 18.42 states that any Berserk unit
must advance toward the nearest enemy unit in both
the Movement and Advance Phase. The "Advanced
Berserk Status" rules (110) modify this slightly in
that a berserk unit cannot move unless in the LOS
of an enemy unit, but if so, it must still move (110.2),
Also, berserk crews do not move; they fire (110.4).

The Advance Phase: Changes
(1) If you compare the "Sequence of Play"

from the back of SQUAD LEADER and from
COD you'll find the phrase "Remove Concealment
counters from units adjacent to unbroken enemy
units" has disappeared from the Advance Phase
segment. The reason? Of all things, Infantry
Bypass Movement rules (106.60 + 1) establish a new
concealment loss system. An advancing unit does
not cause an adjacent unit to lose its concealment
status anymore. Instead, an optional "search die
roll" at the end of the Movement Phase takes its
place. Section 106.6 contains yet another warning
for the Advance Phase: "A unit which moves into a
concealed/hidden unit's hex dur~g the Advance
Phase forfeits its right to simultaneous resolution
of close combat." If an ambush could ruin your
whole day, read 106.6 and .61 several times.

(2) The second major change, though quite
subtle, is much more serious. Before the expansion
kits, this game was SQUAD LEADER-a game
about infantry. Even with the AFVs in the basic
game, the Advance Phase belonged solely to the in
fantry. This was one advantage reserved for infan
try alone-AFVs could do nothing. In fact, the
"Sequence of Play" on the back cover was changed
to read "unbroken infantry units ... " under the
Advance Phase. But those who drool over the metal
machines have struck again. In an unbelievable
addition to Advance Phase possibilities, Mine
Clearing Vehicles now clear mines during the Ad
vance Phase (136.9). Most of you probably didn't
even give this a second thought, but to those of us
who eye every additional AFV counter with suspi
cion in a game system for and about infantry
squads, this incursion of armor into the turn phase
sacred to infantry is not a matter to be taken lightly.
Excuse me; I digress too much. Sigh.



THE LONGEST DAY-Clarifications and Addenda
By Bruce Milligan

32

Now that I know where the rules are,
What do I do with them?

What follows here are a few suggestions to con
sider when using the various rules for the Advance
Phase. They are intended for the beginner; those of
you with combat experience will find these much
too simplified and incomplete. The more ex
perience you have with the system, the more varied
uses of the powerful Advance Phase will become
apparent. For example:

(I) The Advance-to-the-Rear Phase-instead
of "breaking" a leader to rout with a broken squad
(see section 15.8), leave the leader where he is if
possible and Advance him backward to the broken
unit. This assumes, of course, that the broken
squad <;ould rout to the hex directly behind its cur
rent position. Now you don't have to worry about
the leader "self-rallying."

(2) Advancing units can turn separate squads
into lethal fire-groups for the next turn's Defensive
Fire Phase. Consider the converse-squads and fire
groups can fire during the turn and then pull back to
safety (perhaps even out of range or LOS) before
the enemy gets to shoot at you in his next Prep Fire
Phase.

(3) Particularly important is the ability to move
here without drawing fire. If you must go out onto
the streets, look both ways, and then wait until the
Advance Phase if at all possible. Your squads are,
in effect, "low-crawling" now instead of
"moving" and though they only move one hex,
they are not subject to that terrible" - 2" modifier
next turn. The streets are never safe, but this is one
way to lessen your problems.

(4) Finally, except in cases where Advance
Phase movement is specifically prohibited (sewer
movement, cliffs, more than one level building
change etc.), keep in mind that you are moving your
squad one hex regardless of terrain or other con
siderations. Move up behind a building in the
Movement Phase-out of LOS-then enter in the
Advance Phase. Move over walls, hedges, gullies,
up or down hills etc. all in the Advance Phase. You
may find you can move a squad to places that are
extremely difficult to reach during normal
movement.

The Advance Phase is a powerful part of your
turn. In many ways, the Advance Phase can help
you out of a bad situation or into a very good one.
Know your rules-lesson number one; use
them-lesson number two. I'm sure that I have
managed to leave something out of this short clinic.
Literally hundreds of implications arise when you
consider the possibilities of this phase. I'll be
satisfied if new players gained some insight into
approaching the SQUAD LEADER system rule
books. If you're new, stay with it-you're struggling
with the finest game in the history of wargaming. If
you are an "old head" and perhaps you've caught
an omission here, I'm satisfied also. You know
your rules quite well.

One final thought-if you like this approach to
SQUAD LEADER rules study you might try the
following on your own. Consider "Fate"-do you
know all the implications ofrolling a "2" or a "12"
at any point during the turn sequence? How about
everything possible that can and cannot happen
during the Advancing Fire Phase? I think if
you approach the system in "study modules"
you'll find your game improves significantly.
Happy gaming!

Next time we'll take a look at moderated postal
play methods for SL enthusiasts who refuse to allow
the eight phase player turn to deter them from pbm.

DESIGN

Errata? Please don't use that word; it hurts my
ears! Besides, for $65.DO we wouldn't dare put out a
game with any errors in it. Printed below are some
of the most common questions we have received
about this game, along with some rules clarifica
tions, and a few itsy-bitsy items that were in
advertently left out or incorrectly presented in the
original game.

THE UNIT COUNTERS AND MAPBOARD

I. Coastal battery MKB Cher does not appear on
the mapboard, but there is a counter for it. MKB
Cher is actually the battery north of Cherbourg
which has no unit designation.

2. There are extra strongpoint counters in the mix.
They should be considered spares, and may be used
as blank counters.

3. Headquarters and supply units do not have an
attack factor. The top number is the defense factor,
and the bottom number is the movement factor.

4. Coastal hexes are not considered sea hexes for
the purposes of naval bombardment. In other
words, you may not bombard one hex inland unless
the target is spotted.

QUESTIONS AND ANSWERS

I.F.5. May units stack on top of coastal strong
points?
A. Yes.

I.G.I. Do units in landfronte fortifications and
field fortifications (not the forts themselves) have
zones of control extending into all six adjacent
hexes or just the three to their front?
A. Just the three hexes to their front.

II.D. Are supply units affected by "LS", "LI",
and "L2" casualties?
A. No. Only combat units are affected. Note that
an HQ is a combat unit.

II.D.I. Are units that enter the game as rein
forcements considered in supply on their turn of
entry to the game board?
A. Only if the first hex which they enter is one in
which they can be considered to be supplied. Other
wise, they are unsupplied for that movement phase.

II.D.3. Are the combat factors of units which are
halved in strength rounded up or down?
A. They are rounded up.

II.D.3. Are units in landfronte fortifications
halved in strength when unsupplied?
A. Yes, even though the intrinsic strength of the
fortifications themselves is not halved.

II.D.3. May artillery units trace a line of supply to
a corps HQ of another nation?
A. Yes, in the scenarios. No, in the Campaign
Game.

II.D.3. Is German railroad artillery considered to
be always in supply?
A. No, it must trace a supply line to a friendly
corps HQ.

II.D.6. Can a supply unit move with a mechanized
HQ during the mechanized movement phase?
A. Yes. But it may never move alone during the
mechanized movement phase, even if it begins in a
hex with a mechanized HQ.

III.B.2. Can a unit with an attack strength of "0"
still add its function to an attack for the purpose of
modifying the die roll via the Combined Arms
Chart?
A. Yes. A remnant with an attack strength of "0"
is still considered to be a unit, albeit with an offen
sive capability not large enough to be reflected in
the number of factors taking part in the attack: it is
still significant enough to be of value in that attack.

III.C.3.e.I. If a unit is forced to retreat into
another hex containing a carpet bombing target as a
result of being carpet bombed itself, does it then
undergo another attack?
A. No. All attacks are presumed to take place
simultaneously.

IV.A.I.a. May naval bombardment be executed
during storm turns?
A. No. This question would not be asked had we
not inadvertently reversed the results for ST-1 and
ST-2, and OY-2. Please note on your Weather Ef
fects Chart.

IV.B.5. CLARIFICA nON: When attacking,
units in fortifications are considered to have left the
fortification, at least temporarily, and as such is the
case the Armor modification on the C.A.M. chart is
ignored for them.
V.A. CLARIFICA TION: Although there is no
German Replacement Phase on the first turn of the
Campaign Game, German reinforcements for 6
June begin the game set up on the German Strategic
Movement Track, and are therefore eligible to
move in that turn. This does not apply to supply
units, which may not move (if on the Strategic
Movement Track) until 7 June.

V.A.I. ADDITION: During the Allied Player Seg
ment of the Invasion Turn of both the Normandy
and the Campaign scenarios, there should be an
Allied Reset Phase immediately following the
Allied Combat Phase.

V.B. When does the D + 1 Drop Phase occur?
During the Allied Replacement Phase of the Allied
Player Segment on the 7 June turn.

V.B.4.c CLARIFICA nON: Attacking airborne
units always retreat just one hex if forced to retreat
as a result of drift combat.

V.C. Can all units in a landing box attack the
adjoining beach hex regardless of the six stacking
point limit?
A. Yes, but they must be within the stacking point
limit at the end of the next Allied Movement Phase.

V.C. May disrupted Allied units land on unoc
cupied beach hexes during the invasion turn?
A. Yes.

V.C.12. If the defender in a beach hex is eliminated
during the Allied Beach Assault Phase, but the
attacker is also, can the Allied player still place a
BH marker on that hex?
A. No.

V.E. Are units that are disrupted by coastal
artillery forced to attack the adjacent coastal hex,
and if so are they then automatically eliminated in
accordance with the rules governing disrupted units
which are forced to attack?
A. No to both halves of this question.
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SPECIAL GERMAN UNIT ENTRY

UNIT CLASSIFICATION CHART
1. HEADQUARTERS UNITS: All Allied air

borne unit HQ's are non-motorized. All armored,
panzer, and panzer grenadier HQ's are tracked. All
other HQ's are motorized.

2. The German field replacement unit in the In
fantry Function category with a movement factor
of "8" should be motorized. Similarly, the German
field replacement unit with a movement factor of
"4" should be non-motorized. The infantry func
tion machine-gun company should be non
motorized. The artillery function parachute ar
tillery battalion and the glider artillery battalion
should both be motorized.

THE SCENARIOS

The two units of the 352 Division and the one
unit of the 6FS Regiment (only!) are treated as pait
of the 353 Division when using supply rules. Also,
130 Division Recon unit is positioned directly on the
town of Barenton and is treated as an independent
unit.

Scenario Two: The Falaise Pocket

The 9SS Panzer Division is given a position on
the map at the beginning o{ this scenario. This is in
correct. It arrives as listed, in the rules folder on
August 20th.'The 2 Panzer Division should extend
its front one hex to cover the area in which the 9SS
Panzer Division is liste'd on the set-up map. '.

Scenario Three: Operation Cobra
Air units are available for this scenario as

follows: ' , '
TAC: Full U.S. complement as listed on the
Allied Aircraft Deployment Display.
SAC: Allied, player limited to one carpet
bombing attack on 25 July ~ithin the 130
Panzer Division setup area. .

Scenario Four: The Fall of Che;'bourlJ
CLARIFICA TION: The first turn in this

scenario.is always a clear weather t,urn.

SET-UP CLARIFICA TION: Ignore the single
unit placements of the 9lst, 243rd and 709th Ger- '
man divisions printed on the diagram, because
these are left over from the mapboard. Use only
those units listed in the Scenario #4 Order of Battle
and the landfronte, minor fort, and fortified areas
from the scenario diagram. Also, "As per Starting
Set-up" should be inserted over the 30th Flak Regi
ment units.

Scenario Five: Normandy Beachhead
CLARIFICA TION: For both this scenario and

the Campaign Game set-up, units that should be
positioned on the red-starred hexes are identified on
the Scenario #4 set-up map.

CAMPAIGN GAME AND SCENARIO # FIVE
SETUP

627 Ost: Arrives with the 77 Infantry Division
June 8 at Redon.

TERRAIN EFFECTS CHART, ETC.

I. Artillery is not halved firing across rivers:
2. If the combat result on an attack against a

bocage hex is "LS", and attacking forces include
an armored and an infantry unit, the armored unit
must lose, at "LI". If armor is involved in an at
tack against bocage in which losses are called for,
the armor must suffer losses.

3. On the Weather Effects Chart, the effects of
ST-I and ST-2 and OV-2 should be reversed. '*

SERIES 200 is a pad of ten new scenarios for
CRESCENDO OF DOOM printed on the same
index stock and in the same style used for SQUAD
LEADER and its gamettes. These scenarios were
designed by COl & COD developer Courtney
Allen and playtested by several of the SL playtest
groups who play so important a role in the con
tinuing development of the game system,

For those disdaining the "design your own"
approach, here is your chance to experience more
COD scenarios which have been tested for balance
and constitute top quality playing aids. Here is the
chance to employ more of those special armor
units provided with COD which don't see action in
any of the garnette's scenarios.

The ten scenarios comprising SERIES 200 are
titled as follows: UNDER COVER OF
DARKNESS (1939), BITTER DEFENSE AT
OTTA (1940), SACRIFICE OF POLISH ARMOR
(1939), CHANCE D'une AFFAIRE (1940), LAST
DEFENSE LINE (1940), FIGHTING AT
WORLD'S EDGE (1940), THE FRENCH
PERIMETER (1940), ROAD TO KOZANI PASS
(1941), THE AKROIRI PENINSULA DEFENSE
(1941), COMMANDO RAID AT DIEPPE (1942).

SERIES 200 is available by mail from Avalon
Hill for $4.00 plus usual postage charges. Maryland
residents please add 5010 state sales tax,

SERIES 200
CRESCENDO OF DOOM

SCENARIOS

U.S. 65th Arty Bn: On Non-Divisional Rein
forcements Section of Allied Organization chart; 7
June through 24 July.

The Two German railway engineer units listed
as arriving on 6 June are the units numbered "6"
and" II".

The U.S. 319 and 320 Arty. Bns. are attached to
the 82nd Airborne Division, and should land with
the other units of that division at Drop Zone' '0" on
6 June, Build-Up Phase.

The three battalions of the German 91 st Infan
try Division that are listed as arriving on 8 June in
Brittany and also appear as part of the initial setup
on the game board do in fact begin both the inva
sion and the Campaign Game scenarios on the
board. Their place on the German unit Entry
Schedule should be taken by the three Ullits of the 2
FS Para. Bn.

The hex listed on the Allied Assault Landing
Schedule under the supply unit attached to the
British 6th A.irborne Division should read "Drop
Zone 'M"', which is the:mail'landing zone. Also,
the'important legend "Build-Up Phase" should be
written over the group of seven British units landed
at Drop Zone "M". The Allied Player,has the op
tion of instead landing these units at Drop. Zone
"N'~'.

CLARIFICA TION: On the Allied " Aircraft
Deployment Display, Heavy Bomber (HB) units #5
and #6 may not. bomb in the following movement
boxes: Rennes, Redon, Rheims, Rouen, Amiens,
,Seine River and Paris. Also, delete "Brittany"
, from under pictograph of #5 and #6 HB units.

319 DIVISION
HQ/supply-2
1/582-2
11/582-2
III/582-2
1/583-4
11/585-4
111/583-4
1/584-4
11/584-4
III/584-4
16-4
ENG-4
450SDR/-2
Schnell-2
1/39-4
111/319-4
643/0ST-5
213-5
11/319-4
11/319-4
823/0ST-5

266 DIVISION
HQ/supply-l
1/897-2
11/897-2
111/897-2
1/899-4
11/899-4
111/899-4
ENG-2
PAK-2
1/266-4
11/266-4
111/266-4
629/0ST-4
602/0ST-4

353 DIVISON
HQ/supply-l
1/914-3
11/941-3
1/942-3
11/942-3
1/943-2
11/943-2
FUS-I
ENG-I
PZJG-I
1353-1
1/353-3
11/353-5
111/353-5
IV/353-5
FE-5

275 DIVISION
HQ/supply-2
1/983-5
11/983-5
1/984-2
11/984-2
1/985-5
11/985-5
FUS-2
ENG-2
PAK-2
1/275-2
11/275-5
111/275-5
1/275-2
2/275-4
3/275-4
FE-4
798/OST-5
800/0ST-5

265 DIVISION
HQ/supply-2
1/894-2
11/894-2
1/895-5
11/895-5
1/896-5
11/896-5
ENG-2
PAK-2
1/265-2
11/265-5
II1/265-5
285/0ST-2
634/0ST-5

V.E. Are HQ units affected by the fire of coastal
artillery?
A. Yes. For this reason our tactical experts suggest
that the Allied player keep his HQ units off the
beach as long as possible-even until the beginning
of the second turn if necessary.
V.E.4.a. This rule says' that all units are disrupted
while the bombardment chart sti;ltes that all units
that land are disrupted. Which is correct, and if it is
the latter, then may those units attack prior to land
ing, or may some attack while others land?
A. All units are disrupted. Delete" ... if moved
to coastal hex." from the Bombardment Table.

V.F. When Crocodile units attack enemy units in
bocage is the C.A.M. total +6{ + 2 for bocage and
two times + 2 for combined arms) when attacking
in conjunction,with an infantry" unit?
A. Yes.
V.G.3.c. CLARIFICA TION: The Combined
Arms Modifier is doubled whenever a Crocodile
unit is involved in combat with at least one friendly,
infantry-type unit, and the enemy unit being
attacked is in clear terrain.
VII. Example #1, A (tack A. In the last sentence of
this example, delete the phrase, ..... and another
half expended for the artillery support for a total of
one full supply unit."

IX.C.3 Rewrite the second septence of this section
to read: "On the third turn, if storm would be rolled
again, it would become ST-2 again."

IX.E.3.a. CLARIFICA TION: Ip the Campaign
Game, the X 3 multiple for BH hex capacity only
applies beginning with the second'turn, up to and
including the eleventh turn (June 16).

IX.F.S.d. SPECIAL GERMAN UNIT ENTRY:
Units enter German Strategic Moyement Track (or
mapboard in the case of the 319'Division) when die
roll is greater than number indicated. Roll once per
turn for each unit, until all units have entered the
mapboard.

IX.E. and F. Do new Allied and German units
enter the board in a supplied state even if a source of
supply is not within 8 hexes of their hex of entry?
A. No.
XII.B. Under the chart labeled "Bridge Demoli
tion Table", the third sentence in the legend should
read as follows: "3. If Allied combat unit occupies
one of bridge hexes subtract '2' from die roll."
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A VIEW FROM THE OTHER SIDE
The Perfect Riposte to the Perfect Plan By David Meyler

Hey! Who says "Perfect Plans" are dead? It
only took five years to get a response to my last one,
and it comes in the form of another "Perfect
Plan". Why, soon we'll be rolling in a veritable
deluge of the things. I can see it all now ...
"Phooey on Plan Red-Part IV!

In Vol. 13, No.5 of THE GENERAL (a long,
long time ago) our intrepid editor provided a plan
of invasion for the Romans in the Idistaviso
scenario of CEASAR'S LEGIONS. We barbarians
are not particularly well known for punc
tuality-we don't have watches-but this at least
keeps us unpredictable. In any case I have finally
penned a response to Mr. Greenwood's plan
(hereafter known as the Greenwood plan). On the
whole it is a good one. The German's best tactic is
usually to run away and avoid open battle with the
Romans, which is especially true in the Idistaviso
scenario. Briefly, the Germans must hold the three
eagles captured in 9 A.D. The eagles may not be
moved until a Roman unit moves within four hexes
of them. Once an eagle is freed, however, the usual
thing to do is to take the eagle with a mobile guard
and lead the Romans on a merry chase through the
forests. The Greenwood plan effectively prevents
this: by use of a carefully laid out cordon of legions
and auxiliaries the Germans are encircled without
releasing the eagles, and then butchered as they
futilely try to break out of the Roman circle, attack
ing the Romans in the open, on Roman terms.

If only the Romans had it so easy. There is a
basic misunderstanding of the German reaction
(not unusual for the Romans). The German does

not have to break out, or fight the Roman in the
open. This particular plan forces the German to
fight whether it suits him or not. But it is the
Romans who must capture the eagles. Why fight the
Romans on their terms? Force the Roman to come
for the eagles in the forests as he must do, and fight
on the terms of the German warriors.

A detailed plan for the defense is difficult to
state, for the defender must react to the moves of
the attacker, which, at times, can throw everything
into the air. In general, the proposed course of ac
tion-known as the Grienwald plan-will attempt
to get as many warriors as possible into and around
the forest centered on Ll3 (for these purposes
known as the Grienwald). Basically the final result
should have Arminius and one eagle with a forest
killer stack (3 medium infantry mobs, I light infan
try mob and a chief) in hex Ll3, surrounded by six
other such stacks in the six adjacent hexes.

The initial positions on the front line have the
Romans panting on the west bank of the Rhine, just
waiting to stab a few Germans and burn a few
villages (something Germanicus Drusus was par
ticularly adept at; come to think of it, that's all he
was adept aL) ... But seriously all that the Romans
should find are empty villages; don't let them stab
any Germans yeL Except for the poor Marsii chief
who cannot get out of the way fast enough, the war
riors and chiefs of the Frisii, Usipatii, and Tencterii
should be moved east towards the Grienwald. Their
forces should be 10-4 mobs, a number of 5-4 war
bands whose use will be discussed later, and 5-5
light in fantry mobs (The German will need as many

of these as he can geL). The Rhine tribes will need
mobility to escape the Romans. The Marsii warriors
should be put on hex P18. If the Roman is not alert
and attacks he will have violated the four hex range
of the Lesser Chaucii eagle. If not, the Marsii war
riors might prove to be a nuisance in the Roman
rear areas, and can always move east to the Grien
wald if necessary.

In the interior are the three eagles: the 17th with
the Greater Chaucii in L9, the 18th with the Lesser
Chaucii in hex P 14, and the 19th among the Chattii
in hex BB13. The Romans need only two eagles to
win, the usual targets being the 17th and 18th. The
Germans, therefore, need only to defend one in
strength, that being the 18th. The 19th eagle is not
attacked, and the 17th is abandoned to the Romans.

Although the 19th eagle is not likely to be at
tacked a Roman flying column of cavalry and fast
infantry might take the Germans by surprise in this
area. Therefore some delaying units, 5-4s and the
like, should guard the ZI4/Z15 forest pass that
leads to the Chattii village in AAI4 and the 19th
eagle in BB 13. Either some or all of the Tencterii
refugees do nicely for this. The Tencterii chief
should, however, move to the Grienwtlid. The
Chattii chief is best set up on hex AA 14. This will
keep him far enough away from the main Roman
advance to mobilize safely on turn three or four
when the Roman invasion comes that way (accord
ing to the Greenwood plan). The warriors should be
placed around AA 14 if there is a threat, or near X 13
to the north. If the northern set up is made the chief
with cavalry should move post haste to the Grien-



wald. The warriors should be 10-4 mobs; again they
will need mobility to reach the 18th eagle before be
ing cut off by the advance legions. If they cannot
make it use them to delay the Roman advance
around the U 14 forest pass; the German needs as
much time as he can get.

Arminius starts in hex DD4 with the Suebii
chief. He should move on the first turn to the
Langobardii chief in hex Z6, regardless of his suc
cess or lack of it in convincing the Suebii to oppose
the Romans. If the Suebii do mobilize move the
chief with a cavalry escort at top speed to the Grien
wald. The warriors will have to follow at their more
leisurely pace. If Arminius fails to mobilize the
Langobardii on turn one, leave him there and try
again on turn two. Then move him on to the Greater

Chaucii who should be reached on turn four. The
Lesser Chaucii chief should be placed on G 13. The
Frisii or Usipatii might have to put a screen around
G 13 in case the Lesser Chaucii don't mobilize when
the Romans move into the region near turn four.
The Lesser and Greater Chaucii forces should con
sist of the veterans, 11-3 mobs and 5-5 light infantry
mobs. The German might retain a small force of
about 15 to 20 factors and a chief to guard the 17th
eagle, so that the Roman will not prematurely
spring their trap around the 18th, or if they do this
will release the 17th and allow it to escape with its
escort.

On the average the Grienwtild plan should give
the Germans seven or eight active tribes, out of
which six or seven should make it to the 18th eagle.

The Frisii, Usipatii and Marsii can reach the area by
turn two, as the Romans beat the air around the
Usipatii and Tencterii villages. The Langobardii,
Lesser and Greater Chaucii and any Suebii, Tenc
terii or Chattii should get there by turns four and
five as the Romans move through the GI4 and U 14
areas. The forces in the four hex range around the
18th should approximate four veteran mobs, eight
to ten 11-3 mobs, eight to ten 10-4 mobs, six or
seven 5-5 light mobs, ten to 14 cavalry warbands or
equivalent mobs, and a few 5-4 and 2-5 warbands.

The Germans can operate in a relative vacuum
within the four hex range of the eagles. A quick
Roman raid may try to snatch an eagle, however, so
the German player should set up a protective screen
in hexes MI5 and Nl5 to the north, and in R14, R13



36

and QI3 to the south. Infantry and cavalry war
bands do nicely for this. Put about 15 or 20 factors
and a chief with the 18th eagle to beat back any
cavalry that can break through on an overrun.
These units will also keep the corridor from the 18th
eagle to hex L 13 in the Grienw~Hdopen. Some fairly
strong stacks should also be placed in 014 and N14
to stop Roman cavalry, the only units that can reach
these hexes in one turn and block them. The Rhine
tribes can provide for these garrisons initially, and
then be reinforced as other troops arrive.

By turn eight, as the Roman completes his en
circlement, the German position should be set.
Most of the troops should be in the Grienwilld,
while the garrison forces wait to move the eagle into
the woods when the Roman assault begins. When
the Romans do move in the screening forces will
probably be eliminated, but they will stop any ma
jor force from blocking the corridor. Once the eagle
is released all troops should move into the woods. If
the Roman player is not careful the German might
also be able to get the 17th into the forest with Ar
minius, but don't count on it. Now Arminius
should be stacked with the eagle, and a killer stack
of veterans, light infantry and any spare chiefs.
Around Arminius should be six other killer stacks.
This outer ring will only delay the Romans for one
turn, but its major use is as a source of rein
forcements.

The Romans should not find it easy to defeat the
Germans in the forest. The most powerful force
that the Romans can put into a woods hex consists
of Drusus, two double cohorts of9-4 heavy cavalry,
one 7-4 double cohort of infantry, and one 45 factor
legion, which makes a total of 71 factors. Against
regular German killer stacks in a forest (three 1O-4's
or 11-3's, plus one 5-5 light infantry and a chief) the.
odds are 3-2 with no modification to the die roll (-I
due to light infantry, + I due to Drusus). These are
not particularly good odds. The aim of the German
player in the initial battles are to preserve their
chiefs imd cause casualties. Even one or two steps of
auxiliary losses are worth two or three mobs if the
chief escapes. The climactic battles will be fought
on turns II to 14 against Arminius. If the Romans
maintain their 71 factor force-not always a cer
tainty-the best odds they can get against Arminius
are I-I, with one subtracted from the die roll (-2
due to Arminius and light infantry, + I due to
Drusus). Guarding the eagle will be Arminius worth
3 factors, 36 factors of veteran infantry, 5 factors of
light infantry, and four to seven chiefs; a total of 48
to 51 factors. If losses are traded the German can
remove some of his one factor chiefs, while the
Roman will have to remove auxiliary units, averag
ing 4 factors per step. (Note that removing chiefs in
this manner has historical justification. German
war leaders had no real authority, and their
followers were expected to do no more than
themselves. Risky or indeed suicidal acts by the
leaders served as a great inspiration to the warriors.
Hence for the sacrifice of a leader and his personal
retinue losses are spared.) To cut down on the
number of available chiefs the Roman player could
send more than just one legion to cut through the
outer ring. But this tends to be dangerous. Due to
the limited availability of auxiliaries the Roman can
only achieve 3-2 odds against weak German stacks
and I-I against stronger ones. With the -I
modification from light infantry these odds are in
effect reduced to I-I and 1-2 respectively. If any
serious losses occur a German counterattack can be
devastating. Upon one occasion the Romans at
tacked at I-I with a total modification of -2, and
rolled a 'I', resulting in half elimination of his
forces. The German counterattack during the
Roman turn incurred more losses, and in the
following German turn an assault led by Arminius
took the eagle. Although combat in CAESAR'S
LEGIONS is unpredictable at best due to the tac
tical cards, the Romans have a difficult task when

facing Arminius in the deciding battles with only
I-I odds and a guaranteed -Ion the die roll. He will
have to roll hot dice and be adept with the tactical
cards to be victorious.

There are some general points the German
player should be aware of, that are applicable in this
scenario and others. The German should attempt to
eliminate any vulnerable auxiliaries. These units are
vital to the Roman for forest battles. Delay the
Roman advance as much as possible, especially in
the UI5 area. Every turn the Roman loses in deploy
ment is one less turn that he will be able to spend at
tacking, and hence reduce his chances of capturing
the eagle. Be aggressive-not to say foolish-dur
ing the Roman combat phase. The Germans can
reinforce during their upcoming turn, so losses are
somewhat irrelevant, depending of course on the
situation. As a variant the main German defense
could be set up in the Teutoburger Wald (S15 to
KI8). The site of a major victory is always a nice
place to fight. The Grienwald is, however, more
central and easier for the late arriving eastern tribes
to reach. As a final point, should the opportunity
arise in which an eagle can escape, take it. Running
away will always remain the prime strategy; it is
only to be replaced when Roman actions make it no
longer feasible.

At present this situation favors the Germans.
However, Idistaviso demands a high degree of skill.
Both players must be alert, for in both the Green
wood and Grienwald plans the misplacement of a
single important unit can be decisive. Regardless of
the result, however, in the final, few turns it would
be difficult to find a more hard-fought, tense and
bloody climax than in this "campaign for the
eagles" .

AH PHILOSOPHY . .. Continued from Page 2

Association (GAMA) to reorganize the awards pro
cedure. Under the new system, all facets of the
hobby can participate. The nominations for the
various categories will be open to participation by
all gamers. Nomination ballots will be available
through every hobby magazine in the industry. All
gamers will be limited to one nominating ballot.

The final voting will be done by members of the
newly formed Academy of Adventure Gaming Arts
and Design. The Academy is open to those in
dividuals who have made a contribution to the
products andlor general advancement of the hobby
in any, some, or all of the major divisions: board
games, miniature games, role-playing games, and
computer game programs. It is open to designers,
developers, authors, artists, editors, writers,
reviewers, convention organizers, and any profes
sional or amateur who can prove a contribution to
the hobby. Members of this academy will have the
opportunity to vote for the Charles Roberts and
H.G. Wells awards prior to Origins, the National
Convention, through a final ballot sent directly to
academy members 60 days prior to Origins for
response by 30 days prior to Origins. This allows a
more formal and dignified presentation of the
Awards to the winners at Origins, and will permit
the plaques to have inscribed on them the name of
the winning person or product. This will also avoid
abuses that have occurred in the past as a result of
balloting during the convention.

Membership in the Academy will cost $ 2 per
year regardless of how many divisions you wish to
apply for and can substantiate a contribution to
(under the guidelines). The membership fee covers
the cost of postage, printing and awards cost.
There is a maximum of four one-year renewals
available, for an overall term of five years. It is an
ticipated that renewals will be at $2 per year also.
All membership fees should be paid by check or
money order made payable to the Game Manufac
turer's Association."

Is this new awards system a progressive step
for the hobby? I'd like to think so, but I have reser
vations. On the one hand, there is no question that
the awards system previously suffered from con
stant changes in format, and doubts expressed as
to the validity of the actual voting with charges of
ballot box stuffing and campaigning for awards
much in evidence. Surely something had to be
done, but will this system be any better? Only time
will tell, but I oppose any system which takes the
awards out of the hands of the gamers and gives it
to a group of self-proclaimed elitists or "profes
sionals" who stand to benefit financially if their
own products are selected. The so-called recent
Game Designer's Guild awards are a classic exam
ple of what can happen when voting is restricted to
those who stand to benefit by the outcome. The
issue becomes not one of which is the best game,
but who among the select group of voters has the
most friends or co-workers eligible to vote. In short,
politics rears its ugly head. In my opinion, the only
valid awards system is one which allows the
gamers-the people who have access to all of the
games and who have nothing to gain by the out
come-to do the voting. Although qualified to join
the ranks of the Awards Academy, Iwill not do so. I
freely admit that my experience with games out
side the realm of the Avalon Hill ranks or those
being considered for acquisition by same is ex
tremely limited. Therefore, in all likelihood 98% of
any votes I would care to make would be for an
Avalon Hill product. Iam not hypocritical enough to
claim otherwise, and lest I am sorely mistaken
every "professional" in the ranks of the Awards
Academy will feel similar pressures to vote for his
own product or against a major competitor's,
be it out of greed or simple familiarity with his own
product or type of product.

You might well ask if you feel that way then
why distribute membership application forms for
the Awards Academy? For an answer, I'll fall back
on that time honored adage: "If you can't beat 'em,
join 'em." While I have severe doubts about the
objectivity of the Academy-even the Academy
openly suggests that companies pay for their staff
members application fees; a firm invitation to en
courage voting along company lines-I can see no
alternative to their plan given the general apathy of
the public to the awards themselves. Had more
people taken the time to vote at the various
ORIGINS conventions, the issue of ballot box stuff
ing would have had less clout and the final vote
might well still be in the hands of the public.
Theoretically, the Awards Academy could work if
the hobby accepts it as a worthwhile body and elig
ible gamers join it in large numbers. The larger the
Academy, the less influence each designer or com
pany employee will have on the outcome of the
voting for his own firm's product. The requirements
for membership are not so strict that interested
gamers with no ax to grind couldn't rise up and be
counted as members of the Academy. Anyone
who has published a gaming article or played a prin
ciple role in a gaming convention is eligible to join.
The nominating procedure is still in the hands of the
game playing public, and if enough avid hobbiests
take the time and effort to participate, the final
voting can be too. For this reason, Avalon Hill en
courages everyone with an interest in the hobby
who can qualify for membership in the Awards
Academy to apply. Avalon Hill will not enroll its
employees in the Academy but encourages them to
do so individually if they so desire.

This whole subject of awards leads quite
naturally into the "WHAT HAVE YOU 8EEN PLAY
ING" survey we ran last issue. The response to that
survey in terms of number of respondents has been
quite gratifying and we plan to run it as a continuing
feature as long as reader participation remains so

Continued on Page 43, Column 1
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Kevin Zucker, our newest member, is also our
most travelled staff member, having collected
paychecks for SDC, SP!, and OSG before tacking
AH onto his list of abbreviations. He is also our
staunchest advocate of simulation techniques (as
opposed to gaming values) which puts him at
opposite ends of the spectrum with our roving
interviewer.

ARM: How did you get started in the hobby?

KZ: Well, I was a bored teenager. Here was a door
into a world created completely by one's imagina
tion, and therefore, completely safe. By con
templating the rules and map, with a book on the
side, one could escape completely into that world
for hours.

ARM: You're not a teenager anymore. Why the
continuing interest?

KZ: The world is a no less frightening place, and
I've continued to take refuge in that imaginative
world; though preferably the books are a hundred
years old, and the smell of mold, the pages rusted
from the acids added to make them smooth, gives
them a sense of authenticity.

ARM: While I feel the world can be frightening at
times, I'm not in the hobby to take refuge from the
world. Is escape the only reason you are in the
hobby?

KZ: Perhaps I can explain it better in the form of a
fable. And I just happen to have one here. (Reads)

There is a large auditorium. Inside the darkened
hall, the familiar Saturday evening's entertainment is
going on, as a capacity audience partakes the easy and
pleasurable act of watching images on a screen.
(Though there is some question whether such a passive
kind of enjoyment as reclining, neither moving nor
speaking, hardly needing to move the eyes from the
center, qualified as an "act".)

However, hardly have we situated ourselves thanwe
begin to suspect this is not the ordinary evening's enter
tainment we have expected. After some minutes it
becomes clear that the film we have paid to see had
already begun before we took our seat, and judging by
the action on the screen, has been in progress for some
considerable amount of time. Our original impression,
that we were watching a preview or a short film before
the main feature, we have, of necessity, abandoned.
Complaints to the management would certainly be in
order, though it is obviously too late now.

An Interview With Kevin Zucker

Kevin Zucker
Born: 6/26/52
Started Wargaming: 1966
PBM Experience: None
First Wargame: Bismarck
Favorite Wargame: Pearl Harbor
Favorite Non-Wargame: Go
Outside Interests: Music
AH Designs: None
AH Developments: Air Force, Dauntless
Other Designs: Napoleon's Last Battles, Napoleon At Leipzig,
Bonaparte In Italy, Battle Of The Hundred Days, Arcola

Soon again, we begin to notice other things puzzl
ing. Here and there a few people begin to leave, slowly
and clumsily, begging forgiveness as knees are folded,
disrupting the peace and enjoyment of the others still
watching. Apparently these departures do not herald the
approach of the story's ending, "as new developments
continue to unfold. And no sooner are these seats
vacated than newcomers arrive to claim them.

Finally, after some hours, the house lights come up.
During this intermission (the proprietors maintain the
necessity of enforcing these little breaks for the health
of the patrons), a speaker comes out and offers his sum
mary of the action, and others follow him with con-

by Alan R. Moon

tradictory opinions, and none of their talk seems to
take into account anything which has occurred in the
film since we arrived, or if it does touch upon a point we
witnessed, it certainly does not add anything useful, nor
does it explain how the various scenes bear upon each
other or on the whole story.

It appears no one in the auditorium understands
anything of what the film is about, nor does there seem
to be anyone who has been present throughout an entire
showing. Obviously it's too long a film for that, though
for many of those present the film is an obsession to
which they devote themselves to an extraordinary
degree for an entertainment of such a kind.

After the rather poor attempts by the first group of
commentators, the stage is yielded to a few veterans
who are regarded as something like sages by the
audience. Unlike the others, they make no pretense of
explaining the recent happenings on screen, but restrict
themselves to exchanging theories on what the earliest
sequences of the film may have been. The implications
of this line of thinking, as they suggest themselves to us
in the audience, are in part that everything that has
come since those earliest scenes, has been a kind of
repetition, with variation, thereon. Still, these older in
terpreters fail to explain how, if they cannot understand
the most immediate events, they can expect to know
anything of what came before.

ARM: Hmmm. Fortunately, or unfortunately,
there seems to be more.

KZ: Well, I'll just summarize it for you. In short,
the narrator decides the whole thing is a waste of
time, and that the people staring at the screen are
deluding themselves. This is where that question
about whether the filmgoers are actually "doing"
anything comes back. The narrator decides they are
all having a pseUdo-experience. He decides that
only through "real" experiences in the "real
world" can one get to understand anything. So he
leaves the auditorium and does not return for seven
years. In that time, however, he becomes even more
confused, feels less sure than ever about the real
world, and even becomes responsible for some of
the horrid and inexplicable kinds of things he had
seen on the screen. So that when after seven years he
returns to the movie, which is just as chaotic and in
comprehensible as before, he becomes an avid in
terpreter, hanging on every word of the sages, and
before long he is up there with them, spinning out
this myth which bears no relation to anything he has
seen, and he's happy to be there.
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ARM: So you consider yourself to be trafficking in
myths?

KZ: I think we all are. Every human being is, of
necessity, whenever he uses language.

ARM: Why?

