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Philosophy 94 (Vol. 19, No.4), the titles here
evaluated are ranked according to the reader
generated Overall Value, ranging from the best
accepted downward. In general, the lower the nu
merical average for a title in a category, the better
the cumulative view of the respondents. How
ever, in the case of Complexity, the lower values
represent games of adjudged ease in mastering; in
the Game Length category, the lower values in
dicate shorter periods necessary to play the game
to conclusion (in terms of ten-minute multiples;
hence, a rating of 9.00 reflects the concensus
that an hour-and-a-half is required to complete
play). The column Number of Responses merely
lists the total number of readers who rated that
particular title. The Percentage of Total indicates
what fraction of the total 884 respondents con
sidered the game (a barometer of popularity).
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GIs in the maelstrom, Part 1
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FIRST IMPRESSIONS
An Intro to SL Plus Three

THE G.I. DESIGN TEAM REPLIES
In Defense of the Design

On Page 23 of this issue can be found the
results of our latest masochistic effort to deter
mine how the collective readership (or at least
those who responded) view the labors of the
designers and artists at Avalon Hill. There were
884 response sheets returned (which represents
only about 4% of The GENERAL's current list of
subscribers), enough to provide a valid sampling.
Indeed, a few continue to trickle in with each
day's mail, weeks after my arbitrary cut-off. This
was both surprising and gratifying-well beyond
my cynical expectations, Before proceeding, for
the awesome task of tabulating the thousands of
numbers that this figure represents, a word of
thanks is tendered to our secretary, Karen
Knezevich, and to Richard Hamblen's program
mable calculator-both for dedication above and
beyond the call of duty.

A word on the WARGAME RBG is in order to
preface this presentation. As explained in AH
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PENNANT RACE!
IS HERE
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1982 HOUSTON ASTROS (NL WEST)
BAT ENDURANCE ROTATION PARK MINORS RHP/lHP WEATHER
22 A B -2 3 -1/+2 Dome

STARTERS POS BAT POW SPD FlD
I
PHll~GARNER 2B ~ 3 4 0,

i

~RAV.:KNIGHT 0 3B 5 3 0 0
I
-tONY scon CE -2 0 4 +1

I
ALAN ASHBY C 2 3 0 0 -,

_BENCH POS BAT POW SPD FlD
I
fDAN.NLWALilNG- OFI1B 0 0 2 0

MIKE IVIE 1B 1 3 0 0
I
KIKO~GARCIA INF 0 1 1 -1

I

PITCHERS R/l START END REST RELIEF
I

NOLAN RYAN R 4 1 4 -
I
BOB~KNEPPER l 2 J 4

I
MIKE LACOSS R 4 1 6 0

I
JtANDY MOFFIn R - - 0

I
BillY SMITH R - - - -1 I

PENNANT RACE!, Avalon Hill's revolu
tionary new baseball game, is available
both by direct mail and in your local hobby
shop! The latest addition to AH's
SPORTS ILLUSTRATED line of games,
PENNANT RACE! scientifically
evaluates all of the teams and players of
the fabulous 1982 season and allows you
to recreate this magic on your gaming
table, either by yourself, with a friend, or
at a Friday night gathering of gamers.
This game is intended to allow players to
replay an ENTIRE baseball season
according to actual schedules and the ec
centricities ofthe weather. Each ofthe 26
teams will play a complete 162-game
schedule; as General Manager of a given
team, you must trade players to improve
your club's weak spots, bring players up
from the minors to replace injured
veterans, establish a pitching rotation
that is both effective and physically
durable, and most important ofall - keep
winning!

Most baseball games on the market con
centrate on a play-by-play system that is
fine ifyou are recreating a World Series or
are participating in a league with a
limited schedule. But if you want to
recreate the actual baseball year in all of
its confused and hectic glory or wish to
understand more of what makes a good
team click and a bad one bomb, then
PENNANT RACE! is for you. The game
system is based on a game-by-game
rather than play-by-play concept; as
such, you can replay a three-game set
between two clubs in a minute or two.
Game resolution takes all of baseball's
vital elements into account: pitching,
relief, power, speed, defense, endurance,
ballparks, weather, the minor leagues,
right-handed and left-handed pitching
and batting, and more! With a little
record-keeping, you willfind that you can
simulate an entire baseball season in a
remarkably short period of time.

PENNANT RACE! is available from the
Avalon Hill Game Company, 4517 Harford
Road, Baltimore, Maryland 21214 for
$14, plus 10% shipping and handling
(20 % for Canadian orders, 30 %
overseas). Maryland residents please add
5% state sales tax. PENNANT RACE! will
be a regular feature in ALL-STAR REPLAY
- optional rules and great seasons of the
past will be regularly featured.

Friday, May 21, 1982
Oakland at Boston"
California at Detroit"
Set!little at Milwaukee"
Mlnnesoh, at New York"
BaltImore at Toronto·
Cleveland at Chicago"
Tex8:!o at Kansas Clty·

Saturday, May 22, 1982
Oakland at Boston
CalifornIa at Detroit
Seattle at Mllwllukee
Mlnnesotll at New York"
Baltimore at Toronto
Cleveland at Chicago·
Texas at KanSl!IS Clty·

Sunday, May 23, 1982
Oakland at Boston
California at Detroit
Seattle at Milwaukee
MInnesota at New York
BaltImore at Toronto
Cleveland at Chicago
Texas at Kansas City

Monday, May 24, 1912
CalifornIa at Boston·
Baltimore at Toronto
Kansas City at Chicago·
Cleveland at Minnesota·

Tuesday, May 25, 1912
California at Boston·
Oakland at MlIwllukee*

Kansas City at Texas·
Boston at Seattle
Detroit at Oakland·
New York at Minnesota·

Saturday, May 29, 1912
Toronto at BaltImore·
Chicago at Cleveland
Milwaukee at California
Kansas City at Texas·
Boston at Seattle
Detroit at Oakland
New York at Minnesota

Sunday, May 30, 1982
Toronto at BaltImore
Chicago at Cleveland
Milwaukee at California
Kansas City at Texas
Boston at Seattle·
Detroit at Oakland (2)
New York at Minnesota

Monday, May 31, 1m
Texas at Baltimore·
MInnesota at Cleveland·
New York at Toronto·
Detroit at California
Chicago at Kansas City·
Boston at Oakland
Milwaukee at Seattle-

Tuesday, June 1, 1982
Texas at Baltimore*
Minnesota at Cleveland*
New York at Toronto·
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HUNDRED DAYS BATILES is now available
for $6.00 from the Avalon Hill Game Company,
4517 Harford Road, Baltimore, MD 21214.
Please add 10% for shipping and handling (20%
for Canadian orders. 30% for overseas).
Maryland residents please add 5% state sales
tax.

m
IIIIJ
STRATECY

CAMES

On March 1, 1815, the exiled Emperor Napoleon Bonaparte landed with a small
escort on French soil at Cannes, having escaped from the island of Elba. For the
next 100 odd days, he would once again terrorize Europe at the command of the
feared imperial French legions. Surrounded on all sides by armies of the great
European powers, Napoleon's plan was to march north to Brussels, separate the
Prussian and Anglo-Allied armies from each other, and defeat each in detail.
Destruction of these armies would probably mean peace for France and the saving
of the Emperor's Crown. Failure was unthinkable.

HUNDRED DAYS BATTLES is Avalon Hill's new strategy game for two or
three players which recreates the climax of the Hundred Days Campaign. The
division sized units of both sides are represented on the map by leaders who
command their corps and army formations. Leaders march, force march, and
influence combat according to their individual abilities. Combat is resolved by roll
ing a die on the Combat Results Table. To win, the French must exit units off the
map towards Brussels, or destroy the Allied armies. The Allies win by preventing
French victory.

HUNDRED DAYS BATTLES comes complete with a colorful map of the historic
battle areas of southern Belgium, 100 playing pieces, and a short rules booklet.

Playing Time: 2 hours

Complexity Rating (from 1-10, 10 the highest): 4
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FIRST IMPRESSIONS
An Introduction to Squad Leader Plus Three

By Bob Medrow

INTRODUCTION
Just as GI: ANVIL OF VICTOR Yis the fourth

installment of the Squad Leader system, this article
is the fourth in a series. The original appeared in
Vol. 14, No.5 of The GENERAL shortly after the
publication of SL itself, and set the pattern generally
followed since. (The first gamette, COl, was the
subject of an article in Vol. 15, No.6; Vol. 17, No.
2, contained what 1 had to say about COD). In the
past, my articles in this series have contained a
detailed look at the way parts of the rules worked, as
well as views on some of the scenarios.

The character of the "how it works" portion of
these articles grew out of my playtest experiences,
all those years ago, with the original SL. I learned
the rules, mastered the routines, but, frequently,
found myself having a hard time making up my
mind about how the game should be played in the
light of these things. With a game like STAL
INGRAD, a glance at the CRT showed one just
what you had to worry about when you attacked at
2-to-1. On the level at which the SL system operates,
however, things are a lot more complicated. For ex
ample, looking at that village on Board 3, just what
kind of a chance do I have of running a tank through
it if there's an enemy squad sitting there in a small
building I'd like to go past? Or, playing a point pur
chase scenario, just what's an artillery module

worth to the Russians? How many shots can you
really get off with those crummy radios? And how
much damage will they be likely to do?

Practically speaking, the typical scenario places
the player in a position comparable to that of a bat
talion commander if one considers the range of
weapons systems available. However, as in the bad
old days when officers purchased their commis
sions, in the SQUAD LEADER system that rank
comes with purchase of the game. The experience
required in order to handle such a command well
does not also, unfortunately, come in the box. This,
of course, is true, to varying degrees, in all
wargames and we usually cope on the basis of some
combination of study and playing experience. Un
fortunately, with respect to the latter, there are two
problems for the SL system fan: the number of dif
ferent situations and the wide range of possible out
comes. The weapons systems used, the time at
which the scenario takes place, the character of the
opponents, the nature of the terrain and the weather
are all variables, apt to change radically from
scenario to scenario. As to the range of possible out
comes, my favorite example involves a stack of
three identical squads stacked with a leader and
fired upon twice. Until GI, there were 30 possible
ways that attack could end, and the relative prob
abilities of each of those 30 distinct outcomes

depended upon the troops, the leader, the terrain
occupied, and the weight of the fire brought against
them. With GI, the number went up.

With those sorts of variables, it would take a
whole lot of remembered experience in order to really
grasp what might happen and how often you could
expect to see it. That observation caused me to start
examining, mathematically, the outcomes of
various basic happenings in the game.

Most of the time it's not too difficult to calculate
exactly the probability of a particular event taking
place. To illustrate, consider that squad sitting in a
building on Board 3, just waiting to have a shot at
immobilizing my tank. In order to even make such
an effort, the squad would first have to pass a basic
morale check. If the squad has a morale of '8', the
chance of passing is 26 out of 36. The probability
that the MC will be passed is just the ratio of those
two numbers, 0.722. Then, under the original rules,
if the MC was passed, the attempts would be suc
cessful if the attacking squad rolled '3' or less,
which happens thrice in 12, for a probability of
0.083. The probability of both passing the MC and
making a successful immobilization attack is found
by simply multiplying those two probabilities
together. The result is 0.060. Expressed as a percent,
then, the squad would stop my tank a mere 6010 of
the time.
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I chose this particular example for three reasons.
The first was to illustrate the type of calculation
which has played a major role in the preparation of
these four articles. The second was to emphasize the,
fact that knowing the rules does not, directly, tell
you how effective some effort will be. Thirdly, the
rules governing the success of this particular activity
have been revised in GI. One of the purposes of
these articles (except, of course, for the first one)
has been to point out the extent to which changes
introduced by the current gamette into the older
rules alter play. Comparisons between how things
worked out under the old rules and how they now
work out are for the benefit of the experienced
gamer, who might well like to know whether or not
his tactics will require modification.

The nature of the artillery rules prompted
something a bit different in connection with the
COD article. There, a number of the important
results, such as the number of shots one can get off,
depended upon events over a large number of turns.
Since the chain of events keeps branching every
turn, the type of calculation illustrated above
becomes impractical. The answer lay in utilizing a
computer to, in effect, "play" a game in which it
tried to do nothing but get off as many shots as it
could in as short a time as possible. By keeping
track of various things for several hundred
"games", the computer program developed a
statistical picture of what could be expected.

As I think I've mentioned, one way or another,
in each of the earlier articles, it has never been my
intent to see your play of this marvelous game
buried beneath reams of paper. Rather, I hope to
aid all of us to develop intelligent, general doc
trines. To that end I've drawn simple conclusions
where possible.

As an example of what I mean by "simple con
clusions", the table of numbers showing the prob
abilities of Defensive Fire Phase immobilization at
tempts published in the COl article led to the
following quantitative conclusion: "if there's a
leader present, it should always aid the attack of a
squad, if possible, rather than attack on its own, if
the dice roll required is three or more." In addition,
numbers of squads (and their morale) is not nearly
as important as the quality of the leadership pre
sent. Later on, in this article, we'll have a chance to
see to what extent, if any, these conclusions are
altered by the GI rules change.

I have, with the indulgence of the editor, gone
on at greater length, about what you're about to
read here, than might really be necessary. My
reason for doing so is that the revised SL system
rulebook will contain an entire chapter devoted to
the types of results I've described above-the idea
being that good play of the game requires some
understanding of what's likely to work and what's
not so likely to work. Up to this point, the subjects
I've explored have been determined largely by what
puzzled the garners I know and what confused me.
The results have been reasonably well received but,
as an aid in writing that chapter, I'd like to know
more about what you folks out there would like to
see and how you'd like to see the. information
presented for best effect. For that reason, I'll close
this article with my address. The more comments I
receive, the better that chapter will be for all of us.

GENERAL COMMENTS
To begin by counting our blessings, relatively

little of GI alters what's gone before. Commonly,
when an earlier topic is reconsidered, much of the
new material adds on. It may even plug a loophole
or tidy things up. The five pages devoted to the
armor system and types of ammunition do all three.

Far and away the largest single topic in GI is ter
rain. With five boards there are a whole host of new
terrain features, both natural and manmade. In
connection with buildings, the matters of heights,

levels and lines-of-sight have all received much
needed reorganization.

THEG.I.
A number of new rules affect the infantry aspect

of the game. Both swimming and climbing (up and
down cliffs) have been added. The new half-squad
counters have resulted in a number of modifica
tions, none of which should prove either difficult to
use or controversial.

"Controversial" is, however, a word that has
already arisen in connection with the new rules for
the American fighting man. Of all the major par
ticipants in WWII, the US entered that war with the
smallest army and the least militarily-orientated
population. The reason for this fact were a con
sequence of both a history and a physical separation
from potential foes unique to the United States.
Added to that was the enormous diversity of
backgrounds of its soldiers resulting, in part, from
the vastness of the country. None of these factors
aids the creation of an effective, low-level, tactical
organization. There are strong sociological con
siderations involved in the creation and main
tenance of effective platoons, companies and bat
talions. Regrettably, these considerations were
largely ignored. (For those interested in learning
some of the details about this I'd like to recommend
the book Eisenhower's Lieutenants by Russell F.
Weigley.)

Taken together, these factors led to a fighting
force quite different from those fielded by the other
major powers. One of the things a good tactical
game system should do is represent any major
nationalistic differences with some degree of ac
curacy. The centerpiece of the representation is, for
the G.I. the break-to-green game mechanic.

As an idea, it's a simple one. In each scenario
the American ground forces will be a combination
of elite (7-4-7 or 6-6-7), first line (6-6-6) and/or
second line (5-5-6) squads. These squads retain the
SL-introduced American characteristic of being
immune to the effects of Desperation Morale.
However, each such squad will, if it fails a morale
check by any amount greater than its Experience
Level Rating (ELR) , be replaced with a broken
"green" (5-3-6) squad. Half-squads are also
capable of being broken to green half-squads.
Unlike Inexperienced Infantry, these squads have
normal movement and their Broken-side morale is
still '6'. However, unless stacked with a leader at
the start of a phase, they suffer all the other
penalties (rules 94. and 105.) associated with Inex
perienced Infantry. Thus, their major troubles are
that they are more readily bullied by AFVs and that
they must pass a normal MC before being able to
double their basic firepower at one hex (point
blank) range. In addition, green units are subject to
Desperation Morale,

To me, the natural question raised by this is just
what are the chances of this sort of thing happen
ing? Once that is .known, a player can shape the
general nature of his play of each scenario based
upon the probable effects of ELR. The basic infor
mation which we have to work with is contained
within Table J.

Each of the Table's three sections considers one
of the standard morales: 6, 7 or 8. While no
American troops have a morale of "8", the ELR
concept is not totally restricted to American forces.
For example, three of the late war scenarios (#36,
#42 and #46) feature German forces with ELR
values, and one of the scenarios includes German
5-4-8s.

The first column of the Table shows the Fire
power value. Values of 4, 8, J6 and 24 are FP values
which seem to me representative of low, medium,
heavy and super-heavy attacks. DRM's ranging
from -4 to + 4 were considered, although only three
values (-2, 0 and +2) are used here. (The reason for
this will become clear shortly.) Column three, headed

"OK", states the probability (expressed as a per
cent) that a given attack will net absolutely no effect
upon the defender (in the sense that the defender is
neither killed nor broken), At the opposite end of
the spectrum, column four is the "KIA" probability,
The following column tells us the probability of the
unit breaking. Allowing for round off errors, these
three numbers should always total 100010. To
illustrate, a FP attack of 8 with a DRM of 0 made
against a unit having a morale of 7 will have no
effect 54% of the time, will kill 8% of the time, and
will result in a broken unit 38% of the time.

With the ELR rules in effect there is some
chance that a broken unit will break-to-grean, and
that's the information contained within the next
five columns. Those numbers give the probability
that a particular unit will, for a given attack and
some specified ELR, break-to-grean ijit breaks, To
stick with the previous illustration, if a unit with a
morale of "7" breaks as a result of a FP of 8 when
the DRM is 0, it will break-to-grean 74% of the time
for an ELR of J. For ELR's of2 through 5 the prob
abilities, should a break occur, for a break-to-grean
are, respectively, 50%, 31%, 16% and 7%. An
ELR of 5 is about as high as one can go before the
changes of this event become so small that,
statistically, they are essentially zero.

The reason why only three DRMs are used
becomes apparent when you consider what happens
for a given attack when the only thing that changes
;s the DRM. As an example, let's look at a morale
"6," ELR 2 unit attacked with a FP of 4. As the
DRM goes from -2 to +2 the probability of the
squad surviving alive and unhurt goes from 44% to
89% while the probability of a KIA result drops
from 17% to 0%. The three values in the next col
umn show the probability of a broken result falling
from 39% to II %, However, for an ELR of 2, the
probability that a particular broken result will pro
duce a break-to-green changes by only 6%, from
59% to 53%. Over the same DRM range the max
imum change anywhere in the Table is 12%, and
only a few cases show a change of 10% or more.
The obvious conclusion is that the relative
likelihood of a break-to-green depends only slightly
upon the DRM.

Moreover, considering all four of the FP at
tacks, I don't think that the FP value itself has a
particularly large influence on the likelihood of a
break-to-green. For the FPs used and an ELR of2,
the probability that a particular unit's break will be
a break-to-green varies only between 53% and 77%
for a morale 6 unit. This observation led to the con
struction of Table 2. Here, as a function of unit
morale, I've supplied my estimate of the average
chance that a unit having a particular ELR will
break-to-green when it breaks. Generally speaking,
without regard to the FP or the DRM, a 6-6-7 squad
with an ELR of 3 will break-to-green around 35070
of the time it breaks.

To see what effect these observations might
have on play, let's go back to Table J. The extent to
which, for a given morale unit in a particular
scenario, it becomes necessary to worry about the
generation of green units certainly depends most
strongly upon the general likelihood of any kind of
broken result. In a scenario in which the enemy will
have low-to-moderate firepower, green units will be
more common when the GIs are attacking (at which
time the DRMs will generally favor the defender)
than when they are defending. Generally speaking,
the higher the FP the more nearly the probability
that broken unit generation will become independ
ent of the DRM. Then, neither attacking nor
defending will be a significant factor in this area.
Moreover, as we can see by looking at the percent
ages in the broken column, the overall probability
of some sort of broken result rises with the FP
value.

Considered in the light of the historical per
formance, I think that the general consequences of
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Table 2. The approximate probabilities that any fire attack will
cause a breaking unit to break-la-green.

Leader None 6+1 7-0 8-0 8-1 9-1 9-2 10-2 10-3
Morale G 0 G 0 G 0 G 0 G 0 G 0 G 0 G 0 G 0

6/4 59 54 48 48 41 41 37 37
675 55 16 50 18 45 20 5 24 40 27 33 35 36
6/6 49 46 42 42 37 37 34 34
7/5 50 6 42 2 38 34 4
7/6 28 32 46 23 43 26 39 28 39 33 36 36 36 42 33 45 33 51
7/ 41 3 36 36 34 4 31 I
8/6 42 39 37 37 34 34 32 32
8/ 8 42 38 32 6 36 34 37 4 42 32 45 2 50 31 53 I 5
8/8 34 33 32 32 31 31 30 30
8/9 32 I 30 0 30 0 29 9

Table 3. The probability that a single squad will be gone (0) or okay (0) when stacked with different leaders and 3u3cked
with a FP of 8 and a DRM of -2.
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ELK Value
FP DRM Ok KIA Broken 1

-2 44 17 39 80
4 0 70 3 27 79

+2 89 0 11 77
-2 28 83

8 0 45 8 46 81
+2 71 0 29 80
-2 11 42 48 86

16 0 25 17 59 84
+2 46 3 51 82
-2 4 58 37 90

24 0 II 28 61 88
+2 25 8 67 86

Morale = 6.