KZ: Myth is the concern of art. I think the idea of
having anything to do with the arts embarrasses
some people out there, but nonetheless I've been
preaching that there are many similarities between
the mathematical structure of wargames and that of
the "geometrical" arts. What I mean is, of course,
a limited comparison of the way small things are put
together to produce a larger overall picture. As an
example, you can see how one game turn, repeated
over and over, builds up to an entire campaign's
duration. And though each of these game turns is,
in actual play, derived from the same set of rules,
each of them is obviously different too-a varia
tion. Let me compare it to the process of variation
in music because music is what I know best. I have
often tried to suggest musical analogies. I recently
got a note from Tom Oleson, confiding a particular
fondness for the Adagietto from Mahler's Fifth,
which is, by the way, a sumptuous and heart
rendingly beautiful piece, though Tom thinks to
single out this one movement is perhaps too ob
vious. And his appended second thoughts point to
the problem. Many of us are intimidated by so
called "experts", afraid of having our sentiments
exposed to ridicule, and acting as if we were not
qualified to express our own emotional responses to
art. I have brought music into the discussion so
often in the past because music is built up in just the
same way, with those same devices of repetition and
variation which we see so well in playing out a
game. And the point of this is that anyone who is
capable of contemplating the overall design of a
wargame is fully capable of achieving the same
depth of understanding in a work of art.

ARM: Are you saying you think a wargame is the
equivalent of a work of art?

KZ: Emphatically not. Unavoidably, the problem
is subject matter. Instead of concerning itself with
the highest aspirations, it treats the basest. This is
probably why many garners prefer to gloss over1he
question of what a game is about, while at the same
time, it leaves something terribly unfulfilled in the
people who create them.

ARM: I feel like I'm in the middle of a forest look
ing for a specific tree. Can you give a brief summary
of how all this relates to your design philosophy?

KZ: That question is much too general.

ARM: Okay, I'll try again. From the preceding,
you seem to be firmly on the side of realism in the
realism versus playability argument. Would you
agree?

KZ: What I was trying to say in all the foregoing
was that it ultimately becomes impossible to find
anything that you can establish as real.

ARM: When you design or develop a game, do you
want people who play the game to learn something
about history? Is that what is more important about
game designing to you?

KZ: Yes.

ARM: What about the garners who don't care
about the subject matter of the game? Do you take
them into consideration when working on a game?

KZ: I want them to confront the subject matter of
the game.

ARM: But what about somebody like me who
doesn't give a darn about the subject matter? Will I
still enjoy a game you've worked on?

KZ: Not the first time.

ARM: Meaning that I will the second time?

KZ: Well, hopefully you'll learn something the
first time.

ARM: And that will make me want to play it a
second time?

KZ: Yes.

ARM: And each time after that I'll learn
something more? It sort of sounds like doing
homework?

KZ: Well, I think that's why you probably might
not enjoy it the first time because first you have to
change your approach to it.

ARM: I don't think I would want to play it the
second time (or even much of the first) because I
don't want to change my approach, since my reason
for playing games is simply pure enjoyment. But I
feel like I'm trapped in a vicious circle so I'll move
on to something else. It seems to me, that you have
definite moral objections to designing or working
on wargames. How do you rectify this conflict of
interest?

KZ: I don't have any moral objections to designing
or playing wargames per se, but I do feel that
player 'attitudes can be affected by the kind of
games they play. And I think that a designer has to
be responsible for advocating certain moral posi
tions or the lack thereof. His own beliefs will find
their way into the game design whether he intends to
let them or not. This is something he has to be aware
of.

ARM: Who would you consider the best designers
in the hobby today?

KZ: I don't think there is very much original work
being done right now. Frank Chadwick.

ARM: Didn't Dave Isby have a role in the AIR
FORCE revisions, influencing you or collaborating
with you in some cases?

KZ: He and I sat down with the games when the
project was first assigned to me and we both decided
that it would be impossible to do a quick fix, so we
really didn't change the design. If I had changed the
design in any significant way I would have relied on
Dave to help me keep my concepts straight. Dave
did provide invaluable service on that project by
supplying the 120 aircraft silhouettes used on the
data cards in the three games.

ARM: So you don't consider the changes to the
game design significant?

KZ: No. The changes I made were to the physical
quality of the game. In particular, the new aircraft
cards.

ARM: Can you give us a progress report on
DA UNTLESS and the expansion kit?

KZ: DA UNTLESS is in the final stages of produc
tion, STURMO VIK, which is the replacement for the
expansion kit, will be out at Origins this year.

ARM: What other games are you working on at the
present?

KZ: My only other active project at the moment is
STRUGGLE OF NA TIONS.
ARM: Can you tell us a little bit about it?

KZ: It is a game that covers the entire 1813 cam
paign from late April to the end of October. The
basic design is similar to NAPOLEON A T BA Y.
I've tried to keep it as simple as possible because of
the extent of the physical proportions of the game.
The game has about twice as much of everything as
NAPOLEON AT BA Y. The map scale is two miles
per hex and units are divisions with one strength
point representing a thousand men. The map covers
the entire theatre from Berlin in the north, to Erfurt
in the West, through Leipzig, Dresden, and
Breslau. The territories involved are Northern
Bohemia, Silesia, Brandenburg, and Saxony.

ARM: Are there fog of war or hidden movement
rules?

KZ: Yes. Only the leaders appear on the map. The
combat units themselves appear on the off-map
organization displays.

ARM: Does the game have scenarios as well as the
campaign game?

KZ: You can play the entire campaign or three in
dividual scenarios covering the Spring campaign,
the period right after the Armistice, and the period
right before the Battle of Leipzig.

ARM: Since you have stated that you are trying to
teach the players something in games you work on,
what should a player learn from this game?

KZ: When I was researching the subject I studied
the correspondence that Napoleon generated dur
ing the campaign. I wanted to see how much of his
time was actually committed to strategy and
maneuver and how much time was devoted to ad
ministrative matters. I found out that he spent more
time on the latter. I want the players to feel the
limitations of time and the press of other considera
tions besides strategy and maneuver. Hopefully,
they'll learn that Napoleon was not free to do
everything he wanted to do in a given situation and
neither are they, and that the cardboard pieces
represent human beings that have a will of their own
which may be at odds with theirs; the more they are
pushed, the greater the number that will fall out.

ARM: So, the focus of the game is not really on
anyone aspect. It gives the players more of an over
view. Would you say that is what all operational
level games teach the players, or at least try to teach
the players? And specifically, is that what you are
trying to accomplish with STRUGGLE OF
NATIONS?
KZ: I'm not sure overview is the right word. I'm
trying to show people how they might make the
same mistakes as the historical commanders. I'm
trying to let them see what it looks like from their
position, with all the pressures they had on them.
As far as the focus of the design, ultimately I
decided the most important influence on the out
come of the campaign was food, so administration
is the most important factor.

ARM: Many of the old AH games used to say
"You are the Commander" on the box. It certainly
seems like STRUGGLE OF NATIONS should
have this on its box. What about SUEZ '73? Aren't
you also working on this?

KZ:No.

ARM: Why don't you tell us a little bit about it
anyway?

KZ: It covers the October War of 1973 on the Sinai
front. Units are battalion level for the Israelis and
regiment level for the Egyptians. The game system
is similar to the PANZERKRIEG system, which I
am familiar with. It includes leadership rules and
some good new rules on the tactical doctrine of the
Israelis. The game is designed by John Prados.

ARM: You have no idea when it will be done?

KZ: It's not scheduled at the moment.

ARM: Do you play games for fun or would you
consider playing games on your own time unen
joyable?

KZ: I don't think you've been in the hobby long
enough to understand that after working on games,
playing games is not fun.

ARM: I'm not sure you ever really enjoyed playing
games in the first place. Since I've been at AH my
passion for playing games has grown, not dimin
ished, though the type of game I play now has
changed. I no longer enjoy many wargames; they
are just too serious and too much like work. I have
gone back to playing more family games, card
games, and basic strategy games.

KZ: I can agree with that I guess, to the extent that
I'll play GO at home.

ARM: I'm surprised we agree on anything.
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THE MANIACAL APPROACH
Countering the TKO By Ed O'Connor

If nothing else, my understudy's deluge of
articles in Vol. 17, NO.4 has livened up the mail
considerably in recent months. Take his discourse
on Japanese strategy in VICTOR Y IN THE
PACIFICfor an example. Not only did his "TKO
in Three" article prompt several rebuttals (two of
which are shown here), but it also brought a
challenge from one Max Zavanelli ofParkridge, IL
to put up or shut up (see letters page). Not one to
back off from a challenge, Alan has accepted and
will meet Mr. Zavanelli across the cardboard waters
ofthe Pacific at the upcoming CWA Con in apublic
match. I, for one, gleefully look forward to report
ing the outcome.

I first became acquainted with Alan Moon's
"TKO" strategy (Vol. 17, No.4) when he was a
member (and a driving force behind) the Jersey
Wargamer's Association. At that time Alan and I
had some lengthy discussions about the relative
merits of the strategy. My point always was that the
game is not nearly as lopsided as Alan believes, and
that if the Japanese side has any advantage, it is a
small one. Although I never had the opportunity to
sit down and play Alan, I did play some other
members who had adopted his methods, and I had
some success using an Allied strategy which Alan
neglected to list with his possible "reasonable" ap
proaches. He does mention it briefly, almost as an
afterthought, but terms it only "irritant". I believe,
and I shall attempt to demonstrate that, this
strategy, far from being absurd or maniacal, is an
effective Allied counter to the TKO.

To summarize the TKO, the Japanese player at
tempts to cause high ship attrition while at the same
time building up a large lead in POC by attacking in
force into all three of the Allied "home" areas: the
Hawaiian Islands, U.S. Mandate, and Coral Sea. If
the Allied player responds as planned, there are two
major battles on turn two, achieving the Japanese
objectives. If the Allied player sidesteps the main
Japanese fleet and raids the perimeter, he is left
with severe movement problems on turn three and
faces the loss of Pearl Harbor and/or Samoa.

In dealing with this attack, the first thing the
Allied player must do is straighten out his priorities.
Your most important objective for the first four
turns should be the destruction of the Japanese fleet
while maintaining your own. Your second objective
should be maintaining a positional advantage. This
means taking and/or holding advanced bases and
keeping corridors open so your fleet can move.
While especially important for turns 5-8, this objec
tive can be critical on turns 2 and 3. The third objec
tive is, of course, gaining POCo While POC are
necessary to win the game, they must take a back
seat in the early turns. If the Allied player can
achieve his first two objectives of crippling the
Japanese fleet and gaining a positional advantage,
the maximum Japanese lead of 29 POC can be over
come in the last three turns.

To illustrate how the Allied player can achieve
these objectives, I will describe my Allied strategy
against the TKO turn by turn.

TURN ONE
There is not much the Allied player can do this

turn, but some important decisions do come up.
First, if you have a carrier appear in the Central
Pacific and you get a night action, start a new game
right away. If you get a day action, go for the
marines. A US controlled Midway can severely
disrupt Japanese planning. After the first round,
run away as fast as you can. There's nothing more
to be gained.

Don't stay to fight in the Hawaiian Islands
unless you've lost nothing at Pearl and all your car
riers appear there. In other words, don't stay.

Send your Australians to help out patrolling the
U.S Mandate and Coral Sea. Otherwise the I-Boat
might cost you 2 POC right away. When returning
to base, send the Australians to New Hebrides and
the DeRuyter to Samoa. Try to get two carriers to
Australia. Send any other ships to Samoa.The car
riers at Australia are to convince the Japanese
player to use three LBA in Indonesia next turn.

TURN TWO
This is usually the decisive turn of the game,

especially against the TKO. The Japanese player
will expect you to commit patrollers to at least two
of your three home areas. Don't. Send the
Australians and the DeRuyter to patrol the Mar
shalls. Send two cruisers to patrol the North
Pacific. Patrol the Bay of Bengal with two British
battleships and send the rest of their battleships and
the Hermes into Indonesia. The battleships prob
ably won't have any targets, but if they go as raiders
they might not make it, and if they're not there the
Japanese player might get cute by reducing his LBA
commitment and sending in battleships of his own
on raid to scare away the British carriers.

If the Japanese player sticks to his plans, he will
place three LBA in Indonesia, two LBA in the
South Pacific and one LBA in the Marshalls. If he
changes this distribution, don't be sad. You've
already disrupted his plans. You might be tempted
to use your LBA aggressively. Don't. Play it
somewhat safe and your reward will be great on
turn 3. Ifyou still hold Midway, place them there. If
not, and you have three units, put them in the Coral
Sea. This area is worth the least of your three home
areas to the Japanese, and they probably won't
send carriers to oppose them. You might even pick
off a cruiser or two in a first round day action. If
you do end up facing carriers, don't fret. Four or
five carriers against three LBA is not too bad a
fight, and the Japanese are giving up something else
somewhere. If you only have two units left, con
sider putting them in the North Pacific and/or
Aleutians, where they'll be relatively safe.

At this point, the Japanese player has a tough
decision to make. His fleet can only really contest
two areas, and there are now four areas in question:
Hawaiian Islands (H), U.S. Mandate (U), Coral
Sea (C), and the Marshalls (M). If he tries to fight in
three areas, his forces will be just too weak in one of
them and he would face a major defeat (2-4 carriers
and 6-8 surface vessels) at minimal cost to yourself
(1-2 carriers and 2-3 surface vessels). The Japanese
player then has six possible combinations; 1
H + C, 2 - M + C, 3 - U + M, 4 - U + C, 5
H + U, 6 - H + M. Some of these are better than
others, some are really dumb, but none is a sure
winner. Let's consider them one by one.

I. H + C. This one is a little dumb. The
Japanese gain some POC and seal off Pearl Harbor
next turn, but by conceding M they can't capture
Pearl, and it leaves Samoa open as an Allied base.
Reaction: Send four carriers to blow away the LBA
in M, send four cruisers to each of the Central
Pacific and the Aleutians (to save Attu), two
cruisers to the North Pacific, and everything else to
U. Result: Japanese net + II POC, lose 1-2 LBA
(one in Indonesia) and 4-6 surface ships, to your
loss of maybe one carrier and 2-3 surface ships.
With no chance of losing Pearl or Samoa and the
chance of a victory by your LBA in C, you can be
very satisfied if you face this situation.

2. M + C. This one is very dumb. The Japanese
gain few POC, neither threaten nor seal in either
Pearl or Samoa, and they hand you lots of ships to
sink. Reaction: Send three cruisers and a carrier to
each of the Central Pacific and the Aleutians and
one carrier to the North Pacific. Divide the rest of'
the force between Hand U. Result: Japanese net
+ 11 POC and lose 6-10 surface ships to possibly
4-6 surface ships of your own. You finish the turn in
excellent position. Don't count on any Japanese
player picking this option.

3. U + M. This is similar to M + C, the only dif
ference being the Allies have a slightly worse posi
tion with U blocked. Response is the same, with the
U forces in combination #2 going to C this time.
Once again, don't count on it happening.

4. U + C. This isn't too bad a move. It threatens
to capture Guada1canal, New Hebrides and Samoa
by encirclement on turn 3. The problem is it lets the
American fleet run wild while the Japanese carriers
have to face LBA. Reaction: Similar to that to
H + C, but send the U forces to H instead. Result:
Japanese net + II POC and lose 1-2 LBA and 4-6
surface ships to your loss of maybe one carrier and
2-3 surface ships, and H is unblocked for turn 3.

5. H+U. This might be the best Japanese
choice. It avoids any LBA in C, blockades Pearl
next turn and threatens to take Samoa. Reaction:
Send four carriers to M, one carrier to the North
Pacific, four cruisers to each of the Central Pacific
and the Aleutians, and everything else to C.
Results: Japanese net +9 POC, lose 1-2 LBA and
4-6 surface ships to your loss of maybe one carrier
and 2-3 surface ships. Unfortunately, the Allied
position is not very good, with both Hand U
blocked, but with a carrier and maybe six cruisers
based at Dutch Harbor and everything else at
Australia, things aren't too bad. This option should
make a fairly even game.

6. H + M. This is also a pretty good choice,
transforming the opening into a straight push to
capture Pearl. The only problem is the Japanese
ships in C and U are wasted, and will probably be
sunk. Reaction: Send three cruisers to the Aleu
tians, one carrier and three cruisers to the Central
Pacific, one carrier to the North Pacific and divide
everything else between U and C. If you have five
carriers to start, put two in C because there the
Japanese can run away easier. Result: Japanese net
+ 9 POC, lose 6-10 surface ships to possible 4-6 sur
face ships of your own. While Pearl is threatened,
you'll have plenty of LBA next turn to defend it,
and your position is not too bad. Once again, a fairly
even game.

While all this is going on, send all the British car
riers into Indonesia. You're really not serious about
controlling the area. Your goal is basically to
destroy one LBA. The reason for attacking this turn
and not waiting for the other carrier is that by
waiting you waste at least five shots, the ships you
use now may well only be disabled and can return
next turn anyway, and it's possible the Japanese
might temporarily abandon Indonesia next turn
and put their LBA to better use elsewhere. In the
battle, concentrate all your shots on one LBA at a
time. It's very frustrating to roll two hits on
separate LBA and get three damage points on each.
You might as well not have bothered. Stay and fight
as long as you can. Note that British losses were not
considered in evaluating the Japanese options
above, because the British losses are the same for
each, and they're expendable anyway. You really
don't have much to lose here, and if you can kill two
LBA, the Japanese player is hurting.
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If your own LBA are facing carriers in the Coral
Sea, and Samoa or Pearl are threatened with capture
next turn, go for a night action and withdraw.
You'll do better next turn with all six units together.
If you do fight, on the first round put one unit on
each of the weakest armored carriers to try to get
some kills. If after one round you're still out
numbered, withdraw and save yourself for next
turn. With normal luck you'll have lost one LBA
and sunk one carrier, which is not a bad trade.

If the Japanese player does decide to fight in
three areas, concentrate your forces in only one.
The three areas will probably be M, Hand U, since
your LBA in C will be a match for any three carrier
force and will thus be avoided. Your best bet is
either to go into M, in order to rescue your three
cruisers which are already there, or H, in order to
save Pearl, unblock the area and have a decent
chance for a night action. Even U isn't bad, because
there you'll have an even chance for a night action,
and after killing three Japanese carriers this turn
your six LBA can probably protect Pearl next turn.
In any case, you're not in bad shape.

TURN THREE
The actions taken this turn are of course heavily

dependent on what happened in turn two, but in
general the Japanese will have lost about six surface
ships and two LBA and will have blocked either U
or H with control, while you will typically have lost
one carrier and three surface ships. Only one of
either Pearl or Samoa should be threatened with
capture, since if the Japanese controlled both then
you should have controlled the Marshalls, thereby
screening Pearl. Whichever one is threatened, de
fend it with 01/ your LBA. Six LBA units can give
even ten carriers a heck of a fight, and even if they
lose (which they will about 80070 of the time) they
can make it very expensive, probably sinking 3-4
carriers and forcing the Japanese player to leave a
lot of openings elsewhere.

If Pearl is unblocked, look for a chance to use
your marines aggressively this turn. That way they
get to return and invade again on the crucial fifth
turn. Midway can be an inviting target.

If there are any British carriers left, go into In
donesia again as on turn two and try to knock off
some more LBA. Everyone off the board forces
your opponent to give you ships to sink.

Don't spend too much raiding the Japanese in
terior. Any raids should be used to keep the
perimeter open. If convenient, maintain a northern
threat with a few cruisers based at Dutch Harbor.

TURN FOUR
This turn the situation should be a little more

stable. You'll probably have a little more freedom
of movement than on turn three. Now is the time to
raid the Japanese interior and to start thinking
about POC, although your chief objective should
still be sinking Japanese ships. Be conservative with
your marines this turn. Having three next turn can
be handy.

ANOTHER COUNTRY HEARD FROM
Option 15: The USN Strikes Back

by Grady Hendrix

Alan Moon's "TKO In Three" is an interesting article. It prompted me to test his TKO strategy
against what I will call Option 15 and compare its viability with the "Hawaii Strategy". Alan and I agree
totally on turn I, but little from then on. By turn 5, the UN could accumulate the 29 point maximum yet
still lose. Conversely, the UN could have only 20 points on turn 5 and still win-if the attrition has been
favorable. My point is the USN should be most concerned with: I. maintaining the fleet; 2. denying the
UN bases, (especially Guadalcanal); 3. limiting UN victory points. This is the flaw in TKO-the USN
can ignore victory points early in the game and lay waste to the exposed UN fleet.

Let's assume the following turn I results: I.) + 7 UN POC; 2.) British in Indonesia sunk; 3.) Midway
captured; 4.) six BB's and two CA's destroyed at Pearl Harbor; 5.) both Allied land based air (LBA)
destroyed; 6.) no USN CV losses; and 7.) no UN losses. All of these assumptions except number 6 favor
the UN, but I believe this to be a representative first turn.

Option 15
The UN uses the TKO opening for his patrollers and LBA on turn 2. The USN now employs Option

15. Place two CA's in the North Pacific on patrol, both LBA sequestered in Bay of Bengalrogether with
two or three British patrollers, flip all other ships to "raid". This done, the USN has 15 CA'sandBB's,
and five CV's as raiders. If the UN evenly divides his remaining ships and sends half to Hawaii and the
rest ro US Mandates as Alan suggests, he will have ten surface ships in one area and eleven in the other.

Assuming one CV from Japan makes a successful speed roll, the UN will have five CV's in each
area. The UN can be outnumbered almost 2 to I in surface ships in either area; CV hulls are equal. If the
USN attacks in either area with his entire fleet and gets a night battle the UN is cold meat. A day baltle,
more likely of course, is much better as far as the UN is concerned. With five CV's present on both sides
luck becomes critical. The USN wil probably be rolling more dice and will have a slight advantage,
however, the UN is happy to exchange CV's at this early stage. It is impossible to accurately predict an
outcome, but for the sake of argument, let's say each side loses four CV's. After such a result the UN
should withdraw, and since the USN BB's are too slow to pursue, the USN should let them go.

Admittedly this situation does not look good for the USN. Eighty percent of his CV's sunk, the UN
with bundles of POc. However, the USN now has six LBA and with the attrition the UN suffered on
turn 2 in CVs, taking Hawaii will be difficult. Of course, if the major battle on turn 2 took place in
Hawaii, it's already safe from conquest by isolation. But if the battle was in US Mandates, leaving the
Hawaiian Islands area UN controlled, Hawaii is in jeopardy. On turn 3 the UN will have seven or eight
CV's consisting of 21-24 air factors to assault Hawaii. Once again Lady Luck will decide but the LBA
have a definite advantage against a less than full strength UN CY force. The UN would be very for
tunate to win in this situation and would be wise to forget Hawaii.

Therefore I do not believe the UN can afford to split his fleet into two areas when faced with Option
15. Alan assumes that the USN will send eight to eleven ships on patrol in turn 2 in response to TKO. But
by sending out only two, Alan's entire plan is in peril. This gives the USN a crushing surface advantage.
Absurd, Alan? If the USN uses Option 15, the only logical thing to do would be to send all surface ships
to Hawaii, possibly a few CYL's to the US Mandates, and the rest of Hawaii. However, this leaves the
ships in the Coral Sea and US Mandates vulnerable. All of this boils down to risks that need not be
taken.

The Hawaii Strategy
The UN can hold the perimeter and attack Hawaii on turns 2 and 3, seeking capture of Pearl Harbor

by isolation. By massing the UN in Hawaii on turn 2 the USN can not really afford to contest it. On turn
3 the six LBA will be in Hawaii, but against the entire UN CY force they should not hold it. The IJ N sur
face superiority will make the USN think twice about moving ships into Hawaii on turn 3. The UN can
abandon Indonesia on turn 3 and place three LBA each in South Paciic and Marshalls to secure the
perimeter. Admittedly the TKO will gain more POC in the first three turns, but by using the "Hawaii
Strategy" you destroy the US Marines which arrive on turn 3, and cut the USN off from the entire
northern part of the board. Your POC gains on turns 4 and 5 will be higher than they would be using
TKO. All of this and the only real risk you take is exposing your CY's to the LBA on turn 3. You're go
ing to fight the LBA either way, so why expose your fleet to a possibly disasterous surface battle? By
keeping your CV's together, the USN will be hard-pressed to attrition them to the point where his LBA
can hold Hawaii.

The best way for the UN to counter Option 15 is to not allow the USN to use it, period. By attacking
Hawaii only, in mass, Option 15 is null, void, and prohibited by law.

TURN FIVE
Now is the time for the big push. Go for posi

tion. If you can hold Guadalcanal and/or Midway
and open up the Central and/or South Pacific,
you're in fine shape. At the end of your turn try to
base battleships at Midway and Guadalcanal, and
send any carriers you have left to Australia so that
next turn they can hit Indonesia.

TURNS SIX TO EIGHT
These are the turns to make up the 20-25 POC

you're probably down. It can be done. If you have
been successful so far, you should be able to at least
raid every area, and the Japanese player should be
able to oppose you in only two, one with LBA, one
with his fleet. If he keeps Indonesia and the

Japanese Islands, and you control everything else,
you gain seven POC a turn, which would make it
close. If he spreads himself any thinner, his fleet
will only go faster. Keep pushing for advanced
bases. You should be able to get Lae. If you can, the
capturing of the Phillipines can be decisive. If you
have a "safe" area (screened from raiders), patrol it
with a slow or damaged battleship and use your
LBA aggressively. The game will probably come
down to one huge battle in the Japanese Islands,
which you should be able to win. In any case, count
POC every turn, keep battleships in a position
where they can patrol forward areas, and make sure
you play aggressively enough to win.

NEW AFRIKA KORPS
RULES

A completely rewritten set of rules for
AFRIKA KORPS which replaces the old
rulebook, battle manual, combat results table,
and situation card is now available from our parts
dept. for separate mail order purchase for $4.00.
This new rulebook does not alter play of the game
in any fundamental way-it merely attempts to
clarify the rules of the game and dispose of the few
ambiguities that have plagued AK players for
years. Maryland residents please add 5% state
sales tax.



BACK TO THE VIIPURI
Once Again Into the Fray of Russian Campaign Opening Setups

By 1. Richard 1arvinen
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The original Viipuri Defense (see GENERAL,
Vol. 13, No.6) was the result of several months
work and playtesting some years ago and stood me
in good stead in the occasional RUSSIAN CAM
PAIGN games I was able to play. Unfortunately it
did suffer from several flaws, the most notable
being hex W25, which Rob Beyma so convincingly
pointed out in a Series Replay (GENERAL, Vol.
16, No.4). A few months following that embarrass
ment, another German PBM opponent took advan
tage of an error in the Western Military District.
After overrunning three key units (see Diagram I),
he poured in armor units from other sectors and
breached the Dvina on turn I!

Needless to say, I went back to the drawing
board and emerged several weeks later with a new
Viipuri defense, one which takes care of the
previous two mistakes and hopefully precludes any
new ones. In the playtests since that time, no oppo
nent has been able to tackle the Dvina or Bug rivers
until the second turn, a concept I consider essential
to any viable Russian defense.

In the central sectors, Viipuri II is characterized
by a solid wall of strongpoints, the most significant
feature of which is that all of the front line units can
be attacked from only two hexes, save those units
on N23 and 024 (see Diagram 2). Thus it is physically
impossible to overrun any point on the line from
H20 to S25, except of course, those units on N23,
S25 and 024. Overrunning N23, however, costs a
minimum of 35 factors and one Stuka while gaining
practically no definite advantage. The woods at
M20 effectively stop any armored penetration,
while the deepest that regular infantry could then
reach by the second impulse is only M19. The
defenders on L22 can now be turned but only over
run using another 42 factors, leaving a mere 4 fac
tors from Army Group Center to carryon the war in
the second impulse. A particularly paranoid Rus
sian may want to switch the units on 121 and L22 to
prevent this second overrun, but I prefer the slightly
stronger group at 121.

Diagram I: Western Military Group Overrun: June '41.

Diagram 2: VIIPURI II-Baltic, Western and Northern Kiev seCLOrs.

The 5th Infantry at 024 in the Kiev Military
District can also be overrun in the first impulse but
again the gains for such a move are minimal. The
German would then be forced to use a second Stuka
to attack the two 5-3s on S24 and S25 to ensure
breaking the line. The mountains at T24 and T25
now effectively stop any 2nd impulse advance ex
cept for the one German mountain unit present at
the start of the game.

In either of the above possible overruns, the
German must use far too much airpower and man
power to justify the small penetration gained. Thus
he will undoubtedly settle for direct frontal attacks
along the sector, hoping to maximize Russian
casualties. But now assume you lose all those front

line units (see Diagram 3). Another solid line
presents itself to the invaders. The only possible
way for deep penetration is now to overrun the 10th
Infantry on K20 at a cost of 50 factors. Again the
returns for such an attack seem minimal. The Dvina
River still could not be reached, while 50 factors
against one 5-3 is a definite case of overkill.

Diagram 3: VII PURl II-Second Impulse Defense Line.

The positions of the units in the Baltic Military
District remain as they were in the original Viipuri
defense but specific unit positions have been
changed. The 6-3 II th Infantry has been rotated to
the front line position to face Army Group North.
While this tactic causes the expected loss ratio to
jump from that of the original defense, it causes
additional problems for the German that cannot be
ignored. If the German commander does not wish
to use a Stuka against the II th Infantry, he can only
achieve 4-1 odds and thus risk a mildly disastrous
Contact result. If he does use a Stuka to ensure a
breakthrough at 5-1 or better, it constitutes con
siderable waste of his airpower. He only needs one
additional factor to raise his attack strength to 30
(in order to ensure a 5-1), but Stukas can be used
much better by raising normal 2-1 attacks to 5-1;
thus using a Stuka against the Baltic defender robs
other areas of his most potent offensive weapon.

The northern area of the Kiev Military District is
defended similar to the Western Military District,
only now it is the mountains rather than the woods
that are used to advantage. The major problem is to
prevent an incursion along W25 by armored
members of Army Group South (one of the decisive
factors in my loss in the Series Replay). Since the
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Diagram 4: Kiev Army Oanked: June '41.

key to such a German tactic is to overrun a weak
unit on Y25, thus giving access to W25 (see Diagram
4), the solution is to put a unit on Y25 which could
not be overrun (see Diagram 5). The 9th Infantry
nicely fills this slot and completes the solid front
line defense. Note that overrunning only one of the
units on AA25 or BB25 will not open a hole in the
Odessa District and since both cannot be overrun,
the defense is intact.

ll~:

NOT TONIGHT DEAR, I JUST GOT
THE GENERAL

by John Curtin & Alan R. Moon

Diagram 5 VlIPURI II-Southern Kiev, and Odessa Districts.

The only remnant left unchanged from the
original Viipuri defense is the Finnish front. While
it has been pointed out that the 7th and 23rd Infan
try (on CIO and B9 respectively) should exchange
places as the doubled 4-3 is as effective as the doubled
5-3 in holding off the Finns, I still tend towards the
original setup. This might be more from nostalgia
than common sense, but it does have the advantage
of setting up the Viipuri Trap (see original Viipuri
defense) against the careless or greedy German.

The major drawback to a solid front-line
defense is that casualties tend to be very high. But if
German penetration can be effectively retarded on
the first turn, a minimum of units can present two
nicely doubled river lines for the German to con
sider in July and August. In particular, the hexes
Riga, H16, 115, L14, V22, AA21 and DD22 should
be occupied. Surviving units from the first turn who
can't really escape to safe areas should be con
sidered at P15, U24 and Odessa.

In my opinion, the third turn is generally when
the Russian should consider giving up vast amounts
of space. With normal weather, the German will be
unlikely to get any cheap shots against any cities
with production centers except for Kiev. The ensu
ing winter can be used to consolidate forces and
make local counterattacks in threatened areas.

Hopefully the readership will find Viipuri 11
more satsifying and endurable than the original
Viipuri. Improvements and changes are bound to
occur and I invite all RUSSIAN CAMPAIGN en
thusiasts to share their views and criticisms, their
pet defenses and favorite tricks. THE RUSSIAN
CAMPAIGN is a fascinating game and the more
discourse that occurs, the more rewards that we
players reap in pursuing one of life's little pleasures.
To that end, anyone wishing to take me on in
another PBM Series Replay can write me at: 4040
SW West Hills Rd., Corvallis, OR 97330.

It was our anniversary. I'd really put out this
year. Bought her flowers AND candy.

As I opened the front door, I saw the dining
room table. It was just as I'd expected it to be.
Laid out like royalty was coming. Centerpiece.
Candles. The good china her mother had given us
as a wedding present. The good silverware her
grandmother had given us as a wedding present.
The cloth napkins her aunt had given us as a wed
ding present. The fondue set her great aunt had
given us as a wedding present. Etc. I walked into
the kitchen ready to accept a big hug and kiss. And
after that, who knew, maybe dinner would have to
wait awhile.

I knew something was up though, when I saw
that familiar, sad look on her face. "What hap
pened? Did you burn the dinner? Is the checking
account overdrawn again?"

"Worse than that", she replied almost in a
whisper, "The latest issue of THE GENERAL
came.')

"You're kidding, it's early. Where is it?"
"I won't tell you. It's our anniversary."
"I don't want to read it tonight. I just want to

see what's in it?"
"You promise?"
"Yes. Of course. Where is it?"
"I put it underneath the bills. I knew you

wouldn't look there."
I ran into the den. There on the desk beneath

the bills was my magazine. I picked it up, without
disturbing the bills. I sat down and began to read.

"Dinner's ready", she said from the doorway,
having followed me into the den.

"Okay, I'll be right in." She left.
I went into the dining room, magazine in hand

and sat down.
She came in. "You're not going to read it at the

table, are you?" I ignored her. "Don't forget
about your bib. Remember last time you spilt the
beef juice over your shirt.

"And the magazine", I included.
"It took me three washings to get the stain out

of your shirt."
"I couldn't find out who won the SERIES

REPLAY till the next day when I drove to
Baltimore and bought another copy.

After dinner, I got down to some serious
reading, sitting on the couch. When I got to Tom
Oleson's ANZIO article, I had to break out the
game and set up the new scenarios.

About nine, my wife came out of the bedroom
wearing a new, baby doll nightie and a very seduc
tive look. "When are you coming to bed, hand
some?", she purred huskily as she cuddled up
against me.

"Not long, darling, I just want to see how this
strategy works out."

"Allright, I'll be waiting for you, but please
hurry", she moaned as she swooshed away.

What seemed like minutes later, she stormed
back in. She was still wearing the nightie, but her
expression had changed. I glanced at the clock and
saw it was ten after eleven.

"Do you know what time it is?"
"No honey, but why don't you go back to bed

and I'll be right in."
"Enough is enough. I fell asleep waiting for

you. That's it." She was standing on the other side
of the coffee table now. Suddenly, she scooped up
the map and pieces, grabbed THE GENERAL,
and marched out.

I was thunderstruck. Was this the meek, little
gal I'd married seven years ago? The shy, innocent
minister's daughter?

My thoughts were interrupted as I heard the
awful, snarling sounds of the garbage disposal in
action. I ran into the kitchen.

Too late. I watched in horror as the last of my
ANZIO pieces went down the drain. Rooted in
place, I stood by helplessly as next she took out the
butcher knife, waved it at me, and then began to
chop the board to pieces. She then dumped it into
a pot and set it afire, and began tearing out the
pages of THE GENERAL, throwing them onto
the blaze. All the pages gone, she began to cry and
ran out.

As I opened the refrigerator in the glow of the
blazing GENERAL, to see if we had any marsh
mallows, I couldn't help but wonder what the
feature article in the next issue would be.



AMOEBA WARS
AH PHILOSOPHY ... Continued from Page 36

high. The results of the survey were not as surpris
ing, We fully expected to dominate the results and
were proven correct even beyond our expecta
tions. However, we do not delude ourselves into
thinking these results would hold true in any other
magazine. All magazines have a built-in bias among
their readership. Regardless of the editorial policy
adhered to, over a period of years the circulation
will tend to be shaped as a group which more or less
agrees with that policy; dissenters having allowed
their subscriptions to lapse. This is true even for
those magazines who proclaim themselves to be
"neutral" observers of the hobby. Such journals
must still have an editor who sides visibly to some
degree to either the simulation or gaming side of the
hobby. Those 'zines published by a game com
pany, such as THE GENERAL- have even less claim
to objectivity. Obviously the people who subscribe
to THE GENERAL do so because they like Avalon
Hill games. Just as obviously, they are going to
react favorably, as a group, to any type of rating
system which compares AH products with those of
other companies. To claim otherwise would be ex
tremely hypocritical. For that reason, we have
avoided sponsoring our own awards or rating
system in the past. Even if we encouraged other
magazines to take part in the voting, the over
whelming input would come from the response of
our own readers. To engage in such a practice
would be nothing more than a thinly veiled self pat
on the back.

If nothing else, the "WHAT HAVE YOU BEEN
PLAYING" survey has proven this premise beyond
a shadow of a doubt. Although over 200 games
from dozens of different manufacturers were listed
among the hundreds of responses we received,
only one non-AH title was found in the top 20
listing. RISK, a Parker Brothers product, did
manage to place 22nd but one then had to go all the
way to 36th place to find another non-AH title
(SPI's WAR OF THERINGl. So, what good is it ifthe
survey is obviously so biased? Why continue it?

Well, for starters, it appears to be a popular
feature. As long as it holds your interest, we'll con
tinue to run it. Secondly, it can be a viable tool for
use in determining what games we should give
more space to in THE GENERAL. Based on the initial
survey we shouldn't allow any issue to go by
without some type of SQUAD LEADER article. We
could have figured that out simply by the sales
figures, but how do we explain the high rankings of
TRC whose sales figures have never been anything
to brag about? Similarly, we can benefit from long
term studies of trends in game popularity to deter
mine just how much the newness of a title in
fluences its popularity, as well as the validity of in
vesting additional resources into redesigns or
second editions of older games approaching
"classic" status.

This is probably a good place to clarify a few
points about the mechanics of the "WHAT HAVE
YOU BEEN PLAYING" survey. You can list only
three games regardless of how many you have
played in the past two months. You can list less
than three if you haven't played that many. Listing
SL-COI-COD counts as a single vote for SL unless
you list them separately- one title per line.

Lastly, I regret to report that for the first time
in seven years THE GENERAL will not be able to
supply its readers with a preregistration form for
the national convention. The Pacific ORIGINS
sponsors have informed us that they are unable to
provide this information to us in time. As of this
writing they have not even provided us with an
advertisement. We suggest interested readers
write directly to the address listed in our Conven
tion Calendar (page 47) to request preregistration

material. *

He knew exactly what the report would say even
before he read it. Space Amoebas had been
spotted in his sector.

Reports like this had been flooding into federa
tion headquarters the past week from all corners
of the galaxy, but he had hoped the amoebas
wouldn't have gotten this far so quickly. As cap
tain, he knew his first responsibility was the safety
of his scout ship and his crew. His orders were
immediate-change course toward the nearby
sun. Space amoebas tended to avoid the
deleterious effects of heat on their protoplasm.

The scout's mission was to protect valuable
resource planets in this solar system. It was
especially important now, for the federation's
Space Lord was preparing a major offensive to
capture the seven inner solar systems of the Em
pire. In the very center was the great planet,
Saestor. Here, the Empire had begun and pros
pered, spreading out until it ruled the entire
galaxy. After many millenia of peaceful and
prosperous government, complacency and
neglect had inevitably begun undermining the
structure.