ELK Value
FP DRM Ok KIA Broken

-2 52 17 32
4 0 76 3 21

+2 92 0 8
-2 3 Z-

8 0 54 8 74 31
+2 77 0 73 29
-2 17 42 81 40

16 0 34 17 78 36
+2 55 3 76 33
-2 8 5 86 51

24 0 18 28 83 45
+2 35 8 80 40

Morale = 7.

ELK Value
FP DRM Ok KIA Broken 1 2 5

-2 60 17 23 67 40 1
4 0 82 3 15 66 39 I

+2 94 0 6 64 36 0
42 28 3 69 44
64 8 28 68 42
83 0 17 67 40
25 42 33 74 50

16 45 17 39 71 47
65 3 32 69 44
13 58 29 80 59

24 27 28 45 77 55
+2 46 8 46 74 50

Morale = 8.

Table 1. Information concerning the relative probability that a unit will break-la-green when it breaks.

the ELR idea agree well with what we should expect.
Against light fire, unit performance stays fairly
uniform as long as the units are under good cover.
As the intensity of fire rises, however, the force, on
either attack or defense, begins to disintegrate at a
faster and faster rate. For my money, the ELR con
cept does what it's supposed to do.

MORALE CAN BE A
TWO-SIDED ISSUE

Ever since the appearance of the SS, Inex
perienced Infantry and Partisans in COl, we have
had to deal with infantry having a different morale
on its broken side than it had on its unbroken side.
With SL itself, there were just three morale com
binations for crews and squads since morale didn't
change when the units went over. Now, however,
looking at crews, half-squads and squads, there are
ten combinations, ranging from a 6/4 to an 8/9.
There are two significant areas in which the front
side/flip-side morale combination has an effect
which might be important to our play. The first of
these involves the danger present in stacking with a
leader. The second has to do with the question of
the desirability of a single, large fire attack versus a
couple of smaller ones.

Because of the introduction of half-squads
begun in GI, these matters have increased in impor
tance. All half-squads have a flip-side morale either
one or two levels poorer than that which they
possess in an unbroken state. As Rule 13.6 makes
clear, what you've got showing is what you go with.

Leaders Can Be Hazardous
One of the first things to be learned in playing

SL should be that a leader will always increase the
probability that a unit stacked with it will be
destroyed. This is due to the facts that a leader is of
no benefit against a KIA result, and that a MC com
bat result could break the leader and, thereby, cause
the unit to take two MCs as the result of a single fire
attack. By virtue of GFs 142.312, a broken squad
that breaks again is replaced with a broken half
squad. For half-squad and crews, elimination is still
the penalty for a double break.

Table 3 provides some interesting data about the
hazard to various types of units as a function of the
leader with which it is stacked when subjected to a
single attack. In the morale column the two
numbers are, respectively, the normal and broken
morale values. Under the "none" heading, "G"
(for' 'Gone' ') represents the KIA probability, while
"0" (for "Okay") is the probability of surviving
the attack alive and unbroken. For the eight leaders
listed, "G" represents the KIA probability plus the
probability of double-break elimination (for crews
and half-squads) or (for squads) the probability of
reduction to broken half-squad.

Because the effects of leaders on 6/6, 7/7 and
8/8 units were discussed in the initial SL article, the
results for a single attack presented here are provided
for just two purposes. The first of these is to give us a
look at the typical effect of variable flip-side
morale. The second is to provide a set of values that
demonstrates one of the most important aspects of
good play. I'll look at these two aspects in order.

With respect to the double-break question, the
leader modifiers are of no importance. For exam
ple, for a 7/7 and either an 8-0 or an 8-1 leader, the
probability that the unit will be "Gone" is 36070.
Now consider how the "G" values change as a
function of flip-side morale. As the morale of the
leader goes up, the range of the "G" values goes
down rather sharply. For example, with a 6 + 1
leader, a 6/4, a 6/5 and a 6/6 will be "Gone",
respectively, 59070, 55070 and 49070 of the time. With
any "9" morale leader the corresponding values are
41070,40070 and 37070. Qualitatively, this is the trend
in all of the cases I looked at: flip-side morale is not
a major factor as far as double-break elimination is
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concerned, and the effect falls off rapidly as leader
ship goes up.

One of the simplest and, also, most important
conclusions of the first article was that the 8-1
leader was the "neutral" leader with respect to the
probability that a unit would survive alive and un
broken. Looking at the three "0" column numbers
for an 8-1 leader you'll see that they are within 1%
of those in the "0" column when no leader is pre
sent. Stacked with any leader poorer than an 8-1, a
unit has a reduced chance of being fully functional.
In all of the different FP/DRM combinations I've
looked at, it works out the same way. For this
reason, the 6 + I, 7-0 and 8-0 leaders should only be
used to man radios, accelerate troop movement,
and rally broken units-with those latter two ac
tivities carried out only where the hex occupied can
not be hit by enemy fire of any importance. If
there's anything approaching an absolute rule of
play in this game, that's it! Yet, in six years of play
ing this game and watching it being played, I've seen
stacks exposed with these inferior leaders time after
time. If this article convinces you of nothing but the
desirability of avoiding this mistake, you'll have
gotten your reading time's worth.

Two Little Versus One Big
This was one of the first, and most frustrating,

problems I faced in playtesting SL. Because of the
rules, adjacent stacks have the option either of fir
ing together at one target or of taking separate
shots. At an elementary level, it's like this: you have
two 6-6-7 squads side-by-side-should they fire
together for one 12 FP attack, or separately as a
pair of 6 FP attacks?

Table 4 has enough numbers to provide a
reasonably complete answer. Once again, all ten of
the current morale combinations are involved. In
addition, this Table also makes use of the "0" and
"0" headings previously defined. At the top of
each pair of "0" and "0" values there are two
numbers; the first is the strength (FP) of the attack
and the second is the number of times it's applied.
Thus, "4x2" refers to the results obtained against a
particular unit when fired at twice by 4FPs. The

Table presents six comparisons: "2x2" versus
"4xl"; "4x2" versus "8xl"; "6x2" versus
" 12xI"; "8x2" versus" 16xI"; and" 18x2" versus
"36xl" for three different DRMs: -2, 0 and +2.

To look at things from the American point of
view, from which the typical FPF is 6, the 6x2 ver
sus 12xl comparison tells us what is best. Let's sup
pose that the target is a 7/7 morale unit. For the two
units firing separately, the enemy will be "Oone"
58070 of the time if the DRM is -2. For the other
DRMS the probabilities of this happening are 24%
and 2%. The corresponding numbers in the 12xl
column are 28%,8% and 0%, all of which repre
sent KIA results. Even allowing for the fact that all
of the "0" outcomes will not involve complete
elimination of the enemy, it's pretty clear that for
DRMs of -2 and 0, the separate attacks are best.
This is a generally valid observation for all of the
comparisons made. The only point of departure
(and it's not by much) comes with the highest FP at
tacks versus the 8 front-side morale units.

Returning to the specific example already used,
the three different DRMs yield untouched survival
for the target 16%,41 % and 73% of the time when
separate attacks are made. For a single fire the com
parable numbers are 25%, 44% and 66%. These
values are the important ones when a break is as
good as a kill. This particular example reflects the
common reality: as the cover value goes up, the
single group attack becomes more likely to inflict
some kind of damage upon the foe. However, it
never gains the decisive advantage found by
separate attacks made with more favorable DRMs.

Here, as in the previous place we considered it,
we also find that the flip-side morale is not a major
factor. You might think of that as negative infor
mation. At least, though, it means one less thing to
worry about.

My personal rule-of-thumb in this area is to
stick with multiple attacks so long as the DRM is
+ 2 or less. Now, there are several factors not con
sidered in the above. The most obvious one is the in
fluence of leadership. Just flip through any of the
scenario sets and you'll discover that there just
aren't many leaders with leadership modifiers of -2

or -3. This means that you'll seldom have the lux
ury of even considering the possibility of a large FP
attack directed' by a great leader. In general, since
the other guy gets to shoot back, putting a lot of
goodies into one basket has its risks. Concentration
is one of those principles some people like to talk
about in connection with war, but it does not mean
that you should create attractive targets. Moreover,
many scenarios require that you give careful
thought to both fire and movement. The bigger the
shot you take, the more units and weapons you pin
down by that effort.

What you've just read doesn't mean that you
should never concentrate firepower into single, big
attacks. What it does mean is that you should not
make that sort of thing your basic tactical doctrine.
I'm still working on trying to produce a more flexi
ble and effective doctrine. If and when I find one,
you'll read about it here.

IMMOBILIZAnON
One of my treasured moments in playtesting SL

came when a villainous opponent decided to forego
the usual victory conditions and establish the
elimination of the Cpl. Medrow counter as his
highest priority. In what I can only regard as a truly
just result, I rolled snake eyes when he was thought
less enough to put his pursuing AFV adjacent to my
counter. Ever since that experience, Defensive Fire
Phase Immobilization has been a favorite of mine.

Figure 1 shows, in (a), the old DFPh 1m·
mobilization Table from 36.12 while (b) shows the
new one from 144.73. You'll note that the first one
gives the dice roll required to immobilize. To that
roll, the leadership modifier of any leader present
who passes a normal MC is the only DRM. The
table in (b) consists entirely of additional DRMs
based upon the new requirement that the modified
dice roll must be less than or equal to "2". Com
bined with the new rule concerning what units are
eligible to make this attack, the net effect is to make
this type of attack both more common and more ef·
fective.

Attack 2x2
Morale DRM G 0

-2 41 26
6/4 0 9 61

..,....__+_2.'f.~_..,0 88

4x2
G 0
50 14
15 44
2 76

8x1
G 0
28 24

8 45
o 71

Table 4. A comparison of individual versus combined firepower attacks.
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As an example of the first, any condition (other

than height advantage) which would give the infan-

[8 [E [!E]
try unit a favorable TEM with regard to fire from

~
the vehicle's adjacent position now makes the im-

~~:
mobilization effort possible. Thus, infantry sepa-
rated from an AFV by a wall, or sitting in a smoked
hex, can now take a crack at it. The increased effec-
tiveness is reflected in the fact that the maximum ef-
fective dice roll possible (before any leader effects
are considered) has risen from SL's "4" to GFs

Number of squads 1 2 3 "9".
Squad morale 6 7 8 6 7 8 6 7 8 Because of the interesting things discovered in

Leader connection with the treatment of this topic in the

None I 2 2 2 3 4 3 5 6 COl article, I just had to dig out the old program

8-1 7 8 8 9 10 10 10 II 12 and rerun it for the additional cases. Table 5 con-

9-1 8 9 9 10 II II II 12 13 tains all of the material from the earlier article as

9-2 15 16 16 17 18 18 19 19 20 well as that required by the revised rule. One of the

10-2 17 17 17 19 19 19 20 21 21 most striking features of the way the original rule

10-3 27 27 27 29 29 29 30 31 31 worked was the extent to which the results were so

Net DRM = owithout leader modifier.
extremely leader dependent, with both numbers of
squads and their morale being quite secondary.

None 3 5 6 7 9 12 10 14 17 The best way to illustrate this fact is to compare
8-1 10 12 13 14 J7 19 18 22 24 the numbers in the column below the first '6' and
9-1 12 13 14 15 18 20 20 23 25 those below the third '8'. The first gives us the prob-
9-2 21 22 22 26 28 29 30 33 34 ability of success for a single, morale "6", squad

10-2 23 24 25 28 30 31 32 35 36 stacked with various leaders. The latter has the
10-3 36 38 38 42 43 43 45 47 48 same information for three morale 8 squads. In the

Net DRM = -1 without leader modifier.
first part of the table, where we have the success
probabilities if the dice roll must be two, a single

None 7 10 12 13 18 23 19 26 32 morale "6" squad stacked with an 8-1 leader does
8-1 16 19 21 24 29 32 31 37 41 better than three morale "8" squads.
9-1 18 20 22 26 30 33 33 38 43 Continuing on through the various dice rolls re-
9-2 30 33 35 40 43 45 47 50 53 quired, compare what happens, for the same leader,

10-2 32 35 37 42 45 47 49 53 55 to the ratio of the value in the far right column to
10-3 49 52 54 58 60 63 64 66 69 that in the far left. Nowhere will the maximum

Net DRM = -2 without leader modifier. stack do more than 2.6 times as well as the lone
morale "6" squad. For example, if the modified

None 12 16 20 22 30 36 31 41 49 dice roll (before leadership effects) required is '6',
8-1 23 28 32 36 43 48 46 54 59 the fifth section of the table tells us that, for a 9-1
9-1 25 30 33 38 45 49 48 56 61 leader, the success values are 34070 and 78%. The
9-2 41 46 49 55 59 62 63 68 72 ratio of those two numbers is less than 2.3. There

10-2 44 48 52 58 62 65 67 71 74 can't be many situations in which those two squad
10-3 60 64 67 72 74 76 78 80 82 groupings would have success chances that close

Net DRM = -3 without leader modifier. together.
The net effect of the new rule is to increase the

None 17 24 30 32 43 51 44 57 66 hazard to AFVs in congested terrain. As a natural
8-1 32 39 44 49 58 64 61 70 76 consequence, this also emphasizes the importance
9-1 34 41 47 52 60 66 64 72 78 of combined arms in such terrain. Armor and in-
9-2 50 57 61 67 73 76 76 82 85 fantry, supported by such artillery and!or air

10-2 54 60 64 70 76 79 80 84 87 power as is available, must work together. Under-
10-3 69 74 77 82 85 87 88 90 92 standing how the rules work in a situation like this is

Net DRM = -4 without leader modifier. the true test of the SL system rules expert. Being

None 24 34 42 42 56 67 57 71 81
able to use them effectively is the true test of the ex-

8-1 40 49 56 60 70 77 73 82 88
pert player.

9-1 42 51 58 63 73 79 75 84 89 THE TO HIT TABLE
9-2 58 66 72 77 83 87 86 91 93 Here we have what is, I think, the place where

10-2 61 69 75 80 86 89 88 92 95 the Gl changes have the biggest impact on how the
10-3 76 82 86 89 92 9:1 94 96 97 game is played. After all these years of seeing things

Net DRM = -5 without leader modifier. grow more complicated, here's a place where, at

None 30 42 52 51 67 77 66 81 89 least on the surface, things get simpler. Figure 2,

8-1 46 57 66 68 79 86 80 89 94 part (a), shows the TO HIT TABLE as it was in

9-1 48 59 68 71 81 88 83 91 95
COD, while the second half displays the current

9-2 64 73 80 83 89 93 91 95 97 one. The most obvious difference is that the new

10-2 67 76 83 86 91 95 93 96 98 one has fewer rows. Where earlier both infantry

10-3 81 87 92 93 96 97 96 98 99 and vehicles had three separate lines they are now
reduced to one apiece. The entry "Guns" has

Net DRM = -6 without leader modifier. vanished entirely.

None 35 49 60 57 74 84 72 86 94 This magic has been accomplished by estab-

8-1 51 63 73 73 85 91 85 93 97 lishing a single line for each basic category of target.

9-1 53 65 75 76 86 93 87 94 98 Here, "basic" is defined in terms of the first shot

9-2 68 78 85 86 93 96 93 97 99 probability of hitting that particular type of target

10-2 72 81 88 89 95 97 95 98 99 if both it and the firer were sitting, motionless, on a

10-3 84 90 95 95 97 99 97 99 99 flat, featureless plane. As before, this probability is
modified up or down depending upon the firer's

Net DRM = -7 without leader modifier. motion, condition or intention. Also, as before, the
target's motion, position and previous history enter

Table S. The probability of successful immobilization of an AFY by a Defensive Fire Phase attack. into things as DRMs. The major conceptual change
comes in connection with Case R of the new table.
No longer does terrain dictate the line on the TO
HIT TABLE. Instead, its presence is felt as a DRM.
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Dice Roll
Required

Figure I.

Location of Firing Units

Leader unit only, any non-open
ground hex

Squad in wheat field
Squad in small building, shellhole,

entrenchment
Squad in woods or large building

(3 hexes)

Pan (a) is the Table in 36.12

Condition
AFV using VBM in same hex as firer
Vision hindrance
AFV is not fully tracked
AFVis CE
Attacker is HS
Attacker is Crew
AFV is accompanied by exterior passengers &/or unbroken
infantry on foot in same hex per HS/Crew'
•• Terrain occupied by attacking infantry

• A squad earns a +2 DRM
•• Does not apply to SMC's

••• A TEM of -3, -4, -5, etc is treated as -2

Part (b) is the Table in 144.73.

2

2

3

4

DRM
-2
-2
-I
+1
+1
+2

+1
-TEM •••

The Changed Status of Infantry Targets
Upon seeing the new table, one of my first

thoughts was that the effect of this change upon in
fantry targets would be the tricky thing. Consider
the first line. In COD, infantry in a building was,
generally, a spot harder to hit than was motionless
infantry out in the open. If hit in a building, infan
try would enjoy a favorable TEM. Now, however,
the TEM influences the likelihood of a hit, and has
no effect whatsoever upon the 1FT roll. That makes
infantry in a building harder to hit, but easier to
hurt if you do hit them.

Table 6 persents a comparison of how things
work out in the common case of infantry in a
wooden building. The basic information presented
is the probability that a unit will be killed or broken
when fired upon. The COD results are presented for
the case in which there is no net TO HIT modifier.
Correspondingly, the OJ case is then the one for
which the only modifier is that due to the TEM. In
both cases the black TO HIT numbers were used.

Since ordnance uses the TO HIT procedure, the
results columns are headed by four of the most
common gun calibers. The parenthetical values
show the IFP equivalent of each fire. Only three
ranges are included because I feel that 18 hexes
represents a ralher long engagement range given the
typical board arrangement. Fortunately, there are
few enough variables so that the results for all three
front-side morales can be included.

Let's first consider the case of 40mm HE. For a
unit morale of "7" the probability of the unit
ending up dead or broken falls from 7f1Jo to 4070 as

TO HIT TABLE 33.3

Target Type/Range 1-6 7-12 13-24 2S-39 40-S9 60+

INF in building,
shellholes, entrenched 8 8 7 6 6 5 5 3 3 0 0 -2
INF in woods 8 8 6 6 5 4 4 2 2 -I -I -
INF in other 9 9 8 7 7 6 6 3 4 I I -I
Vehicle is hull down 7 6 5 4 4 3 3 I 2 -I -2 -
Vehicle is in woods/bldg 9 9 8 7 7 6 6 3 4 I I -2
Vehicle is in other~ 1010 9 8 8 7 7 4 5 2 2 0
Gun 6 5 5 4 4 3 2 0 0 -2 -2 -

HIT DETERMINATION DICE ROLL MODIFIERS 33.31
FIRER MODIFICATIONS

A. Tank firing outside Covered Arc. . .. (A: fasllurret traverse) + 2 + 1
B. Tank firing during Adv. Fire Phase after pivoting within

hex during Movement Phase. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . + I
C. Tank firing during Adv. Fire Phase after moving to a new hex or

motion vehicle defensive fire (/35.41); (G: gyrostabilizer) .. " + 5 + 3
D. SP Gun/AT Gun firing during Adv. Fire Phase after pivoting

within hex during Movement Phase {French Case B)... .. .. .... + 3
E. SP Gun/AT Gun firing during Defensive Fire Phase after pivoting

within hex during Defensive Fire Phase (French Case A) . +4
F. Intensive Fire (70.2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . + 2

·G. Deliberate Immobilization (66.2) side/rear target facing. . . . . . . . . + 3 + 5
'H. Captured Ordnance (90.13) +2
I. Buttoned Up (64.47) . + I

I

l

TARGET MODIFICATIONS
• J. Target is moving (Defensive Fire or Motion target, 135.3) + 2 N. Target is acquired (69.1) /fire phase - I
*K. Target is concealed (rain, snow 6 + hex range, II 1.44 & .53) + 2 *0. Moving target using I or less MPs or MFs in firer's LOS + I

L. Target is in adjacent hex. . - 2 ·P. Moving target using 3 or less MPs in firer's LOS + I
M Target is in bore-sighted hex (78.4) - 2 .Q. Target size (64.6) . . per vehicular target counter

·Applicable to shaped-charge weapons with separate To Hit Table (PF, PlAT, bazooka, psk): add +2 if hull down or in wooden building; add + I in woods

o
+1
+2
+3

L

+ I 0 0
+2 -I -I
+3 -I -2
+4 -I -2

GUN & AMMO TYPE MODIFICATIONS
APDS

LL APCRRange/Type

7-12 hexes
13-24 hexes
25-29 hexes
40 + hexes

J. -Moving vehicle (DF or Motion target; 135.3). . . .. . +2
J. 1 ·t Moving infantry not using Assault Movement (145. I) -1
J. l ·t Moving infantry in open (hazardous movement -2) -1
K. 't Concealed (rain, snow6 + hex range; 111.44& .53)[Area FireJ +2
L. Adjacenthex (targettwo hexes away -I) -2
M. Bore-sighted hex (78.4). . _ -2
N. Acquired (69.I)[perfire phase, maximum of-2J . . . . . . . . . . . . . . . -1
O. -Using I or less MP's or MF's in firer's LOS _ + 1
P. *Using 3 or less MP's in firer's LOS. . . . . . + 1
Q. -rrarget size (64.6). . . . . . .. per vehicular target counter
R. 't Terrain in target hex (145.1) perTEM
S. 'trarget (Gun) is emplaced (145.3). . . . . . . . . +2

+1
+1
+1
+1

o
+1
+2
+3

o
-I
-2
-2

LLL

o
-I
-I
-I

o
+1
+1
+1

GUN & AMMO TYPE MODIFICATIONS

APDS
APCR SmokeRange/Type

7-12 hexes
13-24 hexes
25-36 hexes
37+ hexesMultiple HilS: (~40mm): DR ~.l'2 TO HIT Number (130.5)

AP eH: DR 2 + dr (I or <V, TH#) (68.1) [unmodified]
HE CH: TH# 8+: 2; TH#S.7 or building target: 2 + dr (I or-S: V, TH#) (145.6) [modifiedJ

TARGET HIT DETERMINATION DRM's:
FIRER HIT DETERMINATION DRM's:

A. Firing oUlSide CA per hexside change (144.41) .. [T: + I +1+ IJ .. [ST: +2 + 1+ IJ .. [NT: +3 + I + IJ
B. Firing in AFPhafterchangingCAin MPh (144.42) .T:O .. . ST: + 1 NT: +3
C. T/ST firing in AFPh after move to new hex/motion (135.41) vehicle DF (144.43) (G: +3) +5
D. Firer is pinned (144.44) +2
E. Firing within own hex at moving target (144.45) + 2
F. Intensive Fire (70.2) +2
G. -Deliberate Immobilization (66.2) side/belly target facing .......•.... (rear +5) ....••...... + 3
H. 'Captured Ordnance (90. 13)[B# -2; uses red TH#'sJ +2
I. Buttoned Up (64.47) _ _ . _. . . . . . . . + I
, Applicable 10 scw's with separate TO HIT Tables (PF, PlAT, Baz, Psk)
t Applicable 10 aerial attack using TO HIT Table vs ground targets

HD: Colored Die ~ White Die (145.2) TO HIT TABLE 14S.1

Target Type/Range 0-6 7-12 13-18 19-24 2S-30 31-36 37-42 43-48 49-S4 SS+

Vehicle 1010 9 8 8 7 7 6 6 5 6 4 5 3 4 2 3 I 2 0
Infantry, Aircraft 8 8 7 6 6 5 5 4 4 3 3 2 2 I I 0 0-1 -I -2
Building, Smoke 12 12 II 10 10 9 9 8 8 7 8 6 7 5 6 4 5 3 4 2

RED Numbers: Russian, Minor, French, US pre-7/43, captured ordnance
Long Range Hit Possibility: unmodified DR 2 + dr <6 [+ I drm/# <2TH#] (33.32)
ITurret/Upper Body Hit: Colored Die >White Die (130.1)

Part (b) is the same thing from the Of card.