Then the amoebas came. Nobody knew where
they came from or why they came, but there was
no mistaking their presence. As big as planets,
their monstrous pseudopods engulfed anything
that strayed into their path. At one time, the Em
pire would have easily driven them away. Now it
was too late. As a last ditch effort, the Empire's
super-dreadnoughts were converted into Dooms
day Machines and launched against the one
celled monsters. They immediately went out of
control, however; and drifted aimlessly
throughout the galaxy destroying anything they
came in contact with. The Empire collapsed. All
that had been was gone. Survivors were forced to
flee to the outer solar systems.

From the ashes of destruction emerged a new
spirit. Small federations began springing up as
havens for these last remnants of civilization.
Here the Space Lords rose to power. Each had
the same goal-to recapture the inner systems
and return the galaxy to peace and order.

Reflected off the scout's silver body, the suns
rays shone through the blackness of space into a
pale, translucent mass in front of it. There was
no time to change course. No warning. The scout
disappeared into the soft, absorbing body of the
amoeba.

Amoeba Wars is a fast, exciting game of galactic
struggle for two to six players. Game time
averages between one and three hours. Each
player assumes the role of a Space Lord. His ob
jective is to capture Saestor, the old capital of the
Empire. Not only must he be prepared to battle
the Space Amoebas, but he must also be ready to
fight competing Space Lords to win. Good plan
ning and calculated risks must be utilized to take
Saestor. But be careful, a marauding Doomsday
Machine may appear at any time to disrupt any
well-laid plans.

Amoeba Wars is not a simulation, but it is one
heckuva game! We present, with pride, a truly
innovative fantasy game easily learned, yet subtle
in strategy of play.
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Amoeba Wars comes to you complete with large
full color mapboard of the Empire Galaxy; deck
of power cards; playing pieces representing space
amoebas, doomsday machines, scout ships, bat
tle cruisers, patrol ships, battle stars, and dread
noughts; plus a variety of playing aids.

Fans of Gary Donner's previous Avalon Hill
release, WIZARD's QUEST, won't want to miss
AMOEBA WARS. It has the same basic
simplicity which made that game so much fun to
play, yet is extremely challenging in its new ap
plications of timing and combat resolution
percentages. AMOEBA WARS is available now
by mail from the Avalon Hill Game Company,
4517 Harford Rd., Baltimore, MD 21214 for
$16.00 plus 10070 postage and handling (Cana
dians please add 20070, overseas .:ustomers 30070).
Maryland residents please add 5070 state sales tax.

Complexity Rating: 1 (10 being most complex)
Number of Players: 2-6, ages 12 & up
Playing Time: 1-3 hours
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GLADIATOR

GLADIATOR is available now by mail direct
from The Avalon Hill Game Company, 4517
Harford Road, Baltimore, MD 21214 for $9.00
plus 10% for postage and handling (Canadians
please add 20%, overseas customers 30%).
Maryland residents please add 5% state sales tax.

AVALON HILL COMPLEXITY RATING: 4
(on a scale of I [easy] to 10 [hard])

GLADIATOR is best played with two par
ticipants, but can be played by any number
especially in the Campaign Game version. The
average playing time varies from 15 minutes to a
half hour, making multi-match tournaments a
commonplace occurrence. In each game you get
an 11" x 16" mounted mapboard, rulebook,
gladiator log pad, and full color, double printed
die-cut counters representing the gladiators and
their weapons.

In the Basic Game both gladiators are armed
with short sword and shield. Each player records
his movement secretly in an attempt to gain a
positional advantage over his opponent. Move
ment orders are then revealed and executed
simultaneously. If in position to attack, each
player then secretly allocates his available com
bat factors to any of a series of offensive
maneuvers aimed at various parts of his oppo
nent's anatomy or defensive maneuvers to pro
tect himself from an adversary's attack. Combat
is resolved, wounds inflicted and recorded, and
checks made for incapacitating results. Play then
proceeds in a like manner until one gladiator is
victorious.

In GLADIATOR each player is represented by a
single "counter" one inch wide and I 5/S" high
which stands erect as long as the gladiator does.
Each counter is back-printed with a rear-view
image of the gladiator giving a three-dimensional
feel as if the players were maneuvering miniature
figurines. There are four classes of gladiator
varying in type by armor and armament. Within
each class the participants vary according to in
dividual ratings for training, strength, agility,
constitution, combat capabilities, and types of
armor worn. Regardless of rating, each gladiator
will have some strength with which to exploit his
opponent's weaknesses. Knowing how best to
utilize these advantages is the key to survival and
winning the game.

In the Advanced Game, the Retarius makes its
appearance, allowing the classic confrontation of
antiquity: short sword vs. net and trident. The
Retarius can strike from greater range with his
trident while the swordsman is still too far away
to harm his opponent, or trip or ensnare his
opponent with a deftly swung net. At close
quarters, though, it is the Retarius who is at the
disadvantage with no shield to turn away his
opponent's attacks. It is the classic struggle of
strength vs. agility.

In the Campaign Game, players assume the role
of wealthy Romans vying to acquire great wealth
through wise wagers on the success of their own
stable of gladiators. In addition, each victorious
gladiator can improve his characteristics through
experience gained in the arena, although he also
risks debilitating injury. Ultimately, a gladiator's
supreme goal is to become the Emperor's cham
pion and win his freedom.

The savage splendor and pageantry of ancient
Rome lives again in this game of man-to-man
gladiatorial combat. Each player assumes the
role of one of a matched pair of gladiators pitted
in a contest of arms to the death. Superbly trained
and equipped for the sole purpose of entertaining
the citizenry with their life and death struggles,
each man must fight with all the skill he can
muster for his very survival. There is no question
of bravery in the arena. It is kill or be killed and
each man must muster all the skills and cunning
he can summon in this most desperate of battles
for survival. There can be only one victor in the
arena and no second chance for the loser. For
missus can be granted the fallen only at the whim
of the emperor, and all too often mercy takes the
form of a quick end on an opponent's blade. Let
the games begin!

Avalon Hill now sells blank, half inch
counters pre-printed with standard unit notations
in an assortment of six colors. Each counter sheet
contains approximately 190 counters. The larger
5/S" counters are not available in different colors
or with pre-printed unit notations. When ordering
choose from the following colors: white, beige,
blue, yellow, gray, or mint green. Blank counter
sheets are available for $2.00 each, or six for
$7.50, or twelve for $14.00. Add 10% for postage
and handling (20070 for Canadian customers, 30%
for overseas orders). Maryland residents please
add 5% state sales tax.

IV. Special Victory Conditions
Just a slugfest between a devil-may-care pirate and
a determined Royal Naval officer. *

BLANK COUNTERS

Aboard the Royal Fortune, Roberts saw the
approaching Ogle only to mistake the Swallow for a
large merchant vessel. It was indeed ironic that
Roberts, a fine seaman and crafty adversary, would
pick this time to have a lapse in judgement. It was a
lapse that he would pay dearly for.

Roberts ordered one of his fleetships to capture
the Swallow. Out went the Great Ranger and
sometime later, unbeknownst to Roberts, was cap
tured by the Swallow, a 60 gun man-of-war.

On the morning of 10 February 1722, Roberts
was in his cabin aboard the Royal Fortune when
word came that a ship was fast approaching. He
was not the least bit concerned even though five
days had passed since the Great Ranger had sailed
after another ship. The British ship slowly closed
the gap to the unsuspecting pirate vessel. Roberts,
meanwhile, was eating his breakfast, so strong was
his confidence in himself and his ship.

The two ships closed on one another and at
11:00 AM, they were well in range. Roberts, by this
time, finally became aware of what was occurring
and ran up to the decks, bent on teaching the
Swallow a lesson. With an immense roar, the
Swallow's guns delivered a thunderous broadside.
The Royal Fortune's mizzen topmast came crashing
down. The pirates replied in kind. As the smoke
cleared, Roberts was seen to slump on the rope
tackles of one of the guns. He soon died, his throat
ripped by grapeshot.

His death so unnerved the crew of the Royal
Fortune that they surrendered.

II. Prevailing Weather Conditions
Wind Direction: 5
Wind Velocity: 3-normal breeze
Wind Change: 5
III. Special Rules
A. Morale
B. Pirate Leaders
C. Boarding
D. Certain hexes are land as shown in black on the
map diagram:

Hoisting the Jolly Roger ... Cont'd from Pg. 17



Letters to the Editor
WHO SHOT D.J.?

What was D.l. doing on the fateful night of
December 24th? Maybe he was pitching pennies
against himself. This would explain the coins on
the office floor but wouldn't be very rational.
Maybe he was playing CIRCUS MAXIMUS. Did
he throw the darts on the board or did someone
else place them there?

Why did Shaw come if no onc called him?
Maybe Shaw and O.J. pitched pennies and they
had an argument. Remember that Shaw jingled
change in his pockets. How come the list Shaw
gave the investigators contained nine names bUI
only seven are listed? Maybe Jim Dunnigan set up
Shaw 10 murder D.J. They worked together and
are probably still friends.

What was Hamblen holding back? He used
to be a computer programmer so maybe he used
one to carry out the perfect crime.

It is just like Uhl to be more fascinated in the
investigation than to express any sorrow over D.J.
Maybe the eighth graders gave him a heart of
stone and he will kill just for the fun of it.

I have always considered Davis mysterious,
but when he talks he is frank (as his name
suggests); I doubt if he did it but if he did it was
probably because D.J. makes his games fun.

Alan R. Moon has always been unusual. I
will let his case rest there. There are some in
teresting points though. Maybe D.J. is really
dead. A.R. Moon did the whole issue so maybe he
is laking over the job.

Zucker may be the spy from SPI instead of
Moon. Or maybe he is a game company maniac.
He temporarily visits companies and leaves bad
tidings. For example, SOC lies in ruins, SPI is
second to AH, and OSG was picked up and then
dropped. Now AH has lost a developer/editor.
Could GDW be next.?

Mrs. Barsotli may not be the innocent person
she dissembles. One day she may have had to pay
for the pizza and discovered she had no money
(nor did D.J .). After washing dishes at the pizza
shop after work, her wrath may have been very
violent and she may have directed it towards D.J.

Will we discover the killer who shot D.l.?
There are many who have a motive in this intricate
plot. He could have been a past employee seeking
revenge. Could Randall Reed be the killer? Or
maybe even Jack Radey (sent frol11 Moscow).
This could be the biggest case since "The Hound
of the Baskervilles."

Dear readers,
This was only one ofmany creative replies to

fheconfest in Vol. 17, No.4. I thought you might
enjoy seeing a few of the more imaginative
responses.

*****
Dear Mr. Moon,

After careful deliberation of the evidence, I
have committed to paper my conclusions re: the
political assassination of Mr. Donald J. Green
wood. Heigh-ho, heigh-ho, to solve the crime we
go. .!

After noticing that Baltimore detectives don't
work on Christmas (subtitled "Death Takes a
Holiday"), I got down to the serious business of
searching for a killer. I immediately eliminated
Christin, as her aim was so bad that she couldn't
even kill J.R., let alone a gandy dancer such as
Greenwood. I also eliminated the League of
Women Voters as a suspect, for the simple reason
that they had already commiued their quota of
political assassinations in Baltimore for 1980.
This left me with only the Avalon Hill staff,
Iranian militants, and Cpt. Teinham (10-2 leader
with a squad, LMG, and a Panzerfaust) as
suspects. The case narrowed still further when it
was discovered Cpl. Teinham was tied up at a con
vention called CON-TACT which teaches
wargamers how to win without gloating. This was
a serious blow to the investigation since the good
Captain was the only suspect known to have
possession of an automatic weapon capable of the
carnage performed upon the deceased's body.
The Iranian militants were eliminated when it was
revealed they all were busy painting "Reagan"
over all their" Death to Carter" signs so as to be
ready for the new year.

The Darts in the Hearts Rhyme is a misleading
clue. It was obviously just Mr. Greenwood's way
of letting off steam toward his "loyal" subor
dinates.

I again returned to the police log and deter~

mined that the killer made only one mistake in
committing the perfect crime. It occurred at 10: 14
on December 24th. Yes, boys and girls the killer
is

Col. Mustard with the revolver in the study!
NO! Wait a minute (with apologies to Mick

Uhl), it was.
LEE BARSOTTI I!'?'!

The call to the police came from an
anonymous lady caller, who stated she heard
shots from the A.H. offices. With the assortment
of nuts that work at A. H., no one from outside
the company would be surprised enough by
anything suspicious inside the building to call the
police.

When Lee confessed, she told the police that
Grumpy ... err ... Greenwood asked her to stay
after work on the 24th. She said that Don im
mediately broke out a copy of GUNSLINGER
and proceeded to teach her a variara that he had
thought of while watching The Deer Hunter on
Home Box Office the previous month. Mr.
Greenwood's gamely (pardon the pun) advances
took her by surprise. She shot Don with the .44
semi-automatic he had given her to play the game
with. But she said she only shot once.

While Lee was still confessing, a call came
from the Desk Sergeant. Mr. Shaw wanted to
speak to the detectives in charge of the Green
wood case. He was instructed to send Mr. Shaw
in. Lee was taken to a cell. A patrol car was sent to
arrest Sneezy as an accessory before the act of
murder (after all, Hamblen did design the game).

Mr. Shaw entered the Detective's Office and
broke down. He confessed to killing Mr. Green
wood. He said he went to speak LO Don about put
ting another RAIL BARON article in THE
GENERAL. He said Don just sat there and
moaned (probably because he had already been
shot once by Lee). Tom got nervous at the idea of
being rejected for not being a true wargamer, so
nervous that he dropped some of the coins that he
continuously plays with in his pocket. His nerv
ousness quickly turned to anger. Tom saw a pistol
lying atop the non-working water cooler and
unloaded the clip into Don. This only accounts
for seven of the thirty bullet holes in Mr. Green
wood's body. (One shot from Lee and the remain
ing six bullets in the clip from Tom).

Another call from the front: Frank Davis was
here.

Frank confessed. (Agatha Christie is scream
ing right now.) He said that he had decided to start
to get !O know the people he worked with better,
so he had gone to see Alan Moon (whom he re
ferred to as Governor Moon-beam). Kevin
Zucker and Mick Uhl were already in Moon's
company. Moon, ever wary of things that are
"trendy" (he's the one who dresses preppy), said
that they should form a Gang of Four and stage a
cultural revolt. (Do not be misled, Mr. Moon
doesn't read Time or Newsweek. He learned
about the Gang of Four by reading Doonesbury in
the funny pages.) Moon said that THE
GENERAL was a stagnant rag and would remain
so as long as "you know who" remained Editor.
He suggested that they playa campaign game of
DIPLOMACY, using a secret alliance as a base
from which to purge Ye Ed. Mick questioned the
validity of the idea under the rules, but Alan
assured him that any problems could be rectified
as soon as Alan was made editor by merely print
ing them in The Question Box. Alan (who was the
only one in the group with any Elan points to his
credit) asked if they were all in agreement. Zucker
sleepily nodded yes, Uhl didn't know what was
going on but agreed so that he wouldn't look like a
dope, and Frank, still wanting to be a part of the
group but being a bit bashful about his approval,
coyly raised his hand, which made Alan very hap
py. Alan led them to Greenwood's office. Alan
handed Zucker his own personal .44 semi
automatic (with the pearl handle and rich Corin
thian leather carrying case) and Zucker pumped
five shots into Greenwood's body. Greenwood
had appeared 10 be napping and snored wildly (it
was later determined that Greenwood's lungs
were slowly filling with blood from the wounds he
had already received from his first two assailants).
Uhl, who still thought it was just a game, gleefully
let go a blast of seven shots. Frank figured that
Don must be dead by now so he couldn't be
blamed for anything and fired seven shots, only
five of which hit Greenwood because he slipped
on some of the coins that Tom Shaw had dropped.
Then Alan stepped up and fired seven shots, five
shots at Greenwood and two shots at the Avalon
Hill Philosophy column.

All of this carnage took place in the span of an
hour. About this time Lee started to feel guilty and
called the police anonymously.

The police investigation went smoothly right
up to the firs! confession. At 11: 15 on the night of
the murder, the police received from Tom Shaw a
list of nine names: Tom Shaw, Richard Hamblen,
Mick Uhl, Frank Davis, Alan R. Moon, Kevin

Zucker and Lee Barsotti. It is interesting to note
that these same detectives were just returning to
duty in Baltimore after having been lent to the
Census Bureau.

The police took only two hours to eliminate
the butler as a suspect: Mr. Greenwood didn't
have one.

The investigation was continually interrupted
on Dec. 26 by dozens of people carrying bags of
pretzels, six-packs and copies of WAR A T SEA
still in the cellophane, which they had gotten for
Christmas and were eager to find an opponent to

play.
Richard Hamblen's alibi was broken when his

wife said he had gone into his game room and
hadn't come out, but she heard him sneeze occa
si'onally. Upon further inspection it was
discovered that Richard had cut a record out of a
copy of MAD magazine entitled: "Alfred E.
Newman Sneezes to the Sound of Slim Whitman's
Greatest Hits". Richard explained that it was the
only way he could sneak out of the house 10 play
RISK without his wife knowing.

(It was with no great amount of symbolism
that the killers confessed on January 16th. Since
the idea of mass confession to one murder is "bor
rowed" from Murder on the Orient Express why
shouldn't the confessions fall on the date in "The
Night of January 16th"?)

With the investigation comple!e due to the
confessions our faithful civil servants returned to
their regular routine of investigating murders, do
ing paperwork and playing SLEUTH (although
some of the detectives won't play any longer; the
cleaning lady keeps winning).

At the arraignment, thejudge decided that Lee
acted in self-defense, Zucker, Davis and Uhl were
coerced to do something that they would other
wise not have done, Hamblen was innocent of the
accessory charge, but guilty of designing a game
with dangerous possibilities and attempted insult
of a John Wayne fantasy, and Shaw was not of a
rational mind and \vas sentenced to spend two
weeks locked in a room at the In-Town Holiday
Inn in Philadelphia and watch continuous reruns
of Games People Play while developing a way to
play TWIXT solitaire.

The long A.R.M. of the law came down heavy
on the assistant editor of THE GENERAL. His
trial, which due to local prejudice had to be
moved to Chevy Chase, MD, ended with a verdict
of guilty of murder in the 6-1 column by reason of
insanity. He was sentenced to The Asylum.

Donald J. Greenwood (or what was left of
him) was buried in Arlington National Cemetery
(having been a war hero at the Battle of Bucholz
Station during WWIl) under a tombstone which
reads:

Donald J. Greenwood
Born: We Assume
Died: December 24th 1980 of Lead Poisoning
"The Only Deadline He Ever Met"
Rest In Peace

The entire case was later overturned when it
was disclosed that the A.H. offices are actually at
4517 Harford Rd., not at 20 E. Read St. Someone
else had been killed. Quoth Greenwood: "The
rumors of my demise are greatly exaggerated."
This is the last issue you get to edit, Alan.

*****
Gentlemen:

The Murderer is Alan R. Moon because:
(1) He is the only suspect who has been pro

vided with a motive. Agatha Christie teaches us to
ignore distracting clues and go for the suspect
with a motive.

(2) Anyone egocentric enough to include six
articles by himself in his first venture as editor of
so prestigious a publication as THE GENERAL is
too egocentric to allow anyone else to be the
murderer in a puzzle of his own design.

I reconstruct the murder as follows: Moon
invites Greenwood to an after-hours game of
SQUAD LEADER on one pretext or another.
During the game Moon lures Greenwood into
moving in the open (perhaps from his desk to the
new water-cooler) and guns him down with an
LMG at point-blank range. Using the4column on
the 1FT with a -2 modifier, Moon rolls a 3, and
Greenwood is KIA. Moon then arranges distract
ing clues (the darts and the coins) and goes out to
buy himself a desk sign that reads "Alan R.
Moon, Editor."

David K. Rod
Lawrence, KS

45
Gentlemen,

Obviously Tom Shaw cracked under the
pressure when he realized that Alan R. Moon
would take over as editor and would soon be after
his job as Vice President.

So Tom confessed to the murder and began
looking forward to a peaceful life behind bars
rather then spending the rest of his life in fear of
the power-mad Moon. Meanwhile, the Russian
Paratroopers are picked up by a submarine
waiting for them in the Chesapeake Bay having
completed their mission to assassinate America's
greatest mind. Wait! Maybe they were actually
SPI Paratroopers dressed to look like Russians
disguised to look like reindeer. Or maybe I've
been reading too many rules.

Tim Board
Brimfield, IL 61517

*****
Dear Alan:

I read with great interest your article "TKO
In Three". I am the recent Michicon winner of
VITP and have amassed nine consecutive
Japanese victories. I congratulate you on some of
your insights. However, I hasten to add that your
TKO system can be defeated by the stronger
American players.

It is unfair of me to say that your system is
nawed without a demonstration. Actually, I
wrote out two pages of disagreements before I
oecided not to divulge my winning secrets. It may
suffice to say that the last time I lost with the
Japanese (Chicago Wargaming Association
Championship) was when I failed to take Dutch
Harbor early in the game by amphibious assault.
Incidentally, I even disagree with your first turn
setup and objectives for the Japanese. The dif~

ference is in the conceptual understanding of the
roles of amphibious and land based air units.

The only way I can provide you with recourse
to my statements is a match. Obviously, I do not
relish taking the Americans! But I can never resist
an open challenge. Isn't that the implication of
your statement "and I will continue to play with it
till I am proven wrong". I will risk being the
Americans if you agree to follow the published
setup of Turn I and the LBA~patrollerstage of
Turn II. I will even make a small wager ($200) on
the outcome.

We could play by mail although I haven't
done that sort of thing before. However, I am one
of the stronger postal chess players. Perhaps we
could meet in a "neutral" place. I travel frequently
to New York City, but nOI 10 the Baltimore area.

What do you suggest? If we can get a replay
article out of it and line up a mediator, I would
consider raising the stakes to $500.

Max Zavanelli
Park Ridge, ILL.

I didn 'r expect anyone to take my challenge
literally, especially since it was really just an atten
tion getter. However, since you have accepted my
challenge, I accept yours, with the following
conditions:

1. The game is played with a strictly enforced
five minute time limir for each phase of each
player's turn~patrolling ship phase, Iba/
marines, and raiding ship phase.

2. The moves are not recorded for a Series
Replay, since this would slow down the game too
much.

3. No optional rules are used.
4. I must use my "TKO" turn one setup, but

beginning with turn two, I havecompletefreedom
in my play. It would not befair to restrict my play
after turn one, since the results of turn one could
dictate I mOdify my basic "TKO" approach.
Turn two restrictions would reduce my ability to
innovate. In addition, "TKO" is a basic system;
my play within if continues to evolve and surprise
is a strong weapon which I do not wish to give up
so easily.

As for the wager. While I like to gamble, I
heed Willie Shoemaker's advice in his NY Off
Track Betting commercials when he says, "bet
with your head, not over it." $/00 would be no
problem. $200 is a maybe.

As to the time and place, we're in luck. I will
be attending CWACON in April (4th, 5th, and
6th). The organizer's will even feature our match
on their convention schedule.

Finally, I feel compelled to issue a warning.
Among my friends, I have Quite a reputation with
the dice. And while VITP is a game ofstrategy, I
have unbalanced many a game with my streaks.
Die rolling is the variable which Chess avoids.

Alan R. Moon
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TITLE BOUT

Q. Automatic TKO and TKO Condition Chart:
which fighter's TKO Rating do you use; the
fighter who scored all the points or the fighter
who might get the TKO?
A. Use the TKO Rating of the fighter who is
being hit, as he is the onc who is susceptible to a
TKO.

Q. Should the Excessive Rabbit Punch be a
"Check Result Table"?
A. Yes.

Q. Ifa fighter's HP Rating goes down onc ifhe is
a boxer, does a fighter's CF go down one if he is a
slugger?
A. No.

Q. The rules stare that Coverup can be used as a
strategy at any time in a round. If a card that has
the possibility of a knockdown appears, can the
Coverup be played immediately to eliminate that
possibility, or should Coverup be used only after a
punch has been resolved (or Action) and not in the
middle of Action resolution?
A. Coverup can be used only after a punch has
been resolved (or any subsequent action due to
that punch).

Q. Welterweight Miguel Barreto has the follow
ing ratings: KDR 1:7, KDR 2: + 4; total II. If a
second knockdown attempt is made what table is
used? Also, in general what is the procedure if
KDR I + KDR2 is greater (han 10 due to optional
rules?

A. Any time the KDR I + KDR 2 is greater than
10, use 10 on the chart.

Q. Vonzell Johnson (a light heavyweight) is miss~

ing his Cut Rating. What is it?
A. Vonsell Johnson's Cut Rating should be
COICH: 512.

Q. The example in the rules for using up En
durance shows Endurance up at the end of Round
9, but the reduction starts in Round 8.
A. This was a typographical error. Reduction
should start with Round 10.

Q. Killer Instinct clarifications:
a) Are cards used to resolve Killer Instinct in

your hand used to resolve all actions (i.e., do the
cards used for scoring punches, cut attempts, etc.,
come from the Killer Instinct cards and not the
unused deck?)?

A. Yes, the Killer Instinct cards are used to
determine all action that occurs during that time.

b) If not enough cards exist for drawing all
Killer Instinct cards you are entitled to, do you use
just what is there?
A. Yes, use only the cards which are left in the
round. There is no carryover.

Q. Il would be nice to put down a list of weight
classes for people who do not remember if

flyweights are lower than bantamweights, for ex
ample.
A. Heavyweight, Light-Heavyweight, Middle
weight, Junior Middleweight, Welterweight,
Junior Welterweight, Lightweight, Junior
Lightweight, Featherweight, Bantamweight,
Flyweight.

Q. One card has Cut -8, but no fighter has that
possibility. Please explain.
A. There is also a card that has Cut -9 and Cut
-10. These are included for percemage reasons
and for possible later use in case a fighter comes
along who has more ability than Ali (the best to
date) at cutting his opponent.

Q. Will there be cards for Too Tall Jones and
Lyle Alzado?
A. Too Tall Jones may someday be rated but not
until he becomes a bona fide contender or at least
a respectable fighter. Since Alzado returned to
football there will not be a card for him.

Q. Are points received for cuts added to the poim
total?
A. Yes.

Q. When there are enough points built up for a
TKO, does it take place immediately or at the end
of the current round?

A. At the end of the round.

Q. Re" Adjusting the KDR According to Oppo
nent's HP": Ifboth fighters have equal HP's does
this rule affect them both, or is it not used in this
instance?
A. If affects both-they could each have weak
defense but a devastating punch.

Q. As a fighter loses endurance, his PL and HP
are reduced. As his HP is reduced, should KDR I
of the other fighter be reduced accordingly?
A. Yes.

CRESCENDO Of' DOOM

116.62 & 89.21 Can a broken unit remain in a hex
with an enemy scout?
A. No, but neither could a scout claim a prisoner
by moving into a broken unit's hex during the
Movement Phase.

121.42lf an engineer squad deploys, do both half
squads retain the smoke making capacity?
A. No-neither of them does.

123.42 Can motorcyclists dismount into an adja
cent hex during the Movement Phase in the same
way passengers dismoum a vehicle?
A. No

133.75 If enemy units leave a bridge detonation
hex are the detonation DRM accumulated to that
point lost or are they permanent?
A. Permanent

READER BUYER'S GUIDE
TITLE THE LONGEST DAY

St· BJ feT Game of WWII Normandy Invasion

$65

AVALON HILL RBG RATING CHART
The games are ranked by their cumulative scores which is an average of the 9 categories for each
game. While it may be fairly argued that each category should not weigh equally against the others,
we use it only as a generalization of overall rank. By breaking down a game's ratings into individual
categories the gamer is able to discern for himself where the game is strong or weak in the qualitie~

he values the most. Readers are reminded that the Game Length category is measured in multiples of
ten minutes and that a rating of 18 would equal 3 hours.

THE LONGEST DA Y, Avalon Hill's first
"monster" game, was the first of its breed to
undergo analysis in the RBG. Its cumulative
rating of 2.83 was good enough for 28th place on
the chart which must be regarded as somewhat of
a disappointment given the extraordinary length
of the game's development and its classification
as a special interest item. We pointed out
previously that the RBG ratings for the SQUAD
LEADER gamettes were somewhat biased
because the number of purchasers inclined not to
like the game was lessened by the fact that they
first had to purchase SL. Those who did not like
the game system would not buy the expansion
gamettes and thus the reviewers of the game
would be more inclined to rate the gamettes
favorably. Logically, a similar phenomenon
should also be in play for TLD. The $65 price tag
made it very hard for consumers to mistake the
scope of this title. One would think then that such
buyers would be predisposed to favor a simula
tion of these proportions; playability advocates
being unlikely to take the $65 plunge.

Nevertheless the title got only average marks
when compared to its smaller brethren in the
RBG. The Play Balance rating of 3.30 was
bettered by 68070 of the other games in the chart,

and the Overall Value mark of 3.15 put it in the
bottom fifth of the class-a placement no doubt
made easier by the $65 pricetag. The worst of
fender though is the 3.53 rating for Completeness
of Rules-a figure which beats the performance
of only three other games in the chart (1914,
MAGIC REALM, and GETTYSBURG '77).

On the positive side, TLD chalked up 11th best
performances in the Realism and Components
categories. One would have thought, however,
that the Realism rating would be even better given
the tremendous detail and research so much in
evidence in the game.

The playing time figure has been bastardized
by a merging of ratings for both the scenarios and
the Campaign Game. The former can be played in
a much shorter time period, and the latter requires
even more playing time than indicated below. In
both cases, a long setup time adds to the problem
of high piece density.

TLD is an historian's delight, but those who
prize playability above all else should look beyond
the 1500 counters and 2000 towns of TLD to
shorter games; a statement which can be safely
made about most, if not all, games of this genre.

1. CRESCENDO OF DOOM
2. CROSS OF IRON
3. RUSSIAN CAMPAIGN
4. SQUAD LEADER
5. CIRCUS MAXIMUS
6. W.S. & I.M.
7. ANZIO
8. BISMARCK
9. WAR AND PEACE

10. FORTRESS EUROPA
11 . PANZER LEADER
12. RICHTHOFEN'S
13. CAESAR-ALESIA
14.1776
15. 3rd REICH
i 6. PANZERBLITZ
17. KINGMAKER
18. DIPLOMACY
19. CAESAR'S LEGIONS
20. SUBMARINE
21. STARSHIP TROOPERS
(22. ARAB ISRAELI WARS
23. CHANCELLORSVILLE
24. VICTORY - PACIFIC
25. DUNE
26. NAPOLEON
27. FRANCE 1940
28. The LONGEST DAY
29. JUTLAND
30. RAIL BARON
31. LUFTWAFFE
32. MIDWAY
83. AFRIKA KORPS
84. ALEXANDER
85. ORIGINS OF WW II
36. WIZARD'S QUEST
37. CRETE-MALTA
38. GETTYSBURG '77
39. D-DAY '77
40. BLITZKRIEG
41. TOBRUK
42. WATERLOO
43. WAR AT SEA
44. BULGE
45. FEUDAL
46. STALINGRAD
47. TACTICS II
48. MAGIC REALM
49.1914
50. KRIEGSPIEL
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Vol. 17, No.4 polled a 3.73 cumulative rating
which made it superior only to the DUNE issue
among the preceding six issues despite the
unusually high amount of feedback the issue
generated. As usual, the feature article took "best
of issue" honors in our 1200 point scoring system
which awards each first place vote with three
points, second place with two points, and third
place with one point.

The Von Stauffenberg Plan. . . 312
TKO in Three. . .•.....•.•..••.... 184
The Niscemi-Biscari Highway. . . . . . . . . • • . .. 140
The Asylum. . ... 128
The Wizard's Best. . . . . . . • . . . . 93
The Tory and Indian War. 80
Dirty Weather Cruising. 78
Battle of Brussels. . . . . . . • . . . . . . 60
Avalon Hill Philosophy. 43
Flying CAP. 28
Bug Forts and Terran Tanks 27
Fortress Europa Errata & Clarifications. 27

Avalon Hill and its parent company Monarch
Services have recently undergone a corporate
reorganization resulting in a name change under
which the company's stock is traded. Previously
listed under the title Nationwide Diversified, the
company's stock was sold over the counter in
Baltimore for approximately $3.00 per share for
many years. Recent corporate developments have
caused the new stock asking value to spiral up
wards to the vicinity of $12.00 per share as of this
writing. Gamers interested in investing to acquire a
piece of their favorite game company should re
quest information from: Harold Cohen, at 4517
Harford Rd, Baltimore, MD 21 214. The shares of
Monarch Avalon, Inc are publicly traded on the
NASDAQ System under the symbol MAHI.

Avalon Hill will be making major appearances
at two game conventions this summer: ORIGINS
in San Mateo, CA and GEN CON EAST in Cherry
Hill, NJ. We will be sponsoring a dozen events at
both shows. More details will be made public as
soon as we get them.

Napoleonics fans near Columbus, OH won't
want to miss the Napoleonic Symposium sched
uled for August 14-16. Keynote speaker of the
symposium will be celebrated author and noted
Napoleonic authority, David Chandler. Professor
Chandler is the Head of the History Dept,
Sandhurst Military Academy, England, and is
author of several landmark Napoleonic works in
cluding Campaigns of Napoleon and Dictionary of
the Napoleonic Wars. Attendance will be by invita
tion only. Those wishing an invitation should con
tact: Jim Getz, 546 Colonial Ave., Worthington,
OH 43085.

Those interested in getting involved in the
postal play of multi-player or otherwise cumber
some pbm games could do worse than consulting
Michael Mills' ZINE DIRECTORY which attempts to
list all known amateur game 'zines involved in car
rying participation postal wargames. His listing tries
to provide guidelines for selecting a 'zine in which
to play based on types of games offered, date of in
itial publication, regularity, and opinions relating to
overall quality. Among the listings in his directory
are 'zines carrying postal games of DIPLOMACY,
KINGMAKER, MACHIA VELLI, MAGIC REALM,
RAIL BARON, SPEED CIRCUIT, SUBMARINE, and
WS&IM. Fifty cents will get you a sample from
Michael Mills, 1585 Quaker Rd, Macedon, NY
14502.

This issue's cover by Rodger MacGowan
features the Soviet Marshal Semyon Timoshenko
-the defender of Moscow, with German soldiers
advancing over a three dimensional representation
of the STALINGRAD mapboard. The theme is
similar to that used in Vol. 17, No.3, also drawn
by Rodger, which proved to be our most popular
cover art in quite some time.

Infiltrator~s Report
Carroll Reynolds (pictured below at right receiv

ing the Super Bowl Trophy from AHFSL commis
sioner Tom Shaw) got off to a slow start in the 8th
Annual Avalon Hill FOOTBALL STRA TEGY League
with a 2-4-1 record, but won 12 of his next 13
games to finish 14-5-1. Reynolds' Kansas City
Chiefs franchise defeated the Giants of Cliff Willis
34-21 in the Super Bowl to earn Carroll $160 in
prize money plus plaque and trophy.

~---....

It was easy to pick the winner of the race in
Contest No. 99. Red had obvious advantages that
even the most inexperienced player of the game
could have grasped at a glance. However, the
contest required you to pick the best possible move
for Red as well as determining who the most likely
winner was. The best possible move for Red was
one which would result in a 100% guaranteed
victory for Red - a rare happening in CIRCUS MAX
IMUS where victory can be lost at the last moment
in any number of ways.

No chariot could cross the finish line on this turn
so Red's major task was to put himself into the best
possible position from which he could win the race
on the following turn. Red cannot guarantee the
order in which he'll move next turn so his task is to
minimize his chances of being attacked while main
taining enough position to guarantee that his
superior speed will enable him to cross the finish
line ahead of the others. Red accomplishes both
goals by using only 22 of his 23 movement points
to pull his team alongside the wreck on the inside at
8-6. In this space, Red is immune to any and all at
tacks, but with his superior speed is still guaranteed
to edge out his opponents with a one space strain
on the last turn. However; if he used his last remain
ing endurance factor to brake alongside the wreck
he will not only lose his strain capability on the last
turn, but also be penalized for running out of en
durance prematurely. Therefore, Red must make
an attack in order to use up one of its pre-recorded
movement points this turn. The only safe attack to
make is a ram attack vs the team of either White,
Black, or Purple. The target is of no consequence as
the object is not to cause damage, but merely to
slow down without using endurance. The alter
native, to move the Red team to 8-5, would expose
the team to a possible crippling ram attack in both
this and the following turn.

There were literally hundreds of winners to
Contest No. 98 in what has proved to be one of our
most popular contests ever. Those surviving the
luck of the draw to win $ 10 merchandise cer
tificates were: C. Silverstein, Washington, D:C.; E.
Margeson, So. Beloit, IL; R. Klingman, Wichita, KS;
P. Gilliatt, Chester, VA; M. Gray, Ariington,VA; ,M.
Hermanson, Arlington Heights, IL; T. Setzer,
Norfolk, VA; G. Young, New Boston, MI; T.
O'Connor, Orlando, FL; and B. Beyma, Pocomoke,
MD.
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CONVENTION CALENDAR
THE GENERAL will list any gaming convention in this space
free of charge on a space available basis provided that we are
notified at least four months in advance of the convention date.
Each listing must include the name, date, site, and contact ad
dress of the convention. Additional information of interest to
Avalon Hill garners such as tournaments or events utilizing AH
games is solicited and will be printed if made available.
Avalon Hill does not necessarily attend or endorse these gather
ings. nor do we guarantee that events using AH games will be
held. Readers are urged to contact the listed sources for further
information before making plans to attend.

APRIL 25-26
MADCON III, Madison, WI
Contact: Pegasus Games, 222 W. Gorham,
Madison, WI 53703. NOTE: DIP, WQ

MAY 1-2-3
USACON 3, Mobile, AL
Contact: Leo Vaulin, 5856 Lisloy Dr., Mobile,
AL 36608.

MAY 15-16-17-18
CAN GAMES 81, OTTAWA, ONT
Contact: Bruce Knight, 20II B St., Laurent
Blvd, Ottawa, ONT KIGIA3.

MAY 22-23-24-25
GRIMCON III, Oakland, CA
Contact: POB 4153, Berkeley, CA 94704.
NOTE: Fantasy Role Playing Emphasis

JUNE 12-13-14
MICHICON 10 GAMEFEST, Rochester, MI
Contact: Metro Detroit Garners, POB 787,
Troy, MI 48099. NOTE: Past sponsor of
ORIGINS III.

JUNE 26-27-28
GAME CON ONE, Salem, OR
Contact: Game Alliance of Salem, 481 Ferry
St., Salem, OR 97301. NOTE: 3R, DIP, RB

JUNE 26-27-28
MASS MINI-CON, Norfolk, MA
Contact: Stephen Zagieboylo, 33 Grove St.,
Norfolk, MA 02056. NOTE: Fantasy role
playing and board games only.

JULY 3-4-5
ORIGINS VII, San Mateo, CA
Contact: Pacific Origins, P.O. Box 5548, San
Jose, CA 95150. NOTE: THE National Adven
ture Gaming Convention

JULY 17-18-19
CWACON 81, Chicago, IL
Contact: Chicago Wargamer's Ass'n, I East
Schiller #18B, Chicago, IL 60610.

JULY 17-18-19
ODYSSEY 81, Durham, NH
Contact: R. Bradford Chase, UNH Simulations
Game Club, Memorial Union Building, Univer
sity of NH, Durham, NH 03824

JULY 23-24-25-26
GENCON EAST, Cherry Hill, NJ
Contact: GENCON EAST, POB 139, Middle
town, NJ 07748. NOTE: Formerly EASTCON
& ORIGINS V & VI

JULY 30, AUGUST 1-2
NANCON, Houston, TX .
Contact: Nan's Toys & Games, 1385 Galleria
Mall, 5015 W~stheimer, Houston, TX 7705(1.