Figure 2.



old "Vehicle in Woods/Bldg" entry with the new
"Vehicle" one shows that we end up, then, with the
same net TO HIT number.

In fact, the only substantial difference I've
found has to do with Hull Down vehicles. However.
this change is a major one. It is now necessary to roll
the appropriate "Vehicle" TO HIT number and
have the colored die come up greater than or equal
to the white one. For any given TO HIT number this
condition will be met more than half the time.

Long range armor duels are much more com
mon than are long range attacks on infantry. Look
ing for elevated firing positions is just about
automatic for everyone who's learned to use Ger
man armor intelligently. For that reason, the results
in Table 8 came as something of a shock. Because of
their importance I've given, in Table 8, the results
for both sets of numbers out to a range of 42 hexes.

Since the DRMs which can effect such duels are
the same under both sets of rules, the table gives a

11

150(30)
COD OJ

60 3
49 26
35 16

4 37
44 24

5

13 26 18 37 22
8 19 11 2

15
11

5 7
4

40(4)
COD OJ

Unit morale of eight.

Unit morale of seven.

Unit morale of six.

11

Gun size
Range

Table 6. The probability that a unit of the morale shown will, when in a wooden building, be destroyed or broken by the on board
HE fire indicated.

Table 8. A comparison of normal TO HIT probabilities with Hull Down TO HIT probabilities.

Table 7. The probability that a unit of the morale shown will, when moving in the open, be destroyed or broken by the on board
HE fire indicated.

Vehicle Target, Before and After
This topic can be handled by just considering

the two TO HIT TABLES, which makes the com
parison a lot easier. For the most part, over normal
engagement ranges, the new Vehicle TO HIT
numbers are the same as the old values. For exam
ple, since being in the woods now yields a + I DRM,
which has the same effect as that produced by a
drop of one in the TO HIT numbers. Comparing the

are about the same in both sets of rules, but, in OJ,
there is no beneficial terrain modifier. The net
result will then be to increase the HE hazard for
troops in woods.

Looking at the results obtained, I'd have to say
that the new way of doing thing is smoother to use.
The fact that it yields somewhat more satisfying
results is more than enough justification for the
change.

range goes up. Under the OJ rules the correspond
ing numbers are II % to 4070. (By the way, all of
these numbers do include the possibility of a critical
hit.) Moving up to 70mm fire we see even better
agreement. The important thing to note, however,
is that in order to move closer together, the OJ
numbers have fallen with respect to the COD ones.
As the strength of the fire goes up this trend con
tinues. By the time we've moved to the 150mm col
umn, that fire is only from about one-half to two
thirds as effective as it was a gamette ago.

From that we draw our first lesson: HE fire
from on board artillery has gone down in effec
tiveness in this case. Moreover, there is a clear trend
to be seen in that any given fire will now decrease in
effectiveness more rapidly with increasing distance
than was the case before. Yet a third conclusion can
be reached by looking at the corresponding
numbers as a function of target morale. Compared
to COD, target morale is much less important than
it was earlier. This latter effect is due to the fact that
the 1FT roll is no longer modified in favor of the
defender, resulting in the increased probability of a
KIA, a morale-independent result.

One of the other things that quickly caught my
eye was that Movement Case J had now been
broken into two categories: one for vehicles and one
for infantry. On general principles, this was a
change of which I heartily approved. Movement at
tracts the eye-thereby, I feel, increasing the
likelihood that someone hostile to your side will
notice you and decide to try and do something
about you. Vehicles, by virtue of their greater
speed, should be harder to hit when moving while
infantry, by virtue of the fact of drawing attention
to themselves, should be easier to hit. Thus, in a
fairly painless way, we have a fact of life built into
the system.

For infantry, the resulting situation is now the
opposite of the one just considered. They will be
easier to hit when moving in the open, but harder,
once hit, to hurt. This comes about from the fact
that, having been used in the TO HIT process, the
moving TEMs are no longer used when the dice roll
is made upon the 1FT.

The results are shown in Table 7, which is laid
out in the same way as was Table 6. As far as the
COD results are concerned the only DRM is that for
the old Case J, and the infantry suffers from a -2
TEM when rolling on the 1FT. The OJ set of results
incorporates a -2 DRM on the TO HIT TABLE by
virtue of the new Case J for infantry while the 1FT
DRM is gone. (Note that, in the First Edition OJ
rules, the last example following 134.11 is in error;
the movement and woods DRMs cancel.) This,
then, is the typical Defensive Fire Phase attack
against an infantry unit moving in the open as seen
by the two sets of rules.

In this situation the 40mm results are not
significantly different, just as was true for the
previous case. This time however, we see that the
new rules lead to an increased threat to life and limb
as the weight of fire goes up. Another reversal is to
be found when we observe that the new way of do
ing things shows more variety with morale than did
the old way. These changes seem reasonable.

Comparing the last two tables also shows some
interesting things. If you look at the last two HE
sizes, you'll see that, under the COD rules, there
was about as much risk to be found sitting in a
wooden building as when one was moving around
in broad daylight. In the l-to-6 hex range the new
rules generally show the hazard to be about twice as
great. As the range opens up the ratio rises to
around four. The first of these facts doesn't bother
me, but I'm not especially comfortable with the
second one. My gut feel is that there should be more
attenuation of effect as the range opens up.

The other combinations of infantry position
and activity can be worked out fairly easily. For in
stance, the TO HIT numbers for infantry in woods
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very complete picture of the situation. In each of
the four results columns there are two numbers
separated by a "I". The first of these is the prob
ability of a hit using just the "Vehicle is in Other"
(for COD) and the "Vehicle" (in Gl) lines on their
respective TO HIT Tables. The second value is the
probability of a hit against a Hull Down vehicle at
that range. To illustrate, in the 19-24 hex range,
the Black "Vehicle is in Other" TO HIT number is
an "8". As shown, rolling an eight or less with two
dice happens 72f1Jo of the time. The "Vehicle is hull
down" number is "4", which will come up just
17f1Jo of the time. Under the GI rules the
corresponding numbers are 58f1Jo and 33f1Jo.

First of all, let's look at, for the Black TO HIT
numbers, the numbers to theleft of the slash. Out to
18 hexes the numbers are the same. Beyond that, the
basic chance-to-hit falls off more rapidly under the
new rules than it did under the old. To the right of
the slash, where we find the Hull Down hit prob
abilities, the same trend is there, but the GI rules
show a much more slowly decaying hit probability.
As a result, the virtues of being hull down have been
much reduced. As is to be expected, the same trends
are to be seen for the red TO HIT numbers.

The scenario that immediately came to my mind
demonstrates this change very clearly. In "Paw of
the Tiger," the Germans can open up at 24 hexes
against the oncoming Russians. Even if the target is
not in a bore-sighted hex, the hit probability is 72f1Jo.
Under the COD rules, any Russian unit stopping to
slug things out at long range had but an 8f1Jo chance
of scoring a hit. Thus, from the ratio of those two
numbers, the German player had a nine-to-one TO
HIT advantage. As things now stand the same two
probabilities are 58f1Jo and 25f1Jo, for a ratio just
about four times worse. In the 7-12 hex range, the
German player used to enjoy an edge that was still
almost five-to-one. Now, that advantage has fallen
to just about half that. All in all, a major change. Is
it in the right direction? Well, that'll be one of the
things I'm sure will be debated on the road to the
revised rule book.

CLOSURE
And there you have some of what I've learned

about how the SL system stands with the addition
of GI. I hope some of these figures and opinions
will help you to play this game with more insight
and more success. If, after you've had a chance to
think things over, you have any comments concern
ing similar material to be included in the revised rule
book, drop me a line at 1322 Highland Drive, Rolla,
Missouri 65401. {:(

CIRCUS MAXIMUS
2nd Edition

The rules of CIRCUS MAXIMUS, ad
judged by the readership of The GENERAL one
of Avalon Hill's best games (see the RBG of next
issue), have recently undergone a beneficial
facelift. A number of rule changes-some merely
cosmetic, others quite important-make this
classic game of chariot racing even more excit
ing and complete than before. Henceforth, the
second edition rules will be included with cur
rent press runs of CIRCUS MAXIMUS and will
be considered the official rules for all tour
nament play. For owners of the game who desire
the latest edition, copies are available for $3.00
plus normal shipping and handling costs.
Maryland residents please add 5 f1Jo state sales tax
to their remittance.

CONVENTION CALENDAR

JULY 2-3-4
TEXCON 1983, Austin, Texas
Contact: Martha Ladyman, 8028 Gessner
#1805, Austin, Texas 78753.

JULY 14-15-16-17
ORIGINS '83, Detroit, Michigan
Contact: Metro Detroit Gamers, 083 Info, P.O.
Box 787, Troy, MI 48099.

JULY 29-30-31
NANCON 88-VI, Houston, Texas
Contact: Frank Joines, Convention Co
ordinator, 118 Briargrove Center, Houston, TX
77057. (713) 783-4055.
NOTE: Many tournaments including SQUAD
LEADER, RUSSIAN CAMPAIGN, CIRCUS
MAXIMUS and STORM OVER ARNHEM.

JULY 29-30-31
PEERICON III, San Diego, California
Contact: Larry Peery, The Institute for
Diplomatic Studies, P.O. Box 8416, San Diego,
CA 92102. (714) 238-0893.
NOTE: An exclusively DIPLOMACY event.

AUGUST 5-6-7
OMACON 3, Omaha, Nebraska
Contact: Greg Dorn, 2007 Betz Road 6C,
Bellevue, NE 68005.
NOTE: Emphasis is placed on Science Fiction,
both print and games.

SO THAT'S WHAT
IYOU'VE BEEN PLAYING
,"tiesListed 158 Total Respooses: 813

Rank TImes
Last On Freq.

IRBnk:ntle Pub Time Ust Ratio

I. Squad Leader AH 2 14 5.4
2. G.I AH 1 4 4.7
3. Third Reich AH 4 14 3.9
4. TRC AH 3 14 3.1

-5. CiViliiatlon JUt II '+ ~.V

6. War & Peace AH 10 14 2.6
7. D&D TSR 13 2 2.4
8. COl AH 7 14 2.2

-9; COU AH b 14 loll
10. Gunslinger AH - I 1.7
II. Guns of August AH 19 2 1.7
12. Fortress Europa AH 14 4 1.6

-I3; BUlgelll ....n , !I 1.5
14. SON AH - 1 1.4
15. Panzerblitz AH 9 5 1.3
16. Panzer Leader AH 17 9 1.3

iJT."I)iPlomacy ....n .t.V ~ I.~

18. Midway AH - I 1.1
19. Afrika Korps AH I 1.0
2rJ. WSIM AH 12 14 1.0

If there was ever any doubt in this editor's miod that
[The GENERAL has an impact on what is being played by
he readers, this issue's column laid it to rest. CIVILIZA-
TIONcontinues, following the recent issue (Vol. 19, No.
~) devoted to the fme game, to make a strong showing
po our poll; our featured game in Vol. 19, No. 5-
~TRUGGLEOFNA TION5-jumps onto this elite list 0

~tles. And Rod Walker's fine series on a personal favorite
pfmineseems to have brought DIPLOMACYinto a wen-
~eserved limelight. Certainly this issue's featured game
~ long remain on the list of our readership'l
preferences. These ratings, taken together with the
IPercentag~ ofthe repsonses in re-rating the RBG (see thE
AH Philosophy of this issue), indicate that a few stron~
~lIers dominate the collective interest of our readers.
Certainly, these are the "new classics". Ironically, the ti-
tle featured in the last issue- VITP-disappears from the
list after a long showing. Joining it are FLA T TOP and
STORMOVERARNHEM, while two old favorites return
-AFR1KA KORPS and MIDWA Y.

SECONDEDITION
BATTLE OF

THE BULGE '81
Taking advantage of a reprinting of this

popular game, a number of changes were incor
porated into the rulebook. As described in Vol.
19, No.2 of The GENERAL, several significan
hanges to the Basic and Advanced games as wei

~s additional Optional Rules are to be found here.
[rhe Second Edition of BA TTLE OF THE BULE
'81 can be ordered from The Avalon Hill Gam(
tompany, 4517 Harford Road, Baltimore, MD
12.1214, for $4.00 and the usual lOf1Jo shipping and
~andling fee (20f1Jo Canadian, 30f1Jo Overseas).
~aryland residents please add 5f1Jo state sales tax.

CONTEST 113
Once again valiant squad leaders are thrown

into the breach! It is the last player turn of a DYO
scenario, the beginning of the American player
turn. The German player has done his worst, ob
taining a KIA on one of your few remaining
squads. Only Board 3 is in play; only the counters
shown remain. Normal environment and weather
conditions prevail. The players have agreed to use
all rules through those of GI with the exception of
Command Control, Equipment Possession and
Battlefield Integrity. To win, the American player
-you-must solely occupy two of the following
three buildings: 3Tl, 3T3 and 3S5. All dice rolls
will equal "9" (nine); and all single die rolls, "I"
(one).

Your task is to guarantee an American win.
List each American action during this crucial last
turn in the appropriate phase. Be sure to specify
the routes used by any moving unit. In anticipa
tion of a large number of contest entries, the cor
rect solutions will be further winnowed by selec
tion of those which use the fewest us infantry
MFs.

The answer to this contest must be entered on
the official entry form (or a facsimile) found in
the insert of this issue. Ten winning entries will
receive AH merchandise credits. To be valid, an
entry must be received prior to the mailing of the
next issue of The GENERAL and include a
numerical rating for this issue as a whole, as well
as listing the three best articles. The solution to
Contest #113 will appear in Vol. 20, No.2 and
a listing of the winners in Vol. 20, No.3 of The
GENERAL.
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ANVIL OF MY EYE

GIs in the Maelstrom
By Mark C. Nixon

Mark Nixon, author of the delightfully true
"They Shall Be Playtesters", headed one of the
most prolific G.I. playtest groups. His play balance
reports were every bit as detailed and insightful as
this article. Which, ofcourse, is why we asked him
to write it.

Any praise which may be generated by what
foHows is due in large part to the efforts of a
veritable cadre of GJ. heroes: Tim Fuchs, Russ
Hall, Ken Stein, and Pat Nicely. Only through their
industry was I able to accumulate a substantial
number of high quality playings of the fifteen
scenarios-both initially for the playtest and subse
quently with revised rules. However, any outrage
with the ensuing account need look no further than
this writer, who alone has construed the fine work
of this crew to suit his own ends in preparing this
article, so published without opportunity for their
comment. I have glossed over and excluded many
worthwhile ideas, strategies, positions and concepts
for the sake of presenting in a reasonable amount of
words what are to me, at this point in time, the most
obvious and basic considerations for each of the fif
teen scenarios.

In all honesty, I confess it may be presumptuous
to subject the reader to the foHowing treatment of
detailed analysis without defining and illustrating
my personal philosophy of "How to Play SQUAD
LEADER". However, fortune smiles and the

gentle readers will not be subjected to anything so
potentially oppressive. Rather, the scenario
analyses will hopefully be as interesting and fun to
read, perhaps study and even criticize as they were
to produce. As a matter of fact, the very concept of
detailed analysis for a game offering the scope of
the SL family may seem a contradiction in and of
itself. The instant I specify that 6M6 is the ideal
location to hide an ATG is the instant someone
(usually my opponent) will maul the position with
HE, avoid it altogether or contrive some other
means to nullify the pronouncement. That he may
go out of his way to "do me in" may be small con
solation for losing the opportunity to fire myself,
even though it may have already served a better pur
pose by distracting. The plethora of strategies
which may revolve around such a circuitous set of
reasoning ensures that the SL system shall long re
tain its appeal for those willing to invest the time
and effort intelligent play demands.

Nevertheless, analysis is forthcoming. Through
the lengthy process of printed word, continued
play, rebuttals, improvements and even mere time
itself our calibre of play shall improve such that we
may approach that level which sees us declare
ourselves "experts", only to be dashed on the
shores of frustration by some whippersnapper
novice who has not read all the analyses and has not
put in his ten years plus of wargaming experience,
but who does bring into the gaming world a fresh
outlook with new ideas and strategies and employs
them well. This then, is the first step.

Scenario 33
A Belated Christmas
Rating: 50010-50010

Attraction: A real free-for-all. Some abstraction
in the US set-up works very well while German
mobility provides the cutting edge for a mad dash to
the gliders which deposit their cargo of troubles for
friend and foe alike as they land with unbridled
abandon.

American Advantages: Defense. Firepower.

If you could win by sitting snugly in the nine en
trenchments and mauling the German assault, there
would be no contest here at all. Instead, you must
force your troops out of their nests and entice them
forward to occupy portions of Board 4 in order to
keep the enemy at bay and claim enough gliders for
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a win. However, once established in these forward
areas, your combination of superior firepower ver
sus an advancing foe ensures victory in the vast
majority of playings. The catch is, naturally, to
make such a successful advance before German
countermeasures and defensive fire nail you with
only a partially developed defense. Only if you
bring the approximate area east of and including
4G3-403-4T4-4AA4 within your grasp can you be
reasonably certain of controlling enough gliders
and of placing the crucial enemy approach areas
within the four-hex range of the majority of your
firepower. Certainly, the scattering of the gliders
may necessitate adjustments to this perimeter, but
the general idea should be clear and adequate to
provide a viable objective for establishing a sound
defensive posture.

American Disadvantages: Dispersed. Must Ad
vance. Lack of Mobility. Must Control Gliders.

Since the gliders land at random, your force
must be spread either singly or in small groups
along the length of the west edge of Board 5, per
mitting you to advance across a broad front and
subsequently move to rapidly control as many
gliders as possible, and at least shield with
firepower those you cannot immediately possess. I
advise against stacking exclusively in one area and
embracing the hope that a disproportionate share
of the gliders land nearby-the "Hall" Gambit.
Odds that the required number of gliders will land
within reach and that German units blitzing across
undefended sections of the board will not roll right
over you are not great, and certainly not worth in
vesting time and energy which could be better spent
on serious play.

That you must advance in order to realize the
full potential of your advantages has already been
emphasized. It is the one obstacle most likely to
prove insurmountable. Though there is no question
of your ability to advance, to do so quickly and on a
wide front without suffering excessive casualties is
your objective. Your degree of success in meeting
these three facets of your advance-speed, scope
and integrity-will indicate your chances of win
ning this scenario.

Unfortunately, once in these forward positions,
you suffer a lack of mobility-in part due to the
relative freedom of movement enjoyed by your
opponent, but mostly due to your geographic situa
tion as created by the terrain of your front line. The
east edge of Board 4 is not conducive to north-south
movement, meaning once a flank goes it is most
likely gone for good. This dilemma can be greatly
alleviated by the cautious American who maintains
reserve forces in strategic locations. Of course, the
problem with any reserve lies in their very being; it is
difficult to leave powerful forces out of the main
engagement for even a few turns. The solution is to
position your reserves such that they immediately
provide some useful service (semi-active reserves).
Units in 511 with an entrenchment and in 5BB2 can
easily reach your extreme flanks or move to bolster
the central defenses on one turn notice. The 5Il
position protects the line to 4Y8 and, if you include
a MMG, also provides some surprising shots
around building 4Y9. (Why, such can even slide
between the wall and woods in 4Z0 to hit 4DD6.
Face it; if you're going to defend seriously, you will
have to scope out "cheapos" such as the one to
4DD6; you may catch a stack of squads at -2 for
your effort.) Hex 5BB2 is a great spot for reserves,
but offers no support fire opportunities until you
return to this scenario and play with the Crest
(151.5) rules. Peering out from the gully will still
not present many targets to infantry with only a
four-hex range, but you do cover 4F4 and 4E5 as
well as the immediate approaches to your northern
outpost at 5EEI. Until you utilize the Crest rule, a
reserve in this gully may seem overly susceptible to

fire from Board 2 heights, but you will find ways to
eliminate that menace in the next section. Finally,
both 5Il and 5BB2 provide another crucial advan
tage to units positioned there-a safe rout path.

American Set-Up:

As outlined above, your initial placement
should cover the entire length of the front from
north edge to south edge. By this, I do not mean
that you should string units from A to GG; rather,
you should set up such that your units can bring the
whole area under heavy fire after the first turn. The
risk here should be obvious: units which break dur
ing the first turn and do not reach their intended
objectives may not be able to provide defensive fire
against the German first turn advance. In this
event, your only recourse is to adapt the movement
of those units which do reach cover to compensate
for those which don't. The Advance Phase is the
ideal time for this realignment.

Nine entrenchments provide the means to secure
your flanks, to safely cross otherwise open terrain
and to establish a one-hex fire base which threatens
to sweep the Board 2 heights of enemy troops. This
one hex is 5S4, the most important single hex on the
playing area. In this hex you should place
entrenchment, a 9-2 leader, both HMGs and two
squads. Even should one of these squads break,
nothing is lost by firing both heavies with one squad
at the ranges involved here. From this hex, one can
hit the most important Level 2 and Level 3 positions
on Hill 621 with a 16 (-I) or 16 (even) attack versus
any entrenched enemy, lower die doubled in both
cases.

Opposing this, the German 9-2 leader directing
the HMG fires at 5S4 with a 2 (+ I) attack with the
lower die doubled. The AA gun can manage only a 4
(+ 3) attack. Since you will prep fire first, these
enemy weapons may not even be placed on Hill 621.
Maybe they'll set-up on Hill 538, which won't
change their fire, but you will still enjoy an 8 (+ I)
or 8 (even) attack and have effectively chased them
away from their best locations. Of course, the 20L
can opt for two shots at you from an 18-hex range,
gambling for two I (even) attacks. But again, he
knows he will have to weather your prep fire first.

I obviously believe this US commitment of
troops, leadership and firepower is worth keeping
the enemy off Hill 621. But considering the German
countermeasures, a strong case can be made for
hedging the bet and placing only one HMG and/or
a -I leader in this position. Without detailing the
mechanics again, we can surmise that one HMG,
the 9-1 and only one or two squads probably will
not keep the Germans off Hill 621 , but will still give
them ample cause for concern and has the added
advantage of freeing your 9-2 and one HMG for
front line duty.

Put entrenchments in 5EEI and 5CI to cover the
extreme flanks. Hexes 5Il, 5U4 and 5YI are good
entrenchment locations if only because they make
interior movement easier for your forces. Hex 5Il
has already been recommended for other reasons,
while 5YI also gives you a nice shot to 415 and 4H5,
although regrettably beyond the four-hex range.
Establishing these links to the 4HI and 4AAI
woods masses and between 5T4 and 5V3 is the most
you can do to ensure the maximum ability of your
troops to adjust to the ebb and flow of battle.

German Advantages: Height. Second Placement.
Mobility.

Hills 621 and 538 offer such commanding posi
tions it is difficult to avoid placing substantial
forces there, namely the 9-2 leader, HMG, AA gun
and maybe a few LMGs as well. But if the US player
utilizes the HMG formation I went to great lengths
to describe above, you must realize the risks you are
taking by exposing these important units to the
initial US prep fire. Your main advantage is that

you get to see the US set-up before placing your own
units on the board.

If the enemy HMGs are split and within normal
range of your own HMG, you do not give away too
much by placing this weapon on the heights.
Adding an entrenchment with a few LMGs on the
hill will fill out the position. The AA gun can be at
ground level near your front line allowing it to fire
at gliders during the first three turns without risking
enemy return fire. Subsequently it can be pushed
into a new hex offering fire opportunities at enemy
squads. Hex 2VI is an ideal location, with amoveto
4VlO on Turn 3.

If the 5S4 position is fully manned, you should
not expose anyone to its initial prep fire. Take com
fort in the knowledge that the GIs will struggle for
many turns to relocate their HMGs while you can
transport your own heavy to 406 on Turn I,
courtesy of a friendly halftrack. In effect, you have
been denied your height advantage and the
American first turn advance will be much more suc
cessful than you would like. But his substantial
forces in 5S4 are now out of the fight for several
turns, an advantage you must exploit before they
are brought back into play. Your other option,
which I endorse, is to locate the HMG in 2M5 and
the AA gun in 214. Their fields of fire are partially
blocked by woods in their immediate vicinity, but
they still have plenty of shots (although at extremely
long range) and are not exposed to fire from the
deadly 5S4.

The German is assured of the advantage of
mobility. This is embodied not only in the two
halftracks, but also in the relative ease of your
troops advancing across the west half of Board 4 as
compared to the more difficult advance of the US
forces. Once in the forward positions, you enjoy an
interior mobility far superior to your American
counterpart, due to the Board 2 north-south road.
This superiority will be even more pronounced if
you have managed to maintain any machine guns
on the heights in good order.

As with the US force, the existence of a few
reserves may allow you to take advantage of an op
portunity which might otherwise have disappeared
ahead of your reaction time were all your troops on
the firing line. Also, because of your maneuver
ability, this reserve can be centrally located such
that the entire force may be hurled at whatever
point you desire. Because it can be formed from
those units which break during the initial advance
and subsequently rally, it is not even necessary to
leave any units behind for this reserve.

German Disadvantages: Receive First Fire.
Outgunned at Close Range.

Receiving the first fire is basically whatever you
make it. The German player can set up out of enemy
LOS, thereby suffering no casualties but conse
quently enjoying very few, or even no, defensive
fire opportunities during the US first turn move
ment. But since this would forfeit your best chance
to hit the enemy as they move onto Board 4 when
they are most vulnerable, such a placement can
hardly be considered admirable. You must care
fully balance the US set-up and prep fire oppor
tunities with your own requirements of self
preservation, a first turn advance and the need to
cover enemy lines of advance. Fortunately, it is a
transitory disadvantage. It can only affect the
balance of the scenario if you ignore the warning
signs and permit US prep fire to blow you away, or
if you play it too conservatively and allow an unop
posed US advance on Turn I.

Your only long term disadvantage is evident if
you close within a four-hex range of the GIs. At
such close quarters, you are outgunned squad for
squad. So, do your level best to remain at a five- or
six-hex range where your 5-4-8s and 4-4-7s are equal
in firepower (squad for squad) to the 7-4-7s and
your 4-6-7s are superior.
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case of the 9-ls, to lead a crucial counterattack.
Brittleness and leadership are also twin problems in
the north. You have not the resources to hold off a
five or six squad attack, but by defending the west
board edge as outlined above, you may deny the
reinforcements at least one turn of movement
perhaps enough to keep them out of the fight for the
bridge itself. If only three or four squads enter,
your force may be able to blow them away im
mediately and, in any case, should be able to deal
with whoever breaks through.

German Set-Up:

There is no good reason to avoid placing the
HMG on Level 3 of the Valkhof. Remembering
your leader shortage ought to make you think twice
about committing a 9-1 leader with it. One leader on
Level 3 leaves only two leaders to manage the bulk
of your forces. You will have either one or two
squads with the heavy, depending on your personal
preference; thus, you must ask yourself whether an
8-0 and a 9-1 are adequate to handle the other eight
or nine squads and roughly 90% of your line. The
answer is a definite "No"-but I'd put a 9-1 leader
on the third level anyway. That -I modifier simply
demands to be coupled with the HMG. Granted,
after the first turn or two you may well have to pull
the leader out for service elsewhere; but you should
at least allow yourself the opportunity to try this
combination. In fact, the tremendous amount of
Allied firepower the position attracts may justify this
commitment by virtue of the quantity of enemy
forces engaged. Obviously, this logic will wither in
the face of US-made hot lead should the enemy roll
an untimely KIA-but in this scenario you run that
risk all over the board with the powerful stacks the
Allies can muster.

Forget about manning the northeast corner of
Board I and the east edge of Board 8. Forget about
buildings IV2, 1T4 and IS4. Look at building IWI
and the magnificent fire lanes down the roads hem
ming in building IX3, but forget it for purposes of
your initial placement. Maybe later, when it is
evidentthe Allies cannot hit lWI with a 24 (even) or
a 36 (+ I) attack, you might think about moving in.
But if you set up there, I guarantee you'll get
mauled.

Building IX3 is the Allied jump-off point. Key
on it, but cover the flanks as well-IS9 area and the
road to IGG6. You should defend the buildings at
IQ6, IQ3, lSI, 8M2 and 812. If you begin with two
squads in each of these buildings, you have a
reasonable opening position. I like to place the 8-0
in 8K3, second level, out of harm's way but handy
to rally broken squads manning the second levels of
8K2 and 8J2. Only LMGs and possibly one PSK go
on Board 8.

This leaves you six squads, two 9-ls, the HMG,
two MMGs, two LMGs and one PSK to defend the
crescent from lSI through IQ4 to IQ6. Hex lSI is a
crucial hex for the Germans because the Allies can't
prep fire at this position, but you can hit every open
ground hex from ITI to Il2. Two squads with a
MMG and a LMG will cast an ominous shadow on
any premature northern thrust from building IX3.
The balance should be in buildings at IQ3 and IQ6
making certain to avoid stacking more than one
squad in any hex susceptible to Allied initial fire. A
MMG in IP5 and the HMG should prevent the
Allies from crossing the street to building IP7.

The pzJag, StuG and AT gun have many op
tions. Wherever you put them, just be sure they can
hit the majority of the second level hexes of building
IX3. Hex IX3 itself is the only one you may not be
able to strike, but your HMG draws a bead on it.
Check out the Pzjag in IJ9. It enjoys a + 3 TEM to
incoming fire, is beyond most inherent Allied squad
range (barring enemy units in the region of IS9),
and threatens the second level of hexes IX2, IW4,
IW5, IX5, IY7 and IY8. The StuG in 813 zeroes in
on the second level of IW4, IX2, IAA4, IAA7,
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Scenario 34
Climax at Nijmegen Bridge
Rating: 40070-60070 Pro-German

Attraction: Call this one a bloodbath in the true
sense of the word. This will become most evident
should the Allies begin to despair of meeting the
criteria of Special Rule 34.5, and proceed as
madmen in their attempts to bring on the Guards
Armor.

German Advantages: HE Firepower. Defending
Stone Buildings. Foul Play North of the River.

The new HE rules make occupation of even a
stone building a hazardous pastime. Your four
heavy guns will scare away the bravest Allied squad
leaders, even if the sly devil is using both the
McNamara and the Mishcon pieces. That you may
realize seven shots per player turn with this equip
ment speaks volumes about your potential to an
nihilate enemy units.

In contrast, the advantages you enjoy on
defense in stone buildings against a foe with no
large weapons need hardly be itemized here.
However, even against stone buildings, the Allied
Turn I fire can hit you with the following attacks:
24 (+ I), 24 (+ 2),24 (+ 2) again, 20 (+ 2),12 (+ 3),
nine mortar· shots, three PlATs and three
bazookas. The forces can be rearranged to produce
a 36 (+ 2) shot or greater number of 12 (+ 3) and 16
(+ 2) attacks, but one thing should be obvious. You
need those stone buildings.

In the north, your forces will be able to make
things exceedingly hairy for the US reinforcements.
After your first turn (Turn 2), you shoud have units
at 4B3, 4B6 and 8FF9. Don't move into 4A4 and
4A7, for the reinforcements will plop right onto you
from off-board in the Advance Phase (out of "No
where", so to speak). You will probably have a few
turns to tryout your shovels before picking up your
weapons to fire at the intruders. The first oppor
tunity will certainly be the German Prep Fire Phase,
as the US will not enter until his own Advance
Phase. If you simply can't send the 4-3-6s to 4B3
and 4B6 (maybe you have a cousin in the Korps),
send some 4-4-7s to 4D3. Starting from 8CCIO,
they can bypass and doubletime with a leader assist
and Advance Phase in one turn and then roll to en
trench on Turn 3.

German Disadvantages: Receive First Fire. Brittle
ness. Leaders.

Disadvantages? That's hard to believe!
However, Turn I features an awesome Allied prep
fire which more or less forces the SS to back off
their front line positions, leaving them with little
depth to contain the Allied assault on the bridge.
But the alternative of setting up in the front line as a
target for the initial Allied potential knockout
punch is even less appealing.

Ordinarily, three leaders would be adequate for
the needs of ten squads. In the city, where move
ment from building to building is exceedingly
hazardous, you may well find your leaders spread
too thin. They cannot be everywhere at once along
your lengthy perimeter and invariably will never be
where you need them to rally broken units or, in the

German Set-Up:

The dilemma of your second and third level
positions has already been presented. Since the
majority of your force is going to advance on the
first turn, you must position them to do so behind
blocking terrain features dominating the middle of
Board 4, which also conveniently happen to be your
territorial objectives. At the same time you must be
in position to deny those objectives to a US Turn I
assault and to attempt to keep the GIs out of their
own front line objectives.

Take a look at the following entrenchment
hexes: 2CI, 2EI, 2M5, 2QI, 2Q2, 2WI and 2DDI.
The LMGs in 2CI and 2EI cover the line all the way
to the crucial 4P2-R2 area as well as the northern
board edge. The HMG in 2M5 enjoys an array of
targets hampered only by the 2M4 woods, which
graciously shields your force from 5S4. Hex 214 is
another good spot for the AA gun offering many
fire opportunities on the southern half of Board 4.
Hexes 2Q I, 2Q2 and 2W I do a reasonable job in the
center of the mapboard, while 4DDI is most cer
tainly your only decent position in the south,
presuming the US presence in 5S4 has convinced
you not to scale the heights of Hill 538.

Except for Hex 2M5, these entrenchments
should be manned by LMG-wielding 4-6-7s, taking
advantage of the 12-hex long-range fire of the
latter. I'd use a 5-4-8 in 2M5 to man the HMG. The
extra morale factor may come in handy, precluding
the need for two squads with a morale of "7" here.
Naturally, the 9-2 leader directs the HMG, while an
8-0 leader on each flank completes your firebase.
This leaves a 9-1, two 8-ls, two halftracks, five
5-4-8s, eight 4-4-7s and two LMGs for your assault
on the 415 woods, building 406 and the southern
hedge line. Do not make the mistake of stacking
your 5-4-8s together for the sake of mere uniformity.
You need them spread throughout the advance to
provide smoke, and you don't know where it may
be desired until the critical moment of need. And, a
5-4-8 may pass a morale check where a whole stack
of 4-4-7s may have failed, thereby averting a
disaster. In short, spread them around.

The southern hedge line is easy to reach. Units
beginning in 2EE! will not even be exposed to fire
unless the GIs have successfully skipped through all
your defensive fire and occupied the hedge them
slves. This is unlikely. You will have to use the
halftracks to transport units into the 415 woods
mass. Drop off the infantry and move the AFVs
into the central board area to provide fire on enemy
positions which are inadequately covered. Or,
locate them to modify enemy fire at your units mov
ing from 4K9 to 416, or from 4N9 to 407. Needless
to say, avoid the bazookas like the plague.

It should take two turns for you to occupy 406.
Units destined for this area should have begun in
2MI and 201. They may require help from the half
tracks and willi certainly bear the brunt of enemy
fire.

Conclusion:

With all this in the way of preparation, there is
little to say about the balance of the scenario. Once
both forces manage to reach their front line posi
tions in the middle of Board 4, possessing and
destroying the gliders will consume the remainder
of the game energies. Only if one of the combatants
does not reach his initial objectives in force or part
of his line crumples or the gliders land with unusual
favor for one side or the other will the scenario end
before the eighth turn.
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IBB4 and all levels of the buildings at IY3 and 126.
Fire from the ATG in IR I and the 88L in 8X4 (or
8W5) will make enemy occupation of IV2, 1T2,
IT4 and IS4 extremely tenuous.

Most of the set-up north of the river has already
been mentioned. One squad in 8R9 with the PFs will
be concealed at the end of Turn 2. Locating a 20L in
8P9 or 3QIO may provide that extra little bit of anti
tank security to your northern bridge defense which
so often seems to be what it takes to convince the
enemy not to run the gauntlet. You may want to
send a 4-4-7 with one LMG to the second level of
3M2. Units in this location realize a familiar in
fluence upon advancing enemy forces well demon
strated in numerous other scenarios.

Allied Advantages: Numbers. Smoke. 51mm
Mortars. Armor.

Be thankful there is strength in numbers,
because you will lose a good many squads trying to
get the tanks into play. They are the key to victory.
Hope that a few FFEs will land on target before you
lose contact or break the radio; and that you'll get
to shoot the 51mm mortars; and that you'll not
deplete your smoke capability before the tanks are
in. Roughly speaking, for each of these three
capabilities you lose in the first three turns, your
chances of winning decrease by 10070. Deduct
another 10% for every game turn after Turn 5 that
the tanks have not arrived.

The 51mm Mortars are wonderful weapons.
Don't forget that they can lay smoke, as can the
British and the offboard artillery. Of course,
without smoke you would be in serious trouble
from the outset, as it is the device which makes
street crossing a tenable procedure.

When your tanks arrive, put them to work
herding the SS where you want them. The smart
German player will flee your acquired hexes just as
you have been avoiding his. The PzJag and StuG
cannot stand up to the Guards Armoured, but
watch out for the ATG and the 88L. It is unlikely
you will want to cross the bridge unless the 88L is
silenced or at least shrouded in smoke. Since you
cannot depend on the northern reinforcements until
it may be too late, you must enter your tanks with
some form of action against the 88L already in
mind, so that you will be ready at a moment's notice
to hurl a few AFVs across the river before German
countermeasures are made effective.

I have not bothered to list the initial prep fire op
portunities as an advantage because it can be so
devastating that the majority of German players
will probably set up behind the front line as detailed
above-nullifying your prep fire with no over
whelming detriment to their own position. With
enemy forces beyond a four-hex range from
building IX3, you can no longer stack units three
floors deep to obtain those murderous combination
attacks in which you break a unit with a 24 ( + I)
attack and keep shooting at it with incredibly large
fire attacks until it vaporizes. Your best prep fire
will be from IR7, IS7 and 1T6, but this set-up
leaves your forces in wooden buildings and a
mediocre position.

Allied Disadvantages: Street Crossing. Initial lack
of HE. Rule 34.5.

The horrors of crossing the street are familiar to
ail who have come this far in the SL series. Many
factors playa roll in your decision to cross a city
street and in the actual act of doing so. Available
enemy defensive fire and smoke are perhaps the two
most crucial elements of the actual procedure in this
scenario. You will rarely enjoy an opportunity to
cross a street unopposed in the early going, so you
need to place smoke and utilize assault movement.

Though your forces possess a tremedous
amount of firepower, you will experience a great
deal of trouble bringing it all into action in the form
of 16 FP or higher attacks (what I call "large at-

tacks"). Even these attacks will be diminished by
applicable TEMs, whereas the HE attacks brought
to bear on you will not be modified on the 1FT. Bar
ring some good fortune or a bazooka-daring Ger
man, there is no remedy for this, but the arrival of
your tank support will at least equalize the situa
tion.

This finally brings us to the most important
issue of the game, other than the final victory condi
tions: How do you get the tanks onboard? Forget
about seeing them on Turn I or Turn 2 and concen
trate on meeting the criteria on Turn 4. This means
there are only four or fewer SS squads in good order
south of the river at the end of either player turn,
probably your own. The tanks will then enter on
Turn 5 during your Movement Phase. If you're
lucky you may meet the criteria on the third game
turn; if unlucky, on the fifth. Rule 34.5 is listed as a
disadvantage simply because of what you must do
to knock so many SS squads out of action. Even
with all your firepower, it is unlikely you can break
more than three squads with your initial prep fire.
As you begin to advance and suffer casualties of
your own, this situation will worsen; broken enemy
squads will rally and you will have gained nothing
to advance the timetable of the British entry.
Therefore, you must begin by actually planning to
eliminate enemy squads, and double-breaking them
when you can't obtain an outright KIA. A half
squad is as good as a dead squad. Although you
can't do much about two half squads combining
into a full squad, you will at least see one squad
gone for your efforts. If you kill one enemy squad
every turn for the first three game turns, you then
have only three SS squads to kill, break or demote
to half squads on either player turn of Turn 4 to
bring on the Guards. A dead SS squad is money in
the bank.