AUGUST 8-9
5th ANNUAL BANGOR· AREA
WARGAMERS CONVENTION, Orono, ME
Contact: Edward F. Stevens, Jr., 83 N. Main
St., Rockland, ME 04841.

AUGUST 20-21-i2-23
GENCON, Kenosha, WI
Contact: GEN CON, POB 756, Lake Geneva,
WI 53147. NOTE: THE National Fantasy Role
Playing Convention



OPPONENTS WANTED OPPONENTS WANTED OPPONENTS WANTED

GENERAL BACK ISSUES
Only Ihe following GENERAL back issues are slill available. Price is $2.50 per issue plus 10% postage

and handling charges. Maryland residents please add 5u/o state sales tax. GENERAL poslagecoupons may
flol be llsed for this or olher pans orders. Due to low quantities of some issues we request that you specify
alternate selections should your first choice be no longer available. The index below lists Ihe contents of

each issue by subject matter; feature anic1es are designated by an asterisk (*), series replays are italicized,
and the number following each issue is the reader rating of thai panicular issue as a whole, The numbers
following individual subjects referto the number of anic1es about lhat game in Ihal issue. Issues listed in red
arc one color reprints of previously oUl-of-stock issues.

Ftr for SL, COl. COP, BL, W&P, and many
olhrrs.Unralcd,bulconsidcrmyselfafairplaycr.
Trying 1O slarl dubinrn;,area! ChrisSivlcy, 1619
11th 51. S.E. ApI. 19, OCC.Hut, ALJ5601.

Wedend opponents wanted in "'!onigolllcry
area. Anydubs? Will play most AH games. SOrlie
others. Prefer COD. RC, 31C VITO. Call
weekdays 7-4. Scan Penn, I'SC it) Box 9609,
GuntcrAFS, Al36114, (205)279-4428.

GUlen Tag Herr Russisch Ballcr. NcNkd! Ru.\
sian, allied rl'lyer for COD. TRC. FE, AZ. I'm
rated 1500. Will pbrn/ftf. NOlkc probable op·
ponents, Vid Gluck! 101m Andason, 907 SdlOol
St.,Ozark, AR 72999, (501)667-3743.

AClung! Adull no,l r:lIed, flfc'ombal only. SL.
COl. COD. call Friday thru ~lontJay ni~hls, Also
involved with S.c.!'. 1 am tired of playing
solitairc. Ricllard Tallcnt, 4141 E. Firsl SI .. Tuc
son. AZ85711, 326·8125.

E~r~rienecd adull gamcr >ceb ftf wilh 0lhcr
gamcrs ill SLOarca ill AI', COl, COD, SST. You
namc it, I play it. Nick Danger, P.O. Bo~ 1754.
AlaSc;\d~ru, CA 93422. (805)466·9428.

Flf opponel1ts wanled for mull i-player TLD or
FT. Alsuhavcmost0lllergallles. MikcKennedy,
152 Rodcekcr, Azu~a, CA 91702, (213) 969-3 106.

13yr.oldplayerlookingforIHopponcnl.lknow
how 10 play AI', AZ. B1S, cal. COD, FT, SL,
SUB, 3R, TB. Anthony Cruz, R365 CapiSlfano
Avc.,Canoga P:lrk,CA91304,347-R712.

Adult AREA 1547 secks rated pbm, php, flfSUB,
MD. Prcler 3·cornercd gallies W/lll11pire and
blind rTll1\'emcnl. Dennis Reilly, 1185 Ironwood
Way,Concord,CA9452I,(415)689-4991

AREA 1200 seeking rated 1776, SL, Cal. AOC,
PL,and AI"'. l'llorpblll. Dougla.IGraham, 1153
Highland Dr., Dcl ~1ar, CA 92{)l4, (714)
481-8962

Wallt opponent for pbm. WSII\1. SST, SL. cal.
COD. Nced systcm> for all. nOI AREA rated. For
fun only no blood. All leiters answcred. I\10nle
Grifliths, 18818 San Felipe. FOllrllain Valley,CA
92708,963·4267.

New DIP club forming in Fulerlon/surrounding
areas to play !!!. WillalsopJaY~Ol11<'pblllgames
with anyon~. depending on a'·ailability. Send
SASE to: Bob Stanton, 745 Rancho Circle,
Fulicrton,CA92635.

23 yr. old gamer w;rnlS Opp'lIlems pbm: TRC,
AZ, '1nd III: CAE, PL. WAS, lW ;rnd nlore.
AREA 1500. Niklas Bad. 853 Carnation Ct.,los
Alto" CA 94022, (415) 9-11-8%4.

BcginnN il1lcr<'l<led in Sl. COl. COD. W51M.
AREA applicd for. Nced 10 know abOUI any clubs
or groups in or around los Angeles. Sig Rarr,
P.O. Bo~ 33225, LO$ Angrle." CA <)()(I33, (213)
269·0851.

Non-rated flbm. Sl, cal. Pl, Flo N<'cd sySleni
for VITI' pbm. All leiters answered. Avcrage 17
yr, old. For fun only, please. Rick Billings, 3744
Granuview Bh·d., los Angele~, CA 90066.
398·6955.

Wish for anotllcr pbm game of W&P, multi
playcr.ComboGl\landhonorsystellL Han'pbrn
sheels. Harald Hansen. 35605 lunuy Drive,
Newark, CA'I4560, (415) 791-1045

Postal Kingmaker. Games .,tarting ,oon and
throughout the year. Rlissel Balgair,4015 Ho"c
St. Apt A, Oakland, CA ')4611.

Wanted pbm opponcnts far ,\K. BB. LW, TRC,
PB, STAI.. and ehe~s, Flf above plus WAS, l\-'IR.
WQ, Dl, VITI'. TB and KM. ~'larcrl Carbon
ncau, 1824 S. Broadwa)'. Occanside. CA 9205-1

Area 1200 (pro".) seeks pbm opponenlS I'or
00'77. TRe. Rated gamcs only. Pbrn code of
conduct nceessary. Alllcltc'rsanswcrcd. John R
Swanson, 235') I)over Way. l'illSburg, CA 94565.
(415)432·1870.

Help! Competenl teenager needs new opponenl
for ftf PL. Sl, COL RW, NAP, SC, WSI,"I,
AIW. Will learn others. Anygamingclubs;\rOllrld
here? Mall Thomas, 8824 Amigos PI;ree, Ri'·er·
side,CA92504,(714)687·'Xl32.

Andromeua has ,-banged it's naille but it's the
samc zine. Games include DIP, OR, AK, WSIM
Send me a slaillp for The Wllite Duke. Stevc
Shaddi~. 54861llllano Way, Rocklin, CAY5677,
(916) 624-2824

*

Flfopponentswanlcd forPl, PB, BIS, lW.MR.
TB, VITP, All lellers answcred. Rated or non·
rated games. Skip Gonsalucs. 215 391h St..
Sacramento, CA95816, (916)455-0196.

Wanlyourfaeestompedandyouregodestroycd?
Groupof4 18yr. olds looking lor pigcons. You
name il: w<: play it~for Iun. Mik<: Ridgewav.
4855 Aha Dr., Sacramento. CA 95822. (916)
451-0468.

Beginner "'ams pbm opponcnl. Any arca any
game. HavcTKC. willing tel buy a"y othcr. AUult
preferred. Charles ChaIXI. 371 Calle GU;\Ylllas,
San Clemenle,CA 92672,{714j496·5697.

Experienced player with 40+ g<lmesofwar, fan
tasyand S<'icncc fic·tionneeds ftfopponent{,) in
teresled in~tandardanduncomrnonlitles.James
Oakley, 126 Shirley lane, Santa Maria. CA
93455,937-8304.

Slill languishing in Sama Maria. Scek localop
ponenls for occasional ftfplay in Sl, COl, COD.
\VSIM, etc. len Carpenter. 516 E. Orange. Sanl;!
maria. CA93454, 922·6286.

NWA elfkrs opponents, dub·zine, three GI\I
rags. pbnl direelOry. ratings, ralfles, patehes,
bdges, lourneys. awards, ;\nd a change to bc
assoeiatcd with the bcst! National Wargaming
Alliance. 9233 Kellwood Dr. 1f21R. Spring Vallcy,
CA 92077, (714)697·3208.

VITP and WAS eombincs for good game my
gamc. Use "Burkes laws" {Gen. vol. 17 #3) and
morc. Adults prefcrrcd, Craig Burke. P.O. Bo~

318. Tiburon, CA 94920, {415J435-3338

AREA 600TRC play<'r wams pbm opponcm wilh
abOutSanler;rting.Seriousfriendlygallle.ALsofll
inlo~alarea. John Karr. 1205 S. Chcllon Dr. Apt
326: Colorado Springs, CO 80910.

W&P afficionados. If ,'ou are looking for in·
tercsling pbm multi playcr competition 1 have
syslem. First 5 players will bcar:ceplcd. Random
urawings for countries. Ron Berg, Box 1095,
Granby, CO 80446, (303) 887-2300.

looking t'ordubs and pbm opponcnts l1aveSl,
COl, COD, PI., TOB, AIW and othcr,. Anyonc
i~leresteu in starting a pbm club? Robert Sakcr,
190Avc H, Apalachicola, FL 32320.

IS yr. old looking for ftfgamcr forVITP,AIW,
Pl, Slo Aliletlcr~ an,wered. Any Tarllf'a c1ub~?

1\'lichacl Rogero, 3102 Haverford Dr.. Clear
water.FL33519,{813)796-8351.

Dewaralc! I nccd ftfopponcnts forTRC, WAT,
BB and FE. Former Ncw York~r ean'l lind any
oppOrlenl~! Will go nUIS if no answer! Tony
,"Iorale, I09SE3rdAw., Hallandalc, FlJ3oo9,
(305)458-4866.

AREA gamer s~eks anothcr AREA g;\rncr in a
rated or non-r;rted pbmgameofAK. All leiters
will be answered. Kevin Cronin, 1626WilcySt.,
Hollywood. Fl 33020

Ft. Myers, 1'1 area. Flfonl)'. Have FL, KM, MR.
SST, SUB, CM, WAT, WQ, lC&S. OPPOnenb
must know basi<.: rllle~ of g;\me(s). Joseph A
Barry, P.O. Box 05787, Tiee, Fl 33905.

Opponents wantcd by many local gamers for
AIW. COl. COO. NI'. PB. PL. TRC, Sl. SUB,
3R. W&I'. Some of us are AKEA rated. Contact
H. SCOIi Jones, 910 North Avc., Zephyrhills, Fl
33599,(80)782-5062.

AREA 1600 seeb mature 150011 opponem for
pbm AK. Prcfer Gerrn~lll', bUI won'l lose
British. Will answer al1letlers and ean
fa~t moves. Jack Wilson, 1032 Jone, St.,
Honolulu, HI 96818,422·0315.

W,\S opponelll wanted. Will play either side.
Non AREA gamcs prefcrred. Da>'id Jameson,
7504WiL,hire,Boisc,ID83704,(208)376-2206,

Pblll oppon<:nl wanted 10rTRC. BB. AK, mUSt be
AREA game AREA raling 90Cl Provo Stc-en
Westhoff, 3641 PandolaSt., Joliet, IL 60435,
741-0571

Wantcd:extrcmelyknowlrdgeablcadultfoolball
fans in Jolici area 10 participate ill organi~ed

league. J'>like Weleh of Crocker MO. rleaseeall
llle.JulesWojcieehowski,859.I,oloranSt..Jolicl,
IL60435,(815)722-1309

15 yrs. old, AREA 1200 pbm SL., SST. Will play
AREA members only. I'll play all who are 2500
;rnd below. Dan Thorson, 1770 W, SOlllllInOr
Rd .. Morris.II.. 6OJ50, (800)942·4072.

AREA 1330seeksrated 1200+ opponcntsinpbm
AK. First fi"e'uilableoppDnenlsar:eepled.Wili
takeeilher;ide.lfyouwantAxiS,sendfirstmove.
Jim Chung, 511 N. Aldinc Ave., Park Ridge, IL
60068,(312)825-8541

BcginllerplaycrscekselpponcnlsinChieago;rrea
and nortbwesl Ind. Interestcd in PL. W&P. BB,
but will also lcarn gallle.<;. GrcgWillett,2lJ04lst
Place, Highland, IN 46322, (219}924-0594.

Tircdofplayingsolitairc.2ycarsexpcrienee.CM.
COl. COD. FE, PI3,Sl.3R. W&P. WAS. AREA
arnot. Honor,ystem for faster play. John Lake,
Bo~ 173, Swayzee, IN 46986, (317) 922-7448

Hclp! Need opponenl for Sl, COl. WAS. Will
Ira"d short diSlanccs. Would like to lrarn olhcr
games. Pmb or fli'. Chuck Hermansen, R.R, 4,
Cedar Falls,1A 50613, (319)268-0034.

Pbm Area rated only. I am 1200(prov.) AK, HB,
DO. PB, STAl, TRC. Plcascstate ;ide preferred
andr;rling.JaekJ.White.28278IhAve .. Counr:il
Bluffs, IA 51501, (712) 328·O'J87,

Starling pbm wargaming opponents needed for
Cal. COD. PB, Pl, Sl, TAC, 3R. Will answcr
all letters. Allan J. SI.May, 409 Paul RcaverePI
Api 1, Davenporl.IA 52806, (319)386-4486.

Extremely int~nse. 31 yr. old gamer ~eeks op·
ponents fur t\K. BL, PB, TRC, Sl, SST. 3R. Ftf
only. L. Forsythe-where are you? Michael
Howard, 313 N. Benton, Ottumwa. lA 52501.
(515) 682·38'Xl.

1'/1 yr. Sl. cal veteran wants pJayers, Also have
played SUB, VITI'. will learn 3R, COD. and
otllers. Fair player, no ARE,\. Don Eyrcs, RR2
Bo~ 73, Muscatine, IA 52761, (319) 263·5423.

AREA 600 wants ftf for WAS and VITI' also
want pbm for I'll. JUSl a beginner looking to

learn. Ftf in Baton Rouge area only. Chuck
Bouner, 7136 Villcre Dr., Bakcr, LA 70714.
775-5300.

Arc there any w'lrgalllers nonh orthe lake who
wouldlikl.'lOholuwcekly!l\eelings? Please call.
Richaru Lambert, 504 Walcr Oak Lane,
Mandevillc,L\7fl448.S45·3708

AREA 1400 .\cc'ks rated pbm Sl. COl. Use my
pbmsy.\\enl. All replies answered. Herb Iloutilier,
Moro Rd. Box 62, Smyrna Mills, ME 04780

Wanted baek issues of Gencral Vol. 13 and Vol.
12. Also Vol I Ihrough Vol. 10. Will pOly good
priee. Ry;\n Sehuill. 18co. Bancroft Hall. USNA.
Annapolis,MD21402.

Adult looking foropponcnltoplayPl, by mail.
I·mabeginn~rbullrarnvcryfast.WilllcarnOlher
WWII game." will ;\1I5Wer allletiers. Jim Miller,
4105 Newton S1., Colmar Manor, MD 20722.

Wanted flf SL. COl, COD, CAE, Columbia
localily. Also wanted ncw COl se~narios, willing
10 rellumaratc·. All Ictters answered flrmnptly.
Ally garners in Columbia? George Marlin. 10754
Evening Wind Ct .• Columbia, MD 21044, (301)
730·7862.

Adult looking for ftf oppon~nt.\ in thc Eastcrn
5horcarea.I liketoplayTRC,W&I',FEPB/PL,
3R. the dassics. and olhcrs. Rob Ileyma, 407
WalnutSt., Pommoke, MD21851.957-354I,

Ftf adull opponellls w'lnlcd. Napoleon 10 pre
,enl. AK. CH. AZ. FE, TRC, etc. Greg Thorn
Ion. RD 2, 130~ 60. Rock Hall. MD 21661. (301)
639·2269.

25 yr. old,eeb pbm oppunenl MD, WAS, VITP,
STAL. Necdsystcm forSL. COI,COO. 3R.goou
player not area raleu. All games complcled, Ran
dy lindaucrc, 13533 Vandalia Dr" Rockvillc,
MD20853,(301)949-1886,

25 yr. old seeb pbm opponent 1\,10. WAS. VITI',
5TAl, need syslem for Sl. COL COD, 3R. Good
player nOI AREA raled all games compleled.
Ra~dy Lindauere, 13533 Vanualia Dr., Rockville,
MD20853,(301)949-1886

15 yr. old novicc wants opponem lor WAS,
VITP. W5IM. 3R. Anyon~ in cias,ical high
school? Anydub~ in area? looking forpbm for
Slo John Kubetin, 51 Pelham SI., Springfield,
MAOII09,(413)736-2835.

Wanled opponellls for pbm AK. and Pl, (need
sy~lem for pL) also ftf PL. AIW, NP. I'll, SST.
and AK. prefer AREA raled for pbm. Alan l3aril,
114 Ravcnswood RU, Wait ham, MA 02154,
893-2391

Wanted ftf RB, Sl, COl, TRC, 3R, VITI'. WQ.
Will tearnothers. BrlleeOlson,15 Prospect St.,
Wcst Bridgewater. MA02379,583·3122.

Non·AREA rated 16 yr. old, 5yrs. expo desircs
pbrn for FR, BB. FtfforCOD, Pl, WSIM, SUB.
MeGer. Playad'<anccd/tOllrnamelH ru!es. David
M, Comwse, 212 5. Wailies Rd., Battle Creck,
MI 49017, (616)963·7013.

Postal DIP, KM. I\-IACH, DUNE, and morc in
PI;\gue Timcs, S<'nd 15' stamp for ~ample. You
WOn'l bc sorry. N\VA approved. Marion Bates,
P.O. Bo~ 3Rl, Kalka~ka, 1'.1149646.

Wantcdopponcm forSl, cal. COD, SUB, SST.
lam 16yrs.old. I have been playing for3'/i years.
Also play (AH) sports games. Joe Schmitt, 6268
Fawn n. Dr. NE, Stacy, MN 55079, 462-1471.

lJ yr. olu looking for opponts for rated or
unrated pbm or ftf gamc of TRC. Arc there any
clubs in my area. Bobb)' Nations, Rt. 1 Box 86 N,
Brookhaven, MS 39601, 833-9611.

Need opponents a~ not played in 12 years. Have
AK, 81S, DO, STAL. Played olhers will learn
more pbm orftfwilltadult. Ron Kobertson,2821
Fordham Dr.,SI.louis,M063129.

AREA 1200would likepbm MD in rated or nOll
ratcd games. Need ~ystem. F&S within rcasoIlabl~

distance. DavcThirl,618Mc<ldowlark lane, Liv
ingston, MT 59047, (406) 222·0582.

BeginllerncedspbmorftfopponentsforPB,PL,
SUR. Need syslems for Pl, SUR Also, Irying to
get a beginners game of 3R going. Bob
Braealcme, 11 E. 7tltSI., Burlington, NJ08016.

OpponentwantedS.Jerseyarea.lplayAF,AlW,
AOC, COl, COD, PB, Pl, SL, Rl, TAC, VITI',
3R, WAS. Any dubs in S. Jersey? Ke>'in
McDonell, 62 Downing SI., Chcrry Hill, NJ
08003,(609}424·9526.

Experienced gamer ~eeks opponents; IH allcr
noons. Prefer sllort secnarios to c<lmpaign
monSlcr~. Enjoy playing AIW, VITI' WAS
(varian I}, SUB, RW. Also anything new-I'm
game. Brian Butler, II B E. Atlantic Avc..
C1cmenton, NJ 08021, 627-2826.

16yr. old beginllerseeksftforpbm for any games
of comple~ity raling l. Then a and
Anyone in EBHS? Bob
Rodney Ru .. E. Brlln~wk··'. N·:J··· .. " ..."
254·6322.

15 yr. old desires ftfin Sl,COI, PB, 1776. Will
learn others indudingSF, Fantasy. Carl Resnik,
313 N. Cumming, Ave., Glassboro. NJ 08028,
(609)589-2447.

Ftf, Sl, Cal, COD, TRC, also DIP if you hal'e
NOI rated.16yr.old. Willing 10 lcarn olhers or
join dubs. Scott Thomson, 748 Norway Ave.,
Hamilton Township, NJ 08629, (609) 586·9-158.

Wargame group meets Friday nights (usually).
Avg. age 27. Multi playcr tactical WWII. Moslly
SL or AI' systems. Beer. prct~ds gaming. llil
Ncwmann. 680 N. BeersSt., Holmdel. NJ 07733,
(201)739-2571.

35 yr. old desires ftfopponel11s Friday and/or
Saturday nightsalmyplace. Will play any game.
Own over 100 games. Rod Taylor, 1313 linden
Ave., Kirkwood, NJ08043, 627·1327.

Looking for ftf players aged 16/1 for COD, PB,
PL, RW, SST, 3R, WS1M, 1914.and 1776. David
McNeely, Apt. B·506 Kings Hwy. Twrs., Maple
Shade, NJ 08052, 778-8766

Friendly comp~tition wanted in N. Jer~ey flf.
Pbm elsewhere. SL. COl. COD, SST, AIW, PB.
PL AREA 1400 (prol'.) Will play rated or not.
DanSulli,'an, 113 SpcarSt., Oakland, NJ07436,
(201) 337.7584.

Age 26. Rated 1090 provo Desirc ratcd pbm TRC,
ftf TRC, SL Desirc non·rated ftf FE, Sl. cal.
John Wild, 6501 W. Charleston #167, las Vegas,
Nev;rda 89102. (702) 870-7042.

Brave and hearty travlers for ftf exploralion of
MR. Also needed is average ftf in SL, COl, COD
and other in Tri City area. Robert Kaliski, %
M;rguire Ave .. Alban)', NY 12204,465-4383.

Friendly garners wanted in bavaria ftf: CAE,
WAS, AOC,PL, WSIM. FR, TRC, pbm inGer
many only ratca or non·raled. Cpl_ Wesley I.
Glasgow,Sotas,501 MI BN.APONew York, NY
09326,09802-633.

Needeollegeageorolderopponcmsand/ordubs
in Bklyn, Quecns, Manhattan. Especially Sl and
COl. AREA mlcd and have 10 year~ gaming e~_

perience. A.I',tlazlO. Jr.,435 E.8thSt.,llklyn.
NY 11218,941-9433.

Ftf games wanted, OIl' is favorite also like 3R,
CAE, SOn. Havc Uozen, 01 (lihers SL, TRC.
WAS. VITP. STAL, WAT, etL Thom Burnett,
341 Bayno:£, Buffalo, NY 14213,81':6-4647.

Inexp. gamer need, opponcnt, in Ihe Southern
tier. Will learn new game~. GE, DlP,SST. Kobert
Leonard, RD I Disbwwhill Rd., Dundee, NY
14837,(607}292·3598.

Adult (29) gamer looking for individuals or
groups fur flf in W.."lcllester Co. Mo,t AH
gamcs, esp. SL, COl. COD. CAE, VITI'. AZ.
Kennclh Mar~\". 7 Manchester Rd., (914)
961-8862

15 yr. olu wants ftf for DO, AK. AOC, MID.
SST, TAC 3R, VITP. WAS. Any dubs in Illy
area? Not rated but goou. John Scarpelli II. 124
Benl Oak Trail. Fairport, NY 14450, 223-3965.

1-klp! IneedopponcntsforphmorflfTB,AOC,
KM, Pl, W&P, FE, Sl, COl, COD, TRC, Ill,
MR. pB. 3K. Neeu pbm systems. David Maurcr.
810 E;rsl Ave., Newark, NY 14513, (315)
331-1374.

Pbm DIP players wantcd. AM. GM for regular
games. Open 10 variants. Alsoopponents forpbm
RW. Anyone gOI pbm selup for 1776? Gregg
Dick. 7B22 Woodstock VlG, P01.sdam. NY
13676,(315)268-4363.

Announcing lions' Roar. Player's magazine
modrratingpbm KM. Si-move with cvil pl'cdsion.
SASE for uelails. Fr;lnk Stolte, 112 Kent Blvd.,
5alal11;\ur;\. NY 14779, (716)945·2556.

15 yr. old seeks opponent ftf, LW. Sl, COl,
COD. Will pbm also. Rich le"ill, 44 Soutll Gall'
Dr., Spring Vallcy, NY 10977

Pbm AK, GRAD: will play anyone, prefer Iriend
Iy adliits. Prefcr ratcd game,. one each ,ide.
simultaneous. Sendopening-an,wcr~lOali. My
rating 1400. David Antczak, P.O. Bo~ 5411,
Raleigh, NC27650, (919)876-6382.

Want 10 join or start warg;rmedub in my area.
Can hosl. Also opponent~ for PL, PB, AIW,
VITI'. flf or pbm. AREA ralcd 700. Jolin lenlZ,
Box41, Rockwcll, NC 28138, (704)857·6093.

AREA 1500 wants rated 1400+ for AK. I'm
allies.Sendr'ltillgandqualifierswithrcplyll1a\'e
die rolling system, Also wantcd Sl.serics, WSIM.
Greg Cassity, 2717 Gullick. MuskOgee, OK
74401, (918) 683-4349.

Ftf rated or non-rated games SL. GE in OKC
area. Rated 1100ABll will play most others. Alan
R. Woodcock, 5'Xll NW 34tlllt, Oklailoma City,
OK 73122, (405) 495-5475

Wanted:arcaratedpbmofPLMyr;rlingis900
SICVC Shields, 1041 Arrowhead, Yukon, OK
730')<,1.

14 yr. olu needs pbm opponent forTRC, I'll. Will
lake on anyone in Clcwl;\nd area. Will use any
options in either ganle. Matt Brown. 8375 Sun·
nyd;rle Dr., (216) S26·1654.

Adllit AREA raleu beginner,eeks same fora pbm
rated game of LW. JocGrccn, 14011 Brookp;\rk
Rd. Apt 224, Brook Park, Ohio 44142. {216J
267-9066.

Will modcratc DIP. Fee will be twO stamps per
turn. Send postcard withcoumry prefercnce list.
Gamc will stan when enough players write.
Nobuya Higashiyama, Cedarville College, Cedar·
ville, OH 45314, (513)766-2211

Beginning gamer agc 28, wams ftfopponCillS for
pB, pl, SL Willing to learn more. Alan Duor·
shak,5406S,E. 1191hAve., Portland. OR 97266,
761-7198.

Attention boardgamers! The Portland boar·
dgamer~societyi5here.AlIgamesfrOlllaneientto

modern 10 bc playcd. Mcets weekly. Malure
gamersonlyplease.5coltPayne,7625S.W.9Ist
Ave., Portlanu, OR 97223, (303)244-0660.

16 yr. old g;rnler looking for flf gamcr in allY
wargames. Arc therc alt)' clubs in York. 1 have
TLD, AI', Fr, WP anu many olhers. Mark
Young, 6611 Carlisle Ru., DO"er, I'A 17315,
292-3413.

Adult AREA 1200·1500 pbm AZ. AK. I'll, Plo
Only fasl reliable opponcnlS apply, Mikc
Eckl1arl,RDI, Hox 269. Germansville, PA 18053,
(215) 767·1759.

SL, COl, COll. vel looking for 0ppollcnts in
Westcrn PA. Have many otlter games also. Play
for fun not blood. Tom Kearney, 1037 Nimil"k
A"e., !,>10naca,I'A 15061, (412)775·7224

AREA 1500N seeks raled 140011 for raled pbm
0077, TRC anu AZ. Prefer Allics, Russians and
AlIie~, respeclively. Age 27, raling provisional.
Kodger Samuel, 741 GrOl'eA\'e., New Brighten.
PA 15066, (412)843·9383.

AREA 14<Xl wanls pbm. but nceds info, for
DUNE, MD. SST againsl Araehnio;, hiuden unit
for I'll. PL, GUAD. Any garners Ncw
Cumberland '1re,l? R.G. Robinson, 141 H.
Gardcn Ave., NCAD. New CUlliberland. PA
17070, {717} 774·4349.

lookingforftfplayersforBIS,COI.PL,WSIM,
RW. I "ill figlit 10lhebitlerenu, if you dare to
challenge. 17 yrs. olu. Slcphen Tornrtta, 1800
DeKalb SI .. Norristown, PA 19401, (215)
279-4095,

Adliit gamcrlooking for mature ftfoppollents in
Pgll. AREA. 1play mOSI AH wargames including
Tl.D. Tom 5emian, 2413 Starkamp St .. Pgh., PA
15226,344·7064.

Averag<' 13 yr. old 100lkilig for ftfopponems in
mOSI WWII games. ie .. TRC, FE. PL, et~..
Anyone play Seapuwer? Patrick Lynch. no
Dcvunshire Dr., Siale Collegc, I'A 161101.
237-0758.

ElM 1300+ age 33 .Iceks rated porn TKC using
my "arialll, You dlOoseside;. Onlydiligcnt fasl
reply focs please. J.e. lawson. 1515 Gi"t SI
CB·2, Columbia, SC 29202.

Wanled pbm opponenl~ for AF, MD. SUB..
WSIM. Will bll)' and learn any Oilier. Usc your
pbm ~ystelll. also flrOppon~nl;; in area. Milo Ba~·

Icr, 209 Hodge Cir .. Nashville, TN 37218.
876-9226.

Good 15 yr. old ~eeks ftf SL, COl. TOll. I'B,
TRC and WQ in Nasll'"ille area. Will pbm PBand
TRC. BrCIi Lynn, 765 I\1cMurray Dr. Apt. J·9.
Nash"ilk, TN 37211,(615}8)J·6775.

Pbm, AK. AI., AZ, Ill, BB, COl. COD. FE.
40-FR, FITW. GE77, TLD, lW. PB. TRC, SL,
SI-!. STAl, VE, \V&I" WAT, Gllad" 1914, Of
fiecr John D. Cal"'. Winnie Unit. Huntsvilk, TX
77340,(713)295-9016.

Unrated Sl, COl. COD. Enthusiast looking for
oppol\cnl~inNacog.docles;rnd corsicana arcawill
pbm or ftf but h~Y(' no sy<tem. David Tolar. Bo~

4440, Naeogdoc!es, TX 75862. 569-2158.

Adull AREA 1500 (prov.) seeks pbm, DD. LW,
STAL. flf (Dallas area) WWII or SF. Mature,
fast, for fun playing. Ron Marshall, 204 Molina,
Sunnyvale, TX 75182, (214) 226·J309,

E~perienced gamer looking for flf opponent for
TRC, BL. Joc Bordonaro, ApI B·2, Ralllsgate
Apts .. Blacksburg, VA 2406O,(703) 961-2697.

AREA 1200+ players wanted for rated pbm or ftf
game in Sl, COl. COD. Have pbm system using
random number sheets. Novices need nOlapply.
James M. Minnow, 3615 Malibu CI #203, Falls
Church, VA 22041, 671·2865.

Commanders .....anted for multi-player Sl,
monstcr game. Bill Owen, 931 207th Ave. NE.
Redmond, WA 98052, 883-6101.

Adult ..... anted for pbm advanced AOe. System
erosseslellCrS in mail toavoidmodcrator. Most
turns 3 mailings per player lurn. AOC really
works pbm! Jeff Alsdorf, 7510 18th ,he. NW,
Seatlle, WA 98117,(206)784-2148.

Experienced ftfgalller is trying his skills at pbm.
Have Sr~tems for pB and TRe. Will play many
Olhersftf. Franl.Miklautsch,Subllox 1691 Seat
tie Pacific Univ., Scan Ie, WA 98119. (206)
281-2440.

Wanted Generals Vol. 8 No. I, Vol. 8 No.3, Vol.
8 No.4, Vol. 9No. I, Vol. 9 NO.3 Vol. 9No. 40r
at leasl copies of the Luftwaffe arlicles from
above. Michael Knautz, 301 1 S. 56th St. Apt, 11,
Milwaukee, WI 53219, (414)327-3368.

*
Vol. 12, No. 2-*Tobruk, PanzerblilZ, Bulge, Blitzkrieg, Panzer Leader, Stalingrad .. ,3.10
Vol. 14, No. 2-*Kingmaker-7, Alexander, Squad Leader. , . 3,27
Vol. 14, No, 3-*Arab Israeli Wars-3, Stalingrad, Russian Campaign, Third Reich, War At Sea .. ,3.17
Vol. 14, No. 4-·Victory in the Pacific-2, Slalingrad, Third Reich, Richthofen's War, Jutland, 1776. , ,2.53
Vol. 14, No. 5-*Squad Leadcr-3, WS&IM, Russian Campaign, Midway, Starship Troopers, Third Reich ,2.77
Vol. 14, No. 6-·D-Day, Victory in the Pacific, Panzer Leader, Caesar's Legions, Tobruk . 3.51
Vol. 15, No. 1-·Geltysburg-3, Squad Leader, Starship Troopers, Russian Campaign, 3.48
Vol. 15, No. 2-·Panzer Leader, Stalingrad, Third Reich, D-Day, Rail Baron, Victory in The Pacific .. 3.44
Vol. 15, No, 3-*Assaull on Crete-3, Invasion of Malta, Russian Campaign, Third Reich, Squad Leader, War at

Sea. , ,3.44
Vol. 15, No. 4-*Submarine-2, Caesar's Legiofls, Panzerblitz, Third Reich, WS & 1M, Squad Leader,

Waterloo .. ,3.31
Vol. 15, No. 5-·Midway, WS &IM Origins-Third Reich, Afrika Korps, D-Day, Squad Leader, Feudal, Alesia,

War al Sea, Starship Troopers. , , 3.13
Vol. 15, No, 6-*Cross of Iron-3, Victory in the Pacific, War at Sea, Arab-Israeli Wars, Slarship Troopcrs, Panzcr

Leader ... 2.66
Vol. 16, No, 1-*Anzio-3, Panzerblitz, Third Reich, Napoleon, 1776, Diplomacy. 2.67
Vol. 16, No. 2-*Bismarck-4, Panzerblilz, Afrika Korps, 1776, WS & 1M, .3.28
Vol. 16, No. 3-·Panzer Leader, Cross of Iron, War at Sea, Tobruk, 1776, Midway. 3.33
Vol. 16, No. 4-*Magic Realm-3, The Russian Campaign, Cross of Iron, Third Reich, , .3.23
Vol. 16, No. 5-*The Russian Campaign, Submarine, Slarship Troopers, War al Sea, Panzerblitz, Rail Baron,

Napoleon, Blitzkrieg. 3.27
Vol. 16, No. 6-*Dune-3, Anzio 4 player Diadem, Diplomacy, Outdoor Survival, Anzio-2, Panzerblitz. 3,82
Vol. 17, No. 1-*War & Peace-3, War al Sea, Third Reich, Cross of Iron, Crescendo of Doom, Midway, Magic

Realm, Luftwaffe. 2.79
Vol. 17, No, 2-*Crescendo of Doom-3, VicfOry In The PaCific, Microcomputer Games, Waterloo ... 3.18
Vol. 17, No, 3-*Afrika Korps, Cross Of Iron, Third Reich, Crescendo of Doom, Air Force, Russian Campaign,

Victory in the Pacific. 3.34
Vol. 17, No. 4-*Fortress Europa-4, Cross of Iron, Midway, VITP, 1776, Wizard's Quest, Slarship Troopers,

Napoleon, , . 3,73
Vol. 17, No. 5-·Circus Maximus, Third Reich-2, Richthofen's War, Squad Leader, Stalingrad, Panzer Leader,

Kingmaker, Magic Realm.



NAME

2. _

ADDRESS _

CITY STATE ZIP _

1._--------------------------

Issue as a whole ... (Rate from 1 to 10, with 1 equating excellent, 10 equaling terrible)
Desl 3 Articles

3. _

It is the German January, 1943 turn in a game of STALINGRAD.
They have four turns left in which to take Stalingrad or five turns left in
which to eliminate all Russian units. The odds are against them, but the
game is not yet lost. You can optimize the German chances by attacking
at critical points, eliminating as many Russian units as possible and leav
ing your units in position to exploit success. The Germans have four
replacement factors saved, the Russians have none. The replacement rate
for Stalingrad is eight factors per turn.

To enter the contest merely write the attack factor of each German
unit in the hex you will move it to. Limit: one entry per subscriber.

Ten winning entries will receive certificates redeemable for free AH merchandise. To be valid
an entry must be received prior to the mailing of Ihe next GENERAL and include a nurr.:erical
raling for Ihe issue as a whole as well as lisl Ihe best J articles. The solution will be announced in
Ihe nexl issue and the winners in Ihe following issue.
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1. Want-ads will be accepted only when printed on this form or a facsimile and must be accorn·
panied by a 5()1t: token fee. No refunds. Payment may be made in uncancelled U.S. postage stamps.
2. For Sale, Trade. or Wanted To Buy ads will be accepted only when dealing with collector's
items (OUI of print AH games) and are accompanied by a $1.00 token fee. No refunds.
3. Insert copy on lines provided (25 words maximum) and print name, address. and phone
number on (he appropriate lines.
4. Please PRINT. If yOUf ad is illegible, it will nOl be printed.
5. So that as many ads as possible can be printed within our limited space, we request that you use
official state and game abbreviations. Don't list yOUT entire collection, list only those you are most
interested in locating opponents for.
Afrika Korps-AK, Air Force-AF, Alexander-AL, Alpha Omega-AD, Amoeba Wars-AW,
Anzio-AZ, Arab·lsrae1i Wars-AIW, Armor Supremacy-AS, Assault On Crete/Invasion Of
Malta-AOC, Bismarck-BIS, Blitzkrieg-BL, Battle Of The Bulge-BB, Caesar Alesia-CAE,
Caesar's Legions-CL, Chancellorsville-CH, Circus Maximum-CM, Cross Of Iron-COl,
Crescendo Of Doom-COD, Dauntless-DL, D-Day-DD, Diplomacy-DIP, Feudal-FL, Fla'
Top-FT, Fortress Europa-FE, France 4O-FR, Fury In The West-FITW, Gettysburg-GE,
Gladiator-GL, Guns Of August-GOA, Insurgency-INS, Jutland-JU, Kingmaker-KM, The
Longest Day-TLD, Luftwaffe-LW, Machiavelli-MA, Magic Realm-MR, Midway
MD, Napoleon-NP, Naval War-NW, Objective: Atlanta-OA, Origins-OR, Outdoor
Survival-OS, Panzerblitz-PB, Panzer Leader-PL, Rail Baron-RH, Richthofen's War-RW,.
The Russian Campaign-TRC, Samurai-SA, Squad Leader-SL, Shenandoah-SH,
Stalingrad-STAL, Starship Troopers-SST, Source Of The Nile-SON, Submarine-SUB,
Tactics 11-TAC, Third Reich-JR, Tobruk-TB, Trireme-TR, Victory In The Pacific
VITP, Viva Espana-VE, War and Peace-W&P, War At Sea-WAS, Waterloo-WAT, Wizard's
Quest-WQ, Wooden Ships & Iron Men-WSIM.