Obviously, the stacks you create to attain such
killing attacks will themselves be targets of the best
the German has to offer. Herein lies your disadvan
tage. You will be shooting at only one enemy squad
per attack, while he returns fire at three of your
squads per attack. His small arms fire will not be as
great as yours since he is shooting with only one- or
two-squad fire groups, but his ordnance fire can be
deadly to you.

Allied Set-Up:

As stated, your initial objective is not necessarily
to advance but to inflict casualties. Units in hexes
IX2 and IY3 may be able to blow away anyone in
8K2 or 8J2, while those in 8R7 and 8S7 and 8T6 can
nail the Valkhof. If you are presented a target con
taining more than one squad, throw everything you
have at it. Two dead SS on the first turn may be all
you'll need to satisfy 34.5 by the third turn and be
ahead of schedule.

Stay out of sight of the big guns as much as
possible, especially that 88L. You should also try to
avoid wooden buildings, but in the case of IS7 and
IT6, I'm afraid it is unavoidable. When you return
to this scenario after learning the hidden ordnance
rule, that 75mm ATG may give you a nasty sur
prise; wooden buildings are the most susceptible to
such.

Your American 8-1 leader and his radio belong
well in the rear, perhaps in IY8, second level. You
may also debate leaving one squad with a bazooka
or PlAT in this area to prevent the StuG from run
ning in to block IY10 on the turn your tanks are
due.

Conclusion:

The onus of attack rests heavily on the Allies.
Whenever necessary the German can pull back dur
ing his own movement phase to avoid enemy fire,
advance back into position and gain an extra Rally
Phase to return a few squads to good order and
perhaps delay the British tanks yet another turn.
German preparations in the north do not allow the

US reinforcements much chance of success. The
verdict in this scenario will be determined by how
well the German guns deal with the enemy as the
few SS leaders attempt to manage their hard
pressed troops while the Allies tiptoe through
smoke and across enemy fire lanes to bring their un
wieldy numerical superiority to bear. The sentence
will be exacted by tanks of the 2nd Grenadier
Guards, or refuted by their late arrival.

Scenario 35
The French Decide to Fight
Rating: 50%-50070

Attraction: There is some concern that the US
doesn't have enough time to meet the tough victory
conditions. Indeed, if his artillery is ineffective and
his squads take even one turn too long to break
through the outer defenses, he will be in trouble
with time. However, the very fact that time is his
biggest problem tells him to make the most of what
time he does have. He can beat the difficult victory
condition, but cannot take his time in doing so.

French Advantages: 3rd Level Building. Centralized
Defense. Ordnance.

The 3rd level of hex 14L5 is the position which
will do the most for the French. The HMG ought to
have a shot every player turn from there. The big
gest problem will be which of a wide selection of
targets at which to shoot. If either prong of the US
attack is foundering, pick on it, because the Victory
Conditions force the enemy to clear your units from
both sides of the airstrip. If one of his groups has to
cross Board 14 to accomplish this because the other
group has fallen apart, they will be hard pressed to
get there with sufficient strength in the allotted
time.

Your interior lines and the geography of the
playing area give you a surprising ability to shift
forces. Your broken units rout towards your center
while your opponent has to advance carefully yet
quickly, probably allowing you a few long-range
shots at him moving in the open. He has to engage
your forces, so you will enjoy a great deal of first
fire opportunities. Remember, in the right cir
cumstances your ability to intentionally break and
rout away can save a unit in a lost position.

The ordnance weapons are what keep the AFVs
and spotting plane off your back. The American
will not attempt to duel AFV versus Gun, so your
guns will mostly be shooting at the infantry and
spotter plane. The importance of these guns is best
emphasized by considering the freedom of move
ment the AFVs would enjoy were these not in the
French arsenal. French interior lines would no
longer be a significant factor with AFV fire lanes
cutting across the center of Board 14.

French Disadvantages: Morale. Willingness to Sur
render. Number.

French morale becomes a problem when squads
start breaking, which compounds the disadvantage
of being outnumbered. Unless the unit in question
is threatened by capture, a DM of "2" is not even
worth the chance of rolling a casualty MC if you
have good reason to suspect the unit will not be



DM'ed in the next Rally Phase. If it will be under
DM again, go ahead and try for the "2".

There are not enough defenders to cover the
three groups of advancing US troops as effectively
as the French would like. After a few of the
defenders have broken, at least one of the screening
forces will dissolve, leaving the US a path onto
Board 14, where he can bring the airstrip and sur
rounding areas under fire. If the US can hit 14L5
with normal range squad fire from both sides of the
airfield on Turn 6, you are in serious trouble, all
other things being equal.

French Set-Up:

The HMG, 9-1 leader and one squad go in that
3rd level. Put another squad in the 2nd level of the
same building. Obviously, the second squad will
man the HMG if the first one breaks. Place the ord
nanceon Board 14 in sight of the airfield. Hex 14Q5
simply demands the 75mm in a trench. From here it
can sight the airfield and fire at any spotting plane
brave enough to zero in on the airfield defenders,
and can also bring fire on a very large percentage of
the playing area.

Your squads are too few to cover everything,
and it would take pages to enter into even a cursory
analysis of each worthwhile position. Suffice to say
that hexes worth special attention are: 415, 4N5,
406 (1st level), 4P6 (1st level), 4R5, 4M8, 4T9, 4Y8
and 4BB7; 14Y3, 14T3 (crest), 14RI, 14Q5 through
the woods in 14HO, 14L10, 14HIO, all the airfield
buildings and 14FI; 611, 6X5, 6X3 to 6TO, 6Z6 and
6Z4. Certainly other locations are equal to some of
these and deserve study. You do not have the option
of setting up strong forces on one side of the airfield
and a screen on the other with the intention of a
quick elimination of the foe on one flank followed
by reinforcement of the other to bolster its defense.
Even the relatively weaker US force #3 cannot be
ignored, as it has ample firepower to force you out
of 14L5, especially if within a six-hex range. In this
respect, the time constraint limits your options,
because by the time your hypothetical strong side
force had eliminated any threat from the US group
in question, it would be too late to get the troops
back for a last ditch stand at the airfield.

American Advantages: Firepower. Rally Ability.
Mobility.

The firepower of 22 American squads is
awesome. In fact, it is twice the inherent firepower
of the 16 French squads, and four times the French
at a six-hex range! Admittedly, it is unrealistic to
consider the quadrupled firepower advantage other
than for illustrative purposes, but the doubled ad
vantage is very real. The defensive strength of well
placed French MGs, ordnance and artillery, as well
as the fact that all of the US squads will not be on
board until Turn 3 at the earliest-and even then
will be moving almost as often as they stand and
fire-are some of the reasons why the US player
doesn't simply crush the French with firepower.

As always, the lack of Desperation Morale for
non-green squads gives them an overwhelming ad
vantage over their opponent in first-chance rally.
This was true to some degree against the SS in
Scenario 34, and against the French broken morale
of "6" ("2" with DM), it is the single greatest ad
vantage possessed by either side. The American
units usually have no reason to rout from their front
lines to rally if already stacked with a good order
leader.

The AFVs are reasonably free to move as they
please, provided they avoid the French ordnance.
It's also a good idea to keep the halftrack 17 hexes
away from the HMG and 9-1 leader in the 3rd level
building. The French will respect the vehicle MGs
moreso than the main armament, as MG fire limits
his movement. Look for fire lanes to hem his troops
in. Remember that your mobility advantage is off
set by his interior line mobility, so whatever you can

do to curtail his freedom of movement in the
center-which will involve using your AFVs in the
early going-will be well worth the effort and will
reward you with a "gaggle" of prisoners, broken
units unable to rally because they can't rout to a
leader, and KIAed enemy squads.

American Disadvantages: Time.

What can I say? Is time the US player's disad
vantage; is it the tough Victory Conditions; should
we suggest that he may require additional AFVs,
squads, leaders and/or MGs to fulfill the condi
tions in the allotted time? The US force itself suffers
no disadvantages; it is well equipped to meet the
Victory Conditions which, in themselves, are a
realistic concept. The problem is to meet these in
eight game turns. So my preference is to suggest
that the time constraint places the greatest and only
potentially insurmountable obstacle in the path of
US victory. However, given average luck with the
dice (particularly for your artillery) and realizing
that you cannot afford to waste time, you will be
able to move quickly enough to reach your objec
tives and clear out the defenders without being
reckless.

American Advance:

Hope that Groups #1 and #2 both enter in the
first two game turns. Artillery might be great for
softening up this defense, but if the spotting plane
comes in first, every Frenchman and his brother will
be shooting at it. You have to take the 14Q5-14G3
woods line with your southern forces. The tanks are
great for cutting French routs, but you must keep
the AFVs away from those French guns at all costs.
It may be wise, if possible, to sneak an AFV across
the west edge of Board 14 and onto Board 4 to aid
the northern force. This may have the added advan
tage of giving you an AFV in an area where your
opponent has no anti-tank capacity. But if the
northern force is having no difficulty (which they
shouldn't if your artillery is landing), the AFVs are
better concentrated on the southern and might con
sider lending support to the third group.

In the north, you'll probably have to go through
the wheatfields and up the center, but not all three.
If there are French guns in 14W6 and/or 14T6, it
would be best to send some squads through the 417
wheatfield to deal with them. Look for open terrain
the French have failed to cover. If all you have to
face is the HMG in 14L5, a rush across the open
may leave you with one dead squad, but you'll also
be in possession of 500/0 of Board 4 on your first
turn of entry. This would be a catastrophe for your
opponent.

Hex 4P6 is an ideal spot for your HMG and
three 6-6-6s. Blast away at 14L5, no one else will
stick around to put such a stack in their sights. But
watch out for ordnance fire on this hex. Keep mov
ing and keep closing on the airstrip. Move your peo
ple, but not in the open against enemy fire. You
have a tremendous firepower advantage-and will
need it. For you must fire some of your squads,
move others, rally broken ones, and either an
nihilate or forcibly eject your foe from approx
imately 75% of the playing area (where he will set
up, where you will advance, and where you cannot
permit him to remain). Remember always that
you've only eight turns to do all this, which means
only five turns for the last group to fulfill its respon
sibilities.

Conclusion:

The concern about time pressure on the US
player is justified; but, he needs to have at least one
thing to worry about, so he will simply have to
MOVE IT! The US forces cannot take too long
reducing the outer defenses (Board 6 and the
406-4Z10 region), because they will not have
enough time left to actually meet the Victory Condi
tions if they do. After all, these preliminary opera-
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tions do not bring victory in and of themselves. So
really, both players are keeping their eyes on the
clock in this one.

Scenario 36
Weissenhof Crossroads
Rating: 45%-55% Pro-German

Attraction: Two SiG 38Hs provide a real fireworks
display while a winterized American "Rat Patrol"
cavorts through the mayhem of the opening stages
of Hitler's last western offensive.

American Advantages: 60mm Mortar. HMGs.

The mortar is your single greatest advantage. If
the SiGs are in LOS, you have a fair chance for a
stun, or at least of forcing them to move away. Due
to the artillery barrage versus open-top AFV
modifier, the German will probably not leave his
vehicle in LOS for long. But, more importantly,
this weapon rates first class when engaging infantry
in the woods.

As always, the US rally capability must be
balanced against their normal morale. The ELR of
"3" means you will quickly inherit some of those
blasted green squads. Compared to the German
morale combination, it might be argued that the
American comes out ahead, but certainly not with
anything approaching what I'd term a real advan
tage. The defense of hex BI8 may hinge on the in
teraction of your squads breaking/turning green
and their percentage of first-chance rally. That is, it
will hinge on these factors if a SiG doesn't demolish
the hex first.

American Disadvantages: Dispersal. Time.

Your defense is sufficient to prevent the enemy
from blitzing across the board in one fell swoop,
but can fall considerably short of stopping a nine
turn assault. Although you will enjoy some fire at
the SiGs, you should not count on any effects, so
you'll probably have to put up with them. But if you
get within bazooka range, thank your lucky stars
and blow the thing apart.

Your best chance is to conduct a fighting
withdrawal, buying time for your free units to
fabricate a defense in your rear. Starting units in the
west of Board 5 is no solution, as your forward
areas would then be too weak. Be sure to time your
retreats well, such that some units fire while others
move back under their cover. If you simply move
them all on the same turn, you may end up leaving a
string of broken units behind with none left to pro
vide fire support while the leaders desperately strive
to rally them.

American Set-Up:

Your first concern is to locate the jeeps
somewhere they cannot readily be destroyed, while
your 7-0 and a squad create HSs to man them. The
middle of the forest road is the best spot, since the
jeeps will easily be able to move either north or
south once manned.

Because the German player can win on either the
north or the south section of the playing area, you
must spread your force much too thin for an ade
quate defense of both areas; anticipate that on Turn
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2 or Turn 3 your troops covering the area not at
tacked by the Germans will be moving to protect the
rear of the area he does choose to attack. You can
not risk waiting too long making this move, but to
be premature is to invite disaster, as your foe can
switch objectives and outmanuever you. The
danger of this is very high if he is attacking in the
north and you haven't defended the forest road. In
essence, you must keep your eyes on his forces and
not totally commit to one exit defense until you can
actually count that the hexes his units would have to
traverse to move off the other exit are greater than
the time limit allows.

Should the German attack both north and
south, you will be hard pressed on both ends of the
board; but, in the long run, should benefit from his
reduced depth of manpower. It is unlikely his main
effort will be in the center. If he tries it, you should
be able to contain him long enough for a win, but
watch for him to head off in a different direction
when he realizes your center is too strong to breach.

Due to the importance of the 5YIO to 1319 road,
it is best to defend the north flank strongly. Hex
1318 is the best forward position, but regrettably it
is difficult to rout or move out once the pressure is
on. At least two squads, a MMG, a 9-1 leader, and a
bazooka go here-and will probably die here, but
should slow the assault considerably. A squad with
MMG entrenched in 1309 has a great fire lane all
the way to 13RI, which will make any German rush
to the elevated road a chancy affair. You also need
to put a few units in the 5Z9-5ZIO-5XIO area to
cover the Victory Condition.

The south is not as hard to defend as the north;
hexes 13008, 13AA9, 13ZIO, 13XIO, 13U9 and
509 are good locations. I prefer to stay out of 13T7
due to the difficulty of retreat/rout. The center
might hold units at 1308 or 5S8, this latter ready to
move either way as the developing situation
demands.

German Advantages: HE. Concentration of
Forces. Leadership.

The SiGs are what make your offensive feasible.
Without them, you would certainly be at a disad
vantage. It may therefore seem imprudent to com
mit them with the assaulting force. However, if you
leave them on Board 2, they will have a hard time
hitting anything and you will be denying yourself
the greatest advantage in the game. Be brave, be
bold, be sure to avoid bazookas.

Hit the GIs hard and fast on one flank,
preferably in the north unless it is loaded with
enemy forces. Send a few squads around the other
way, which you may consider a nuisance force. I
prefer to use 4-6-7s for this since the 4-4-7s are less
effective on their own, but make good cannon
fodder for the assault on 1318. Your quantity of
leaders permits a two-pronged attack, but this
generally carries less chance for victory than one
large effort. Finally, if you can get it close enough,
the FT carries its standard benefits and headaches
(has anyone ever managed to use one twice without
rolling a nine or greater). Send this little jewel
toward building 1318.

German Disadvantages: None.

The terrain is adequate for your advance (in
deed, the new terrain on Board 13 is a major attrac
tion of this scenario). You will have some trouble
breaking through the first line of defenders: the line
based on 1318, 5HIO to 13EE9 or 13U9 to 13T7
areas; but with the aid of the SiGs these will fall
and, unless your opponent is very skillful or very
lucky, most of his strength will be exhausted from
defending these positions. If he is successfully
fighting a coordinated retreat, turn on the pressure
and overwhelm him with your superior numbers.
Don't let him stall your attack. Time is on your side,
for you can wear him down and still have plenty of
it left to get off the board. But if you are overly

cautious, if you don't press the GIs at every oppor
tunity, you are wasting your time and handing him
an undeserved victory. If you lose, it should be due
to losses sustained, not because the time ran out.

German Advance~

Basically, you should examine the US fire lanes
and rush across whichever end of the mapboard is
least covered. take the MMGs with you, for there
are no Americans within your twelve hex range and
you'll need the firepower when you close. Don't put
the SiGs on Board 2 hills; move them forward!
Don't move them within four hexes of a bazooka
nor within six hexes of an enemy squad; and don't
go CE until your Advance Phase. The elevated road
is a great spot for these beasts. When they're
located such that the GIs can fire at them, get your
infantry in position to fire at these same US troops.
You should present him with so many targets he will
not be able to shoot at half of them. I'm talking
about targets in woods or buildings or on the
elevated road, of course-not moving across open
terrain. Your forces shoulld either scare him away
(unlikely), or blow him away (likely). The north ap
proach is your best bet, you can lessen the victory
condition by occupying the 5YIO-13I9 area. Assault
1318 from the elevated road, 13F5 and 13F6, and
through the 13H5 ford. These may not be able to
break the enemy in 1318, but will draw fire away
from your SiGs which are zeroing for the kill.

Conclusion:

So much depends on the SiGs, it is difficult to
imagine a German victory without them. Certainly,
should both of them fall early, the prospect of
German victory changes from favorable to abysmal.
Yet the American player cannot allow himself to
fall into the trap of concentrating solely on the
SiGs, for enemy infantry is present in sufficient
numbers to walk allover him if unopposed for a
turn or two.

Scenario 37
Medal of Honor
Rating: 4OOJo-6OOJo Pro-Allied.

Attraction: Replacing Board 4 with Board 6 in the
Second Edition has turned a guaranteed American
victory into a dynamite confrontation between a
large and powerful but poorly-led American
defender and a desperate but well-led SS attacker
forced to play his role of aggressor to the hilt in
order to have any chance of blowing the bridge.

American Advantages: Firepower.

It is rare that a defender enjoys such a firepower
advantage. Adding up the squads and machineguns
proves that you field 133 factors versus your oppo
nent's 92 factors, calculated at normal range.
Naturally enough, these raw facts indicate that
something else must give the Germans a chance in
this scenario. That something else is the Panthers.
But what you want to remember is that wherever
you can avoid the Panthers and bring your
firepower to bear on the enemy squads, you ought
to realize a tremendous advantage. They do not
share with you the luxury of defense, but must con-

stantly forfeit fire opportunities in order to advance
on your positions. They have a grueling timetable to
follow, meaning a fair number of your attacks will
be answered with movement-not return fire.

American Disadvantages: Leaders.

Three leaders simply cannot keep fifteen squads
in good order during a normal firefight! Fortunately,
Private Towle can assist your 9-1 and 8-1 in direct
ing the fire of the five MGs. His importance will
become even more pronounced should the -I
leaders be called out of the lines to assist the 8-0 with
rally duties. You cannot afford to lose any of your
leaders, which may force you to abandon a squad
here and there rather than commit a leader to at
tempt a rally. With fifteen squads, you have this
kind of breathing room, especially since you will
probably nail as few enemy squads during their in
itial advance.

American Set-up:

Your choice of excellent defensive positions is
something a miser would envy. Your number one
outpost is 8FF9 with entrenchment, squad, HMO
and Pvt. Towle. Start the 9-1 in 8009, 1st level of
the building, with a squad and two MMGs. The 8-1
leader, a squad and HMG go in the second level of
3M2 and a squad, MMG and entrenchment go in
303. These four positions should keep the SS off
your back long enough for the bulk of your force,
strung out every other hexrow, to move forward
and occupy the gaps.

Since the Panthers are capable of a first turn
romp (303 is particularly vulnerable), you must
cover the open areas with squads and bazookas.
Hexes 3B3, 3F7, 3H2 and 3J4 protect the road and
Hill 547 about as well as possible. Hex 3C9 is such a
powerful position that I often start with an en
trenchment there with hopes of occupying it on
Turn I with the squad in 3F7. Units on Board 8 will
spend the first turn moving for both 8009 and the
Board 3 central woods mass. The 313 road pass is
very important. Units beginning in Q3 and 04 can
move to J2 and J4 to assist the unit already there
with entrenchment attempts, although you may
already have placed an entrenchment there at the
start. Once entrenched, a squad on each side of 313
and the HMG in 3M2 should ensure that no enemy
infantry will ride through the pass to carry their
demolition charge to the bridge.

The 8-0 leader goes in the Board 3 central woods
mass so that he may move wherever needed for rally
purposes. Obviously, you must avoid exposing him
to enemy fire. If he is lost, one of your -I leaders
will have to fill the gap.

German Advantages: Panthers.

If anything is going to happen, you will have to
force it with your tanks. Overrunning a position
such as 303 if inadequately defended would be
ideal, but not an opportunity you can expect. You
might pull up to 6008 and 6EE8 to blast away at
8FF9 and 8009. Even laying smoke into these posi
tions will greatly aid your infantry advance. Just
don't allow any side or rear bazooka shots, and be
leery of frontal ones as well.

German Disadvantages: Difficult Advance. Dif
ficult Victory Conditions. Time.

There are three avenues of approach to the
American lines. The north and south approaches
require you to move through open ground. The cen
tral wheatfield eliminates the open ground prob
lem, but you still face negative modifiers for mov
ing and for enemy leaders and hero. No matter how
you get to Boards 3 and 8, you are going to lose
squads.

If you do manage to breakthrough, there will
probably be precious little time remaining to get to
the bridge and perform the exceedingly hazardous
.ritual required by rules section 133 to blow the



bridge. Equally difficult will be eliminating twice as
many GI squads. Should you actually manage to
demolish a span of the bridge, there should be no
doubt in anyone's mind that you have just won a big
victory.

German Advance:

You cannot simply run your squads up to the
American MGs; but you can't afford to give all fif
teen enemy squads time to occupy the front lines
either. You must do something to advance quickly
without taking all that enemy fire. As will so often
be the case in this scenario, your Panthers provide
the solution to this dilemma.

The first act should be to run the tanks loaded
with infantry as far forward as possible without ex
posing the vehicles themselves to danger. This will
probably get you to either 3B7 or 3B4, whichever is
least defended. If you don't draw sufficient fire to
break the infantry, unload into the woods and move
your armor to fire positions such as 6DDS and
6EES. The remainder of the infantry will have to
assault move or choose their movement paths very
carefully around fire lanes of those enemy units
which have not yet fired.

On the other hand, if the mounted troops took
heavy fire and maybe were even eliminated, do not
allow their demise to have been in vain. There
should not be a very substantial amount of defen
sive fire remaining, so you can move forward with
all speed. You don't have the strength to draw fire
in this manner again, so you must take full advan
tage of this one-shot affair. By your next movement
phase, there will be twice as many enemy squads in
the front line to oppose your assault.

Conclusion:

The GIs have good reason to feel even a bit
cocky about their chances in this scenario. The Ger
man is going to have to work hard to breakthrough
the American lines. The procedure for blowing the
bridge is so encumbered, he should set his sights on
eliminating enemy squads and preserving his own
with the alternate end of the Victory Condition in
mind. The fact that he can expect his own losses to
be high is testimony to the difficulty of that
mission.

Scenario 38
The Factory
Rating: 50%-50070

Attraction: An overwhelming force of GIs takes a
walk in the rain to see what tanks and guns can do
against stone and steel.

German Advantages: Height. TEMs for Stone
Buildings and Fortifications. Ordnance. Optional
Reinforcements.

With machineguns and 9-1 leaders on second
and third levels, your command of the playing area
is imposing. If only the rain would stop! But so long
as it continues, the US infantry will be incapable of
bringing any significant fire on you, at least until
the middle of the game. In this respect, the stone

buildings are worth even more than usual in the early
going, because the value of a +3 TEM is much
greater when applied to weak 1FT attacks such as
the GIs will mount through the period of rain.

The optional reinforcements are listed here as
an advantage due to the accompanying control of
game length. However, the fact that you must
decide about them on Turn 5, as opposed to a later
turn when the need would be more certain makes
the whole thing pretty much a guessing game. If it is
imminently obvious that you need to bring them in,
the tendency is that extending the game two turns
will harm you more than extra units will help. Still,
you do get the choice, and under certain circum
stances-such as a high loss of German squads
this perhaps provides you the breath of fresh air you
need to stabilize a deteriorating situation.

German Disadvantages: Rain.

Mostly covered above, the rain curtails your
range as you attempt to cut down US squads mov
ing in the open. Reasons have also been covered
which explain aspects of .the rain which aid the
German player. But the ultimate 'verdict is that,
without the rain, the GIs would never be able to ad
vance on the village in force within the allotted
time.

German Set-Up:

Can you resist fortifying hex 1207 and placing
the 75mm Infantry Gun there? With the hedge, this
gives a +7 DRM to infantry fire coming from
buildings 1209 and 12P9; boresight one of these
with that 75mm. Consequently, the 76L AT gun
ought to be covering approaches not in the LOS of
the 75mm. Hex 12Q4 is probably the best central
location, but I'd rather try to stop the Americans
before they get that close. Hex 12S5 also offers a
central location and provides a better LOS array to
the outlying areas, at least to the southwest of the
village. But 12U6 rates as my favorite spot for this
weapon. Although it lacks the central location ad
vantages of Q4 and S5, it does a great job covering
the southwest flank, while at the same time allowing
a rout path for the crew and a chance to reoccupy
the gun, which other locations lack. Rally with a
leader when possible is still more certain than self
rally. Take a look at 12V5 and boresighting CC7
also. If no one enters the south edge, you can always
move the gun.

Put your machineguns, squads and -I leaders in
second and third levels. I don't favor getting fancy
with a 9-1 and S-O in the third level of 12U5, simply
because you're going to need the leaders spread out
for rally purposes. Hexes 1204, 1207, 12T7 and
12V5 are your best locations for a second level
force. Hex 12QS (ground level) is ideal; and con
sider placing the sniper in 12S9 on the second level.
At least from here he should have plenty of fire op
portunities and is a modest deterrent to any
American rush on that building. The panzer might
start in 12Y3 with VCA facing X2-Y4, and TCA
covering Z2-Z3 or Z3-Y4 with hex 12CC7 bore
sighted. This will give you the required antitank
weapon on the south side of the village to make the
US player think twice before entering forces there,
with the added advantage of being able to move in
the likely event that they don't.

Bore sight your weapons on the hexes you an
ticipate will be the American jump-off points for
the final assault into the village. Sightings on 12NS,
1209, 12P9, 12S9 and 12TlO are ideal. Remember
that your medium machineguns can only bore sight
six hexes away due to the rain. If you can nail him in
these positions, he may not even get into the village
at all. I prefer boresighting the two guns for infan
try targets, since it is unlikely they will be offered
the pleasure of vehicular targets. The panzer would
do likewise, were it not for the superiority of the
12Y3 location, which casts an ominous shadow on
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American thoughts of a southern entrance.
Think of the victory conditions in terms of

precisely which five buildings you intend to hold for
the win. This may not be even vaguely evident until
the GIs are attempting to enter the village proper
maybe Turn 4 or Turn 5. His best approach is across
Board 4. And, with a standard assault from 12K7 to
the 12S9 area, you will probably be trying to hold
onto 12U5, 12R2 and three of the following: 12M3,
1204, 12P3, 12Q4 and 12S5. A great deal will de
pend on how he uses his tanks. If they manage to
transport infantry into town, highly unlikely to be
sure, you may find your troops scrambling for five
buildings anywhere, wherever they may be free. If,
on the other hand, he tries the southern approach,
you will have a much easier time since you need
merely hold five of the northern victory buildings.
His only avenue of approach is through the grave
yard, where many of his troops will take up perma
nent residence as you easily stall him there.

American Advantages: Armor. Quantity. Lack of
DM and Possible Smoke (as always).

Hand-in-hand with armor goes the advantage of
mobility. However, the rain curtails this to the
point of making that celestial emission a liability for
your vehicles, one which does not disappear even
should the skies clear. Use your tanks to transport
infantry and equipment. Keep away from the 75mm
guns. Don't move too close to enemy infantry until
your own infantry support arrives. But bear in
mind that, once you've committed these vehicles,
they cannot readily be shifted to a different sector
of the playing area. A hex such as 1217 gives
wonderful fire opportunities at a six-hex range to
the second levels of 1204, 1206 and 1207 without
exposing yourself to return fire from any 75mm on
the ground level of the buildings. Regrettably, it
takes three turns to get there using motion move
ment and CEo

With 20 squads and the leaders too, you have a
chance to win despite the expected heavy losses. It is
this depth which allows you to be a bit reckless and
run two squads and a 9-1 leader, the HMG and a
MMG forward on the tanks. After all, you are
going to be even more reckless with the GIs who
have to advance on foot. If you plan to move
through 12IlO with these vehicles and there is a
75mm gun which might possibly have the hex
boresighted, either change your mind or at least
send the halftrack through first and the tank with
the leader last. Likewise, be suspicious of both
bridges. I can't advise going up the center either.
You're taking chances on that road. Try bypassing
through, even though it is dreadfully slow. Another
option is to bring the MSHMC and 7-0 leader on at
4C 10, advance the 7-0 to 4D9 which will be concealed
at the end of Turn 2, and begin indirect firing.
When the rain stops you can shoot WP.

Your infantry will be running across the open as
outlined above. Bring up the rear with the S-O
leaders to rally your broken units. The remaining
two 9-ls and the S-I will have to get to the edge of
Board 12 to lead the infantry assault. This certainly
won't be easy as they will be prime targets. There
fore, it is imperative that you get the squads for
ward as quickly as possible so that they can draw
and return fire, allowing the leaders to advance
more safely. You must get as many people to cover
as possible before the rain stops.

With 20 squads, you don't run much chance of
losing smoke-making capability. You will want it
when the time comes to move across the paved
roads and into the village itself. This is where you
simply must have it-or pay a truly fearful toll. Of
course, if the rain continues, you won't even have
the smoke option and will pay that toll accordingly.

American Disadvantages: Must Cross Open
Terrain. Defenders Tough to Subdue.

The cardinal sin of moving in the open is here
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permitted due to the rain; and you won't win this
one unless you do. The German has so few weapons
with sufficient range to hit your troops that sheer
numbers dictate many of your squads will get onto
Board 12. You must avoid leaving large clusters of
units for offboard artillery to target however. Be
thankful the dead are only cardboard piece as your
losses may be high.

It's difficult to put numbers on things, but if
your AFVs are zeroing in on the strongpoints and
you've reached Board 12 by Turn 4 or 5 with ten or
twelve full squads, your assault of the village should
pack enough wallop to get you across the street and
into the buildings. Additional squads should be
trickling forward as the rear leaders rally them.
Once you have even a modest force inside the
village, you must position the troops for the end
game, which involves crossing more streets and
entering more stone buildings and fortifications as
you try for the last few buildings needed for victory.
Here is where it might pay to drive the AFVs into
the streets between your squads and the enemy,
especially if your smoke capacity is depleted or the
rain continues.

You could not have gotten so far without the
rain, but once on the edge of the village in force,
you desperately need it to stop so that you can bring
your superior fire to bear and lay smoke. Also, this
would allow units in the middle of Board 4 who
have rallied and are headed for the village to bring
additional fire into play. If the German fires at
these particular units, so much the better for your
people already at the village outskirts.

American Advance:

You have a time problem, so whichever way you
choose to enter, do it quickly. Board 4 is by far your
best approach, but if the German has failed to
adequately cover the southern edge, by all means
use it. Due to the vagaries of the rain dice roll, you
will have to rush across open terrain in order to ad
vance as far forward as possible before the skies
clear. Keep your units in stacks of but one; keep
them spread out to avoid enemy artillery; take com
fort in the fact that your opponent has only a few
weapons which can hit you beyond six hexes.
Naturally, plan your assault so as to avoid the
75mm guns and as many machineguns as possible.
If he has a machinegun on ground level, don't give
him the opportunity to utilize its penetration or
spraying fire capabilities, but remember these
cannot be used at long range-which is his usual
normal range thanks to the rain.

Use the tanks to transport your heavy equip
ment and leaders. They will draw fire, so keep them
away from MGs directed by enemy 9-1 leaders. It
should go without saying that these should not
move into LOS of those 75's. The new rules
eliminate the + 2 protection from the tanks, but at
least you have a means to attempt to get a small in
fantry force quickly into the forward areas without
risking the -2 for movement in the open. .

For the tanks themselves, the most important
thing to remember is as above-avoid the 75mm
killers. Also-you should be conscious of this in
every scenario-do not move adjacent to any ter
rain which may provide cover to an infantry assault
on your AFV unless you have a very good reason to
do so. Take your vehicles in close to the village if
you can, but make the Germans run out in open ter
rain if they want to attack you. Any PF with only a
one-hex range is worthless unless you blunder by
allowing the enemy an adjacent hex with cover, or
go in too deep without infantry support such that he
can rush you from several directions in his turn. In
addition to all these worries, the halftrack should
steer clear of 9-1 leaders directing fire, due to the
exposure of the crew.

Conclusion:

Rain is such a fickle thing, both helping and

hindering friend and foe alike. In the end, it may be
the ultimate undoing of the Gis if it prevents their
use of smoke in the village. They may still force a
win due to sheer numbers alone, but the price may
total something resembling a disaster in human
terms-for those gamers who notice such things.

Scenario 39
Sweep for the Bordj Toum Bridge
Rating: 35%-65% Pro-Allied

Attraction: A 1942-style clash between a mobile
assault force and prepared defense complete with
armor reserve.

American Advantages: 37LL AT. Height. Armor
Reserve. Interior Lines.

The 37LLs on fourth level hexes 15N4 and 15Y6
command a great deal of respect. It is not
unreasonable to calculate that American success
will largely be determined by these guns. Should the
Germans manage to knock them out before suffer
ing any substantial armor losses, their resultant
freedom of AFV movement and ability to then con
centrate on the American tanks and halftracks
should swing the balance in their favor. All this
despite the apparent ineffectiveness of a 37LL,
especially with the obsolete ammo, versus the Pzkw
Ills and IVs. But when the height advantage,
number of shots, multiple hits, boresighting,
acquisition, and possible shock are all considered,
those 37LL ATs aren't all that bad.

In fact, the strength of these positions is so pro
nounced that I would not move the guns even when
returning to this scenario and utilizing the Hidden
Gun rule. This is because the full strength of the
guns is demonstrated only when their imposing
presence is employed as a deterrent force against
enemy armor. Your knowledgeable opponent is
aware of the abilities of the 37LLs, which will slow
his assault considerably. An unknowing opponent
is likely to suffer an unacceptable loss of armor in a
very short time.

So long as the enemy AFVs are held at bay, your
height advantage enables the Gis to likewise hold
off the enemy infantry. Should one of the 37LLs be
knocked out early, you must then rely on the Lees to
fill the gaps. Certainly, two of these should head for
Board 15 on Turn I. You should feel confident
enough on Board 6 moving only one Lee to the
chateau, leaving the fourth tank at the bridge to
bide his time and see which side of the river may re
quire his services.

Although not an advantage in and of itself, your
Board 6 contingent should have no trouble contain
ing enemy forces north of the chateau. This should
allow your fourth Lee to eventually move onto
Board 15; although to do so before at least one of
the enemy tanks on Board 6 is knocked out may be
asking for trouble.

American Disadvantages: Brittleness.

In view of your armor reserve, this is not much
of a disadvantage. However, should one or both Of
the 37LL guns on Board 15 malfunction or suc
comb to fire in the first turn, the Lees may not
arrive in time to prevent an enemy armored blitz to

the heights of Board 15. Even a second or third turn
loss of one of the ATGs may allow the German to
effect an advantage at one point of your line and
subsequently exploit into your rear areas.

American Set-Up:

As already emphasized, the 37LLs go on 15N4
and 15Y6. The HMC goes in 15F2 because it can
retreat from there easier than from F3. The un
manned M2 goes most anywhere you like. MMGs
go into 15W6, 15L3, and 15Q4 or E3, with en
trenchments in l5L3 and 15W6. The mortar is in
15Z4. There are plenty of other worthwhile posi
tions.

With each play of this scenario, you should vary
your boresighted hexes between the vast array of
choices. You must anticipate enemy armor on Level
3 of Board 2 as well as around the north and south
board edges, and even through the road pass. The
offboard artillery is great for hitting the third level
should the enemy armor appear there. This will not
only keep them buttoned up, but has a chance to
actually knock them out. Laying smoke is not a bad
option if you can obscure a tank or two.

The Lees can either move to plug the central
pass, undertake a joy ride onto Board 2 if enemy
deployment permits, or gain height on the western
slopes of Hill 783. Hexes 15E5 and 15N7 are usually
good spots depending on the specific situation. The
tanks are best used as a "back-up" for the ATGs.
Gaining the crest of Hill 783 will usually not be ad
visable, as they then present too easy a target for
German gunners. Naturally, this depends on the
situation at hand as determined by the success of
your 37LLs and the resultant reluctance or daring
of the enemy armor commander.

The struggle for Board 6 revolves around the
chateau. The 37LL gun goes in 6N3 or 6M6. Use of
the Hidden Gun Rule will only add to German
headaches. Despite you superiority here, you must
endeavor to keep your foe occupied so that he can
not antagonize your countrymen east of the
Medjerda.

(So far, I have been remiss in these discussions
by not specifying where you should entrench, place
concealment counters, create scouts, set fires and
perform other mundane enterprises. The sweet and
simple fact is that you should almost always be per
forming these activities-especially entrenching
and placing concealment-whenever the opportu
nities present themselves and the units in question
are not otherwise engaged. For any erstwhile squad
leader who has reached this stage of SL play, these
actions should be automatic. In this scenario, hexes
l5X5 and 15Y5 are excellent spots to entrench.
Coupled with the entrenchment in 15W6, this ridge
line can be made into a fortress; and you may even
have the few turns required to do it.)

German Advantages: Armor. Leadership.

As in Scenario 37, you must depend on your
armor to disrupt the defenders and cover the
approach of your infantry. This time, however,
your immediate concern will be the enemy ATGs.
Only after they are controlled will you be able to run
roughshod over the American infantry.

Once the infantry forces have engaged each
other, the superior German leader modifiers give
you a fighting chance against US entrenchments
and height. You also enjoy a somewhat hidden ad
vantage due to scarcity of quality American leaders
and the morale of "6" for most of the Board 15 GI
contingent. These advantages will be apparent
when the opposing player sets up with only the 8-1
leaders on the line. He dare not risk the 7-0 and 8-0s
in the line of fire, meaning that most of his troops,
despite their lack of DM status when broken, will
have to leave their positions to rout to a leader for
rally. You may wish to shield your ears from the
abysmal display of profanity regarding troops with
a "6" morale emanating from the American lines.



German Disadvantages: Time. Firepower.

Ideally, you should pull all six tanks onto the
third level of Hill 621 and not expose your infantry
to enemy fire until the tanks have knocked out the
37LLs and maneuvered to chase the GIs from the
eastern slopes of Hill 783. Unfortunately, you
simply don't have the time for this and will have to
move the infantry forward from the outset. Fur
thermore, you may require some MMG fire to help
nail the ATG crews.

Thus, you may find your infantry on the receiv
ing end of a murderous exchange of infantry fire if
you are not careful to avoid the areas the GIs have
scoped out. This imbalance is even more pronounced
than a mere comparison of forces might indicate,
because you have wisely positioned a small force in
trucks and halftracks just behind Hill 621, ready to
hurl themselves at the enemy lines when your tanks
gain the upper hand.

German Advance:

Little hope can be placed in your chance of a
breakthrough on Board 6. The most you should at
tempt is to position the MMG, radio and Pzkw IIIl
in the northeast corner of Board 7 and harass the
GIs on the crest and western slopes of Hill 783. The
rest of this force should fight a holding action
against the engineers. If you achieve this deploy
ment, the Americans will most assuredly come after
you, probably committing two Lees with the
assault. Attracting the extra tank and any inconve
nience you cause the armored infantry are about the
most this force can expect to accomplish. Never
theless, once the enemy leaves the chateau to come
after you, be alert for any opening which may allow
you to burst through to the bridge.

The main thrust from the east will take on one of
two forms. You will either go for the throat in a full
blown blitz against one part of the enemy defenses;
or you will play a more cautious (and smarter)
game, taking the time to maneuver onto Hill 621 or
around the north or south edge of Board 15, sliding
infantry into forward positions yet not exposing
them to the full brunt of enemy fire and establishing
a mobile assault force, ready to lash out at the
enemy and capitalize on any advantage the armor
can manage.

The scope of your offensive provides an ex
cellent opportunity to exercise tactical muscles
grown lethargic in the course of preceding scenarios
which featured more limited engagements. For, at
one time, you must duel enemy guns to achieve a
localized breakthrough which advanced infantry
can secure, while freezing the balance of the enemy
line in place with the threat of a motorized infantry
assault.

Conclusion:

Due to the size of the opposing forces, the 65070
pro-Allied rating is not as devastating as it would be
in a smaller scenario. Each side can afford sizeable
losses and still possess the instruments of victory.
The tanks and 37LLs are the most important pieces
on the board, followed by the other AFVs and finally
the infantry. However, in the end, the game is won
and lost by the lowly foot soldiers. Everything else
is merely hardware employed to attain some brief
advantage over opposing infantry.

Given an even distribution of AFV and ATG
losses, neither side successfully gaining an armor
advantage, whatever remains of these will either
continue to engage one another or each will concen
trate on the enemy infantry with net result of
nothing gained by either side in the clash of armor.
However, should one side manage a sizable armor
advantage by midgame, it is probable that the game
is over at that point.
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Scenario 40
The Dornot Watermark
Rating: 45%-55% Pro-German

Attraction: Basically a chase, and a unique depar
ture from anything seen in the system. The US
player must draw the German into pre-registered
artillery, although even the fear of walking into six
consecutive rounds of I05mm HE is a substantial
deterrent. If the German proceeds aggressively and
is not slowed by artillery, he should win. But, on the
other hand, the American knows where to lure the
German-and herein lies the appeal of this en
counter.

American Advantages: Harassing Fire. Smoke.

If you draw your foe into a few rounds of
harassing fire, you will have a good chance of get
ting the required eleven squads/leaders across the
Moselle. Not that lO5mm harassing fire is
necessarily all that destructive in and of itself ("6"
on the 1FT), but if the German knows you have him
where you want him, he will be loath to move
through open ground and may opt to endure the
FFEs in his current position, at least until the bar
rage moves elsewhere. The time you gain from this
delay may prove decisive.