NAME PHONE _

ADDRESS _

CITY STATE__ ZIP _

THE GENERAL
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+ READER BUYER'S GUIDE + ~ iid!l-~I;~ i+ WHAT HAVE YOU BEEN :
: : as ~~i!~]' ~l~ PLAYING? :
: + "en,,"'flo ,,~; i +

AIRFORCE $16.00 S;~ !a ';. =~ ;0" ';;' Top ten lists are seemingly always in vogue these days. Whether the sub- i+ >:;:;--:: ~~;. C'i+ Plane to Plane Combat in the + ;: a ~ :; s; ~ 8. ~ a: 0 ject is books on the Best Seller List, television's Nielsen ratings, or even

+ European Theatre of WWII ++ !a; ; ~ ~ : ~ ~ ~ + ~~~~S~~h~:~~~~~~;~g~~~St~~ ~~~;:t~~i~~.~:rt~;~~~~~~~~i~~ ~i:~r:~~~ +t Avalon Hill revision only =- ~ ~ : s ~ Q ¢ 0' ~ +
+ + ;:. :::. ;... s. - ~ ." a + national pastime is almost akin to routing the home team on to victory every +
+INSTRUCTIONS: Rate all categories by placing a + ~ ~ i ~_ ~ ~ ~ ~ ~o' ~ + Sunday. So to further cater to your whims (and to satisfy our own curiosity) +

number ranging from 1 through 9 in the ap· ., _ _ _. eo ..~

+ + ;;;;;; So S; 0 ;;; -" + we unvel'l THE GENERAL's versl'on of the gamer's TOP TEN. :propriate spaces to the r;g~t (1 equating excel- ~ ~ ..,- - Q. = lJO""I - (JC .

+lent; 5·average; and 9·terrible). EXCEPTION: + ~ ~ ~;;. ~ ~ ~ ~ ~ .. + We won't ask you to obJ'ectively rate any game. That sort of thing is
¢o=~IIl= =,_'0 ('"")

+Rate item No. 10 in terms of minutes necessary + .; .; c. g ~;; ~ if ~ ::r + already done in these pages and elsewhere. Instead, we ask that you merely i
:

to play game as recorded in 1Q-minute incre- + g g a. -6 ~"g ! "0
0

;- .. t l' I )
"'enlS. EXAMPLE: If you've found that it takes ~ " .. 0 c. _ e ~:; .; 1St the three (or ess games which you've spent the most time with since you
two and a half hours to play FRANCE 1940. you + S; a: "::::. :.:; ~ received your last issue of THE GENERAL. With this we can generate a con-+would give it a GAME LENGTH '"ting of "15:' ++ aaa $ i ~ ~ g 0 + sensus list of what's being played . .. not just what is being bought. The i

+ Participate in these reviews only if you are :!. ~.. >~a. ~ -6 ~ Idegree of correlation between the Best Selling Lists and the Most Played List
familiar with the game in Question. + ~. 3 -= a. ~ ~ fi"+ ~ l? !' ~ ~ . ~.. g should prove interesting.

1
+ 1. Physical Quality -+i ~ ~ ~ ~ ~ ~ ~i ~.. Feel free to list any game regardless of manufacturer. There will be a

2. Mapboard ~ ~ -g t'l a ; '"" ~ ~ built-in Avalon Hill bias to the survey because you all play Avalon Hill games I
3. Components -- flo ! ~ ~ 0" ;: a. ~"Cl to some extent but it should be no more prevalent than similar projects under-

-- ~ ~.~ ~ ~ ~::.;- taken by other magazines with a special interest-based circulation. The4. Ease of Understanding --+" ~,.. ,... V> 0 e ~ ;-
5. Completeness of Rules + .. ;. ~ ,,:» - ~ ~ f? amount to which this bias affects the final outcome will be left to the in-

: ~: :~a~i:~lance =: i r~ ~ f Ui ~ :.: diVi~~:I~a~~~r~,t~~~~ent the most time playing during the past two months .+ 8. Excitement level --+:. :: ~ g~ S; [ = ~ are:+: 9. Overall Value =+ ~ ~ ~ ~ ~ ~i; g. I i10. Game length + ":;-,.. "" 3 ~" 11>' I. _
-- ~~; ~~ w:;g. ~ (+ The review sheet may be cut out. photocopied. + ~ ~ ; §' ~ ~~. i

+
or merely drawn on a separate sheet of paper. + ;;' ~ ~ Eo ~ ;. i' ; 2. _
Mail it to our 4517 Harford Road address with • ~ 3 ~ '; ~ ? ~ ~ '

• your contest entry or opponents wanted ad. Mark ~::: .;: ~ ;;: ~. ~: g
• such correspondence to the attention of the R & •• ~ 3 ~ ; s. -g. 3: .§ t 3. •

1
0 Department • g ~ ~ e: ~: :3 ~ ~ • +

• :1:=:;;= ~-=::1 t....................~~~;.~~ ~
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Official Membership Guidelines of the

ACADEMY OF ADVENTURE GAMING ARTS & DESIGN

The Academy of Adventure Gaming Arts & Design is an organization devoted to the promotion of excellence in hobby game
products for adventure gamers. Adventure gaming includes adult boardgames, miniatures games, role-playing games, and com
puter game programs. Membership in the Academy is restricted to individuals who have made a contribution to the products
and/or general advancement of this hobby. Applications are screened by the Membership Committee of the Academy.

Members from Manufacturing or Publishing Firms
Academy members may be from any of the following categories of employees in companies or corporations. Product cited

for the prospective member must be currently available to the general public, and produced in an overall quantity of 100 or more.
Executive: supervises or directs the work of some or all of the below staff within the firm.
Designer/Author: creator of game-system rules, scenarios, or supplement for an adventure game product currently available

as a company product.
Developer/Editor: provided significant support and work executing any game, scenario, or supplement acknowledged as such

in the product, which is currently available as a company product. Playtesters do not qualify.
Sculptor: creator of at least six (6) miniatures currently available as company products.
Artist/Art Director: creator of exterior or interior art, and/or overaIIgraphic design and format for at least two (2) adventure

game products currently available from the company.

Freelancers to Manufacturing or Publishing Firms
Academy members may be in one or more of the categories below, providing materials to a company or corporation. The

freelancer's product must be currently available to the general public, and produced in an overall quantity of 100 or more. Free
lancers need not be employed in the industry per se, they need only have their work produced or published by this industry.

Designer/Author: creator of game-system rules, scenarios, or supplement for an adventure game product currently available
as the product of some company.

Developer/Editor: provided significant support and work executing any game, scenarios, or supplement, and acknowledged
as such in the product, which is currently available as the product of some company. Playtesters do not qualify.

Sculptor: creator of at least six (6) miniatures currently available from some company(s).
Artist: creator of exterior art, interior art, and/or graphic design and format of at least two (2) or more products currently

available from some company(s).

Periodical Publications serving Adventure Gaming
Academy members may be significant contributors or responsible managers engaged in the publication of a periodical (maga

zine, journal, newspaper, etc.) that promotes and/or disseminates information regarding any aspects of Adventure Gaming at least
four times each year, to a readership of at least 100 persons each issue.

Publisher: person with legal responsibility for the periodical, and/or who supervises and directs the work of some or all of the
below categories.

Editor: person who can control or change the content of the periodical, including soliciting articles and reviews, and accept or
reject submissions.

Contributing Author/Reviewer: any person who has published at least two articles or product reviews in periodicals within a
two year period, and credited as such in the periodical.

Art Director: created and/or executed majority of graphics and/or artwork material of the publication in at least two (2)
issues within a two year period.

Adventure Gaming Convention Sponsors
Academy members may be individuals who have helped organize and/or run a convention for the adventure gaming hobby.

They must have been publicly acknowledged as legally responsible for some aspect of the convention operation (i.e., held a position
of material and legal responsibility, not just a co-worker). The convention must have been open to the general public, and provided
an outlet for the interaction of individuals involved in some or all aspects of the adventure gaming hobby, and which had at least
100 attendees.

Membership Period
Membership is at the discretion of the Membership Committee of the Academy. Normally members who qualify are allowed

the option to renew up to four times, for an overall five year period. However, the Membership Committee may review a member's
standing at any time.

Mail completed application to Awards Academy, c/o Bill Somers, POB 787, Troy, MI 48099. Include a Stamped, Self-Addressed envelope and
check or money order for $2 payable to Game Manufacturers Association.



OFFICIAL ORIGINS AWARDS NOMINATION BALLOT
for the year 1980, to be presented at ORIGINS '81, July 4,5, and 6, 1981, at San Mateo California.

The Origins Awards, presented at Origins each year, are an internation
al, popular series of awards aimed at recognizing outstanding achievements
in Adventure Gaming. They comprise the Charles Roberts Awards for
Boardgaming, and the H. G. Wells Awards for Miniatures and Role-Playing
Games. An international committee of independent hobbyists administers
the combined awards system. They will tabulate the ballots and act as
liaison with the Origins sponsors.

This ballot may be reproduced and circulated by any means available,
provided its contents are faithfully copied. Magazine editors and publishers
should plan to include the ballot in an issue of their publications due to
come out during the interval from late 1980 to mid-March 1981. Clubs and
other organizations should circulate copies among their members shortly
after the first of the year.

All Gaming Fans are encouraged to vote!

Deadline- May 8th, 1981.

THE H. G.WELLSAWARDS FOR
OUTSTANDING ACHIEVEMENT IN

MINIATURES AND ROLE-PLAYING GAMES

Best 1980 Historical Figure Series:

Best 1980 Fantasy/SF Series:

Best 1980 Vehicular Series:

Best 1980 Miniatures Rules:

Best 1980 Role-Playing Rules:

Best 1980 Role-Playing Adventure:

(Dungeons, Campaign

Modules, Scenarios, etc.)

Best 1980 Professional Magazine

covering Miniatures:

Best 1980 Professional Magazine

covering Role-Playing:

All Time Best Pre-Napoleonic

Gunpowder Rules:

All Time Best Air Combat Rules:

Instructions. Read Carefully: Print legibly or type your nominations.
Ballots that are messy or not filled out correctly may not get counted. You
may list three nominees per category. It does not matter in what order you
list entries. To keep voting as meaningful as possible, please do not make
selections in unfamiliar categories. YOU MUST SIGN THE BALLOT! Also
include your address. You may vote only once, and send only one ballot
per envelope.

Nominations should be based on products produced during the calendar
year 1980. Miniature figure series nominations should be for product lines
which are either new or have been substantially expanded in 1980.
Naturally, all time best nominations are not restricted to 1980. The Hall of
Fame category will not appear on the final ballot since the winner
is determined by the nominating ballots.

Final balloting will be done by the members of the newly-formed
Academy of Adventure Gaming, Arts, and Design (watch for details in the
hobby press). The voting on the final five nominees in each category will
be done entirely by mail and will be completed one month before Origins.
The awards will be presented at Origins.

THE CHARLES ROBERTS AWARDS FOR
OUTSTANDING ACHIEVEMENT IN

BOARDGAMING

Best 1980 Pre-20th Century Boardgame: _

Best 1980 20th Century Boardgame: _

Best 1980. Science-Fiction or

Fantasy Boardgame:

Best 1980 Computer Game (game
materials for use on personal com- _

puters. Star Trek not eligible):

Best 1980 Initial Release of a Boardgame: _

(this refers to the first

release by a new company)

Best 1980 Professional Magazine

covering Boardgames:

Best 1980 Amateur Magazine

covering the Hobby in general:

(Amateur magazines are defined

as non-profit efforts not of professional quality which do not provide

income for their staffs nor pay for contributions).

Hall of Fame:

(Previous winners of the Hall of Fame are Don Turnbull, 1974, James

F. Dunnigan, 1975, Tom Shaw, 1976, Redmond Simonsen, 1977. John

Hill, 1978, and Dave Isby, 1979)

Name: Signature: _

Address: _

City/State/Zip: _

Send in your ballot by May 8th, 1981 to only one of the following addresses:

Canada:
Origins Awards
46 Carel ton St,
Oromocto, NB
Canada E2V 2C8

UK and Europe
Origins Awards
10 Waterside
Woodburn Green
Bucks, United Kingdom

USA and all else
Origins Awards
PO Box 787
Troy Michigan 48099
USA



THE GENERAL

Membership Application for
ACADEMY OF ADVENTURE GAMING ARTS & DESIGN

(first), _ (middle initial) _

(apartment) _

(telephone) _(zip code) ____(state), ____

Full Name (last) ____

Address (street or route) _

(citY) _

Membership Division Applied for:---------------------------------..........,
may apply for two or more divisions, but you must give qualifications for each that your apply for. as separate items or efforts:

[ 1Boardgames [ 1Miniatures [ 1Role-Playing Games [ ] Computer Games

Reasons for Membership:-------------------------------------.,
check all that apply, then list required information for each in area below, attach extra sheets if needed; see reverse for complete
explanation of each membership category, and requirements which must be fulfilled; note of endeavor is boardgame, miniatures, or RPG

[ 1employee of adventure gaming firm (list firm), or [ ] freelancer (list firm(s) which have produced your work).

If either of the above. check the appropriate function(s) you performed as an employee or freelancer:

[ ] executive of firm (list position); [ ] designer/author (list product name, manufacturer, date released); [ 1devel
oper/editor (list product name, manufacturer, date released); [ ] sculptor (list figures and manufacturer of each);
[ 1artist/art director (list product name, manufacturer, date released).

ifyou do not qualify among the above, you must qualify in one of the below.categories, check the appropriate one:

[ 1publisher of periodical (list periodical name); [ ] editor of periodical (list periodical); [ ] contributing author/
reviewer to periodical(s) (list title, periodical, issue it appeared); [ ] art director of periodical (list periodical, issues);
[ 1convention organizer (give name, date, location of convention, and your function).

detailed information required from above:

(if possible, please attach photocopy ofcredits page from your product, title page ofproduct, article, etc., title page or
masthead of periodical where your name and position appears; official stationary or program booklet of convention
listing your function, and any other material that indicates your work or position in a formal manner)

do not write below this line - reserved for Membership Committee use:

1rejected, (date) (committee member) _
(membership number issued) _

(date received) [ 1accepted,
[ ]fee paid, (date) _

[ ] renewed and fee paid, (date) _

[ 1renewed and fee paid, (date) _

[ 1renewed and fee paid, (date) _

[ 1renewed and fee paid, (date) _

Mail completed application to Awards Academy, c/o Bill Somers, POB 787, Troy, MI 48099. Include a Stamped, Self-Addressed envelope and
check or money order for $2 payable to Game Manufacturers Association.



July 23, 24, 25 & 26, 1981

Cherry Hill Inn

Cherry Hill, New Jersey

Schedule and Pre-Registration

GEN CON$ EAST

This year's Gan Con® East Convention & Trade Show is
being given by EGA, Origins 'HO's host, in cooperation with
TSR Hobbies, Inc.EGAretains control over all Convention &
Trade Show activities not specifically concerning TSR
Hobbies' Service Marks or other registered names or titles
proprietary to TSR Hobbies, Inc.

SYNOPSIS
Some of Ihe Highlights of Gen Con East are:

'Over 225 gaminglhobby evenls
'"Resort-quality facilities
·Special Quests including:

tEo Gary Gygax of TSR
tBrad Hessel of SPI
tMarc Miller of GDW
tHoward Thompson of Metagaming
tOon Greenwood of Avalon Hill
tDuke Seifried of Heritage
tAndy Chernak of Grenadier
tGlenn Kidd of Ral Partha
tRandall C. Reed. game designer extraordinare

'"No preregistration or registration required for most free
events.

·Preregistration available for all ticketed events
·Auction & Flea Market
·Figure Painting Contests
·Boardgame events
·Minatures events
·Role-playing events
·Events available at all Skill levels
·A free Convention Booklet to each attendee

THE SITE
The Convention & Trade Show will be held at the Cherry Hill
Inn in Cherry Hill, N.J. All activities will be carried out under
one roof in a professionally-operated convention hotel. A
description of the facilities available at the Cherry Hill Inn is
included on the back of the room reservation form which is
included as part of this Schedule & Preregistration Circular.

LODGING
As noted on the description of the facilities, the Cherry Hill
Inn has 300+ rooms available to attendees. There are 1000+
rooms in modern hotels/motels available within a three mile
radius of the Cherry Hill Inn. The Cherry Hill Inn will handle
all direct room reservations for the Convention.... EGA will
not forward room reservations to the Cherry Hill Inn orto any
other hotel/motel. Room reservations must be made by the
attendee. Please read the room reservation form carefuUyso
that you may list all the necessary information necessary to
allow you to reserve a room atthe Cherry Hill Inn orin one of
the nearby hotels/motels offering the same room rates and
reservations. Note that the Cherry Hill Inn will handle your
reservation at the other participating hotels/motels. A list of
non-participating hotels/motels and their distances/room
rates is also included on the reservation form.

ADMISSION
Preregistration is available only for those who register for the
weekend. Preregistration admission fee for all four days is
$12.00 and is available through July 1, 1981. No
preregistrations postmarked after July 1, 1981 will be
processed... they will be returned to the sender. Admission
for the weekend will be $15.00 if purchased at the door. Daily
admission is S8.00 at the door.

Preregistration is strongly recommended for those
wishing to participate in Convention activities. Please read
the "Event Notes" section of this circular for details.

HOURS
Exhibit: 2 P.M.-6 P.M. Thursday, 10 A.M.-6 P.M. Friday &
Saturday and 12N-5 P.M. Sunday.
Gaming/events: 3 P.M.-12 P.M. Thursday, 8 A.M.-12 P.M.
Friday & Saturday and 8 A.M.-6 P.M. Sunday.
Registration: 12 Noon-9 P.M. Thursday, 8 A.M.-8 P.M. Friday,
8 A.M.-6 P.M. Saturday and 9 A.M.-2 P.M. Sunday

TRADE'SHOW
10 AM to 12 Noon, Sun.

EXHIBITORS
Most major manufacturers will be attending Gen Can Eastto
make their latest products (many of which were just released
at Origins '81) available to the attendees. Among those
attending are SPI, TSR, Game Designers Workshop, Ral
Partha, Grenadier, Flying Buffalo, Metagaming, Avalon Hill
and many more. No jamming of booths allowed! Full 8' aisles
between booths.

EVENT NOTES
A. PREREGISTRANTS

Preregistrants will receive a combined receipt
which will show their preregistration number and
the alphanumeric codes of any events entered. This
number and the preregistrant's name, address &
phone number as well as the event information will
be entered into EGA's Computer System. At the
Convention, the pre registrant will hand in the
receipt and be given a packet containing admission
badge and event tickets. If the receipt is lost. the
preregisterant will have to go to the Operator at one
of our terminals and ask for a search to be made.
This may take time...our machine doesn't operate at
a megabaud. It is strongly recommended that the
receipt not be lost. Positive identification will be
required before a disk search will be made and the
replacement receipt must be signed for by the
recipient.

B. REFUNO POLICY
Only two refunds of any type are allowed before,
during or after the Convention. The first type is if an
event is not given at the Convention. Refunds will be
given for such cancellations. The second type is if
an event is filled during the preregistration period. A
refund check will be returned to the preregistrant
with his receipt. These are the only refunds of any
type that will be made.

The practice of signing up for mUltiple events
and then asking for refunds when, for example, a
win in a tournament changes a person's schedule
will not be allowed.

In addition, "impossible" preregistrations will
not be allowed. Since cloning of aware humans is
not yet possible, a person may only be in one place
at a time. In general, EGA will return to sender any
preregistration form showing aconsistent pattern of
signing up for events with overlapping time
schedules.

C. STAND-BY TICKETS
If an event is filled during the preregistration period,
a stand-by ticket for that event will be included in the
preregistration packet if such tickets are allowed by
the event master. Please be advised that this is not a
reliable way of getting into popular filled events. At
Origins '80, no-shows were conspicious by their
absence for TSR's RP events, GDW's Traveller
Tournament, most of the Club-run RP events and
many of the board gaming tournaments such as
AH's WS & 1M or Club-run/Manufacturersponsored
events such as GEV/ORGE. Also a note that most
miniatures events sold out early.

D. EQUIPMENT
Players must bring all equipment necessary to play
in any tournament (except where specifically told
not to in the event description). This includes the
game proper (especially for boardgame
tournaments), rules. dice, figures, scratch paper
and (most especially) pencils with erasers.

E. CODING
All events are coded by a four character
alphanumberic code and will be referred to by that
code in many places in this circular, the Convention
Booklet and on many signs that will be found at the
Convention. The rooms will also be given
alphanumeric codes. These codes will be used to
describe the location of an event. The room codes
reflect the fact that, for those gamers used to
attending Conventions at Colleges & Universities, a
Convention Hotel offers a rather different
environment. In many cases, the room code will not
only define the room but the room sub-division
(many have retractable walls) and the table number.
For example, IN-B-T3 would indicate that an event
was being given in the Independence Roomand that
the room divider had divided the room into (at least)
two sections and that the event was being given at
table number 3 in the "B" section of the room. Room
codes are:

Colony Room East :CE
Colony Room West :CW
Colony Room Annex :CA
Empire State Room :ES
Garden State Room :GS
Keystone State Room :KS
Diamond State Room :DS
Independence Room :IR
Currier & lves Room :CI
Capitol Room oCR
Madison Room :MR
Domino's Disco :DD
Main Lobby :ML
Lobby Annex :LA
Single Rooms (room number) :SR
Special Rooms (see Convention Booklet)

F. SKILL LEVELS
We will be rating events on the basis of Skill Level
or Experience reqUired to participate. EGA will use
the same system used atGen Con®last year. The
system Is as follows:
Level Description

1 No experience needed, younger players
welcome, rules will be taught.

No experience needed, some maturity
preferred. rules will be taught.

3 General experience needed in games of
this type, specific rules will be taught.

4 Experience needed in this type game &
period. specific rules will be taught.

5 Players must be familiar with the games &
rules used.

6 Players must have considerable
experience with game rules used.

G. THE PREREG FORM
Please note the instructions on the preregistration
form which cover how to fill in that form. Those
instructions are important.

Please note that only one person is allowed to
register on a prereg form. Legible copies will be
accepted.

Last, but certainly not least, please read the
descriptions of a SESSION and a ROUND on Ihe
prereg form. The difference between these two
terms is so critical that EGA must emphasize the
difference in more than one place so that (we hope)
the difference between Session & Round may be
absorbed by attendees. Most confusion over events
at Origins '80 seem to arise over the meaning of
these two words.



H. REGISTRATION
Potential attendees who do not preregister are
advised that a reasonably formal registration
procedure will be in effect at the Convention. Please
be sure to read the instruction signs at registration
to save yourself a considerable amount of time.

FOOD SERVICE
Please see the description of the facilities available at the
Cherry Hill Inn (printed on the room reservation form).
Please be advised that, if this type food service does not meet
your needs, there are numerous "fast food" establishments
at the Cherry Hill Mall which is located across the (divided)
highway from the Convention site. An elevated walkway
allows safe crossing of the highway. A listing of local
restaurants will be available in the Convention Booklet.

NOTICE: The Cherry Hill Inn, like most 1st Class
Hotels/Motels, does not permit food & beverages to be
brought into the facility from outside sources. Food &
beverage consumption is limited to certain designated areas.
These areas will be defined in the Convention Booklet.

OPEN GAMING
The Starlight Lounge will be available for open gaming on
24-hour basis, offering 6000+ square feet of gaming space in
what we believe to be the most unique open gaming area ever
made available to 'g-ame-rs at a major Convention. The
response of those EGA member club representatives who
have seen it is general disbelief that the open gaming area is
so luxurious.

GAMING CENTER
The New York Game Board (Robert Sacks & Company) will
be running a new service for attendees. They will staff a
booth near the registration area where open gaming
opponents and ad-hoc FR? session information can be
posted/obtained/exchanged.

TRANSPORTATION
Please note the transportation & connection data listed on
the back of the area map. Also note the parking information
in the facilities description on the back of the room
reservation form.

PRIZES
A large percentage of the events being given at Gen Con@

East are being given by clubs or small manufacturers. In
such cases, the prizes to ·be given are a function of the
attendance. If no prize is listed for a tournament, this usually
means that the prize is attendance-related. In all
tournaments, a winner's certificate will be awarded (as a
minimum).

OVERCROWDING
As is the case with any hotel/motel, there are rather strict fire
codes in effect. EGA/Cherry Hill Inn reserve the right to limit
entry to any or all parts of the facility.

SPECIAL EVENTS

XA01: SPECIAL DINNER: A special dinner will be held on
Saturday evening, July 25, 1981. The Guest of Honor will be
E. Gary Gygax of TSR Hobbies, Inc. The number of
attendees will be limited by the number of spaces available in
the Cherry Hill Inn's dining room. The dinner will start at 6:30
PM and will be completed at approximately 8:30 PM.
Preregistrants wishing to attend this dinner should so note in
the proper box of the prereg form. If any openings still exist
at Convention time, they will be made available at the
registration desk. 2 hours. $12.00 (including food). 6:30 PM
Sat. Inn Dining Room.

XA02: GMA/GDG MEETING: Members of the Game
Manufacturers Association, the Game Designers Guild and
certain other attendees (by special invitation) will have an
evening social gathering at the Indoor Pool in the
Greenhouse. 2 hours. 8 PM Thurs. Indoor Pool. Not open to
the general public.

XA03: MEET THE DYNASTY: Wilmark Dynasty hosts a
"coffee & donut" session for Magazine & Newsletter
publishers, Game Club Officials, Mail Order Houses and

Hobby Shop Owner/M~nagers. 2 hours. 8:30'AM S·un.lndoor
Pool. Not open to the general public.

XA04: PAINTING COMPETITION: Come one & all to the Gen
Con® East Painting competition. Bring your figures to the
registration desk before 12N Fri. Figures wil be displayed
until 5 PM Sun. or until owner picks them up. Note that,
although the display area is under 24 hour surveilance,
figures can only be picked up during registration hours.
Award catagories for both Historical & Fantasy are Best
Figure, Best Group (Group= 2 to 30 figures) and best Army
(Army= at least 100 representative figures). Prizes are entry
dependant. Entry: FREE.

MEETINGS
CG01: NORTHEAST GAMING ASSOCIATION MEETING.
The Connecticut Games Club hosts an open meeting for
representatives of clubs & other gamers in the Northeast to
discuss coordination of conventions, between-club
communication, general gaming opportunities in the
Northeast, and plans for NGAP 81 (2nd Annual Northeast

gaming association playoffs). NGAP 81 discussions will
include the selectiqn of 6 "base" wargames, establishing an
agreed upon schedule of competition dates and the rules for
between clubs Team Gaming. Host: Jeff Cornett. 1 hour.
FREE. 12:15 PM Sun., MR.

NY01: OPEN MEETING--DIPOMACY HOBBY. The New
York Game Board is sponsering the traditional business
meeting of the Diplomacy Hobby. There will be no fixed
agenda. Hobby projects, services & groups may be among
the subjects discussed. If time permits, questions about the
Diplomacy Tournament will be answered. Host: Robert E,
Sacks. FREE. 9:30 PM Fri., MR.

SP09: SPIRIT MEETING. Brad Hessel & David Ritchie meet
and greet area SPIRIT members, recruit answermen,
researchers, writes & designers and reacquaint themselves
with old friends. 2 hours. FREE. 11:15 AM Sun., CR.

SPECIAL GAMING

GW= Columbia Wargaming Club

CW07: STARS & BARS INVITATIONAL. 2 sections...players
attend by invitation only., The Columbia Wargamers ho.sts
these unique gaming events for the real veterans. Spectators
must pay $1.00 at the door to watch these events. S1 (6 hours)
5 PM Thurs., CI, S2(4 hours) 8 AM Sun., CI. Skill level 6
... plus.

MMoMike's Models, USA

MM04: SWORD & THE FLAME GAMING. Assured 15mm
gaming using Sword & The Flame Colonial period rules.
Players must bring 50 to 100 painted figures of the period. A
"Night Owl" Session of? hours. Host: David Waxte!. Ticketed
Free Event. 9 PM Fri., CI. Skill level 4 to 6.

MM05: WRG RENAISSANCE GAMING. Assured 15mm
playing using WRG Renaissance rules. Players must bring
1500-2500 points of 15mm figurines. Another "Night Owl"
Session of ? hours. Host: Jay Stone. Ticketed Free Event.
9:00 PM Thurs" ML. Skill level 5 or 6.

MM06: WRG ANCIENTS GAMING. Assured 15mm WRG
Ancients gaming for all interested parties... when you bring
your own 1000 point army. A "Night Owl" Session of? hours.
Ticketed Free Event. 9:30 PM Sat., ML. Skill level 5 or 6.

NY=New York Game Board

NY03: FANTASY ROLE-PLAYING CLEARING HOUSE. The
Clearing House is a free sign-up area to arrange for open
expeditions for convention attendees. Persons running open
expeditions/dungeons for attendees should register at least
3 hours in advance & arrange for a sign-up sheet. Persons
running or participating in the open event should assemble
at the Clearing House 10 minutes ahead of the start time. For
advance information, write Robert E. Sacks, 4861 Broadway
5-v, New York, NY 10034. FREE. Hours: To be announced.

DEMONSTRATIONS

CE= Raymond C. Easterbrook

CE01: 25MM DARK AGES DEMONSTRATION. Raymond C.
Easterbrook hosts this miniatures demonstration. A skirmish
battle with 30 to 40 players per side set in the Dark Ages and
using a campaign background. A large element of role
playing is included. Rules: 2nd edition, Knighthood & the
Middle Ages. All materials will be furnished. Entry: $2.00. 2
PM Fri., ML. Skill ievel 1.

CE02: 15MM MEDIEVAL BATTLE--TABLETOP TEASER.
This participating demonstration of the Knighthood and the
Middle A9e:s rules (2nd edition) is hosted by Raymond C.
Easterbrook and features a semi-campaign mass battle.
Entry: $2.00. 9 AM Sat., ML. Skill levei 1.

CF=Computer Forum

CF01 COMPUTER DEMONSTRATIONS. The Computer
Forum hosts this more-or-Iess continuous demonstration of
basic computer capabilities at their booth. FREE. During
exhibit hours, Thurs. through Sun.

CF02: SOFTWARE DEMONSTRATION & MINI TOURNAMENTS
Th~ computer Forum hosts a combined demonstration &
series of mini-tournaments of popular software at their booth
(and possibly elsewhere). A more-or-Iess continuous event.
FREE. During exhibit hours, Thurs. through' Sun. (and
possibly longer).

GS=Gamescience (Lou Zocchi)

GS01: FIGHTER COMBAT DEMONSTRATION. A
participatory demonstration hosted be Gamescience. Each
player pilots a 1/144 scaled WWII fighter in aerial combat. No
experience required, rules will be explained (Skit I level 1) &
all materials will be furnished. Active participants limited to
16.2 hours. FREE. 9 AM Sat., ML.

HM=Heritage Models

HM01: THE DUKE RETURNS. Duke Seifried, the master of
the paintbrush, repeats his popular demonstration of
Heritage Colors & quick shading techniques. 1.5 hours.
FREE. 7 PM Fri" ML.

HM02: THE GRAND DUKE. Duke Seifried hosts this
demonstration of advanced painting techniques for the
edification of one & all. 1.5 hours. FREE. 1:30 PM Sat., ML.

HM03: KNIGHTS & MAGICK. Duke Seifried of Heritage
hosts this demonstration of Heritage's new miniatures game.
1.5 hours. FREE. 9 PM Sat., ML.
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HM04: DUNGEON DWELLERS. Heritage's new miniatures
game is the subject of this demonstration. Use of Heritage
figures in gaming is covered. Host: Duke Seifried. 1.5 hours.
FREE. 2 PM Sun., ML.

HMOS: GALACTA. Roam the spaceways with Heritage's new
miniatures game of tactical conflict. This demonstration is
hosted by Duke Seifried. 1.5 hours. FREE. 11 AM Fri., ML.

IC=lron Crown

IC03: ARMS LAW. REALISM & PLAYABILITY IN FANTASY
COMBAT. Stephen E. Moffatt hosts a demonstration of Iron
Crown Enterprises Fantasy Combat Suppliment with special
emphasis on integrating it with the major game systems now
on the market. Also covered will be some methods of
speeding play without losing flavor in larger melee
situations. 2 hours. FREE. 9 PM Fri., ML.

JA=Jim Arnold

JA01:GENERALSHIP NAPOLEONICS. Jim Arnold hosts the
demonstration of Generalship's Grand Tactical game
designed to provide realistic resolution of Napoleonic
battles in 3 to 4 hours. The battle provides opportunities to
demonstrate tactical and grand tactical generalship
leadership. Limited to 16 participants. Entry: $2.00. 10 AM
Fri., ML.

JA02: GENERALSHIP WIZARD WARS. Jim Arnold
demonstrates Wizard's War, miniatures rules for massed
fantasy combat. Generals and their armies are locked in
mortal combat, supported by wizard's & their spells. The
battle of the Isen Fords from Tolkein's Unfinished Tales will
be recreated. 4 hours. Limited to 12 participants. Entry;
$2.00. 9 AM Sun., ML.

MM=Mike's Models, USA

MM01: WRG ANCIENTS DEMONSTRATION. Jay Stone
hosts tn.is hands-on introquction to WRG Ancients. Hands-on
participation limited to 10. 4 hours. FREE. .4 PM Thurs., ML.
Ski II level 1 or 2.

MM02: WRG RENAISSANCE. A hands-on introduction to
Renaissance Wargaming. Hands-on participation limited to
10. 4 hours. Host Jay Stone. FREE. 11 :30 AM Sat" ML. Skill
level 1 or 2.

MM03: SWORD & THE FLAME DEMONSTRATION. David
Waxtel hosts this hands-on introduction to Colonial
Wargaming. Hands-on participation limited to 12. 4 hours.
FREE. 4 PM Fri., ML. Skill level 1 or 2.

PR=Ral Partha

RP06: STORM!! 3 hour oarticioritinn rlp.mnn~tration on the
use of 25mm medieval fig_ures in assaults on a castle. Ral

Partha hosts this event. Hands-on participation limited to 14.
FREE. 3 PM Fri., ML.

RP07: MEN AT ARMS. A 3 hour participating demonstration
on the use of 25mm medieval figures in open field combat.
Ral Partha hosts this event. Hands-on participation limited to
14. Spectators welcome. 3 hours. FREE. 2 PM Sun., ML.

RB=Robert Beyma

RB01: GUNS OF AUGUST. Rob Beyma, designer of the new
Avalon Hill game,"Guns of August", hosts this
demonstration on this new WWI GAME. Some attendees will
be able to play example games during the event. 4 hours.
FREE. 9:30 PM Sat" ML.

SG=Shore Games Group

SGOO: HEY!!! ....ROLL THOSE DICE OVER!!! The Shore
Garners host this demonstration of some software developed
to make sure that Telekinesis or other techniques are not
used to affect the dice roll. The Shore Gamers will staff a
computer and will (for a small fee) aid players in "rolling" up
& printing out characters for AO&D. FREE. Time
variable ....will be posted at the Registration desk.

TN=Triangle Simulations Society

TN06: PAINTING SEMINAR. Joel Haas repeats, in updated
form, his Origin's '80 lecture on 25mm figure painting.
Attendees will be given information on selection of brushes
& paints, preparation techniques, finishing techniques,
protecting the painted figure & sundry other facts. 2 hburs.
Entry $1.00. 6 PM Fri" CI.

WD=Wilmark Dynasty

WD13: ANNIVERSARY---MELANDA .... LAND OF
MYSTERY. A demonstration providing a look at the most
revolutionary gaming concept in the fantasy role-playing
genre. Hosted by its creators, Lee McCormick & John
Corridan of Wilmark Dynasty. Released one year ago at
Origins '80 on an experimental basis, Melanda has survived
playtestings (in campaign & tournament play) and is ready to
be unleashed on the gaming world! See it first hand. This is a
participatory demonstration. Entry $2.009:30 PM Sat., IR-B.

SEMINARS

AH=Avalon Hill

AH01: G.I., ANVIL OF VICTORY. Don Greertwood hosts a
discussion of the Squad Leader system with emphasis on
G.I., Anvil of Victory. Audience participation & discussion
are encouraged. 2 hours. Entry: $2.009 AM Sun., CR.



CG=Connecticut Wargaming Club

CG02 BASIC FANTASY ROLE-PLAYING SEMINAR. Brad
Lewis hosts this seminar for those who have never played a
Fantasy Role Playing game and are interested in them. 1
hour. Entry:$1.00. 1:30 PM Fri., MR.

CG03: BASIC CAMPAIGNS. Starting campaigns from
scratch with characters at L1 and working your way up from
there. Strategy discussed is useful in eliminating Monty Hall
type campaigns. Host: Brad Lewis. 2 hours. Entry: $2.00.
10:45 AM Fri., CR.

CG04: DM SEMINAR. Brad Lewis hosts this seminar
concerning the unusual circumstances encountered in
converting Dungeons for the use of high-level players &
magic and for those adventures including other planes or
waterborne/airborne expeditions. A part oftheevent will be a
round-table open forum with participants splitting into
groups and each group designing an unusual trap, treasure
or weapon. 2 hours. Entry: $2.00. 4 PM Sun., MR.

CS=Clifford L. Sayre, Jr.

CS01: NAVAL MINIATURES FOR NEOPHYTES. Cliff Sayre
hosts a seminar on how to get started in naval miniatures.
Topics such as equipment required, selection of model scale
& choice of rules will be discussed. Cost includes a booklet
summarizing the seminar. 2 hours. ~ntry: $2.00.9 AM Fri.,
MR.

CS02: NAVAL CAMPAIGNS, SCENARIOS & GAMES. Cliff
Sayre hosts this session on concepts & techniques for
increasing the enjoyment and interest in wargaming with
naval miniatures. Topics will include suggestions for
senarios, implementing hidden movement (for mines, ASW,
etc.) and the introduction of special events. Cost includes a
booklet summarizing the lecture 2 ho~rs. Entry:$2.oo. 9 AM
Sat., MR.

CW=Columbia Wargaming Club

CW01: EMPIRE--THIRD EDITION. A seminar &
demonstration by Columbia Wargaming Club. Further
improvements in this most popular set of Napoleonic Grand
Tactical rules are described & demonstrated. Rules
questions will be answered. People attending CW03 should
attend this event. 3 hours. Entry: $1.00. 8:30 AM FRi., IR-B.

CW02: STARS & BARS. A seminar & demonstration on
popUlar Stars & Bars Tactical rules. Rules are described &
demonstrated. Host: Columbia Wargaming Club. 2 hours.
Entry: $1.00. 8:30 AM Sat., CI.

. OL=Dana Lombardy

OL01: GAMES, GAMES, GAMES. Dana Lombardy of
Boynton & Associates (publishers of Model Retailer,
Miniatures Dealer, Game Merchandising, Game Masters
Catalog, The Miniatures Catalog, etc.) hosts this unique look
at the Gaming hobby in general from a broad-brush
viewpoint. Mr. Lombardy's seminar covers facets of the
Adventure Gaming Hobby seldom touched upon by other
sources. 2 hours. FREE. 9:30 PM Sat., MR.

GO=Game Designers Workshop

G001: ADVANCED TRAVELER SEMINAR. A Question &
Answer period with additional commentary and discussion
by the game's designer, Marc C. Miller. This session will
emphasize the consistent universe in which much of
Traveller is set, and will include coverage of the Imperium. A
hand-out on Alien Races will be provided. 1 hour. 2 hours.
FREE. 8:30 AM Sun., MR.

G002: BASIC TRAVELLER SEMINAR. A Question & Answer
session with additional commentary and discussion on the
Traveller Role-Playing system. Orientation for this session
will be the game and its supporting materials, with emphasis
on the beginner & the casual player. Hosted by the game's
designer, Marc W. Miller. 1 hour. FREE. 2:45 PM Fri., CR.

G003: EUROPA SYSTEM SEMINAR. A general discussion
of GDW's Europa Series Games, with emphasis on current
game development and the future course of the ~eries.

Hosted by Rich Banner. 2 hours. FREE. 11:15 AM Fri., MR.