There are several tricks you can pull to delay the
SS. Most are covered in the discussion of your en
trance and only one constitutes what ought to be
.called an actual advantage. That would be your
smoke-making capability. With twenty squads in
the scenario, there is little chance of losing your
smoke, so you should useit liberally. Your eastmost
squads should roll for smoke to cover movement
every turn. Roll for it in the adjacent hex closest to
the enemy and roll for it in the hex you occupy. The
Germans will not only suffer shooting through the
smoke, but will also suffer as they pay the extra MF
to move through each hex of it (or take detours to
avoid it). Don't make the mistake of laying such
smoke in the path of your own units however!

American Disadvantages: River Crossing Time.

You should be able to get the majority of your
fleeing infantry to the river. Getting eleven units to
the other side will prove quite another thing
altogether. There is also the danger that units on the
west bank may be eliminated, particularly once the
Panzer IVs arrive, so you must either protect your
victory units or send a few extra across the river.
Bear in mind that you cannot simply throw every-.
one into the water and hope that at least"eleven units
sprout waterwings and magica}ly appear Oil- the
west bank. Instead, the crossing'must be covered by"
a screening force on the east bank. These urifor
tunates are destined to sit out the remaining months
of the war in captivity, but the soggy Americans
who gain the west bank will sing their praises .•
Hopefully, the SS will turn these prisoners over to
regular Wehrmacht formations.

The longer it takes to reach the crossing point,
the longer you will be in the water exposed to fire
from the German tanks in addition to an increasing
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number of enemy squads reaching the east bank.
The need for haste is quite evident. The best way to
combat your time problem, other than the obvious
remedy of running fast, is to utilize the various
means at your disposal to slow the pursuit. Smoke
has already been mentioned, and other methods
follow.

American Retreat:

The north and south extremities of the playing
area are your best paths to the river. Advantages the
northern route enjoys over the southern are
numerous, but units running across the north edge
are much more open to fire from the east than are
units on the southern edge. The northern route pro
vides the quickest way to get to the best crossing
point, however, 8Y4. Whichever route you choose,
and this scenario is a good one for those who revel
in seeking out "perfect" plans, there are a number
of things you must do to impede your pursuers, in
addition to laying smoke.

Most obvious is to leave the MMGs behind with
a squad apiece to cover your rear. If you chose the
northern path, MMGs in 5Z9 and 5U9 assure that
any SS entrance in the area will be a very sobering
event. If they choose to avoid the north and enter in
the south or center hoping to catch up to you, they
will be disappointed. Your force can get to the river
and set up an effective screen before they overtake
you. More likely, they will move into hexes such as
5SlO, 5TlO, 5XlO and maybe even 5ZlO and send
other units through the woods towards 503 which
can be reached on Turn 2. All they have to do is pre
vent ten of your units from crossing the river, so
their objective is to pick on these ten, slow them
down, and let the others go.

If you choose the southern path, a squad with a
MMG can get to 5W7 thanks to the road and Ad
vance Phase. You might also place a squad at
5GG7. These are necessary because German units
skirting across the north unimpeded could reach the
river on your flank at the same time you do. The
other MMG can be left in 509 to cover the im
mediate rear of the main group. As you proceed
westward, it may be necessary to detach a delaying
force northward across Board 4.

Naturally, your concealment counters can also
be used to delay the SS. if you position a stack of
these as though they are your rear guard or occas
sionally drop off a few throughout your retreat and
intersperse real squads in these outposts, your
opponent will waste precious time avoiding or
eliminating them and-if driven to desperation
may finally chance running past one containing a
real unit. For the purpose of this tactic, it is best to

, stack extra concealment counters on top of a real
stack of units than to ma!<e a separate stack of con
cealment counters' to move around the board and
get in the way of your real units. The enemy is more
likely to be suspicious of an outpo.st detached from
a large stack, the balance of which continues mov
,ing west, than of an entire stack which remains
behind,. The only way this practice can work to your
disadvantage is if the SS catch you and open fire,
some of which may be directed at stacks of conceal
ment counters had any been present. But the con
cealment technique presented above is designed to
yield the'greatest chance that you ar'e not caught in
the first place, whicl1 should ,lie one of your pre-
eminent cons;erns: ,

The openings listed thus far have endorsed leav
ing MMGs behind to cqver your retreat. Since any
units carrying these weapons will move one hex
slower than your maximum speed and you can't
afford to wait for them, they would eventually be
left behind anyway. They would be great to have
with your screening force on the Board 8 heights,
but it is doubtful they would ever get that far. For
these reasons, it is best to leave them behind to
block the German entrance where their usefulness is
certain.
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Pre-registered fire is your ultimate delaying
weapon. Unfortunately, you cannot simply steer
the Germans into it as they will be wary of any easy
route you do not defend. You may not even get to
choose the turn it begins to land, so don't pre
register any hexes you intend to traverse, unless you
feel like challenging German chances of rolling a
"12" after placing a starshell. Instead, you should
endeavour to hold off the enemy at your rear while
plastering the flank with HE. This illustrates
another advantage of a north or south retreat-you
have only one flank to protect.

German Advantages: Morale. Starshells. LMGs.

I will choose a force with morale "8" over one
with morale "6" and no DM status 99010 of the
time. With a broken morale of "9", the SS give
away practically nothing to US initial rally attempts
and are far superior when it comes to non-DM
rallies. But the main point to be made is that with a
normal morale of "8", you will not suffer a great
deal of broken units in the first place and will be
able to pursue more aggressively than would units
with a morale of "7".

Quite naturally, you want to reread the Night
rules before playing this scenario. Pay strict atten
tion to the mechanics of placing starshells. This will
often determine where you want your leaders posi
tioned. When you reach the river bank, you should
be able to illuminate the entire river-and every
thing in it. Enjoy the starshells; they are one of the
very few things in the system you get automatically
(not even a die roll for malfunction)!

Finally, we have a situation in which the limita
tions of the American proclivity for heavier
machineguns are fully demonstrated. They cannot
haul the mediums westward at full speed, nor can
they be fired the turn they move. They almost cer
tainly will be left behind. Once you have bypassed
or broken their gunners, your own LMGs become
the most valuable counters on the mapboard, due
primarily to their long-range fire. They enable you
to hit anything you can see with at least some fire
power. Even a "I" attack carries a substantial
threat against a moving target, especially when
coupled with a -I leader DRM.

German Disadvantages: Entrance.

If the GIs haven't covered the east board edge,
you will be able to keep pace with their retreat and
should have no trouble winning the scenario. But
this is too much to expect. Certainly, they will leave
behind a few sacrificial lambs to ensure that your
entrance is substantially less than dynamic. As
speculated above, this will probably involve the
MMGs. If the GI commander wants to risk every
thing to stop you on the board edge or is feeling par
ticularly sadistic, he may even leave behind as many
as nine squads to tie you up in the east while the bare
minimum of six squads and five leaders, no doubt
his personal choices, waltz off to the east.

German Advance:

You cannot allow the GIs to gain a complete
movem'ent phase on you. There are two ways to pre
vent that-either move as far and fast as they move
or slow them with firepower. Most likely, cir
cumstances will dictate you avail yourself of a com
bination of these since enemy delaying tactics will
not permit you to make full use of either.

The greatest hazard you face is the very act of
entering the board without giving away too much
time for the GI player to open the gap between you,
or getting half your force blown away. Needless to
say, if you enter out of LOS of the enemy you can
proceed westward with all due speed. Ifyou enter in
LOS of hostile units, do so in woods terrain,
preferably using assault movement. Any units
entering open terrain in LOS of the enemy should
be held off board until the Advance Phase. You will
probably use all three of these modes to enter.

If the GIs retreat across the northern edge and
cover with machineguns as I have outlined, you
should plan to enter squads with your MGs at
5CClO and 5EElO in the Advance Phase to harass
the retreating Americans. Four squads with the
MMG and a LMG assault moving into 5SlO and
5TlO have a good chance of nailing the enemy
squad in 5U9 or the one in 5Z9. If he decides to stay
put to prep fire at your trouble makers to the north.
Two squads high-tail it to 5P7 and the other two
might try 5XlO, and even 5AAlO, in the Advance
Phase. Hex AAIO will really worry the boys on the
bridge, and a northward rout through the gully
won't hurt you much.

A southern pursuit would be structured along
similar lines; but be alert for any opportunity to slip
through a sketchy northern holding line. Even
though he may run across the south of Board 5, the
American player will have to work his way up river
some to cross, since a crossing on the south edge of
Board 8 would force some boats to drift offboard.

Either way you chase him, don't congregate all
your troops in one area-or the pre-registered fire
may defuse your offensive entirely.

Conclusion:

Vagaries of the visibility DR (the effects of
moonlight, cloud cover and wind) have not entered
into this discussion because these are totally ran
dom. Chances of any certain range on any given
turn are identical to the probability of rolling that
number with two dice. All you know for certain,
and all your opponent knows, is that you will
always be able to see at least two hexes away and
will never see further than twelve hexes, except as
starshells and enemy gun flashes allow. '*.
.~~'O<lo"O~~
~H Philosophy . .. Cont'd from Page 2

As envisioned, a dramatic re-shuffling of titles
resulted. Significant changes can be noticed in
the rankings of such favorites as THIRD REICH,
THE LONGEST· DA Y, and VICTORY IN THE
PACIFIC. Too, in some cases the re-rating cor
rected unjustified values (as, for example, those
for STRUGGLE OF NA TlONS) brought about by a
limited sample response to the first attempt.
Often these merely reflected the unfamiliarity
with innovative systems by a handful of pur
chasers. And, needless-to-say, the converse
holds true; a number of elder titles, when com
pared with current state-of-the-art designs, show
their age. We need but refer to LUFTWAFFE and
FRANCE'40.

Surprisingly in our sophisticated age, the hard
ware of a game-the components-often form,
and dominate, the first impressions of a title
among buyers. The attention to detail and graphic
talents of Avalon Hill's fine cadre of artists and
craftsmen is renowned. This is not to say that
new techniques and new policies are always
greeted with acclaim. But in a value conscious
time, Avalon Hill's logo still means quality for the
price. The average, given the range of ratings for
Components, is 3.23, indicative of this percep
tion among the survey respondents. The follow
iOg, the ten titles with the best ratings, are
therefore truly remarkable in their eye-pleasing
detail and utility:

Components
1. G.I.:ANVIL OF VICTORY ....•.... 1.93
2. CROSS OFIRON 1.95
3. THELONGESTDAY 1.95
4. CRESCENDO OFDOOM 1.97
5. SQUAD LEADER 2.09
6. BATTLEOFTHEBULGE'81 2.46
7. THERUSSIANCAMPAIGN 2.53
8. SUBMARINE 2.64
9. THIRD REICH . . . . . . . . . . .. 2.67

10. ANZIO 2.72

To my mind, the software-rules and systems
- of any game are vastly more important than the
hardware. The physical components of a game
can be upgraded with relative ease (an Avalon Hill
specialty with previously released titles acquired
from other publishers); not so the intangibles.
Often no amount of developmental skill can save
a game with unplayable systems, vague and con·
tradictory rules, or that is neither competative nor
exciting in play.

Nothing is more exasperating for the novice
(and the veteran too, for that matter) than rules
which raise more problems than are resolved, or
that have flaws and failings obvious even to him.
The newcomer could do no better than utilizing the
above as an introduction to our hobby. A bonus lies
in the appreciation that these ten titles span the
gamut of level of simulation (from tactical to
strategic) and complexity (from 1.19 to 6.52).
Taken together, these games provide an intensive
"short course" initiation for the novice wargamer.
The cream of Avalon Hill's line:

Completeness of Rules
1. CAESARALESIA 2.32
2. WARATSEA 2.48
3. THERUSSIANCAMPAIGN . ...•.... 2.52
4. BATTLEOFTHEBULGE'81 2.53
5. STORMOVERARNHEM. . 2.73
6. TACTICSI/. . . . . . . . .. . 2.79
7. MIDWA Y. . . . . . . . . .. . 2.80
8. STALINGRAD. . . . . . .. . 2.88
9. VICTORYINTHEPACIFIC 2.89

10. ARAB-ISRAELI WARS 2.92

A further important consideration for the
novice, and for anyone searching for the elusive
good "game", is the Playability of a title. This
amorphous quality has no 'simple parameters.
However, it appears that a tenuous relationship can
be sketched between this and "Completeness of
Rules" since six titles are common to both lists of
the ten best in the respective categories.

Playability
1. THERUSSIAN CAMPAIGN 2.12
2. MIDWAY 2.21
3. VICTORYINTHEPACIFIC 2.22
4. WARATSEA 2.37
5. STORMOVERARNHEM 2.41
6. AFRIKA KORPS . . . . . . 2.48
7. NAPOLEON 2.56
8. WATERLOO 2.64
9. WOODENSHIPS&IRONMEN 2.67

10. STALINGRAD 2.75

For the historian-gamer, the"simulation" is the
key to enjoyment. And make no mistake, the his
torical aspects of our titles provide much of the
fascination for novice and expert alike. Gone are
the days when Avalon Hill games "put YOU in
command". But the echo remains. Few elements
of game design come under closer scrutiny or more
vociferous criticism by reviewers and public than
the "historical accuracy" of a release. Given that
no game can ever be a "perfect" simulation of war,
some of our titles seemingly approach the bound
aries. And, a pleasent surprise, one (CAESAR
ALESIA) even has a relatively low "Complexity"
rating-giving lie to the old designer's "saw" re
garding realism and complexity.

Authenticity
1. CRESCENDO OFDOOM 1.85
2. G.I.: ANVIL OF VICTORY 1.88
3. STRUGGLEOFNA TlONS 1.92
4. CROSSOFIRON 1.99
5. THELONGESTDA Y 2.04
6. WOODENSHIPS&IRONMEN . _ 2.39
7. SQUADLEADER 2.45
8. TOBRUK 2.50
9. CAESARALESIA .......•....... 2.52

10. ANZIO 2.68
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To see where a favorite falls, it is helpful to
compare the ratings to those of a hypothetical
"median game". Obviously, this is but a crude in
dicator, being that the ratings for this "median
game" are simply the averages of all responses for
each category. These also serve to highlight the
strengths and weaknesses of the entire AH
wargame line. Our efforts at much more detailed
computer analysis and summary of interrelated
factors will provide exacting insights. Never
theless, for the edification of the readers in deter
mining how their favorites fare, the ratings for the
"median game" are:

Overall Value: 3.44
Components: 3.23
Map: 3.55
Counters: 3.09
Player's Aids: 3.28
Complexity: 4.98
Completeness of Rules: 3.28
Playability: 3.20
Excitement level: 3.28
Play Balance: 3.34
Authenticity: 3.51
Basic Scenario Game length: 14.67
AdvancedlCampaign Game length: 35.34

Most of the impetus for embarking on this task
was my interest in what the readers are familiar
with and, therefore, would like to see dealt with in
these pages. I desired some manner of obtaining a
percentage-from a controlled data base-of
those readers who would be interested (no matter

Of prime interest in our fast-paced world is the
time commitment demanded by many titles.
Avalon Hill has long catered to the adult gamer,
those whose profession, education, family and
other pursuits make their personal free time
precious. Luckily, Avalon Hill's extensive line can
satisfy their requirements in this regard, spanning
the range from RICHTHOFEN'S WAR to THE
LONGESTDA Y. The basic scenario of a number of
games can be played to conclusion in under two
hours (tournament organizers, take note). The
following are the ten quickest-playing games, a
library of tactical challenge:

Shortest Game length
1. RICHTHOFEN'S WAR 42 min.
2. AIRFORCE 56 min.
3. DAUNTLESS 1 hr., 6 min.
4. WOODENSHIPS&IRONMEN .1 hr., 10min.
5. ARAB-ISRAELI WARS , .. 1 hr., 27 min.
6. WARATSEA 1 hr., 31 min.
7. SUBMARINE . . . . 1 hr., 34 min.
8. PANZER LEADER .1 hr.,35min.
9. TRIREME . . . . . . 1 hr., 35 min.

10. NAPOLEON. . . . . 1 hr., 37 min.

For those who wantto really" sink their teeth" into
a game, the following should be to their taste:

longest Game length
1. THELONGESTDA Y 28 hrs., 27 min.
2. STRUGGLEOFNATIONS . . 13hrs., 39 min.
3. THIRD REICH 11 hrs., 32 min.
4. ANZIO 10 hrs., 34 min.
5. GUNSOFAUGUST 10hrs., 1 min.
6. FLATTOP. . . .9 hrs., 34min.
7. WAR&PEACE 9 hrs., 32 min.

8. GETTYSBURG . ...
9. FORTRESS EUROPA.

10. 1776 .

.9 hrs., 31 min.

. 8 hrs., 11 min.

.7 hrs., 31 min.

how superficially) in an article on a particular title. I
have long harbored reservations about the worth of
our "So That's What You've Been Playing" column
serving this function. With the exception of a hand
ful of the top titles, the ratings fluctuate to such an
extent and their rankings are so obviously affected
by recent issues of The GENERAL that it is of little
worth in projecting contents of future issues. While
the respondents do represent only 4% of the
readership, I must assume that the percentage of
response to each title would not vary drastically if
the entire subscriber list were involved. Thus, look
ing over the past few issues, it appears that
PANZER LEADER, PANZERBLlTZ, THE RUSSIAN
CAMPAIGN and AFRIKA KORPS deserve con
siderable attention in our pages. This then becomes
my next priority, the fostering of quality submis
sions on these, and other popular but slighted titles.

Due to space limitations, this has been only the
most superficial of reportage on our efforts, con
taining little of insight or analysis. We are currently
delving deeper into the mass of numbers generated
by this and I have come to some intriguing conclu
sions to pass along-all of which must wait until
the ADVENTURE GAME RBG is completed. I hope
to take a look at what is of crucial importance in
various types of our games (tactical, strategic,
operational, naval, WW2, etc.) and what is of but
passing interest. Too, we've here only looked atthe
best of our titles; as important is to acknowledge
the failings of some releases and look critically at
the categories in which, should they be updated,
effort should be spent to bring them up to the high
standards that hobbyists today demand. In sum
mation, it is thought that the new RBGs reflect the
perceptions of our readers rather well.
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GLASS ANVIL
A Dissenting View of G.I.: ANVIL OF VICTORY

By J. M. Collier

James Collier is one of the newest members of
the SL playtest and development team, having
made his initial contributions with OJ. Unfor
tunately, as the reader will soon see, Mr. Collier's
experience was apparently not an altogether happy
one. Frustrated by his inability to get more of his
views accepted in published form in the game, he
has been outspoken in his criticism ofthe game. His
critique, and our reply to it in these pages, is in no
way meant to belittle Mr. Collier's opinions. To the
contrary, he makes several excellent points which
will be addressed to the benefit of the game system
as this monumental project continues to evolve. On
the other hand, we do disagree with the majority of
his opinions and will summarize these disagree
ments following his presentation. Regardless of
whether the reader is more influenced by Mr.
Collier's criticisms or the rebuttals, J wish to
publicly thank him for his participation in the
playtest. The game is betterfor his involvement and
contributions made in the past, and we whole
heartedly welcome his participation in future
endeavours. His critique makesfascinating reading
and offers us a better chance, in rebuttal, to give the
players an inside look at the design process than
could be accomplished with mere Designer's Notes.

There is no doubt in my mind that having paid
$30.00 plus for a OJ "gamette", I would be
satisfied with what I got. No game is without its
faults in the eyes of the individual player. Each in
dividual will have biases, preconceptions and ex
pectations; it would be unreasonable to expect to
satisfy them all. This dissent therefore addresses
itself to two major and fundamental concerns only:
the philosophical direction of the rules develop
ment, and the soundness of the American design.

By now it should be generally recognized that
the SQUAD LEADER series is virtually unique
among WWII board games by being a game in
evolution. The succeeding gamettes have not been
mere additions to the original, but instead have in
troduced substantial revisions to the original
parameters. This is even more true with OJ where
the bulk of both components and rules represent
revisions rather than new material. There are, for
example, only 300 more counters than provided
with CRESCENDO OFDOOM, and well over half
the OJ counters represent replacements for counters
previously introduced (only a handful of the
original SL counters are still usuable in their printed
form). Despite their variety, many of the new vehi
cle and ordnance pieces are still replacements for
the original US counters; except for the heroes, all
the new infantry counters are replacements or just
US versions of existing types.

Though one must pay the price of forfeiting ob
solete materials above and beyond the purchase
price, the loss can be accepted as the cost of
progress. There are few who would quibble with the
appropriateness of the added dimensions of the re
vised vehicle and ordnance counters introduced in
CROSS OF JRON. That process is, of course, car
ried forward in COD and Ofto include the relevant
nationalities. Now OJ introduces a similar order of
revision for the infantry counters in addition to a
number of new maneuvers and capabilities. As this
evolution continues, one is eventually compelled to
ask where it is going and why?

Though the mass and variety of the game keeps
increasing, the purpose of the increase is nebulous.
One would think the objective is a closer simulation
of the historical model-more realism. Yet each

new facet is caught in a stranglehold of subservience
to a presumed requirement of "playability". Un
fortunately, from my perspective this development
has been schismatic. The result does not correspond
with the logical application of convention to the
known historical setting and does add considerable
complexity and mechanistic burden to the flow of
the game.