GD04: SYSTEM ? WORKSHOP. A workshop on GDW's
System 7 Napoleonics with emphasis on senario generation,
battlefield design and other aspects of play. This workshop is
especially designed for boardgamers interested in System 7
but who are unfamiliar with "miniatures" play. Hosted by
Rich Banner. 2 hours. FREE. 11 :15 PM Sun., IR-B.

GD05: TRAVELLER GROUND COMBAT SEMINAR. Frank
Chadwick discusses Mercenary as a basis for Traveller
ground combat and previews GDW's forthcoming Traveller
miniatures rules. 2 hours. FREE. 6:45 PM Thurs., MR.

GD06: TACFORCEIASSAULT SEMINAR. Frank Chadwick
discusses & answers questions about GDW's Tacforce
modern armor rules and assaul~, their new modern tactical
combat game. 1 hour. FREE. 1:30 PM Sun., MR.

GOO?: GAME DESIGN SEMINAR. Frank Chadwick
conducts his customary open-ended question & answer
session on games in the worKs at GDW, games currently in
print and his philosophy of design. 2 hours. FREE. 2:30 PM
Sat.,IR-B.

GT=Glenn Taylor

GT01: RUNNING LARGE FANTASY ROLE-PLAYING
CAMPAIGNS. Glenn Taylor again hosts this seminar on
DMing both face-to-face and play-by-mail RP Games. The

expanded repertoire of this year's discussion includes such
topics as scale synchronization, group-run campaigns and
differing levels of complexity. 1 hour. Entry: $1.00. 6:30 PM
Thurs., CR.

GS=Gamescience (Lou Zocchi)

GS02: FIGHTER COMBAT SEMINAR. A discussion of some
designing. techniques used in designing air warfare games
will be hosted by Lou Zocchi, designer of Luftwaffe, Basic
Fighter, etc. etc. Invitations to all attending designers of
published air warfare games are automatic. 2 hours. FREE. 9
AM Fri., ES.

HM06: GOSSIP IN THE HOBBY INDUSTRY. Howard
Barasch of Heritage hosts this look into the Hobby industry.
He tells who's who, what's what & who's going where. 1.5
hours. Entry: $1.00. 1 PM Fri., CR.

HMO?: HOW TO MARKET YOUR PRODUCT. This seminar
discusses how to market your product...be it game design,
rules, figures, accessories, etc.... in the Adventure Gaming
Hobby. Host: Howard Barasch. 1.5 hours. Entry: $1.00. ?:45
PM Fri., CR.

IC=lron Crown Enterprises

IC01: CREATING A FANTASY WORLD. This event will be a
discussion of the things involved in creating a fantasy world
prior to running a role-playing campaign. Master of
Ceremonies will be Mr. Peter Fenlon, designer of the Iron
Wind Fantasy Campaign Module with 5 prolonged
campaigns to his credit and also with a number of
tournaments successfully run. Topics covered will include
Map design, pre-session preparation, "Quest Games" and
cultural cohesiveness along with the place of fantasy novels
in such a design. 2 hours. FREE 9:30 PM Sat.. CR.

IC02: MAKING MAGIC WORK IN FANTASY GAMING. A
discussion of the magic rules in various fantasy games, their
strong points and their limitations. Emphasis will be placed
on design-your-own solutions developed by the panel in
seven years of playtesting experience. A new release from
ICE will be described. Host: Stephen E. Moffatt. 3 hours.
FREE 9 AM Sat., CR.

JH=Jay Hadley

JH01: TRENDS IN FIGURES. What's going to be
manufactured, what will sell, marketing practices and who i~

going to sell figures. Jay Hadley hosts thi_s semin<:,r on the
business of miniatures. 2 hours. Entry: $1.00. 9 PM Thurs.,
CR.

JH02: HOW TO MARKET ADVENTURE GAMING. Jay
Hadley hosts the seminar on the marketing of all facets of
gaming & miniatures for potential and actual hobby shop
owners/managers. 2 hours. Entry: $1.00. 6 PM Sat., CR.

KR=Ken Rolston

KR01: A MAGICIAN'S POINT OF VIEW. Professional
Magician Dave Stevens looks at the types & forms of magic
available for use in role-playing games and how you can
maximize its use in designing your campaign. 1.5 hours.
Entry: $2.00. 11:15 AM Sat., MR.

MG=Metagaming

MG01: MEET METAGAMING. Howard Thompson hosts this
unique micro-seminar of 24 sequential5-minute sessions. (2
hours). FREE. 7:15 PM Sat., MR.

MG02: DESIGNERS SEMINAR. Howard Thompson hosts
this seminar for potential designers of Metagaming
products. All facets of Metagaming's design requirements
will,be covered. 1 hour. FREE. 6 PM Fri .. MR.

NM=National Monstergaming Society

NM01: MONSTERGAMING. The National Monstergaming
Society hosts this informal seminar/discussion on all
aspects of monstergaming & the NMS (ie., how to find
opponents to play Wacht Am Rhein, Drang Nacht Osten, The
Longest Day, etc.). 2 hours. FREE. 4 PM Sun., CWo

RE=Ragnarok Enterprisesl

RE01: CHARACTER ROLE PLAYING...MAGIC USERS. Tom
Kurton & Nick Hopkins host this look into the strengths &
weaknesses of MU's as aclass and at better ways to role-play
them. C&S, AD&D';'T&T, Runequest & other systems will be
covered. 1 hour. Entry: $1.00.9:30 PM Fri., IR-B.

RE02: CHARACTER ROLE PLAYING....CLERICS. David
Nalle hosts'this examination of the strengths & weaknesses
of Clerics as a class and how better to role-play them. cas,
AD&D;"'T&T, Runquest and other systems will be examined. 1
hour. Entr.y:$1.00 4 PM Fri., CR.

RE03: CHARACTER ROLE PLAYING...FIGHTERS. Bill
Budding leads this seminar on the strengths & weaknesses
of Fighters as a class and at better ways to role-play them.
C&S, AD&D~ T&T, Runequest and other systems will be
examined. 1 hour. Entry: $1.00. 5:15 PM Fri., CR.

RE04: CHARACTER ROLE PLAYING ...THIEVES,
ASSASSINS AND RELATED TYPES. Rick Shaw hosts this
look at the strengths & weaknesses of Thieves, Assassins &
similar types and at better ways to role-play them. 1 hour.
Entry: $1.00. 8:15 PM Sat., CR.
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REOS: CHARACTER ROLE PLAYING...NON-STANDARD
CLASSES. David Nalle leads this seminar on the strengths &
weaknesses of "odd-ball" character classes and on the
playing of monster-types as characters. The entire staff of
Ragnarok Enterprises examines the possibilities of these
classes in C&S, AD&D;-r&T, Runquest and other systems. 1
hour. Ent.ry: $1.00. 3:45 PM Sun., CR.

RR=Randall C. Reed

RR01: RANDALL C. REED ON DESIGN.Gen Con" East is
fortunate to be able to present Randall C. Reed, one of the
Adventure Hobby's most experienced designers, who will
talk on current trends & short-run expectations in the
simulations game design field. 2 hours. Entry: $2.00. ?:15 PM
Fri., MR.

SP=SPI

SP01: STRATEGY & TACTICS SUBSCRIBERS SEMINAR.
David Ritchie & Brad Hessel talk about upcoming issues of
SaT, wherewe'r~'going and what changes we would like to
make in the upcoming year. FREE. 1:30 PM Sun., IR-B.

SP02: ARES SUBSCRIBER SEMINAR. John Butterlield,
David Ritchie & Greg Costikyan discuss the new ARES
schedule for the upcoming year & field questions from the
audience. FREE. 9 AM Sun., IR-B.

. SP03: MOVES SUBSCRIBERS SEMINAR. John Butterfield
David Ritchie & Eric Smith premier the latest issue &
creatively interact with their assailants. FREE. 9 AM Sat.,
IRB.

SP04: SPl's UNIVERSE. John Butterfield & Nick Karp talk
about SPI's new SF role-playing release, UNiVERSE. John
will also generate a sample star system complete with
planets as part of his discussion. 2 hours. FREE. 3:45 PM Fri.,
MR.

SP05: WORKS IN PROGRESS, MODERN. John Butterfield &
David Ritchie brief attendees on the newest installment in the
accentral front series, the upcoming MODERN
QUARTERLY and the WORLD WAR III project. FREE 2:45
PM Sat., MR.

SP06: SF/FANTASY WORKS IN PROGRESS. John
Butterfield, Greg Costikyan & David Ritchie talk about SPl's
current crop of science fiction and fantasy titles with special
emphasis on Blows Against The Empire, Legion of Space
and AGAINST Four Worlds. FREE. 12:15 PM Sat., CR.

SPO?: GREAT BATTLES OF THE CIVIL WAR. Eric Smith
discusses the three new games in SPl's Great Battles of the
Civil War series and talks about projects down the road
including Antietam, Chickamauga, TSS Second Edition and
Red River. FREE. 5 PM Sat., MR.

SP08: THE WORLD OF DRAGONQUEST. David Ritchie &
Nick Karp discuss upcoming DRAGONQUEST products,
field questions and recruit GM's, testers & designers of
DRAGON QUEST material. FREE. 4 PM Sun., IR-B.

SP10, SPI MINI-ROAST. David Ritchie, Brad Hessel, John
Butterfield, Nick Karp, Eric Smith & Greg Costikyan are
pursued by grognards waving torches & pitchforks. FREE.
9:30PM Sat., CWo

TS=TSR

TS01: E. GARY GYGAX ON D&D AND AD&D'~Needmore be
said? The man himself hosts this seminar. Included in the
seminar is a Question & Answer session. This event will be
·given twice. 2 hours. Entry: $1.00. S1 9 AM Fri .. CW S29
.AM Sat., CWo

TS02: SAGE ADVICE. Jim Ward fields queslions on the TSR
line of role-playing games. 2 hours. FREE. 4:45 PM Sat.,IR-B.

TS03: AD&d"ANSWER SEMINAR. Frank Menser, head ofthe
RPGA HOSTS A QUESTION & ANSWER SESSION ON
AD&D. 2 hours. FREE. 3:30 PM Thurs., CR.

TS04: RPGANMEMBERS MEETING. A meeting for all
members of the Role Playing Game Association. Hosted by
Frank Menser. 2 hours. FREE. 11:15 AM Sal•., CWo

WD=Wilmark Dynasty

WD01: DO YOUR 2 BILLION GOLD PIECES ALL LOOK
ALIKE? A discussion on alternate money & exchange
systems. Slides & handouts will be utilized to help you
augment your role-playing campaigns with new challenges
and problems for the players. Hosted by Wilmark Dynasty's
own Kent Alsl. 2 hours. Entry: $1.00 8:30 AM Fri., CR.

WD02: COMBAT REALITY VIS GAMESTYSTEMS FOR
MEDIEVAL ROLE-PLAYING GAMES. A discussion/demon
stration of Medieval combat with suggestions on how to
make reali~m part of your gaming system Hosted by Kent
Alst, War!ord of the Wilmark Dynasty & Shire-Reeve of
Markland. 2 hours. Entry: $1.00. 9:30 PM Fri., CR.

W003: CHARTS & DICE DO NOT A GM MAKE. A lookatthe
basic ingredients neede to conjure up a quality game master
for fantasy role-playing. Lee McCormick, Widmark Dynasty
Mentor and author of "Emphasis Role Playing" brings insight
to GM/Player relations & problems.. with solutions.
Handouts available. 2 Hours. Entry: $1.00 12 N Sat., IR-B.

W004: THE IMPOSSIBLE DREAM. John Corradin of
Wilmark Dynasty & Washington Gamer fame will examine
methods of changing those fantasy role-playing campaigns
from humdrum hack'n'slash to heroic adventure. Also
included will be comments on Character development in
order 10 encourage epic play. 2 hours. Entry: $1.00 3:45 PM
Sat., CR.



woos: RIDDLE ME THIS. Micaela Corradin of Wilmark
Dynasty takes a look at the riddle game...sn ancient and
sacred contest 01 wits. She will explore the use of riddles,
puzzles & paradox to enhance fantasy role-playing
campaigns. Discussio.n will include a riddle competition for
audience participation. 2 hours. Entry: $1.00 1:30 Sun., GR.

WG=Washington Gamer's Association

WG01: FLESHING OUT THE CAMPAIGN. Alex Muromcew
discusses aspects of religion, economics. social structure
and governments designed to add depth to any campaign
structure. "Reality" and campaign continuity will be
stressed. 1 hour. Entry: $1.00 2:30 PM Sat., CR.

WG02: THE PLAY'S THE THING .... BRINGING
ROLEPLAYING TO YOUR PLAYERS. Tom Filmore will
spend an hour with you exploring ways of encouraging role
playing within your 0&0 group and the benefits from it. Tom
has over seven years experience with D&D and has given
numerous tournaments & seminars on Fantasy Role Playing.
1 hour. Entry: $1.00 11 AM Sun.. MR.

WG03: DESIGNING THE DUNGEON-PART II. Tom Filmore
invites you to join him in this extension of his sucessful
Dungeon Design seminar of the past two years. A wide range
of topics from play mechanics to magic integration will be
covered. 1 hour. Entry: $1.009:45 AM Sun., MR.

WG04: THE CARE & FEEDING OF GAMING
ORGANIZATIONS. An in-depth guide to the start-up of
gaming clubs, including publicity, mailing list development,
organizational structure, drafting volunteers to serve on
steering committees, publishing newsletters & fanzines,
staging promotional exhibits and arranging free & reliable
meeting sites. hosted by Donald Day. 1.5 hours. Entry: $1.00
1 PM Sat., MR.

WGOS IN THE BEGINNING.. Ted McDonald leads this
discussion on how to create yourown fantasy environments.
There will be a segment on Gods and their proper use; the
campaign game & its needs and how to establish and keep
continuity in your world. Handouts will be induded. 1 hour.
Entry: $1.00 6:30 PM Fri.. CR.

WG06: THE FUTURE OF THE COMPUTER IN FANTASY
GAMING. Host: Greg Maples. How the influx of computers
into almost every part of our lives will affect Fantasy
Role-Playing. Join in this seminar to discuss the present &
future of thecomputerin FRP. 1 hour. Entry: $1.005 PM Sun.,
CR.

WM=Wesley Methodist Fantasy Role Gamers (a.k.a.
WmFROG)

WM01: HOW TO ENJOY, WIN, JUDGE & CREATE
FANTASY ROLE PLAYING TOURNAMENTS. Dr. Wm. Allen
Barwick will discuss the multitudinous facets of FRP
Tournaments. A Q & A session & group discussion will be
part ot this seminar. 1 hour. Entry: $1.002:45 PM Sun., MR.

SPECIAL CATAGORY
TS=TSR

TS05: GIANT D&D. A D&D combination, demonstration,
seminar & mini-tournament will be given using a giant board
depicting the "Dungeon" game map & 25mm figures. This
event will be given throughout the w·eekend.
Semi continuous. FREE. ML.

TOURNAMENTS:Boardgames

AH=Avalon Hill

AH02: AVALON HILL CLASSIC 500. 7 rounds of 3 hours
each. Single elimination. What convention Would be
complete without competition in Avalon Hill's Classic 500
tournament? Players may play Afrika Korps, Waterloo,
Stalingrad, Midway, Alexander, Chancellorsville, Invasion of
Malta or Anzio (basic game). Afrika Korps must be played if
no alternate can be agreed on between players. Host:
Richard Hamblen. Entry: $5.00. Rl 6 PM Fri., OS & KS. R2 9
PM Fri., OS. R311 :30 AM Sat.. GS. R4 6:30 PM Sat., OS. R5
9:30 PM Sat.. OS. R6 11 AM Sun .. OS. R7 2:30 PM Sun., OS.
Prizes: 1st: Plaque & $100, 2nd: $50, 3rd $35, 4th: $25, 5th to
8th: $15 AH merchandise certificate, 9th to 16th: 1 year
subscription to the "General". Skill level 6.

AH03: RICHTHOFENS WAR DEMO DERBY. At least 3
rounds of 1 hour each (time is available for more rounds if
entries warrent). Entrants are divided into teams of three &
loosed onto a board from which there is no escape and where
they compete against a similatily matched team. Only one
team may survive & only those team members not shot down
may move to the next round. Pilots will be given credit for
kills gained along the way so as to be able to gain ace status
in the later rounds. Host: Jim Burnett. Entry: $2.00. R1 8:30
AM Sun., OS & KS. R2 9:30 AM Sun., OS & KS. R310:30 AM
SUN., KS. R411:30AM Sun., KS. Prizes: 1st Plaque, 2nd $20
AH merchandise certificate, 3rd: $15 certificate, 4th: $10
certificated, 5th to 8th: 1 year subscription to the "General".
Skill level 6.

AH04: RUSSIAN CAMPAIGN. 6 rounds ot 3 hours each.
Single elimination. The Scenario to be played is
BARBAROSSA with sudden death victory conditions and
the game ending in July/Aug. '43. Host: Dale Sheaffer. Entry:
$2.00. Rl 8:30 AM Sat.. OS. R2 11 :30 AM Sat., OS. R3 6:30 PM
Sat., OS. R4 9:30 PM Sat., OS. R511 AM Sun., OS. R6 2:30 PM
Sun., DS. Prizes: 1st Plaque, 2nd $20 AH merchandise
certificate, 3rd: $15 certificate, 4th: $10 certificate, 5th to 8th:
1 year subscription to the "General". Skill level 6.

AHOS: WOODEN SHIPS & IRON MEN. 6 rounds of 2 hours
each. Single elimination. Wes Coates hosts this event where
each player will command several ships against a matched
opponent. Entry: $2.00. Rl 6:30 PM Sat., KS. R2 9 PM Sat.,
KS. R3 11 PM Sat.. KS. R4 11 AM'Sun .. OS. R5 1:30 PM Sun ..
OS. R6 3:30 PM Sun .. OS. Prizes: 1st Plaque, 2nd: $20 AH
merchandise certificate, 5th to 8th: 1 year subscription to the
"General". Skill level 6.

AH06: WAR AT SEA. 6 rounds of 2 hours each. Single
elimination. Alan R. Moon GM'sthis WWII naval game. Entry:
$2.00. R 112 N Sat., KS. R2 2 PM Sat., KS. R3 4 PM Sat., KS. R4
9 PM Sat., KS. R5 11 PM Sat., KS. R6 1:30 PM Sun .. OS.
Prizes: 1st: Plaque, 2nd: $20 AH merchandise certificate, 3rd:
$15 certificate, 4th: $10 certificate, 5th to 8th: 1 year
subscription to the "General" Skill level 6.

AH07: SPEED CIRCUIT. 3 rounds of 2 hours each. 6 players
per game. Initial rounds will be run on a special track
provided by the GM, with 6 cars per board. Best finishers will

··qualify for later rounds. Final round will be played on a3-lane
track with 12 cars, each car being represented by a scale
model racer on the enlarged track. All finalists (either6 or 12,
depending on the total number of entries) will receive their
model car mounted on a plate (suitable for engraving) as a
trophy. Hosts: Burce Milligan & Jim Burnett. Entry: $2.00. Rl
6 PM Fri., GS. R2 8 PM Fri., GS. R3 8:30 AM Sat., KS. Prizes:
1st Plaque, 2nd: $20 AH merchandise certificate, 3rd: $15
certificate, 4th: $10 certificate, 5th to 8th: 1 year sUbscription
to the "General". Skill level 6.

AH08: FOOTBALL STRATEGY. 6 rounds of 1.5 hours each.
Tom Shaw is the host for this AH classic sports contest.
Entry: $1.00. Rl 9:30 PM Fri .. ES. R2 11 PM Fri., ES. R38:30
AM Sat., KS. R4 10 AM Sat., KS. R5 9 PM Sat., KS. R610:30
PM Sat., KS. Prizes: 1st Plaque, 2nd: $15 AH merchandise
certificate, 3rd $10 certificate, 4th: 1 year subscription to
"All-Star Replay". Skill level 4.

AH09: RAIL BARON. 2 rounds of 6 hours each with 6 players
per board. Only the winners advance to the final round.
Hosted by the Avalon Hill staff. Entry: $2.00. Rl 11 AM Fri.,
OS. R2 6:30 PM Sat.. OS. Prizes: 1st: Plaque, 2nd: $20 AH
merchandise certificate, 3rd: $15 certificate, 4th: 1 year
subscription to the "General".Skilllevel 5.

AH10: VICTORY IN THE PACIFIC. 4 rounds of 4 hours each.
Single elimination. The Pacific counterpart to War At Sea is.
hosted by AH's Doug Durke. Entry: $2.00. Rl 9 PM Fri., KS.
R2 2 PM Sat., KS. R39 PM Sat., KS. R4 1:30 PM Sun.. OS.
Prizes: 1st: Plaque, 2nd: $20 AH merchandise certificate, 3rd:
$15 certificate, 4th: 1 year subscription to the "General". Skill
level 6.

.AHll: CRESCENDO OF DOOM. 5 rounds of 3 hours
each. Single' elimination. NOTE: Limited to 32 players. Don
Greenwood hosts this tournament on Avalon Hill's extremely
popular tactical game. Players must be familiar with all rules
through 25 except Battlefield Integrity. Entry: $4.00. Rl 3 PM
Sat., OS. R2 6:30 PM Sat., OS. R3 9:30 PM Sat., OS. R411 AM
Sun., OS. R5 2:30 PM Sun., OS. Prizes: 1st: Plaque, 2nd: $20
AH merchandise certificate, 3rd: $15 certificate, 4th: $10
certificate, 5th to 8th: 1 year subscription to the "General".
Skill level 6.

AH12: CIRCUS MAXIMUS. 2 rounds of 2 hours each with the
1st round divided into 4 qualifying heats. Players must play
1st or 2nd in a heat to advance to the 2nd round. Players may
join all 4 qualifying heats. Entry: $1.00. Rl/Hl 3 PM Fri., KS.
Rl/H2 8:30 AM Sat., GS. Rl/H3 7 PM Sat., GS. Rl/H412:30
PM Sun., GS. R2 3 PM Sun .. OS. Prizes: 1st: Plaque, 2nd: $20
AH merchandise certificate, 3rd: $15 certificate, 4th: 1 year
subscription to the "General" Skill level 4.

AH13: WIN, PLACE & SHOW. 2 rounds of 3 hours each., 6
players per game. Ride your thoroughbred to victory as a
jockey, make the shrewdest buys as an owner & the best
wager as a fan. The winner of the game (the player with the
most money) moves into the final round. Entry: $2.00. R19:30
PM Sat., GS. R2 2:30 PM Sun., OS. Prizes: 1st: Plaque, 2nd:
$20 Ah merchandise certificate, 3rd: $10 certificate, 4th: 1
year subscription to "All Star Replay". Skill level 4.

RB=Robert Beyma

RB02: DNO TOURNAMENT. A single session tournament
with up to 6 games. Attendees will form 3 to 5 player teams &
will play using timed moves & historical weather. The session
will run 'round the clock (assuming player stamina) in the
Main Lobby. The set up will be guarded if aU players are
absent. Best German & best Russian players will be chosen.
Players must bring their own games. Entry:$1.00. 5 PM Fri. to
3 PM Sun., ML. Skill ievel 5.

CG=Connecticut Game Club

CG14: COLLEGIATE CREW REGATTA. This special-type 1
session boardgame tournament will be GM'd by Jeff Cornett,
former crew coxswain and designer of the game. 36 player
limit. All rules will be explained & copies of the game
provided. Players will compete in Freshman, JV and Varsity
with the winners of the Varsity being awarded a copy of the
game as a prize. Varsity winners will enter their winning
crews against each other in the climatic championship race.
Entry: $2.00. 5:45 PM Sat., GS. Skill level 1.
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EN=Eon Products

ENOl: COSMIC ENCOUNTERS. 4 rounds of 1.5 hours each.
Single elimination. 4 players per game. Jack Kittredge hosts
this "progressive" tournament of.this popular Eon Products
Game. R1 will use the basic game, R2 adds expansion sets 1
& 2 to the basic game, R3 adds expansion sets 3 &4, while R4
(the final Encounter) adds set 5. Players must brine their own
games & sets. Entry: $2.00 R16 PM Fri., CWo R2 7:30 PM Fri ..
CWo R3 3 PM Sun .. GS. R4 4:30 PM Sun., GS. Skill levelS.

EN02: QUIRKS. 3 rounds of 80 minutes each. Single
elimination. 4 players per game. Jack Kittridge GM's this
competition of controlled (?) evolution. R1 uses the basic
game, R2 adds expansion set 1 and R3 adds expansion set 2.
Players must bring their own games and sets. Entry: $2.00.
Rl 2:45 PM Sat.. GS. R2 4:05 PM Sat .. GS. R3 5:25 PM Sat.,
GS. Skill level 5.

G~=Game Design.ers Workshop

G008: TRILLION CREDIT SQUADRON-FOR TRAVELLER.
Marc C. Miller hosts a single elimination tournament for 64
players (and 20 alternates on stand-by) using Traveller
Adventure 5: Trillion Credit Squadreon. Players must have
produced a squadron using the rules in the Adventure 5 and
in High Guard and bring it to the Tournament. That squadron
will be the player's forces in the competition, which will use
the High Guard combat rules. The players must be aware of
all Special Rules in Trillion Credit Squadron. This
tournament will be given in sucession at orie setting. 2 hours
per double round. $2 Rl & 2. Rl &23:30 PM Fri.,IR-A R3 &4 8
AM Sat., ES. R3 & 412:45 PM Sun., CA-T6 & 7. Skill level S.

GM=Gameshop

GM02: THE HAMMER OF THOR. 2 rounds of 3 hours each.
Active participation limited to the first 25 players to attend.
2nd edition rules will be used & explained. Single elimination
characterizes this tournament/demonstration, but all
players play in both rounds. FREE. Rl11 AM Fri., GS. R2 2:30
PM Fri., GS. Skiil level 3.

GT=.Glenn Taylor

GT04: YOUNGSTOWN DIPLOMACY VARIANT. 2 rounds of
1-6 hours. 10-12 players per game. Glenn Taylor hosts this
most popular of all Diplomacy variants; a 10-12 player
version using Africa & Asia, In addition to Europe and
including such countries as Japan, China & India. Entry:
$3.00. 6 PM Fri., IR-A. Skill level 5.

NM=National Monstergaming Society

NM02: WACHT AM RHEIN. One continuous session of ?
hours... around the clock if the players agree. Set-up will be
in the secure Main Lobby. The game will be left up. The
National Monstergaming Society sponsers this 2 to 4 game
event limited to 32 players. The Dec. 21st scenario qr
Campaign scenario will be used d~pending on attendance.
Entry: $2.00. 11 AM Fri 'till 5 PM Sun. Skiii Levei 5. 11 AM Fri
'till 4 PM Sun., ML.

Ny=New York Game Board

NY02: DIPLOMACY TOURNAMENT. 2 rounds of 5 hours
with 1/2 hour assemby before the start ofthe round required.
All players play in both rounds. At the end of a round,
unfinished games will be adjudged & scored. As per
guidelines in the rulebook, there will be 15-20 minute turns,
with retreats & adjustments being performed without
discussion. Proceeds will be used to suppor:! Hobby
services. For advance information, contact Robert E. Sacks,
4861 Broadway 5-V, New York, NY 10034. Entry: $3.00. Rl 5
PM Sat.. IR-A. R212:30 PM Sun., IR-A. Prizes: lst,2nd & 3rd
~Iace certificates, 7 first in country (Austria, England, France,
Germany, Italy, Russia, Turkey). Skill level 5 (players must know
the rules of Diplomacy, but no experience is required).

OD=Omar DeWitt

0001: DUPLICATE EYLAU. 3 rounds of 1.5 hours each. Join
Omar DeWitt in this SPI-sponsored tournament. Three
senarios will be played with timed turns, different ob's & .
different victory conditions. Only standard game rules will be
used (no weather rules). All players play all three rounds in
this round-robin event. Entry: $2.00. Rl 4:30 PM Fri., ES. R2 6
PM Fri., ES. R3 7:30 PM Fri., ES. Prizes: $25 sri merchandise
certificates ·for best French & for the best Russian player.
Skill level 5.

SG=Shore Games Group

SG09: MICROGAME 600. 6 rounds of 2 hours each. Single
elimination. Shawn Carroll hosts this single elimination
Metagaming-sponsored tournament. HelltankslWarpwar
will be used if players cannot agree on what game to play.
Entry: $1.00. Rl 6 PM Sat .. CEo R2 8 PM Sat., CEo R310 PM
Sat., CE. R4 10:30 AM Sun., CEo RS 1 PM Sun .. CEo R6 3 PM
Sun., CE. Prizes: 1st: $75 Metagaming merchandise
certificate, 2nd: $25 certificate. Skill level 4 to 6.

SG10: STELLAR CONQUEST. 3 rounds of 4 hours each. 4
players per game, single elimination. The Shore Garners
host this Metagaming-sponsored tournament of Stellar
Colonization & Conflict. Single Elimination. Special
tournament senarios will be used. Entry: $1.00 R1 9 AM Sat.,
'CEo R2 4:30 PM Sat., CEo R3 1:30 PM Sun.. CEo Prizes:
lst:$100, 2nd: $35, 3rd: $15. Skill level 4 to 6.



SG11: GEV/OGRE. 6 rounds of 1,5 hours each. Single
elimination. Kevin Carroll hosts this classic tournament.
GEV senario 9.056 is used ... both sides have an OAGE.
Sponsored by Steve Jackson Games. Entry: $2.00 R1 4PM
Sat.. CEo R2 5:30 PM Sat.. CE R3 9:30 PM Sat.• CE R4 11 PM
Sat., CEo R5 2PM Sun.. CE R6 3:30 PM Sun" CEo Skililevel4
to 6.

SG12: IMPERIUM. 6 ROUNDS OF 3 HOURS EACH. Single
elimination. The Shore Garners host this ,exciting GDW
space game. Shawn Carroll, host. Entry: $2.00 R16 PM FRI.,
CEo R2 9 PM Fri., CEo R3 2 PM Sat., CEo R48 AM Sun., CEo R5
11:30 AM Sun" CER63PMSun.,CE. Prizes: 1st; $30, 2nd:$15
Skill level 4 to 6.

SG13: WARLORD. 2 rounds of 3 hours each. 6 players per
game, single elimination.Ray Zimmerman hosts this medival
game of strategy, politics and tactics. Entry: $2.00 R1 9 AM
Sun., CEo R2 2 PM Sun., CEo Prizes: 1st: $15, 2nd: $5. Skill
ievel 4 to 6.

SG14: MACHIAVELLI. 2 rounds of 4 hours each. 8 players
per game, single elimination. Bob Barton hosts this Avalon
Hill game of renaissance strategy politics & tactics as players
try for control of Italy. Entry $2.00 R1 1:30 PM Fri., CE, R2
4:30 PM Sat.. CEo Prizes: 1st: $15. 2nd:$5. Skill level 4 to 6.

SG1S: DIVINE RIGHT. 2 rounds of 3 hours each, 6 players
per game, single elimination. The Shore Garners host this

TSR-sponsored game of Fantasy strategy, politics & tactics.
Entry: $2.00 R1 12:30 PM Sat., CEo R2 2 PM Sun., CEo Prizes:
1st: Plaque, 2nd $10 T Skill level 4
to 6.

SG16:MELEEIWIZARD. 7 rounds of 1.5 hours each. Single
elimination. Esther Hartmann hosts this Metagaming
sponsored tournament of the popUlar Microgames. Entry:
$1.00 R1 9 AM Sat., CEo R2 10:30 AM Sat., CEo R3 12 N Sat.,
CEo R411 AM Sun., CEo R51 PM sun., CEo R6 2:30 PM Sun.,
CEo R7 4 PM Sun., CEo Prizes: 1st: $100 Metagaming
merchandise certificate, 2nd: $50 certificate. Ski II level 4 to 6.

SG17: ADVANCED MELEE/WIZARD. 6 rounds of 1.5 hours.
Single elimination. The Shore Gamers host this
Metagaming-sponsored tournament of competition in the
advanced Melee/Wizard system. Entry: $1.00 R1 6 PM Fri.,
CEo R2 7:30 PM Fri., CEo R3 9 PM Fri., CEo R4 10:30 PM Fri.,
CEo R5 5:30 PM Set., CEo R67 PM Sat., CEo Prizes: 1st: $75,
Metagaming merchandise certificate, 2nd: $25 certificate.
Ski II level 4 to 6.

SG20: STARFIRE. 6 rounds of 1 hour each. single
eliminai6n. The Terrans & the Khanate are at it again, using
Task Force Game's popular space warfare game. A balanced
Task Force will be provided for each side ..... and the Task
Force gets bigger in each round. EntrY:$2,00 R1 10:30 AM
Fri., CEo R211:30AM Sun., CEo R312:30 PM Sun.. CEo R41:30
PM Sun., CE, R5 3 PM Sun., CEo R6 4:30 PM Sun., CEo Skill
level 4 Or 5.

SG21: AWFUL GREEN THINGS FROM OUTER SPACE. 5
ROUNDS OF 1.5 HOURS EACH. Single elimination. The
Shore Garners hosts this Dragon Publishing-sponsored
tournament on Terror Aboard the Starship "Znutar'·. Entry:
$1,00 Rl 9:00 PM Fri.. CEo R210:30 PM Sal .. Ceo R32 PM Sat.,
CE R4 2:30 PM Sun .. CEo R5 4:00 PM Sun .. CEo Skililevel4 to
6.

SG22: STAR FLEET BATTLES DEMOLITION DERBY.
A single session of 4 hours. Limited to 18 players. This really
"Far Out" encounter pits 18 starships against each other in a
smash-bang-crash free-far-all to see who is the lone
survivor. Certain optional rules will be used and disclosed at
start time Host: Scot Devidson. Entry: $2.009 PM Thurs., CEo
Skill level 5.

SG23: STAR FLEET BATTLES TOURNAMENT. 3 rounds of
4 hours, 4 players per game. Scott Davidson GM's this
popular Task Force Game's event. Optional rules will ~e

used and disclosed at start time. Entry: $2.00 R1 9 AM Fri.,
CEo R2 1 PM Fri., CEo R3 4:30 PM Set., CEo Skill level 5.

SG 32: ONE PAGE BULGE 6 rounds of 2 hours each. Single
elimination. Al Hartmann host this Steve Jackson Game's
sponsored tournement. Entry: $2.00. Rl 9 PM Sat., CEo R211
PM Sat., CEo R3 8 AM Sun .. CEo R41 0 AM Sun., CEo R51 PM
Sun .. CEo R6 3 PM Sun., CEo Skill level 5.

SG 33: HITLER'S WAR. 4 rounds of 3 hours each. Single
elimination. Designer Keith Groze guides this tournament
on Metagaming's new Hitler's War game. The Fall of
Germany senario will be used. Sponsored by Metagaming.
Entry: $2.00 Rl1 :30 PM Fri, CEo R2 4:30 PM Fri., CEo R3 9 PM
Sat., CEo R4 2 PM. Sun., CEo Prizes: 1st: $75 Metagaming
merchandise certificate, 2nd: $25 certificate. Ski! level 5.

SG34: AIR FORCE/DAUNTLESS. 6 rounds of 2 hours each.
Single elimination. Shawn Carroll hosts this ~Iassic air war
contest which will use Avalon Hill's rules for this popular
AH/Battleline game. Entry:$2,00 R1 1 PM Sat.. CEo R2 3 PM
Sat., CEo R3 9:30 PM Sat.. CEo R4 8 AM Sun .. CEo R5 1 PM
Sun.. CEo R5 3 PM Su_n., CEo Skill level 5.

SG3S: DUNGEON. 2 rounas of 3 hours each. 6 piayers per
game. The Shore Garners present this fast paced tournament
on TSR's fast paced Dungeon Game. Entry: $2.00 R1 12 N
Sun., CEo R23 PM Sun.. ML. Skill level 4.

SG 36: MONOPOLY. 3 rounds of 3 hours each. Single
elimination Standard Ruies.Entry: $2.00 R1 3 PM Thurs., CEo
R2 9 PM Thurs., CEo R39 AM Fri., CEo Skill level 4.

SG37: RISK. 3 rounds of 2 hours each. Single elimination
Entry: $2.00 R1 9 AM Fri., CEo R2 11 AM Fri., CEo R3 2 PM Fri..
CEo Skill level 5.

SG38: BACKGAMMON. 6 rounds of 1.5 hours each. Single
elimination using standard rules except no dOUbling rules.
Play to 5 points per round except play to 7 points in the final
rounc;l. Enrty: $2.00 R1 6 PM Sat., CEo R27:30 PM Sat., CEo R3
8 AM Sun., CE, R4 9:30 AM Sun., CEo R5 1 PM Sun., CEo R6
2:30 PM Sun., CEo Skill level

SP=SPI

SP13:CHICKAMAUGA. 5 rounds of 4 hours each. Single
elimination. SPI hosts this tournament on their classic
"Quad". Entry: $2.00 R1 12 N Fri., ES. R2 9:30 PM Fri., CWo
R31 :30 PM Sat., ES. R4 8 AM Sun., GS. R51:30 PM Sun., KS.
Skill level 5 or 6.

SP14: THE CREATURE THAT ATE SHEBOYGAN. 5 rounds
of 1 hour each. Single elimination. Alan Gopin hosts this
monster game or should we say this game about
monsters? Entry: $2,00 R110 AM Fri IR-A. R211 AM Fri., IR
A. R3 8 AM Sun., GS. R4 9 AM Sun., GS. R510 AM Sun., GS.
Skill level 5.

TN=Triangle Simulations Society

TN07: SPEED CIRCUIT TOURNAMENT TRACKS. 3 rounds
of 3 hours each. First round limited t054 players (9 boards).
Argon Game's specially developed Tournament Tracks offer
fast-paced competition. C, McGrew, host. Entry: $2.00. R1 9
PM Sat., ES. R2 8 Am Sun., ES. R3 2:30 PM Sun .. ML. Prizes:
1st: $25, 2nd: $15 & 3rd: $10. Skill level 5.

TS=TSR

TS09: FIGHT IN THE SKY:'One session of 3 hours. 8 player
limit. Two groups of 4. One winner will be picked from this
exciting WW1 competition. Entry: $1.003 PM Sun., ES. Skill
level 5.

WG=Washington Gaming Association

WG08: SWASHBUCKLER. 3 rounds of 1.5 hours each. 6
players per game. Enjoy a good brawl in this action-packed
game of fightling. Brandon Brylawski hosts this Yaquinto
designed game. Entry: $2.00 R1 2:15 PM Sat., CWo R2 3:45
PM Sat., CWo R3 9 AM Sun., CWo Skill level 5.

WG09: KINGMAKER. 3 rounds of3 hours each. 4 to 6 players
per game. Dave Simmons hosts this classic Avalon Hill game
with only one player per game advancing to the next round.
Entry: $2.00 R1 8:30 AM Sat., IR-A. R211:30 PM Sat.,IR-A. R3
8 AM Sun., IR-A. Skll level 5.

TOURNAMENTS:MINIATURES

CE=Raymond C. Easterbrook

CE03: 15 MM MEDIEVAL MASS BATTLE -
TANNENBURG.A 1-session tournament of 15mm Medievals
miniature gaming. 4hours. Limited to 10 players. Autes:
Knighthood and the Middle Ages, 2nd edition. Knights of the
Teutonic Order vs the Slavs. All materials will be furnished.
Host: Raymond C. Easterbrook. Entry: $2.00. 9 AM Sun., ML.
Skill level 1.

CG=Connecticut Gaming Club

CG11: CIRCUS MINIMUS. 1 session of 3 hours. Jeff Cornett
hosts this miniatures adaption of Avalon Hill's popular
Circus Maxlmus. All materials will be provided, but attendees
are encouraged to bring their own 2Smm chariots.
Participation will be limited to 12, but it is hoped to fill the
stands with spectators. To this end, a special prize will be
awarded to the "Most Roman" (most bloodthirsty) spectator.
Entry:$2.00 2 PM Sun., ML.

CG12: 19th CENTURY OPEN.A single session 25mm
miniatures free-for-all using Yaquinto's popular colonial
skirmish rules, .. The Sword and the Flame". 3 tables will be
used with 8 players per table with each player having their
own secret objective. Pre~registrantsmust bring their own
20-man unit (20·30mm) representative of any 19th century
army or, alternatively, may bring two 20-man "native" units.
A limited number of extra units will be available for those
signing up at the convention. A special additional prize will
be awarded to the participant with the best combination of
well-painted army and )Nell-played game. Host: Jeff
Cornett. Entry: $2.00 '9:30 PM Sat.. ML. Skill level 3.

CG13: COMMANDO ADVENTURE. A single session
tournament. 4 hours. Limited to 12 players. A mission to
"rescue the prisoners" featuring HO scale WW11 miniatures
& incorporating certain aspects of role-playing. The winner
will be chosen on a combination of "game" success & how
well the "role" was played. GM: Jeff Cornett Entry: $2.009
AM Sat., ML. Skil level 3.

5

CP=Christopher Parker

CP01: FOLLOW ME! A 1 session tournament in 3 sections. 4
hours per section. Limited to 12 players per section. Chris
Parker hosts this 1Smm miniatures event on man-to-man &
tank-to-tank combat In WW11. All basic senarios are similar
with enough variation to allow a player to enter more than
one session. Se'narios are set in France in late 1944. Entry:
$2.00 S1 11 AM Fri.. ML. S2 9 AM Sat., ML. S39 AM Sun., ML.
Skill level 3.

CP02: AMERICAN CIVIL WAR. Rally 'round the Flag rules
will be used in this 1 session miniatures event in 2 sections. 4
hours per section. Limited to 10 players per section. A Union
force attached to Sherman's Army marching south is
detached to scout a hamlet rumored to contain a
Confederate Army Depot & Training Center. Conferate
Militia & State Troops counter-attack (Taken from an actual
battle... Griswoldville ... as written up in "The Civil War
Times"). The game will be played with 15mm figuresata 1:10
ratio. Players will be regimental commanders. Some basic
knowledge of the rules is helpful but not absolutely
necessary. Host: Chris Parker. Entry: $2.00 S1 8 Pm Fri., ML.
S25 PM Sat., ML. Skill level 2.

CP03: SQUAD LEADER IN 15MM MINIATURES. 1 session
EVENT IN 2 SECTIONS OF 1 HOUR EACH. Limited to 10
players per section. A post D-Day American-German clash
set France as heavy US forces of Patton's 3rd Army attempt a
breakout through lightly-held German positions. The game
will use the stock Squad Leader rules with a few variations to
allow play using 15 mm miniatures. Players may only enter
one session. Host: Chris Parker. Entry: $2.00 S1 9 PM Thurs.,
ML. S2 9:30 PM Sat., ML. Skill level 4 or 5.

CW=Colombia Wargaming Club

CW03: EMPIRE TOURNAMENT. Single session event. 2
tables with approximately 6 players per table. 5 hours. Third
edition rules will be used. Entrants in this tournament should
attend CW01 AS A PRIMER.7 referees will aid in running this
event. Entry: $3.00 1:30 PM Fri., Ml. Skill level 4.

CW04 STARS & BARS. Single session event. 2 tables with
approximately 8 players per table. 6 hours. Colombia
Wargaming club hosts this popular ACW event. Entry:
$3.00 2 PM Sat., ML. Skill level 6.

CW05: WRG ANCIENTS-- 25mm. 4 rounds of 3 hours each.
Single elimination. 5th edition rules wil be used. Players
must supply 1000-point armies. Army composition will be by
WAG Army List and will be verified by event organizers prior
to the event. Preregistrants must include their army list with
their preregistration. Those registering for this event at the
convention must turn in a list at the registration desk.
Entry:$5.00. R1 10 AM Fri., CI. R2 11 :30 AM Sat., CI. R3 9:30
Sat., CI. R4 8:30 AM Sun., CI. Skill level 6.

CW06: WRG ANCIENTS-- Identical in all respects to the
25mm WAG Ancients event described under ewos
EXCEPTING SCALE. Entry: $5.00. R1 2 PM Fri., CI. R2 3 PM
Sat., R3 9:30 PM Sat., CI. R4 8:30 AM Sun., CI. Skill level 6.

MA=Martian Metals

MA01: TROLLBALL. 5 rounds of 1 hour each. Single
elimination, 2 players per game. Fonst Brown hosts this new
(licensed by the Chaosium) game of ever-popular pastime of
the Dark Trolls. 15 mm minitiatures. All equipment will be
supplied by Martian Metals. Entrv.$2.00 R112:30 PM Fri., IR
A. R2 1:30 PM Sat.. iR-A. R3 3:30 Fri., CWo R4 4:30 PM Fri..
CW, R5 3 PM Sat .. IR-A. Skill level 2.

TN=Triangler Simulation Society

TN01: SWORD & FLAME#1. 1 session of 4 hours, Limited to
10 players. Defend the hills of the frontier against the
Feringhee or push the boundaries of the Empire ever
outward into Afghanistan. Yaquinto's popular Colonial rules
Yaquito's popular Colonial miniatures control the action.
Host: E. Mohrmann. Co-sponsored by Yaquinto & T. S. S.
Entry: $1.00 7 PM Fri.. ML. Prizes: Winners will receive a
momento of the game. Skill level 3.

TN02:SWOR D & FLAME#2, 1 session of 4 hours. Limited to 10
players. Advance with Lord Chelmsford into Zululand or
await the coming of the English as Senior Induna of your
regiment. Yaquinto's popular and flexible Colonial
miniatures rules are used. Host: E. Mohrmann. Co
sponsored by Yaqulnto and T. S. S. Entry:$1.00. 9 AM Sat.,
ML. Prizes: Winners will receive a $5 Yaquinto gift certificate
while non-winners will receive a momenta of the game. Skill
level 2.

TN03: SKIRMISH.A 1 session event. 4 hours. Limited to 10
players. Follow Von der Heyte out of your Junkers as the
spearhead of Operation Sealion or wait with other survivors
of Ounkirk to repel the German's cross-channel attack.
This man-to-man skirmish-level game uses rules developed
by the Triangle Simulations Society. Each player will recieve
the figures he/she uses as momentos of the game. Host: E.
Mohrmann. Entry: $1.00 9 AM Sun .. ML. Skill level 2.

TN04: HEART OF OAK#1. 1 session of 3 hours. Limited to 10
players. Walter Williams' Miniatures SaW ng rules. A premium
is placed on manuvering in this event covering ships of the
Napoleonic wars. Players will receive the painted & Rigged
Valiant 1/1200 models they use as a momenta. Host: W.
Tippitt. Entry: $2.00 2 PM Sun., ML. Skill level 3.



TN05: HEART OF OAK 2. A single session of 3 hours. 10
player limit. An introductory tournament using Walter
Williams' Miniatures Sailing Rules. Find out if you're a
bUdding Lord Nelson. Valiant 1/1200 frigates will be used
and will be given the participants as momentos of the game.
Host W. Tippitt. Entry: $2.00.1:30 PM Sat., ML. Skill level 1

WM=Wesley Methodist Fantasy Role Gamers (a.k,a,
WmFROG)

WM02: STAR FLEET BATTLES. 1 session of 3 hours. 20
player limit. David Pettlcord hosts this miniatures event
using Lou Zocchi's "Star Fleet Battla Manual" rules. The
senarlo Is 8 battle between the Kllngons. The Federation &
the Romulans over the recovery of an advanced alien vessel.
Photon torpedos, phaser fire, plasma beams, boarding
parties, disrupter fire. cloaking devices, atomics, suiciding &
going nova and webbing will be used. Entry: $4.00.2 PM Fri.,
ML. Skill level 4 to 6.

TOURNAMENTS: Novel

CG=Connecticut Game Club

CG05: NUCLEAR WAR. A 2 round tournament of2 hours per
round. 6 players per game. Brad Lewis GM's this tournament
of Flying Buffalo's game of ultimate destruction. Entry:
$2,00. R111 AM Sun., CWo R21:30 PM Sun., CW.Skili Level5.

CG06: COSMIC WHIMPOUT. 3 rounds of 1.5 to 2 hours. 3
players per game. Brad Lewis presides over Cosmic
Whim pout, the infamous dice game in which onetrys to roll
triplets of various cosmic symbols which give point scores.
Winner is the first one to score 500...who doesn't Whimpout
too much along the way. Entry: $2.00. R1 9 AM Sun .. CWo R2
11 AM Sun.. CWo R31:30 PM Sun., CWo Skill level 1.

CG07: GUNFIGHT AT THE O.K. CORRAL. 2 rounds of 1.5to
2 hours each. The Connecticut Game Clubs' Brad Lewis
hosts this cardgame by Discovery Games which depicts an
old-time western shootout. Entry: $2.00. R1 12:30 PM Fri.,
KS. R2 1:30 PM Sun., CWo Skill level 1.

SG=Shore Games Group

SG19: INVASION ORION VARIANT. 16 players pit
themselves against an Apple 48k computer which plays the
android Klaatu while the player plays a member of the
League of Oxycarbon Sentinent Beings. An experimental,
unstructured tournament. Players report to the Computer as
per the times posted in the Computer Forum Booth. Entry:
$2.00 Start: 8 PM Thurs. End: ?? Skill level 3.

TOURNAMENTS: ROLE-PLAYING

CG==Connecticut Game Club.

CG08: ROAD TO MORMORETH. A 1 session tournament in
two sections. 4 hours per section. 10 players per game, 1
game per section. A party of adventurers meets a gaunt
yellow-robed figure who describes to them a path to
Mormoreth and who requests that they get something he
desires... they may also find that which they desire. OM: Brad
Lewis. Entry: $3.00. S1 11 :45 AM Fri.. SM. S2 2 PM Sun., 00
T12. Skill ievel 5.

CG09: MINES OF SIZEMON'A 1 session tournamentwith two
groups of 10 players. 4 hours. A party of adventurers is sent
to another dimension to rid a Magic-User's home plane of
Sizemon Beast Lord. A high-level character/high-level
magic event. Hosted by Brad Lewis. Entry: $3.00. 9:30 PM
Fri., DO T9 & T 10. Skill level 5.

CG10: SUNI'S QUEST. A two round tournament with 2
sections in the first round.4 hours. 10 players per game. Brad
Lewis hosts this AD&[1~tournament.This tournament is co
sponsored by the Wizards Of The Airwaves, who will supply a
painted figure for each of the finalists. Each party will find
itself in a tavern brawl with survivors being mel oy me Wizard
Suni, polymorphed, and sent off on a great quest. Entry:
$4.00. R1/S1 8:30 AM Sat., CA-T1 To 5. R1/S2 11:45 AM Sat.,
CA-T1 TO 5. R2 9:30 PM Sat., DDT11. Skill level 5.

GD==Game Designers Workshop

GD09: OFFICIAL GDW TRAVELLER TOURNAMENT. Frank
Chadwick GMs this two round tournament (with the first
round in two sections) where 16 groups of 5 players match
wits with the Workshop in the far reaches of the Galaxy.
There will be 8 groups of 5 players in the 2nd & final round.
Players must know Mercenary (Book 4) as well as basic
Traveller. The workshop will supply all materials for this
tournament. $1.00 R1/S1: 12 N Fri.. DD-T1 TO 8. R1/S2 7:15
PM Sat., DD-T1 TO 8. R2 3:30 PM Sun., DD-Tl TO 8. Skill
level 5.

GL=Gamelords Ltd.

GL01: INCIDENT AT THE JOHNSTOWN BRIDGE. 3
independent sessions of 3 hours each, 2 sectio~s per
session, 10 players per section. Gene Hoffman & Richard
Meyer of Gamelords Ltd. host this .,patrol-level adventure
designed to demonstrate their new role-playing game of the
American Civil War, "Mine Eyes Have Seen The Glory".
Players will portray individual soldiers on a reconais.sance
mission somewhere in the Western Theater. Entrants In any
session should choose a section based on their personal
sympathies... ~ection A for Confederates, Section B for the
Union. One of the game's authors will be available for Q&A
after the demonstration. Entry: $2.00. S1 6:15 PM Thurs., SR5
& 6. S2 3 PM Fri., IR-B. S3 10:15 AM Sat., ES. Prizes: One
player in each section of each session will receive a copy of
the game ($16 retail value). Skill level 2.

GL02: A NIGHT AT THE SINGING SIREN. 1 session of 3
hours. -Limited to 12 players. Kerry Lloyd hosts this event
where the players spend a wild evening in a notorious tavern
in the Western Provinces, where anything can happen ...and
frequently does. This event is designed to demonstrate the
rules for running barroom adventures which are available in
Gamelord' "The Compleat Tavern". The author of the game
will be available tor Q & A after the event. Entry: $1.00. 8:30
AM Fri., DD-T7. Skill level 2.

GL03: DUEL ARCANE: A single session event of 3 hours.
Double elimination. Limited to 32 players. All game material
will be furnished. Richard Meyer hosts this man-to-man
tactical duel between shape-changing Wizards. Players
battle in the forms of the beasts of myth & legend. Entry:
$2.00 8:30 AM Fri., KS. Prizes: 1st: $20 Gamelords
merchandise certificate, 2nd: $10 certificate, 3rd & 4th: $5
certificates. Skill level 4.

GL04: THE "PRINCE OF THIEVES" COMPETITION. 3
rounds of 3 hours each with R1 in 3 sections, 10 players per
group, 2-3 groups per section. Top 3 players in each group
advance. Richard Meyer & Michael Watkins invite all fantasy
gamers to vie to determine who is the best role-playing thief
in this unique tournament where players test their skills in
Highway Robbery, Tomb Robbing & Second Story Burglary.
Winners determined be cumulative scores for the three
rounds... each round will feature a different type robbery.
Gamelords will su pply all game materials. Entry: $2.00.
R1/S1 9:30 PM Thurs., DD-T6 & 7. Rl/S2 11:45 AM Fri., iR-B.
Rl/S3 6:15 PM Fri., IR-B. R2 9:30 PM Sat., CA-T5 to 7. R38
AM SUbscription to "Thieves Guild", 2nd: $25 & 2 year
subscription, 3rd: $15 & 2 year sUbscription, 4th: $10 & 1year
subscription, 5th to 8th: $10 Gamelords merchandise
certificate. Skill level 4.

IC=lron Crown

IC04: THE QUEST OF THE IRON CROWN. 3 rounds in 7
sections; 4 sections in round 1,2 sections in round 2 and 1
section in round 3. 2 groups/games of 4-8 players per
section. Single elimination. In this test of role-playing skill,
participants will remain in the event as long as their personal
character survives in pursuit of his quest. A simplified form of
the Iron Crown combat suppliment will be used, but no
previous experience with it is necessary if you've had prior
role-playing experience in general. ICE Will not supply all
game-related equipment. .. attendees must supply
Imagination & Guts. Host: Stephen E. Moffatt. Entry: $1.00
Rl/S1 8:30 AM Fri., DD-T11 & 12. R1/S2 12:45 PM Fri.,
DDT11 & 12. Rl/S3 5 PM FRi., 00-Tl1 & 12. Rl/S4 9:30 PM
Fri., DD-T11 & 12. R2/S1 8:30 AM Sat., DD-T1 & 12. R2/S2
12:45 PM Sat., DD-T11 & 12. R3 8:30 AM Sun., SRG &SM. R4
3 PM Sun CR-B & CR-G. Prizes: 1st $50 cash & a lifetime
subscription to all Iron Crown Enterprises game
publications. Skill level 4.

KR=Ken Rolston

KR02: IN MEDIA RES: A 1 session tournament in 2 sections
of 4 hours each. 8 players per section. The Latin phrase
provides your only clueto the nature of this adventure. A very
different AD&D'" Tournament. Moderated by George
Johnston & friends. Entry: $3.00. S1 5 PM Sat., DD-T9. S2
8:30 AM Sun., CA-T7. Skill ievel 6.

KR03: THE NEW FENS OF RALIOS. A 1 session tournament
in 2 sections of 4 hours each. 8 players per section. Lankhor
My has assembled a small party to research, of all things, the
social patterns of the Broos. As you paddle your way along
the winding, reed-choked waterways of the New Fens, you
vainly attempt to catalog all the ways that this hostile swamp
could kill you. A runequest adventure with an emphasis on
role-playing. Moderated by Ken Rolston & friends. Entry:
$3.00. Sl 5 PM Sat., DD-Tl0. S2 9:30 PM Sat., DD-Tl0. Skill
level 5.

KR04: THE SIGN OF THE THiSTLE. A 1 session tournament
in 2 sections. 8 players per section. The marvelous & the
absurd are the commonplace in the bizzare world of Mae!.
You never know what you'll have to blast or bluster your way
out of. A Tunnels & Trolls adventure moderated by Glenn
Tippy & friends. Entry: $3.00. S1 8:30 AM Sat., SM. S2 12:45
PM Sat., SM. Skill level 5.

KR05: THE TEMPLE AT BONA...ARRIFLEX MORDEL
RETURNS. 1 session tournament in 2 sections. 4 games per
section, 8 players per game. Sordid rumors of a drug
controlled citizenry & Zombie laborers surround the outland
town of Bona while the clerics & mages work with forces
unfamiliar even in the sophisticated culture of the Valley of
the Moon. You are charged by your Patriarch to root out &
destroy evil as you find it in the mysterious Temple at Bona.
An AD&D'''adventure hosted by Dick Garner. Enlry: $2.00. Sl
6:15 PM Fri., SR 1 TO 4. S2 9:30 PM Fri., SR 1 T04. Skill level
6.

KR06: CASTLE MAUL. A 1 session tournament for9 players.
4 hours. Rescue the fair Princess Tylenol from the clutches
of the evil Baron Bayer in time to prevent her corrupt cousin ,
Dristan, from stealing her throne. Bring your own 7th level
characters (Assassins need not apply). AD&D'~Host: David
Stevens. Entry: $3.00. 9:30 PM Sat., 00-T9. Skill level 5.

RE=Ragnarok Enterprises.

RE06: RAGNAROK'S CHALLENGE DUNGEON.1 session of
4 hours. Limited to 15 players. Players are invited to bring
their best character of 12th level or lower with 5 magic items.
Players must bring 3 characters, from which the GM will
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choose one. 'Characters from C&S, AD&D'~ T&T, and
Runequest wili be accepted. Entry: $3.00. 10:45 AM Sat.,
SR6. Skill level 5.

RE07: THE RING OF GILROD. A 1 session tournament in 3
sections. 3 hours per section. 5 games per section, 5 players
per game. A quest for the most utterly evil item in the realm of
Utgart. AD&D" Entry: $3.00. Sl 3 PM Sat.. SR 1 TO 5. S2 8:30
AM Sun., SR 1 TO 5. S3 11 :45 AM Sun .. SR 1 TO 5. Skili level
5.

SG=Shore Games Group

SG01: THE WIZARD'S TOWER MARCHES ON. 2 rounds of 3
hours each. 8 players per game, single elimination. The
"Advanced Tower" given at Origins '80 has been modified to
become this year's "Basic Tower" adventure. Players who
joined this Adventure at Origins '80 should join tournament
SG021his year. Variant for AD&D', Entry: $2.00 Rl: 9:30 PM
Fri., DD-Tl TO 8. R2 7:30 PM Sat., SR-7. Prizes: 1st: $40, 2nd:
$20. Skili level 4 or 5.

SG02: THE WIZARD'S TOWER NEVER SLEEPS. 2 roundsof
3 hours each. 8 players per game, single elimination. This
year's "Advanced Tower" explores the dreaded North-West
Quadrant of the infamous Wizard's Tower and studies the
question of whether Chaos or Evil is the most important
enemy of Lawful Good. Variant for AD&DT':."Entry:$2.00. R13
PM Sat., DD-Tl TO 8. R28 AM Sun .. 00-T12. Prizes: 1st: $40,
2nd: $20. Skill level 4 or 5.

SG03: THE APPRENTICE'S TOWER. 2 rounds of 3 hours
each with the first round in two sections. 8 players per game,
single elimination. The popular fantasy adventure, "The
Wizard's Tower Strikes Again", has been revised by younger
players for younger players. Specifically for 10-16 year old
Adventurers. Variant for AD&D" Entry: $2.00 R1/S1: 6:15 PM
Thurs., CA-T1 TO 4. Rl/S2: 3 PM Fri., Ca-Tl TO 4. R211:45
AM Sat., SR-5. Prizes: 1st: $40, 2nd: $20. Skill level 3.

SG04: THE ROOM OF WONDER. 1 session of 3 hours.
Limited to 10 players. A party of L-1 characters accidentally
find Alvaro Timemaster's secret room of time-mined
treasures (Alvaro is The Wizard of "The Wizard's Tower"
series). Kathy Carroll leads a group of 10-16 year old
adventurers through this single-session 3 hour puzzle & clue
oriented adventure as they try to escape the Room of Wonder
alive... and unchanged. Variant for AD&D'';' Entry: $2.00. 3 PM
Thurs. SR-3 Prize: lsI: $10. Skill level 3 or 4.

SG05: THE INN BETWEEN THE WORLDS. A single session
adventure. 3 hours. Limited to 10 players. A party of casual
travellers find themselves on a "One-Way Street" which
leads only to a unique Inn. Their survival depends not only on
their wits but upon the amount of reading they have done in
Science Fiction & Fantasy and in certain parts of "Classical"
Literature. The players must recognize who ...or what. .. they
encounter. The players might meet Dray Prescott, Harold
Shea or Worsel of Velantia... or others. Variant for AD&D~
Entry: $2.00.6:15 PM Thurs.. DD-T9. Prize: 1st: $10. Skill
level 5.

SG06: RUNQUEST. 2 rounds of 3 hours each with the first
round in 2 sessions. 8 players per game, single elimination.
AI Hartmann hosts yet another in his popular series of
Runquest adventures among the Dark Trolls. 8 players per
game, single elimination. Entry: $2.00. R1/S1: 9:30 PM Fri.,
CA-Tl TO 5. Rl/S2: 8:30 AM Sat., CA-Tl TO 5. R2 11:45 AM
Sat., DD-T9. Prizes: 1st: $40, 2nd: $20. Skili level 5.

SG07: THE FANTASY TRIP--THE TURILLIAN CENTER. 3
rounds of 3 hours each with the first round in 4sections. 10
players per game, single elimination. Shawn Carroll hosts
the official Metagaming Fantasy Role-Playing Adventure
where the players try to decypher the mysteries of the newly
discovered levels of the ancient Mnoren "Turillian Center".
Entry: $2.00. R1/S16:15 PM Thurs.,CA-T5 TO 8, SR-l. R1/S2
8:30 AM Fri., DD-Tl TO 5. Rl/S3 3 PM Sat.. CA-Tl TO 5.
Rl/S4 9:30 PM Sat., SRl TO 4. R2 8 AM Sun., DD-T10-11. R3
3 PM Sun .. CEo Prizes: lst:$500, 2nd:$200, 3rd:$100, 4th:$50,
5th to 8th:$25. Skill level 4 or 5.

SG08: THE FANTASY TRIP--UNDER THE MOON OF
BLOOD. 2 rounds of 3 hous each with the first round in 2
sections. 10 players per game, single elimination. The Shore
Garners welcome Adventurers to this Meta
gaming sponsored adventure of escape from mysterious
slavers and (in R2) the escapees confront the final mystery.
Entry:$2.00. Rl/S1 8:30 AM Sun .. CA-Tl TO 5. Rl/S2: 11:45
AM Sun., CAT1 To 5. R2 3 PM Sun" SR-6, Prizes: 151:$40,
2nd:$20. Skill level 4 or 5.

SG24: THE TOY FACTORY OF MARATEL. 1 session of 3
hours. Limited to 10 prayers. Join Scott Davidson in this
unique trip through the magical toy factory of the great
wizard, MarateL You might even recognize some of the toys
& games---to survive. AD&D":' Entry: $3.00. 6:15 PM Thurs.,
SR-4. Skill level 5.

SG25: MEET THE PROPHET OF DOOM. 1 session of 3
hours. 10 player limit. Search for the Prophet of Doom in
order ot discover his prediction on a forthcoming ..
termination. With the prediction, the evil might beaverted. A
Runquest adventure hosted by Scott Davidson. Entry: $3.00.
3 PM Thurs.. DD-T10. Skill level 5.

SG27: T'HE THRONE OF THE ICE WITCH. 1 session 01 3
hours. Limited to 10 players. This event based on
Metagaming's The Fantasy Trip is hosted by Avery Lyford.
your. group of adventurers are sent to a boreal forest to search
for the Throne of the Ice Witch. Entry: $2.00. 9:30 PM Thurs..
00-T8. Skill level 5.



SG26: THE RUINS OF SHANG. One session 3 hours.
Limited to 10 players. Avery Lyford hosts this adventure
based on the ruins of China's Shang Dynasty. A TFT event.
Entry: $2.00. 3 PM Thurs., DD-T12. Skill level 5.

SG28: THE TOWER IN THE MARSH. 1 SESSION OF 3
HOURS. Limited to 10 players. A mysterious tower suddenly
appears in the center of the dread Thumbaka. Your party has
been sent to investigate this phenomenon. Avery Lyford
hosts this TFT Event. Entry: $2.00. 11:45 AM Fri .. DD-T10.
Skill level 5.

SG29: THE PUN DUNGEON. A 1 session evenl of 3 hours.
Limited to 10 players with great endurance, strong nerves ..
and strong stomachs. Shawn Carroll hosts this session of
revenge on those who seek to subvert the English Language.
Don't say we didn't warn you!! Entry: $2.009:30 PM Thurs.,
DD-T9. Skililevei undefined.

SG30 SG30: THE PLAINS OF LENG. 1 session of 3 hours.
Limited to 20 players, 2 independently jUdged games of 10
players, 2 independently judged games of 10 players.
Journey down the 700 steps to the land of dreams & visit the
plains of Leng and its yellow-robed priests....and other
inhabitants. Ray Zimmermann & Shawn Carroll hosts this
variant of AD & D'". Entry: $3.00. 3 PM Thurs., SR5 & 6. Skill
level 5.

SG3l THE GREAT NORTHERN .TEMPLE OF SEEKER. 2
rounds of 3 hours each. 10 players per game. Join with a
fellowship investigating a deserted temple of the Egyptian
God Seeker. The temple is rumored to have been robbed &
defiled by the Black Horde before its retreat to its hom~'and
in the Mountains of Madness. A variant of AD&DTff. Entry:
$3.00. R1 11:45AM Sun., DD-T1 TO 10. R23 PM Sun., DD-T9.
Skill level 5.

SP=SPI

SPll: THE FORBIDDEN WAY. 2 sessions of 5 hours each. 8
players per session. An adventure for SPl's new role-playing
game, Universe. The adventure will be GMed by the game's
designer, John Butterfield. Each pre-registrant will receive a
copy of the Player's Guide for Universe by mail prior to Gen
Con® East.. .. (price is included in the entry fee). Spectators
are welcome. A winner will will be chosen from each session.
Entry: $8.00 S1 7 PM Fri., ML. S2 4PM Sal., ML. Skill Level 3.

SP12: DRAGONQUEST. A sneak-preview of Paul Jaquay's
soon-to-be-released Dragonquest Adventure, "The
Enchanted Wood" 2 sessions, each of 3 games with 6
players each. Entry: $3.00 S1 6:15 PM Fri" SR5 to 6 & SM. S2
6:15 PM Sat., SR5 to 6 & SM. Skill level 3.

TS= TSR

TS06: GAMMA WORLD~"3 sessions wilh 8 players per
session. Host: Jim Ward. Entry: $2.00. S1 9AM Fri., DD-T10.
S2 12:45 PM Sal., CA-T6. S3 11:45 AM Sun., DD-T12. Skill
level 5.

DISCLAIMER

Attendees please note!! The only events given by a
manufacturer are those listed under that manufacturer's
code letters. Events sponsored by a manufacturer are given
by others (usually a gaming clUb) and so noted in the event
description. All other events are given by gaming clubs or
private individuals with no affiliation with the manufacturer
concerned.

TRAVEL INFORMATION

Plane: Philadelphia International Airport. Limo or Cab
available to Cherry Hill Inn ("CHI"). A Philadelphia Transit
bus may be taken to center city (12th & Market). A NJ Transit
"D" bus (board at Broad & Cherry) will stop al CHI.

TRAIN: Amtrack Metroliner. Get off al 30th Street, take
Southeast Pennsylvania Transit Authority into center city.
Follow bus instructions given in "Plane" section.

BUS: As noted above 'from Philadelphia center city.
Connections are available from the New York Port Authority
Bus Terminal right to the CHI.

CAR:. From New York & Northern New Jersey, take NJ
Turn.pike to Exit 4--Take Route 73 North to Route 38 West to
road sign reading Haddonfield. Turn right under overpass.

From BaltirTlOre, Wash·ington & points South. Interstate
95 over the Delaware Memorial 'Bridge to the NJ Turnpike.
North to Exit 4. Then as noted above.

From Harrisburg & points W~st. Ef.ther take the Penn.
Turnpike to the NJ Turnpike, then South to Exit 4, then as
noted above; or Penn. Turnpike to Exit 24 (Phila.), Follow
Schuylkill Expressway to Benjamin Franklin Bridge, Route
30 in NJ, RUNS INTO Route 38. CHI ON RIGHT.
If you miss the CHI WHEN DRIVING, DON'T PANIC. There
are cloverleaves (or a reasonable facsimile) within a mile or
less in either direction. Watch for the Cherry Hill Mall... it's
very hard to miss!!! Don't be afraid to ask directions.

CARPOOLING

Those wishing carpooling should check off the proper slot
on the preregistration form, Those doing so will receive, with
their preregistration receipt, a list of those in the same
County will be included. This means that you will be on
subsequent preregistrants lists and they will have your
complete address & phone number. Any arrangement must
be made by the concerned parties. Gen Con~ East takes no
further responsibility for carpooling beyond the voluntary
participation in the program by preregistrants. Names &
addresses of those preregisterants not participating in the
voluntary carpooling program will remain confidential.

TS07: AD&D"'OPEN TOURNAMENT. 2 rounds with the firsf
round in 3 sessions. 12 to 15 games per section, 8 players per
game. judging by point system. The official TSR-Sponsered
AD&D'"Tournament. Entry: $1.00. R1/S19:30 PM Thurs., CR.
R2 3 PM Sun., SR1 to 5 Skili level 5.

TS08: RPGA AD&D'"TOURNAMENT. 4 rounds of 3 hours
each. 8 players per game. Judging by point system. Entry
limited to RPGA""MEMBERS.lnthefirst round, twogroupsof
8 players will be run by one referee. RPGA members only.
RPGA'''membership cards must be presented at the event.
Ticketed Free evenl.R1 3 PM Fri., SR1 to 5. R2 9:30 PM Sal.,
CA-T1 104. R3 8:30 AM Sun., DD-T8 & CA-T8. R4 11:45 AM
Sun., CA-T8. Skill level 5. .

WO= Wilmark Dynasty

W006: COUNTDOWN AT VILLA ARHOZ. A sinQle session
adventure for 8 players. 3 hours. John Corradin GM's this
unique adventure. Alone, each player enters a deserted
village in search of an elusive prize. Simultaneous
movement pits each player against the 7 other
adventurers .....whose purposes may conflict. A real Frp
challenge! Varianl of AD&D~ Enlry:$3.00 9:30 PM Fri .. CA
T6. Prize: $10. Skill level 4.

W007: ESCAPE FROM SHADOWLAND. A single session
competition for 10 players. 3 hours. Seek life where none
exists and beauty where all is shrivelled & ugly. Join a
company of medieval adventurers in an attempt to rescue the
lovely Persephone from·the very Citadel of Death. GM John
Coqadin hosts this single-session adventure for 10 players.
Varianl of AD&D'~ Entry: $4.00 9:30 PM Thurs., DD-T12.
Prize: 1st:$15. Skill level 4.

W008: TO THE CENTER OF THE CIRCLE. 1 session or 4
hours. Limited to 10 players. Micaela Corradin hosts this
adventure where the search fora miraculous fountain leads a
group of 10 handicapped adventure res to an ancient temple
where puzzling trials & riddles await them at every turn.
Varian I of AD&D'~ Enlry: $3.00 8:30 AM Sal., CA-T6. Skill
level 2.

W009: THE VAMPIRE'S MIRROR. A single session evenl for
10 players. 4 hours. Step through the looking glass and sink
your fangs into a mind-goggling challenge of your
roleplaying ability as you match wits in a duel with death (or
is it un-death??)! Hosted by Lee McCormick. Variant of
AD&D~ Enlry: $3.00 6:15 PM Thurs., DO-T11. Skill ievel2.

W010: THE SCREAMING SWAMP TEMPLE. A 1 round event
in 2 sessions. 4 hours. 8 players per session. AD&D7Y
Dungeon adventure for 10th - 12th level characters (bring
your own!) each with four (4) GM-approved magic items.
Enlry: $4.00 S1 8:30 AM Sal.. CA-T7. S212:45 PM Sat., CAT7.
Prize: 1st: $12. Skill level 4.

WOll: FORTUNES TOLD, WON & LOST. 1 session ot 4
hours. Limited to 12 players. A travelling circus of bizarre
acts offers 12 adventurers the chance of a lifetime to
compete with monsters in ring-style combat..test their skills
at dangerous games and defy the Fortune Teller'sdeadliest!!.
Host: Lee McCormick. Entry: $4.00 12:45 PM Sun., DD-T1 1.
Prizes totalling $15..00 will be given. Skill level 4 to 6.
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W012: WILMARK'S THREESCORE REVENGE. 1 session
with 3 senarios. 6 hours. Up to 12 games of 12 players.
Another unique offering from Wilmark Dynasty. Three
generations of adventurers attempt to free the city of
Wilmark from a notorious opression. Exposure to AD&DJ,
Melanda, Runequest, etc. Qualifies entrants to tackle this
three senario, non-elimination tournament (all entrants play
all senarios at one setting). Up to 120 entrants allowed. This
in NOT an AD&D~EVENT. Entry $5.003 PM Fri., DD-T1 to 10.
Prizes totalling a minimum of $75 will be given to the 1st to
5th place finishers. Skill level 3.

W014: SPACE ANGEL. 1 session of 4 hours. Limited 10 12
players. Ken Warren GM's this investigation by a brave party
of adventurers into the mysteries of a delerict Spaceship.
GDW's Traveller rules govern this encounter with the
unexpected. Entry: $3.00. 8:30 AM Sun.. CA-T6. Skill level 5.

WG=Washington Gaming Association

WG10: WIZARD OFTHE UHRATH. 2 roundsof3 hours each.
10 players per game with the two best players in each first
round game advancing to the second round. Test your FRP
skills against some of the best. Hosts: Tom Filmore, Ted
McDonald, Bob Giglio, Alex Muromcew & Dave Simmons.
D&D". Enlry: $3.00 R1 6:15 PM Sal., SR-1 to 4 & DD-T12. R2
9:30 PM Sal., DD-T1 2. Skill level 5.

WG11: RABA'S REVENGE. One session of 3 ~ours. 10 player
limit. Tom Filmore invites a band of D&D® players to an
adventure in search of wealth & fame .....The Revenge of
Raba will be complele. Enlry: $4.00 S1 9:30 PM Fri., CA-T7.
Prizes: 1sl: $10. Skill level 5.

WG12: SEVEN KEYS FOR KEVIN'S KEEP. 1 session of 3
hours. 10 player limit. For those of y'ou that missed it last
year. Join with a hardy group of adventurers who arehired by
the Church to recover the seven keys before the Zanderites
attaCk. Ted McDonald again runs this exciting adventure.
Updaled for this year's tournament. D&D". Entry: $4.00 S1
8:30 AM Sat., CA-T8. Skill level 5.

WG13: THE HAUNTED INN. 1 session of 3 hours. 13 (!)
player limit. Veteran Dugeonmaster Bob Giglio will welcome
13 guests who will spend the night at "The Haunted Inn", a
rickety old inn that is rumored to have its share of strange
happenings. This role-playing adventure will be run using a
variant of the D&D" rules. Entry: $4.00 S1 9:30 PM Fri., CAT8.
Prize: 1s1 $10. Skill level 5.

WG14: BOOT HILe~2 sessions of 3 hours each. 25 players
per session. Come & play one of the "Fastest Guns That
Never Lived" from the Westerns, in a fast-paced single round
elimination using the Boot Hill rules from TSR. This event
will be run by Bob Giglio, who ran a similar event at Origins
'80, and who will judge each player on how well he
"roleplays" his character to determine the winner. Entry:
$3.00 S1 12N Sun .. CI. S2 3 Pm Sun., CI. Prizes: 1st $20. Skill
level 5.

CAMDEN, NEW JERSEY
PHILADELPHIA PA. AREA



WM: Wesley Methodist Fantasy Role Garners (a.k.a.
WmFrog)

WM03: BLACK ROSE. a 1 session adventure with 8
simultaneously-judged games with 12 players per games. 3
hours. Penny Petticord Hosts the AO&D event wherin a
wicked enchantress threatens the land with her arcane
powers. Can you stop her from completing her nefarious
plans? This event is a "thinking dungeon". Entry: $4.009:30
PM Sat., DD-Tl to 8. Skill level 4 to 6.

WM04:THE HOUSE ON THE BORDERLANDS. 2 rounds of 3
hours each. 8 games in round 1, 10 players per game with the
best player in each game advancing to the final round. Paul
Low GM's this Ao&on•. adventure wherin a stately old
mansion is discovered during a patrol of your country's
borders.. Your fellow Borderguards believe they have
discovered the hideout of smugglers....but your mind nags
you as to why the mansion has never been noticed ere now.
Another "thinking-dungeon"from WmFROG. Entry:$4.00 R1
3 PM Thurs:, DD-T1 to 8. R2 8:30 AM Fri, DD-T6. Skill level 4
to 6.

WM05: TEMPLE OF THE ELDERS. 2 rounds of3 hours each.
8 games in rounds 1, 10 players per game. The best player in
each game advances to the final round. Fred Bottom hosts
this AO&D""adventure. Your mission is to return a lost crystal
ball to the Temple of the Elders.....but where is the magical
orb & what guards it? You'll find out!! Entry:$4:00 Rg.6:15 PM
Thurs., DD-T1 to 8. R211:45 AM Fri., DD-T9. Skililevel4t06.

WM06: THE BOOK OF "S". 1 session of 8 simultaneously
judged games. 3 hours, 10 players per game. Your party has
been hired by an Ancient Mage to recover an even more
ancient tome of lost spells. The last 6 parties to attempt this
feat have not returned. Scott Halstead hosts this AO&D''1'
adventure. Entry: $4.00. 8:30 AM Sun., DD-T1 to 8. Skill level
4,to 6.

WM07: 'THE TOMB OF DETH. A 1 session event with 8
simultaneously-judged games. 3 hours. 8 players per game.
There will be no winner, but there will be a winning team.
Sharon Midgett hosts this AO&DNevent which is partented
by violent movement of the very stars in the heavens. The
Astrologers agree..... for a short time the resurrection of the
Arch-Evil, Oeth, is possible. To save your civilization, you
must arrive at Deth's remote tomb before his devoted
minions arrive to resurrect their mentor. Entry: $4.00. 6:15
PM Sat., CA-Tl to 8. Skill level 4 to 6.

WM08: BREAKING THE CIRCLE. 1 session of 8
simultaneously-judged games. 3 hours. 10 players per game.
This AD&D'"tournament is hosted by WmFROG's Nina Surr.
Beyond the River of Htaed lies the lair of the dreaded
sleeping Sorcerer. As your party approaches, the spirits of
your ancestors both encourage you & commune the fact that
your parents died ...on an expedition just like yours. Entry:
$4.00. 3 PM Sun., CA-T1 to 8. Skill level 4 to 6.

WM09: MISSION TO NEMBOR. 1 session of 8
simiultaneously-judged games. 3 hours. 10 players per
game. An apparently simple mission for mid-level
characters. A simple scouting expedition into a village is
planned ... but this is the back-up team. The primary team did
not return from their scouting mission. George Young hosts
this AD&D'"adventure. Entry: $4.00.11:45 AM Sat., DD-Tl to
8. Skill level 4 to 6.

WM10: ELVEN HONOR. 2 rounds of 3 hours each, with the
1st round of 8 simultaneous but not quite identical games. 10
players per game. The best player from each game advance
to the final round. By deceit, the Elves' ancient enemy has
captured the Elvan Empress & plans to infinitely prolong her
life.... in a torture chamber! You, as an honorable Elf, have
naturally volunteered to bring her back or to die in the
attempt. Dr. Allen Barwick hosts this "thinking dungeon",
which is replete with puzzles, traps, paradoxes, ethical
problems, riddles & intelligent (very) monsters. Entry: $4.00.
Rl 8:30 AM Sat, DD-Tl to 8. R23 PM Sat., SR6. Prize: lst$10.
Skill levelS to 6.

WW=Willingboro Wargamers

WW01: CHIVALRY & SORCERY TOURNAMENT. 2 rounds
. of 3 hours each with the 1st round in 2 sections. Each section

will have 2 games of 5 players each. Each game will play the
same 5 characters with the best player of each character
moving into the final round. Essentially, the players will be
competing with their "alter egos" in the other games. R1 will
feature a wilderness senario and R2 will be a "Place of
Mystery", directly related to Rl. Host: Martin Dallago. Entry:
$2.00 Rl/Sl 6:15 PM Fri., CA-T6 & 7. Rl/S2 11:45 AM Sat.,
SR-l & 2. R2 6:15 PM Sat., DD-Ttl. Skililevel5.

WW02: RUNEQUEST/GATEWAY TOURNAMENT. 2
sessions of 3 hours each, independentally judged. 10 players
per session. Hosts: Jeff Ryan, Edward Wright. Prizes will be
awarded to the best 3 players in each session. Entry: $2.00.
SI 3 PM Fri., CA-T8. S2 3 PM Sat., CA-T8. Skill levelS.

SEMINARS

WE=West End Games

WE01:CAMPAIGNS OF NAPOLEON. Scott Palter hosts a
seminar on the detailed philosophy as to the R&D behind j

West End Game's Campaigns of Napoleon and
demonstrates a new senario for the game. FREE. 7 PM Sat.,
IR-B.

WE02: FUTURE SCIENCE FICTION. West End Games
covers their basic philosophy on Science Fiction game
design & production. Hosts: Scott Palter & Ronald Seidel. 1
hour. Free. 8:15 PM Sat., IR-B.

CHERRY HILL, N.J. AREA

JP=John Pardos

JP01: METHODOLOGY OF GAME DESIGN. John Prados
hosts this presentation & a & A on howa game is designed &
then produced with examples drawn from his own
experience. 2 hours. Entry $2.00 6:30 PM Sat., CI.

JP02: GROUND TACTICS & GAME TACTICS. A
presentation by John Prados with a & A and handouts on the
distinction between the "Laws of Wac' on the battlefield
versus on the game board. 2 hours/ Entry: $2.00. 9 PM Thurs.,
MR.

JP03: LIMITED INTELLIGENCE IN 19th & 20th CENTURY
GAMES. John Prados' presentation with Q &A on how "Fog
of War" factors have been incorporated into games &
including a discussion of design techniques for achieving
limited intelligence. 2 hours. 11:15 AM Fri., CWo

DEMONSTRATIONS

RP=Ral Partha

RP01: BASIC PAINTING DEMONSTRATION. Jay Hadley
hosts this exhibition of basic painting techniques.
Sponsored by Ral Partha. 1 hour. FREE. 9:30 AM Fri., ML.

RP02: ADVANCED PAINTING DEMONSTRATION. Jay
Hadley hosts this exhibiton of advanced painting
techniques. Sponsored by Ral Partha. 1 hour. FREE. 3:30 PM
Sat.

RP03: MONSTER RALLY. Jay Hadley demonstrates painting
techniques for the multitudinous melange of monsters
available today. Sponsored by Ral Partha. 1 hour. FREE. 4:00
PM Sunday, ML.

TOURNAMENTS

GM=Gameshop

GM01: ACE OF ACES. 2 independent sections of 3 hours
each. 40 players per section ...players may sign up for both
sections. All gaming material will be furnished. The
Gameshop's staff host this year's tournament of this award
winning game. Entry: $1.00. SI 5:30 PM Sat., CWo S2 11:30
AM Sun., ES. Skill level 3.

GT=Glenn Taylor

GT02: THE QUEST FOR JEWEL. 1 session of 3 hours. 2
games, 12 players per game. Glenn Taylor hosts this D&D@I
variant. A powerful Grey Elf has sent your partyto retrieve a
powerful artifact known only as "Jewel". Opening any door
in the labyrinth in which it resided results in teleportation to a
different room. Entry:$4.00. 11:45 AM Sat., SR-3 & 4. Skill
levelS.

GT03: EMPIRE OF THE PETAL THRONE. 1 session of 3
hours. 2 games, 12 players per game. Glenn Taylor hosts an
adventure in the world of Tekumel. Prof. Barker will be
consulted as to the structure of this event & a sneak preview
of the new edition ofthegame will be given. Entry: $4.00. 8:30
AM Fri .. DD-TB & 9. Skill levelS.

JE=Jenkintown Area Wargamers

JE01: SHRINE OF MECHA. 3 rounds of 3 hours with Rl in 2
sections. Players compete for the honor of investigating the
shrine of Mecha to determine the mysteries within its depths.
Entry:$3.00. Rl /S1 3 PM Fri., CA-T5 TO 7, SR-6. R1/S2 8:30
AM Sat., DD-T9 & 10, CR-B & C. R2 5:45 PM Sat., CR-B & C.
R33 PM Sun., DD-T10. Skill levelS.

SG=Shore Games Group

SGI8: THE CITY OF LLEHAI. 2 rounds of 3 hours, 2 sections
in R1. Ray Hall hosts this traveller tournament that deals with
this team investigation into an alien archological find ... that
swallowed up the first expedition.R1/S1 9:30 PM Thurs., DD
Tt TO 5. Rl/S2 6:15 PM Fri., CA-Tl TO 5. R211:45 AM Sat.,
DD-Tl O. Skill levelS.

SG40: CONQUEST. 3 rounds of 3 hours each. Single
elimination. Shore Games Group hosts this tournament of 4
player Conquest, the game with no dice, only skill. 1Sl $2. R1
6:15 PM Thurs.. CEo R2 9:30 PM Thurs., CEo R3 9 PM Fri., CEo
Prizes. 1st: 1 set each of gold & silver plated conquest
figures. Skill level 4 - 6.

WG=Washington Game Association

WGI5: SUPERHERO 2044 VARIANT. 1 session with 3
Independently-Judged Sections, 7 players per section. Host:
Drew Johnston. Players take the roles of superheros in New
New York and fight crime, save the Universe...or both!!! The
accent is on teamwork & players will be judged on ability to
work together, leadership & decisivness. Entry: $3.00. 81
6:15 PM Fri., CA-T8. S211:45AM Sat., CA-T8. S3 3 PM Sun.,
SM/ Prize: lst:$10. Skill level 4 or 5.

WG16:ASSAULT ON THE TOWER OF THEWIZARD KING.
1 session of 3 hours. 10 player limit. Join In on the assaulton
the Tower in this high level (10th to 15th), high power
tournament. Characters will have almost everything in the
book to tackle this nearly impossible mission. Host: Greg
Maples. D&D". Entry: $4.00 3PM Sat., CA-T6. Prize: 1st:$10.
Skill levelS to 6.



INSTRUCTIONS
Only one person may sign up on a form.
Room Reservations are not sent to Gen Cone East.
Remember. you may only be in one event at a time. You do
not need to preregister for "f" coded events.
Definitions:

Game: A single contest between 2 or- more players.
Round: An elimination level. To win a6 round tournament,

you must win 6 games.
Session: A tournament with one round.
Section: Part of a round or session held at different times.

You may only enter one section of a tournament.

GEN CON® EAST PRE-REGISTRATION FORM
Fill out this form & mail to: Gen Con® East. PO Box 139. Middletown. NJ 07748. Make checks or money
orders payable to Gen Con® East (in US Funds). Do not send cash. Forms postmarked after July 1. 1981
will be returned to sender unopened. Please note the instructions on this form & on pages 1 & 2 of the
Schedule.

) Preregistration weekend ticket: $12 (only type prereg. accepted.
) Special Dinner: $12
} Send Carpooling information (County of residence required)

Name _

Codes:

2:00PM Dealers Area Opens

6:00PM Dealers Area Closes )SED

3:30PM
F TS03 AD&DwAnswer Seminar (S)

4:00PM

X CW07 Stars & Bars Invitational (E)

6:15PM
o GL04 S3:Prince of Thieves $2 (R)
o KR05 S1 :The Temple at Bona $2 (R)
o SG18 S2 The City of L1ehai $2 (R)
o SP12 S1:Dragonquest $3 (R)
o WG15 Sl:Superhero 2044 $3 (R)
o WWOl S1 Chivalry & Sorcery $2 (R)

6:30PM
o WG05 In the Beginning ... $1 (S)

7:00PM
F HMOl The Duke Returns (D-M)
o TNOl Sword & the Flame #1 $1 (M)
o SPll S1 The Forbidden Way $8 (R)

7:15PM
o RROl Randall Reed on Design $2 (S)

7:45PM
o HM07 How to Market Your

Product $1 (S)
o SG19 Inva sian Orion Variant $2 (N)

8:00PM
o CP02 S1.American Civil War $2 (M)

8:30PM
o REOl Roleplaying ...Magic Users $1 (S)

9:00PM
o AH10 Victory in the Pacific $2 (B)
F IC03 Arms Law... (D)·
o MM04 Sword & the Flame.

Ticketed Free Event (M)
o SG21 Awful Green Things ...$1 (B)

9:30PM
o AH08 Football Strategy $1 (B)
o CG09 Mines of Sizemon $3 (R)
o IC04 S4:Quesf for the Iron Crown $1 (R)
o KR05 S2:The Temple at Bona $2 (R)
F NYOl Open Meeting. Di plomacy

flabby (E)
o SGOl Wizard's Tower Marches On $2 (R)
o SG06 Sl:Runquest $2 (R)
o W002 Combat Reality.... $l (S)
o W006 Cou ntdown at Villa Arhoz $3 (R)
o WGll Raba's Revenge $4 (R)
o WG13 The Haunted Inn $4 (R)

o ENOl Cosmic Encounters $2 (B)
o GT04 Youngstown Diplomacy

Variant $3 (B)
F MG02 Design Seminar (S)
o SG12 Imperium $2 (B)
o SG17 Advanced Melee/Wizard $1 (B)
o TN06 Pointing Seminar $1 (D-M)

Dealers Area Closes
o AH02 AH Classic 500 $5 (B)
o AH07 Speed Circuit $2 (B)

5:15PM
o RE03 Roleplaying. Fighters $1 (D)

6:00PM

00001 Duplicate Eylau $2 (B)

5:00PM
o RB02 DNO Tournament $1 (B)
o IC04 S3:Quesf of the Iron Crown $1 (R).

3:00PM
o AH12 Sl :Circus Maximus $1 (B)
o GLOl S2:Johnstown Bridge $2 (R)
o JEOl Shrine of Mecha $3 (R)
F RP06 Storm!!(D-M)
o SG03 S2:Apprentice's Tower $2 (R)
o TS08 RPGA AD&D'"Tournament .

"Ticketed Free Event"
Limited to members (R)

o W012 Wilmark's 3-Score
Revenge $5 (R)

o WW02 RunquesVgateway $2 (R)

2:45PM
F G002 Basic Traveller Seminar (S)

2:00PM
o CEOl 25mm Dark Ages Demo $2 (D-M)
o CW06 WRG Ancients-15mm $5 (M)
o WM02 Star Fleet Baftles $4 (M)

4:00PM
F MN03 Sword & the Flame Demo (D-Mj
o RE02 Roleplaying .. Clerics $1 (S)

4:30 PM .

3:45PM
F SP04 SPl's Universe (S)

3:30PM
o G008 Trillion Credit Sqd. $2 (B)

1:00PM
o HM06 Gossip in the Hobby Ind. $1 (S)

1:30PM
o CG02 Basic FRP Seminar $1 (S)
o CW03 Empire Tournament $3 (M)
o SG14 Machiavelli $2 (B)
o SG33 Hitler's War $2 (B)

12:45PM
o IC04 S2:Quest of the Iron Crown $1 (R)

11:00AM
o AH09 Rail Baron $2 (B)
o CPOl Sl:Foliow Me! $2 (M)
F GM02 Hammer of Thor (B)
F HMQ5 Galacta (D-M)
o NM02 Wacht Am Rhein $2 (B)

11:15AM
F G003 Europa Series Seminar (S)
o JP03 Limited Intelligence in ...$2 (S)

10:00AM
Dealers Area Opens

U CW05 WRG Ancients-25mm $5 (M)
o JAOl Generalship Napoleonic:s $2 (D-M)
o SP14 Creature that ate Sheboygan $2 (Bl

10:45AM
o CG03 Basic Campaigns $2 (S)

9:30AM
F RPOl Basic Painting Seminar (D)

FRIDAY. July 24. 1981
8:30AM

o CWOl Em pi re--Third Edition $1 (S)
o GL02 Night at the Singing Siren $1 (R)
o GL03 Duel Arcane $2 (R)
o GT03 EPT $4 (R)
o IC04 S1 :Quest of the Iron Crown $1 (R)
o SG07 S2:Turiliian Center $2 (R)
o TS07 S2:AD&D'"Open $1 (R)
o WOOl 2 Billion Gold Pieces... $1 (S)

City State-Zip, County· Phone. _

Address _

12:30PM
o CG07 Gunfight at the OK Corral $2 (N)
o MAOl Trollball $2 (M)

9:00AM
o CSOl Naval Miniatures .. $2 (S)
j:
o SG23 Star Fleet Battles $2 (B)
o SG39 Risk $2 (B)
o TSOl Sl:E Gary Gygax on AD&DN$1 (S)
o TS06 Sl:Gamma World $2 (R)

11:45AM
o CG08 S1 :Road to Mormorath $3 (R)
o GL04 S2:Prince of Thieves $2 (R)
o SG28 Tower in the Marsh $2 (R)
o TS07 S3:AD&D'·"Open $1 (R)

12:00N
o G009 S1 :Official GDW Traveller

Tourn. $1 (R)
o SP13 Chickamauga $2 (B)

9:00PM
o CP03 S1:Squad Leader in 15mm $2 (M)
o JHOl Trends in Figures $1 (S)
o JP02 Ground & Game Tactics $2 (S)
o MM05 WRG Renaissance Gami ng

Ticketed Free Event (M)
o SG22 Slar Fleet Battles Demo

Derby $2 (B)

6:15PM
o GLOl Sl:Johnstown Bridge $2 (R)
o SG03 Sl :Apprentice's Tower $2 (R)
o SG05 Inn Between the Worlds $2 (R)
o SG07 Sl:Turillian Center $2 (R)
o SG24 Toy Factory of Maratel $3 (R)
o SG40 Conquest $2 (B)
o W009 The Vampire's Mirror $3 (R)
o WM05 Tempte of the Elders $4 (R)

6:30PM
o GT01 Running Large FRP...$l (S)

6:45PM
F G005 Traveller Ground Combat (S)

3:00PM
o SG04 The Room of Wonder $2 (R)
o SG25 Meet the Prophet of Doom $3 (R)
o SG26 The Ruins of Shang $2 (R)
o SG30 The Plains of Leng $2 (R)
o SG36 Monoply $2 (B)
o WM04 House on the Borderlands $4 (R)

(B) Boardgame Tournament
(M) Miniatures Tournament
(R) Roleplaying Tournament
(N) Novel Tournaments

(X) Special
(0) Demonstration (- for type)
(S) Seminar
(E) Meetings

THURSDAY, July 23.1981

5:00 PM

F MMOl WRG Ancients Demo (D-M)

9:30PM
o GL04 Sl :Prince of Thieves $2
o SG18 Sl :City of Llehai $2 (R)
o SG27 Throne of the Ice Witch $2 (R)
o 5G29 The Pun Dungeon $2 (R)
o TS07 S1:AD&D'"Open $1 (R)
o W007 Escape From Shadowland $4 (R)

-------------------------------.----------~p--------------------------~~

No reservations will be accepted after June 23, 1981.

Address _

City State --L.Zip, _

Name _

.....Triple ($50/day)

..... 1/2 Room ($20/day)

ROOM RESERVATION REQUEST

GEN CON® EAST

Departure Date' _

.....Quadruple ($60/day)

.....Single ($34/day)

..... 1/4 Room ($15/day)

Type of Accommodation:
... Double ($40/day)

..... 1/3 Room ($17/day)

Arrival Date' _

CHERRY HILL INN
Cherry Hill, NJ 08002

IT IS UNDERSTOOD THAT THIS RESERVATION WILL BE INCLUDE YOUR ROOM FEES WITH THIS CARD. NO
HELD UNTIL 4 P.M. UNLESS OTHERWISE NOTIFIED REFUNDS WILL BE MADE.
ROOM FEES MUST BE PAID IN ADVANCE & IN FULL See reverse for participating Hotel/Motel information.

I
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I
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Other, non-participating, Hotels/Motels in the Cherry Hill
Inn area are listed below. Especially if you are making your
room reservation late. it might be wise tocal! the Cherrry Hill
Inn to see if any rooms are left. If not, call:
Hyatt House Inn. 2349 W. Marleston Pike (Rte. 70). Cherry
Hill N.J. 609-662-3131. S:$53. 0:$65.
Sheraton Post Inn. 2349 W Aarleston Pike (Rte. 70). Cherry
Hill. NJ. 609-428-2300.S:$51. 0:$59.
A facility located at some distance is the Travel Lodge in
Mount Laurel, NJ, some 20 minutes away by car. Address:
Route 73 & NJ Turnpike. Mt. Laurel. NJ 609-234-7000. S:$49.
0:$54.
Both the participating & non-participating Hotels/Motels
listed have typical accomodations, e.g., Private Bath, Color
TV, Typically 2 double beds per room (excepting some
singles), Dining Room and/or Snack Bar,etc. The Cherry Hill
Inn proper has an indoor & outdoor swimming pool. a
nightclub/lounge. a disco, tennis courts. and the rather
extensive convention facilities as well as an excellent Dining
Room and a Snack Bar. Temporary Snack Bar Facilities of
the soda & sandwich variety will be set up for the convention.
The outdoor pool is reserved for guests of the Cherry Hill Inn
& the indoor pool is reserved for the use of
GMA/GDG/Convention Staff.



1:30PM
F GD06 Tacforce/Assault Seminar (5)
F SPOl S&T Subscribers Seminar (5)
o WD05 Riddie Me This $1 (5)

2:00PM
o CG08 S2:Road To Mormoreth $3 (R)
o CG11 Circus Minimus $2 (M)
F HM04 Dungeon Dwellers (D-M)
F RPj!7Men.at Arms (D-M)
o TN04 Heart of Oak #1 $2 (M)

2:45PM
o WMOl How to Enjoy, Win, judge

& Create FRP Tourn, $1 (S)

3:00PM
o TS09 F.I.TS"SI (B)
o WG14 S2:Boot Hilt'$3 (R)
o WG15 S3:Superhero 2044 $3 (R)
o WM08 Breaking the Circle $4 (R)

5:00PM
o WG06 Future of the Computer .. $1 (5)

Dealers Area Closes

3:45PM
o RE05 Roleplaying-Nonstandard

CI. $1 (5)

6 PM AWARDS CEREMONY (X) F

4:00PM
o CG04 OM Seminar $2 (5)
F NMOl Monstergaming (5)
F RP03 Monster Rally (D)
F SP08 World of Dragonquest (S)

12:30PM
o AH12 S2:Circus Maximus $1 (B)

9:30PM
o AH13 Win, Place & Show $2 (B)
o CG12 19th Century Open $2 (M)
o CP03 S2:Squad Leader in

15mm $2 (CP03)
F DL01 Games, Games, Games (5)
F IC01 Creating A Fantasy World (S)
o KR03 S2:New Fens of Ralios $3 (R)
o KR06 Castle Maul $3 (R)
o MM06 WRG Ancients Gaming

Ticketep Free Event (M)
F RB01 Guns of August (D-B)
o SG07 S4:Turiliian Center $2 (R)
F SP10 SPI Mini-Roast (5)
o WD13 Anniversary Melanda $2 (D-R)
o WM03 Black Rose $4 (R)

SUNDAY, July 26,1981

8:00AM
X CW07 Star~ & Bars Invitational

Closed (M)

8:30AM
o AH03 Richthafen's War Demolitior.

Derbv $2 (B)
F GD01 Advanced Traveller (S)

o KR02 52: In'Media Res $3 (R)
o RE07 S2:Ring of Gilrod $3 (R)
o SG08 SI :Under the Moon of

Blood $2 (R)
o WD14 Space Angel $3 (R)
o WM06 The Book of "5" $4 (R)

X XA03 Meet the Dynasty (closed) (X)

9:00AM
o AH01 G.I., Anvil of Victory $2 (5)
o CE03 15mm Mass Battle... $2 (M)
o CG06 Cosmic Whimpout $2 (N)
o CP01 S3:Follow Me! $2 (M)
o JA02 Generalship Wizard War $2 (D)
o SG13 Warlord $2 (B)
F SP02 Ares Sunscribers Seminar (S)
o TN03 Skirmish $1 (M)

2:15PM
o WG08 Swashbuckler $2 (B)

2:30PM
F GD07 Game Designer Seminar (5)
o WGOl Fleshing Out The

Campaign $1 (5)

3:00PM
o AH11 Crescendo of Doom $4 (B)
o RE07 SI :Ring of Gilrod $3 (R)
o SG02 Wizard's Tower Never

Sleeps $2 (R)
o SG07 S3:Turiliian Center $2 (R)
o WG16 Assault on the Tower $4 (R)
o WW02 S2:Runquest/Gateway $2 (R)

2:45PM
F SP05 Works in Progress, Modern (S)
o EN02 Quirks $2 (B)

3:45PM
o WD04 The Impossible Dream $1 (S)

5:30PM
o GMOl S1:Ace of Aces $1 (N)

3:30PM
F RP02 Advanced Painting Demo (D)

5:00PM
o CP02 S2:American Civil War $2 (M)
o KR02 SI:ln Media Res $3 (R)
o KR03 SI:New Fens of Ralios $3 (R)
o NY02 Diplomacy Tournament $3 (B)
F SP07 Great Battles-Civil War (S)
o TN08 Command at Sea $1 (M) ,

05:45PM
o CG14 Collegiate Crew Regatla $2 (B)

Saturday, July 25, 1981

8:30 AM

'0 RE06 Rag narok's Challenge
Dungeon $3 (R)

10:15AM
o GLOl S3:Johnstown Bridge $2 (R)

o AH04 Russian Campaign $2 (B)
o AH12 S2:Circus Maximus $1 (B)
o CW02 Stars & Bars $1 (5)
o CG10 51 :Suni's Quest $4 (R)
o JEOl S2:Shrine of Mecha $3 (R)
o KR04 Sl:Sign of the Thistle $3 (R)
o SG06 S2:Runquest $2 (R)
o WD08 To The Center of The

Circle $3 fR)
o W010 S1_:Screaming Swamp

Temple $4 (R)o WG09 Kingmaker $2 (B)
o WG127 Keys for Kevin's Keep $4 (R)
o WM10 Elven Honor $4 (R)

9:00AM
o CE02 15mm Medievai Battie $2 (D)
o CG13 Commando Adventure $2 (M)
o CPOl S2:Foliow Me! $2 (M)
o CS02 Naval Campaigns".$2 (5)
F IC02 Making Magic Work ... (S)
F GSOl Fighter Combat Demo (D)
F SP03 Moves Subscribers Seminar (5) 4:00PM
o SG10 Steliar Conquest $2 (B) 0 SGll GEV/ORGE $2 (B)o SG16 Melee/Wizard $1 (B) ,o TN02 Sword & the Flame #2 $1 (M) 0 SPll S2::The Forbidden Way $8 (R)

o TSOl S2:E. Gary Gygax on AD&D'"$1 (5) 4:45PP,l

F TS02 Sage Advice (5)10:00 Dealer Area Opens

10:45PM

11:15AM
o KR01 A Magician's Point of View $2 (5)
X TS04 RPGA AD&D'"Meetinq (§\

11:30 AM

Dealers Area Opens
o SG35 Dungeon $2 (B)
o WG14 Sl:Boot Hill' $3 (R)

12:00N

10:30AM
o SG20 Starfire $2 (B)

11:00AM
o CG05 Nuclear War $2 (N)
o WG02 The Play's the Thing $1 (5)

11:15AM
F GD04 System 7 Workshop (5)
F SP09 Spirit Meeting (E)

11:30AM
o GMOl S2:Ace of Aces $1 (N)

11:45AM
o RE07 S3:Ring of Gilrod $3 (R)
o SG08 S2:Under the Ring of

Bl,ood $2 (Rl
o SG31 Great Northern Temple

of Seeker $3 (R)
o TS06 S3:Gamma Worid $2 (R)

9:45AM
o WG03 Designing the Dungeon $1 (5)

'10:00AM Trade Show Opens

9:00PM
'F HM03 Knights & Magick (D-M)
o SG32 1-Page Bulge $2 (B) 12:15PM
o TN07 Speed Circuit Tournament F CGOl NGA Meeting (E)
__ ~Cr;:.:2':) C1=~o,:.n~o~won~s~~ .. •

6:00PM

Dealers Area Closes

o JH02 How to Market Adven.
Gaming $1 (S)

o SG09 Microgame 600 $1 (B)
o SG38 Backgammon $2 (B)

6:15PM
o SP12 S2:Dragonquest $3 (R)
o WG10 Wizard of the Uhrath $3 (R)
o WM07 Book of Deth $4 (R)

6:30PM
o AH05 WS&IM $2 (B)
o JP01 Methodology of Game Des. $2 (S)
'0 XAOl Special Dinner $12 (X)

7:00PM
o AH12 S3:Circus Maximus $1 (B)
F WE01 Campaig ns of Napoleon (S)

7:15PM
o GD09 S2:0fficial GDW Traveller

Tourn. $1 (RI'
F MGOl Meet Metagaming (5)

8:15PM
o RE04 Roleplaying Thieves .. ,$1 (S)
F MGOl Future Science Fiction (8)

F MM02 WRG Renaissance (D-M)

1:30PM
F HM02 The Grand Duke (D-M)
o TN05 Heart of Oak #1 $2 (M)

11:45AM
o CG10 S2:Suni's Quest $4 (R)
o GT02 Quest for Jewei $4 (R)
o WG15 S2:Superhero 2044 $3 (R)
o WM09 Mission to Nembor $4 (R)
o WMOl S2:Chivalry & Sorcery $2 (R)

12:00N
o AH06 War At Sea $2 (B)
o WD03 Charts & Dice Do Not .$1 (S)

12:15PM
F SP06 SF/Fantasy Works in .. (S)

12:30 PM

o SG15 Divine Right $2 (B)

12:45PM
o KR04 S2: Sign of the Thistle $3 (R)
o TS06 S2:Gamma World $2 (R)
o W010 S2:ScreaminQ Swamp

Temple $4 (R)
1:00PM

o SG34 Air Force/Dauntless $2 (B)
o WG04 Care & Feeding of Game .. ,$l (S)

2:00PM
o CW04 Stars & Bars $3 (M)------------

GENERAL PARTICIPATING HOTEL/MOTEL
INFORMATION

The Cherry Hill Inn and two other Hotels/Motels are
participating in the Room Reservation plan for Gen Con@
East. The other Participating Hotels are The Rickshaw & The
Holiday Inn, both in Cherry Hill, NJ. The Cherry Hill Inn will
process all room reservations for the three Hotels/Motels.
Approximatel 600 rooms are available in these three facilities
& they are approximately 5 minutes car time apart. The Gen
Con@ East Convention & Trade Show will run a shuttle bus
between the three facilities starting at noon on July 23, 1981
and ending at 6:00 PM on July 26, 1981. Prospective
attendees should be aware that the "Quadruple" & "Triple"
room have two double beds only included...no cots or other
temporary sleeping accomodations included in the room
fee. Attendees may reserve a "1 /4 room" or "1/3 room" but it
must be understood that any apportionment of sleeping
space is a matter between attendees and will not be
adjuciated in any way by the Cherry Hill Inn. The Cherry Hill
Inn will not attempt to match "fractional" room reservations

between attendees sending in separate reservations forms. If
attendees wish to room together, they must send in their

·room reservations together. Only one reservation per card,
reasonable facsimilies will be accepted. It must also be
understood that Gen Con@ East has no involvement with
room reservations whatsoever.

COSTUMES

Please be advised that Gen Can@! East is not in any way a
costume ball. Those wishing to attend in costume must
receive prior approval from both Gen Cone East & the
Cherry Hill Inn. Such proof, in writing, from both sourses,
must be presented at the door. Costumes include not only
dress but such historical period accessories as weapons.
Current military uniforms wo~n by service members of the
U.S.A. and Canadian Armed Forces are not included in this
requirement.

ROLE PLAYING GAME ASSOCIATION~. RPGA'", TSR '",
ADVANCED DUNGEONS & DRAGONS~ GAMMA WORLD'~

BOOT HILC" and FIGHT IN THE SKIES'~re trademarks owned by
TSR Hobbies, Inc.

D&D!l is a registered trademark of TSR Hobbies. Inc.
GenCon® is a registered service mark of TSA Hobbies, Inc.

GAME DESIGN SEMINAR & WORKSHOP
July 21, 22, & 23,1981

Cherry Hill Inn
Cherry Hill, NJ

RANDALL C. REED
A unique opportunity to learn game design skills with one of
the nation's leading authorities on simulations game design
in a workshop environment where simulation game design
technique & application will be explored. An intensive three
day workshop consisting of simulation game design of the
students' own making. Essentially, this seminar represents
the only methodological treatment of simulation game
design presently in ex.istance.
Registration:Before June 1,1981: $175

After June 1, 1981: $195.
For additional information write or call:

Randall C. Reed
6108 Jennings Road
Orlando, Fla. 32808

305-298-7995



SHIPTO

Customer's Name & Address:

Avalon Hill Games
Last Chance 1980 Order Form

VOID IF NOT POSTMARKED BY MAY 31st, 1981
LAST CHANCE TO ORDER AT 1980 PRICES

Prices valid only if order placed on this
order form; phone orders do not qualify for 1980 prices.

Indicate Method of Payment: 0 check 0 money order 0 charge: 0 Visa
o MasterCard 0 Choice 0 Amer. Exp.

ACCOUNT NUMBER

INTERBANK #

I I I I I I I I I I I I I I I I I
Exp. -Date SIGNATURE OF CARDHOLDER

POSTAGE CHARGES: Add 10% of the total amount of your order
for postage and handling charges. Canadian customers please add
20%; overseas customers add 30%. GENERAL postage coupons
can be used to defray postage costs provided they are used only to
defray the cost of complete game purchases. Maryland residents
please add 5% of the merchandise cost for state sales tax.

Consult the Current Parts Price List before ordering any Part or Accessory.

ADULT/STRATEGY
1981 Sale Vou Total

LEISURE TIME
1981 Sale Vou Total

SPORTS ILLUSTRATED 1981 Sale Vou Total
Game Title Quan

Prices Prices Save Cost Game Title Quan
Prices Prices Save Cost Game Title Quan Prices Prices Save Cost

Gettysburg 1600 1500 1.00 Contigo 1300 1000 300 Baseball Strategy 1400 1300 100

Tactics II 900 800 1.00 Twixt 16.00 1500 100 Football Strateay 1400 1300 1.00

D-Day 14.00 1300 1.00 Oh-Wah-Ree 1400 13.00 1.00 Basketball Strategy 14.00 13.00 100

Afrika Korps 14.00 1300 1.00 Ex. Decision 1400 1300 1.00 Bowl Bound College 14.00 13.00 100Footoall

Midway 16.00 15.00 1.00 Chess 2400 24.00 -0- Superstar Baseball 14.00 13.00 1.00

Battle of the Bulge 15.00 13.00 2.00 Go 1800 17.00 100 Paydirt 16.00 15.00 100
Blitzkrieg 16.00 15.00 100 Point'of Law 1600 1500 100 Major League Bas 'I. 18.00 17.00 1.00

War at Sea 900 8.00 1.00 Acquire 16.00 15.00 1.00 Pro Basketball 16.00 15.00 100
Caesar Alesia 14.00 13.00 1.00 Stocks & Bonds 14.00 13.00 1.00 Regatta 16.00 15.00 1.00
Submarine 16.00 15.00 1.00 Facts in Five 14.00 13.00 100 Title Bout 17.00 15.00 2.00
Wooden Ships 14.00 13.00 1.00 Feudal 1600 15.00 1.00 USAC Auto Racing 14.00 1300 1.00

Victory in Pacific 14.00 13.00 1.00 The Collector 13.00 1300 -0- Go for the Green 13.00 12.00 100

Magic Realm 16.00 15.00 1.00 Rail Baron 16.00 15.00 1.00 Speed Circuit 14.00 13.00 100

Russian Campaign 14.00 13.00 1.00 UFO 6.00 6.00 -0- Win Place & Show 14.00 13.00 100

Bismarck 1600 15.00 1.00 Book of Lists 11.00 1000 100 Chall Football 14.00 1300 100

Foreign Exchange 16.00 15.00 1.00 Chall Bridge 21.00 20.00 100 Challenge Golf 14.00 13.00 100

Lonaest Dav 65.00 65.00 -0- Deluxe Tripppies 11.00 10.00 1.00 MISCELLANEOUS PARTS

Shakespeare 14.00 13.00 100 Class Struaale 16.00 15.00 1.00 Storaoe Travs 'se< 01 31 4.00 325 .75

Word Power 14.00 13.00 1.00 Imaae 16.00 15.00 100 Unmntd Manshts I_~_I 8.00 .6.00 2.00

Tuf Math Game/ Kit 16.00 15.00 1.00 Intern 1600 15.00 1.00 Unmntd SL Maoshls 1_'1 3.00 2.00 1.00

Tufabet Game/Kit 16.00 15.00. 100 Source of the Nile 1600 15.00 1.00 PBM Kit I"""~ gamel 700 6.00 1.00

Stock Market 14.00 1300 1.00 Hexagony 1400 1300 1.00 Half PBM Kit I_~ ,onel 350 3.00 .50

Panzerblitz 16.00 15.00 1.00 Moonstar 13.00 NEW -0- Hex Pads 2.50 1.50 1.00

Business Strategy 14.00 13.00 100 Bureaucracy 20.00 NEW -0- AH General & Co. Index 4.50 4.00 .50

Luftwaffe 16.00 1500 100 Bali (Ne~ Edition) 600 600 -0- SL Mapboards I''''''~ '1 3.00 2.00 1.00

Richthofen's War 14.00 13.00 1.00 BATILELINE Guide to Midwav 4.50 4.00 50

Panzer Leader 16.00 1500 1.00 Origins of WWII 1300 12.00 100 Guide to Diplomacv 450 400 50

Third Reich 16.00 1500 100 1776 16.00 1500 100 Guide to Panzerblitz 450 3.00 1.50

Kingmaker 14.00 13.00 100 France 1940 13.00 1200 1.00 Hex Sheets I_~ 0-0 ~ P8 he"" I 1.50 1.00 50

Diplomacy 1700 5.00 200 Fury in the West 11.00 10.00 1.00 Hex Sheets 110" "'I 5.00 3.00 2.00

Starship Troopers 16.00 15.00 1.00 Dauntless 16.00 15.00 1.00 Hex Sheets I"'"'' "'I 11.00 7.00 4.00

Arab-Israeli Wars 16.00 15.00 1.00 Air Force 1600 15.00 1.00 Blank Rigid Bds I""~""" ~ '4<22 2.00 1.50 .50

Squad Leader 17.00 15.00 200 Flat Too 16.00 15.00 100 Blank Rigid Boards I"' hi . 8.50 7.00 1.50

Cross of Iron 14.00 13.00 100 Alpha Omeqa 1400 13.00 1.00 Blank Rigid Boards ,,,,,,,,, "'I 15.00 12.00 3.00

Crescendo of Doom 16.00 1500 1.00 Machiavelli 14.00 13.00 1.00 Pavdirt Team Chrts ~!lY;,.79 12.00 .10.00 200

Assault on Crete 14.00 13.00 1.00 A.F./Daunt Exp. Kit 9.00 8.00 100 Sta-Pro Bskt'l Cards 1~7:791 11.00 10.00 100

Dune 16.00 15.00 1.00 Circus Maximus 9.00 800 1.00 St-Pro MLB Plyr Crds{~,{'791 11.00 10.00 1.00

Wizard's Quest 16.00 15.00 1.00 Samurai 14.00 1300 1.00 Blank Counters IPS"'whl "" 2.00 1.00 100

Napoleon 14.00 13.00 1.00 Trireme 15.00 14.00 1.00 Blank Counters I"' "" 7.50 3.50 4.00

War & Peace 1600 15.00 100 Gladiator 9.0e NEW -0- Blank Counters I"""" "'I 14.00 6.50 5.50

Fortress Europa 16.00 15.00 1.00 MICROCOMPUTER- Other: ~~~l~=,~ro:~~::; nomanentered

Amoeba Wars 16.00 NEW -0- B-1 Nuclear Bomber 15.00 15.00 -0- Third Reich '81 9.00 NEW -0-

Guns of August 17.00 NEW -0- Midway Campaian 15.00 15.00 -0- Afrika Korns Rules '80 4.00 NEW -0-

Tobruk 16.00 15.00 1.00 N. At Cnv. Raider 15.00 15.00 -0- Series 200lcOO See""'1 4.00 NEW -0-

Outdoor Survival 14.00 1300 100 Nukewar 15.0e 15.00 -0-

Chancellorsville 13.00 12.00 1.00 Planet Miners 150e 1500 -0-

Waterloo 14.00 13.00 100 Lords of Karma 200e NEW -0-

Stalingrad 1300 12.00 100 .ComDuler Acouire 20 De NEW -0-

Jutland 1300 1200 100 Conflict 2500 150e NEW -0-

Anzio 1300 1200 100
Alexander the Great 14.00 13.00 100 Total Cost to Customer $
Caesar's Leaions 1300 12.00 1.00