The practical result is that players often cannot
respond to the spirit of the rules but must respond
to the letter of the rules instead. This is no small
challenge as the rules have become so long, con
voluted and at times contradictory that a game of
SL more often resembles a legal battle with each
side calling for continuances to meticulously
research the body of the "law" in order to justify
their verdict for resolution of the particular conflict
in question. This satisfies neither the realist who
deals better with more historically accurate detail
and fewer arbitrary constraints, nor the gamer
whose objective is to sit and play, not sit and argue.
The potential fate of such a schism is not com
promise but alienation of these two major factions
of players. (In all fairness, it must be noted that a
substantial amount of effort in OJ has gone into
collecting and refining several of the more confused
and disparate rules to good effect.)

Several examples can be considered. OJ pro
vides a significant change in the rules for trans
porting personnel by vehicles .. After protracted
argument, Mr. Greenwood was finally persuaded
that infantry who load onto a stationary vehicle
with less than their maximum MF could pro-rate
the remaining infantry MF to vehicular MP and
continue moving. If nothing else, this allows con
sistency with cavalry and motorcycle rules.
However, he balked at allowing both vehicle and
personnel to move prior to the act of loading even
within constraints. His argument is that this allows
for too much coordination; and we all know that
confusion reigns on the battlefield.

First, this selectively ignores the inescapable
fact that the time course of events in SL and in all
two-player board wargames is greatly compacted
due to the unavoidably detailed knowledge of
enemy dispositions and unanimity of friendly intent
and decision. Secondly, it defies the simple logic
that it ought to be a simple matter to summon a
vehicle just down the road or out behind the
building. But the truly illogical and inconsistent
fact is the prohibition of both loading and
unloading in the AdvPh. A squad can carry a MMG
out of a house, over a wall and up a wooded slope in
the AdvPh but cannot perform the simple task of
jumping down off the open deck ofa tank. This sort
of constraint is completely arbitrary. How it aids
playability is unfathomable, and it is certainly
frustrating to the realist who "sees" men dumbly
sitting on an idling tank while danger lurks on a
nearby ridge.

There is an effort in Ofto introduce conventions
for "command control". This would only seem
reasonable in a game which by its very name pur
ports to emphasize the role of the small unit com
mander. The evolutionary trend has been to in
creasingly portray the battlefield psychodynamics
of both individuals and groups. But the command
control rules provided are so ludicrously simplistic
as to be contemptible. Apparently playtest com
ments and general correspondence have indicated a
negative desire to emphasize command control.
This is certainly a difficult aspect to simulate
mechanically. But the information seems to imply

that only a select group of hard-core simulators are
even interested in such rules. Other players will
simply ignore them if optional. If such rules are to
exist, they ought to respond to the requirements of
those who actually desire them.

The first module (on the following page) con
tains two versions of rules providing for what was
originally labeled a "morale chaUenge" and finally
published as "Rally Phase Surrender". On initial
reading the originally proposed rules appear quite
complex (Mr. Greenwood's term was "horrid").
But if a few moments of thought is given to the
historical and psychological considerations which
prompted them, they become much clearer. The in
itial observation was that, despite entertainment
media demonstrations to the contrary, it is only the
most stalwart or fanatic of souls who will face the
lethal assaults of an enemy force of obviously great
superiority. Crediting victory to a player who only
manages to salvage a handful of survivors in a sup
posedly important building while a horde of enemy
infantry gather in the streets outside is not a tenably
realistic outcome. In reality, those survivors would
be strongly tempted to chance their lives on a sur
render or a rout.

Several particulars then need consideration. 1)
Very few individuals are immune to fear. Regard
less of at-start morale, any unit which becomes
isolated is more likely to be subject to the conse
quences of fear. 2) Leaders, though relatively more
resistant to surrender or rout, are nevertheless still
human and still susceptible to fright. 3) The situa
tion of the defending (inferior) force ought to be
highly relevant. A 161FT attack is much less
threatening in a stone building than in open ground.
4) The obvious presence of attacking (superior)
force ordnance or AFVs ought to constitute a
significant perceived threat. 5) The same-phase
ability of the defender to call down an FFE on the
challengers might well vitiate the chaUenge. 6) The
challenge is not neccessarily intended to take
prisoners. It may be quite sufficient to threaten the
defender into routing away. But if prisoners are to
be taken, the attacker ought to be constrained to
maintain the threat until the prisoners are actually
secured. 7) The surrender of military units is an
exercise in group psychology. The resistance or sur
render of others will certainly affect a unit's deci
sion.

In sum, once the general objective of a rules pro
vision is established, and with it the particulars to be
emphasized, the rules often manifest themselves.
Rules then need only be appreciated as a convention
by which to represent reality, not as largely ar
bitrary constraints. If the rules are realistic, they are
relatively easy to recall because they reflect com
mon knowledge and logic.

Of more compelling interest is whether or not
both the realists and the gamers will enjoy playing
the new Americans. From my very first experience
with them, my attitude toward playing the US units
has been one of perpetual frustration. As I pro
gressed through the OJ playtest, this attitude of
defeatism became increasingly burdensome and in
escapable. No matter what your philosophical bias,
if the edge of competition is lost, so is the enjoy
ment.

The SL system has grown into a Gothic struc
ture of interdependent facets. Few changes can be
made without militating effects at multiple points.
At their foundation, US units were decreed to have
a substandard base morale (ML6) but were the
oretically compensated by freedom from Despera-



tion Morale. In theory this should have imposed a
different sort of thinking and tactics on the US
player but still have permitted a competitive chance
for victory. In practice, I have found this to be un
true and infer the same of other players. Subse
quent scenarios, commentaries, contests and re
plays have generally favored use of US paratroops
with ML7 and virtually ignored the 6-6-6s. (Part of
this neglect may be due to the design blunder in two
of the original six US scenarios which virtually re
quired players to hunker on the floor like children
to play on four end-to-end boards, to the con
siderable detriment of their more vulnerable
backs.)

The conclusion is that the 6-6-6s are not com
petitive without a lot of special help. It doesn't
matter how well a unit might have rallied if it is
eliminated by a double-break. Being broken with a
ML6 engenders a significantly greater fragility and
provides a relative handicap to rally attempts subse
quent to the first. Theoretically·, broken US units
ought to be able to stay in the line being free from
repeated imposition of DM. In practice, this would
only invite more casualties, a fact reinforced by
the sacrament of the leader-loss induced MC to
which troops attempting to rally are necessarily
vulnerable.

COD and now OJ have introduced new levels of
sophistication into the activities of infantry units.
In general, these have conspired to compound and
recompound the inherent weaknesses of the US
forces. The newest and most profound of these
changes is the "greening" concept, whereby units
may suffer permanent impairment of ability from a
given level of morale failure. Though potentially
applicable to any combatant, it is mandatory for all
US units and in only three of the fifteen OJ
scenarios is it ever applicable to a non-US force. In
my opinion, this represents a double penalty. I con
cur, as would most students of the era, with the
basic premise that US units were more reluctant to
take casualties than other armies and were thus
more likely to break off an engagement against stiff
resistance. There is also the issue of inadequate
preparedness for the rigors of combat. But this
latter was a problem universal to all combatants to
some degree. And US soldiers overcame these prob
lems as witnessed by ferocious fighting perfor
mances Bataan, Salerno, Cassino, Utah Beach and
Bastogne-to name a few.

This lesser morale has many more subtle conse
quences than just the obvious vulnerability to fire.
US units are more likely to lose concealment or be
discovered when hidden. They are less likely to sur
vive movement to close combat or pass a PAAMC
(though more likely to obtain a KILL). They are less
likely to succeed in placing a Demo Charge and
more likely to lose possession of their SWs,
especially for DF purposes if hit by prep fire. (It
may be argued that the US has the advantage of an
inherent LMG-the BAR. This is probably more of
a design convenience since if represented it would
probably have to be a 1-6/BI I LMG counter. In
tactical deployment and contribution to total
firepower it is just not that significant.) US units are
less likely to create Scouts or Snipers or to deploy
into Half-Squads-and US HSs are weaker and
thus less likely to be desired, especially from Second
Line infantry squads. (Whether by design or by
limitations of counter space, the Second Line US
squads must be deployed as green HSs and may
only reform into green squads regardless of their ex
perience in the current game. This uncovers one of
the little absurdities of this game system. When
reformed into green squads, these units will have a
higher smoke-making capacity than their unit of
origin.) The erosive effects of Suppression Fire will
tell on them more and they are more likely to suffer
casualties and, thus, lose Battlefield Integrity. As a
consequence, they are more likely to be susceptible
to surrender. There are a variety of terrain and

The originally proposed
"Morale Challenge":

Module 1

153.4 If at any time in Prep Fire Phase the phasing player can confront an
individual squad/halfsquad/crew/SMC with the potential to deliver an
attack with at least 3 times the firepower possessed by the unit, including
any defending SW (EXC: FT, DC) and FFE (must have current radio con
tact and battery access and in-place Red SR or FFE), then the attacker can
challenge the defender's morale, provided the defender is not within 4
hexes or its normal range LOS of an unbroken friendly unit. The 3X FP is
not just the summed attacker's FP but rather the ability to deliver a
modified 1FT equivalent to 3X FP accounting for TEMs (Eg. a 121FT
against Infantry in woods is equivalent to 81FT). Against a leader or Hero,
the potential must be equivalent to an unmodified 161FT. Ordnance may
not be counted for the attacker unless a direct fire hit is certain excluding
breakdown. A multi-unit defending hex can be challenged providing each
and every unit in the hex can be challenged. Weapons which always affect
every unit in a hex may be counted against each unit. At least one attacking
squad equivalent must be able to move adjacent to the defending hex in the
following Movement Phase.

153.41 The defender, if correctly challenged, must then make a MC
against each unit challenged. There is a-I DRM for each other unbroken
counter in the hex and leader DRMs apply. There is a + I DRM for any
other broken counter in the hex, + 2 if the checking counter is itself broken,
+ 1 for each multiple of FP superiority above 3X. Any broken leader's
DRM becomes a + DRM.

153.412 Check the morale of the current highest morale level unit first,
then any others in declining order. Leaders of current ML equal to a MMC
roll first. If the current ML of other units are equal, that with the highest
BPV rolls first. Always check broken units after all unbroken units have
checked. The DRMs apply at the moment each unit checks. (EXAMPLE:
8-1, 8-3-8 with 2 ML loss and 4-6-7 with I ML loss in the same hex. 8-1
checks first with - 2DRM for two other unbroken units in the hex and
passes. 8-3-8 and 4-6-7 have same current ML (6) so 8-3-8 checks first as it
has highest BPV. It fails despite - 3 DRM: -1 Ldr DRM, - 2 two other
unbroken units in hex. 4-6-7 now checks with net - 2 DRM: - 1 Ldr DRM,
- 1 other unbroken unit in hex (which is also the leader) and + I for other
broken unit in the hex. Had the leader failed at start, each other unit would
have had a + 2 DRM: + 1 other unbroken unit, + I reversed Leader
DRM.)

153.413 Any unit failing is broken, regardless of other outcome. if all units
in a hex fail, mark them with a DM counter of the attacker's color. Those
so marked will surrender provided 153.21 is met by the following Rout Ph.
Challenged units suffer no further penalty other than being made tem
porarily susceptible to surrender.

153.42 If the attacker has challenged but either is shown to have not met
the criteria, or all challenged units in the same hex did not fail, then the
potential PFP must be carried out. Surviving defending units behave as
usual.

153.421 If the challenge is successful, the challenging units may then move
provided that they could deliver the same strength attack in the following
AdvFP, disregarding any movement penalties but accounting for any new
PBF potential. The moving units may actually AdvF against any target of
their choice. Their only requirement is to maintain the potential LOS.

153.422 If as a result of DF or other hazard (e.g. mines) neither this criteria
nor that of 153.21 can be met at the start of the following RoutPh, the
defending units lose the opposing DM counter and Rout normally.
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equal. Furthermore, during the course of the
playtest it was necessary in four of the fourteen
scenarios to add or improve US leaders and to
devalue one German leader. (Conversely, in one
scenario a US leader was devalued; in another
scenario the number of German leaders was in
creased but the German Victory Conditions were
also significantly increased.) Thus, in practice it
was necessary to compromise the original bias.

- - Ofmore pertinent interest are the observations
that in virtually all -12 of l4-scenarios some US
elite squads are required for balance. One third of
the scenarios feature elite US infantry units ex
clusively; in more than half of the remaining
scenarios it was necessary to add additional elite in
fantry to assure balance. (Of the two scenarios
without elite US units, one features a distinctly
green German force. The other is a night scenario in
which the German, as attacker, is actually out·
numbered; even in this instance, some of the US in
fantry were upgraded from Second Line to First
Line.) And finally, the course of scenario revision
required changes to favor the US in two-thirds of
the total. And, of five scenarios judged to be
significantly changed, only one was changed to
favor the Germans.

It can be argued that the purpose of a playtest is
to adjust the balance of forces allocated in each
scenario to arrive at a parity of victory oppor
tunities. Therefore, it would be expected that some
changes will be necessary. One assumes that the
scenarios were designed based on a reasonably
detailed historical research to delineate with ac
curacy the historical terrain and force composition.
If that is so, then it would follow that a faithful
design should reproduce, by simulation, the
historical outcome fairly often and that ad
justments should most often need be made to favor
the historical loser or affect either side with near
equal frequency. The foregoing analysis indicates
conclusively that this was not the case in this
playtest. Most of the historical sources were
American victories. But in most of the simulations,
the initially allocated U.S. forces lost most of the
time.

Though this could reflect that the research
and!or design were faulty, the consistency and the
magnitude of the inequities suggest that another
factor is at work. It is simply my contention that the
other factor is inaccurate assessment and depiction
of U.S. capabilities rather than inaccurate force
composition. The implication is that, in actual play,
the philosophical assumptions by which the
scenarios were designed could not be adhered to
and provide balance. The obvious conclusion is that
the original philosophy is wrong. Following it
without substantial modification leads to scenarios
which are neither historically correct nor playably
balanced.

Not just the US infantry have been so maligned.
Again, there is no argument that in terms of gun
power and armor, the US AFVs were inferior to the
German and Soviet AFVs. But, in GJ the values
assigned to many US vehicles are so poor as to
render them little more than rolling junk. The ex
ample in the third chart (see right) demonstrates
that in a front-to-front engagement at the relatively
short range of 300m (7 hexes), a PzlV is 240010 more
likely to obtain a first shot kill on a Sherman than
the reverse.

To heap insult on injury, the decision has been
taken to rate bow MGs on AFVs as 2FP instead of
4FP. I dispute that decision and consider it another
double penalty. BMGs already suffer from shorter
range, lack of leadership modification, motion
penalties and a restricted field of fire though they
were usually the identical weapons to the infantry
MMGs. AFV MGs have certain advantages not
allowed for: larger and cleaner ammunition sup
plies, the security of being armored, at least as
stable a mount, and a slight height advantage. It

Direction of
Scenario
Change

.1

.27 (3.70)

DRM
per
Squad

.73

Av
Leader
DRM

ratio of leaders to squads (total number of leaders
divided by total number of squads, including half
squads and crews as 1/2 squad each). The higher the
number, the greater the likelihood of leaders being
available to help a particular squad (direct fire,
rally, move, etc.). The next column is simply the
average morale level of the leaders engaged; the
fourth, their average leadership DRM. These
should provide some idea of the quality of the
leaders. The fifth column is a ratio of the total
leadership DRMs divided by the total number of
squads. This gives some indication of the effec
tiveness of the leaders in that a higher number im
plies that a given squad is more like to benefit from
a leader DRM at various times in the game. The last
column shows the general direction of changes
made in the scenario during the playtest from the
originally proposed draft to the published version.
(Significant) implies that the scenario had to be
drastically changed to substantially add strength or
modify the victory conditions for the side indicated,
in my judgement. The fmal entry on the chart is the
average of the lines above (excluding the French
forces in Scenario 35).

Looking over the chart, several observations
emerge. The designer's philosophical bias is that
German small unit leadership is superior to the US.
This was to be reflected by both fewer leaders and
lesser Morale Levels and Leadership DRMs among
the American leader counters. Accordingly, for the
whole GJpackage the average German leader DRM
is significantly greater than the US and the German
squads 'Correspondingly benefit from better leader
ship per unit. However, the overall average leader
to squad ratio and leader Morale Level are nearly

8.4

Av
Leader
ML

Leader
per
Squad

Module 2
Scenario Analysis

Predominant
Infantry

Scenario Type

ara
Ger ML 7 [ELR]

7~·'US"l\IL~6"'"·..."....--....",,""
Ger&S

~ve~ra:":g~e-On,S
German

weather factors for which passage of a MC is re
quired for optimal performance, or even survival,
in which US units are less likely to succeed.

And still, that is not all. There is a stated princi
ple that US leaders will be valued less than their
:ounterparts in the other armies. As a result, US
forces will be functioning with 7-0, 8-0 and 9-1
leaders while their opponents will have 8-0, 8-1 and
9-2 leaders in command. In tandem with the above,
this is no minor handicap. These lesser leaders are
themselves more likely to break and, as a conse
quence, force even more MCs on their already more
fragile troops. Recognizing this risk, the smart US
player will be most reluctant to stack leaders with
MMCs, thus foregoing the benefits of the leader
movement bonus, avoidance of cowering and long
range MG fire. What is more, not being stacked
with their leaders, broken units are less likely to end
up stacked with leaders during the first available
Rally Phase and thus lose their supposed compensa
tion of quicker rally. And since US leaders will
often have a negative DRM, US units will often be
trying to rally with a lesser ML, especially as the
greening process continues. Finally, if the com
mand control options are used, the weaker US
leaders will more often be broken and their units
thus out of control.

The second chart (next page) presents some
statistical analyses of the fourteen GJ scenarios
which feature US troops. The major emphasis is on
infantry comparison. The first column of the chart
indicates which type of infantry is most numerous
in the scenario, generally by Morale Level. [ELR]
denotes scenarios where non-US units are subject to
Green Unit Replacement. The second column is the



was also surprising to see that the US halftracks are
subject to Excessive Speed Breakdown at the lower
level (red Movement Factors). This will give them a
poorer performance than the German HTs (and the
identical Russian vehicles). It is generally acknowl
edged that the SPW 251 was under-powered and
that the German road-wheel interleaved suspension
caused excessive mechanical breakdown. No
modern AFV uses the German-style suspension,
while the M5 HT is still in action in the armed forces
of several nations.

In analyzing these armored aspects, we must
return to our previous considerations of realism.
There are actually two categories of realism: detail
and outcome. The two are not necessarily compati
ble. I doubt the authenticity of the Allied 75mm
tank gun ratings; but, even if they are accurate in
detail, their use in SL yields an unrealistic outcome.
(It is a little difficult to assess this outcome in the G/
scenarios however. In not a single scenario do the
Allies enjoy an actual AFV supe(iority of numbers
over their Axis opponents. Historically, they
generally did.) Despite the ravages of total air
superiority and tank destroyers possessed of
superior ballistic technology, a great many German
AFVs were actually knocked out by Allied AFVs.
Such a fact is not very likely to be repeated in the SL
system. In the chart are some considerations of tac
tics for redistributing the dismally lopsided odds to
favor the Sherman. It is obvious that some level of
parity can be achieved by keeping the Sherman in
motion-if it is fortunate enough to have a usable

Module 3
Tank Tactics: Sherman M4 vs. Pzkw IVH

pz IVH: Front Armor- + 1 MA 75V
Other Armor--l
Size-O

First Shot Kill Probabilities:

Firer stationary, buttoned
Target stationary
Range 7-12
DRMs: + Buttoned-up

-1 Size
+ 1 Sherman frontal armor
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Firer in motion, buttoned
Target in motion
Range 7-12
DRMs: + 5 Motion

+ 5 Moving target
+ 1 Buttoned-up
-1 Size

+ 1 Sherman frontal armor
.016

Firer stationary, buttoned
Target in motion
Range 7-12
DRMs: + 2 Moving target

+ 1 Buttoned-up
-1 Size

+ 1 Sherman frontal armor
.34

Firer stationary, buttoned
Change TCA one hex
Target in motion
Range 7-12
DRMs: + 1 Change TCA

+ 2 Moving target
+ 1 Buttoned-up
-1 Size

+ 1 Sherman frontal armor
.24

(Note: If the VCA is changed as advocated by
Mr. Collier. the DRM for change of CA becomes" + 3",
and the overall chance for a KIA drops to . IO.1

gyrostabilizer. This was, of course, the historical
tactic used. But it doesn't work out in SL for two
reasons. First, there will always be an initial DF
shot at the attacker (which the Sherman will have
trouble surviving). Second, attempts to maneuver
to flank or rear can be thwarted simply by pivoting
the defending vehicle in DFP to again present the
front facing. Possession of a more agile tank with
fast turret and gyrostabilizer will not defeat this
simple countermeasure. Finally, the uses of
maneuver or ambush at close range are limited due
to the highly detailed knowledge the potential prey
will have of its hunter's whereabouts and condition
in this type of board wargame.

Similar arguments are relevant to the issue of
BMGs. The origin of the tank and the theory still
prevalent in WWII was the concept of an anti
infantry weapon. In this concept, the role of the
tank was often that of an MG carrier. Though
described as secondary armament, the MGs were
often the weapons with which the primary mission
was accomplished. Limiting the majority of
medium and heavy tanks to 4FP total MG makes it
difficult to recreate this effect. If we pay attention
to the rather compelling arguments presented by
Hal Hock ("Tobruk Defended", The GENERAL,
Vol. 19, No.2), then perhaps it is the CMGs which
have been underrated and the BMGs overrated. In
either event, the impact of tanks on the infantry will
be lacking in realistic outcome. (Mr. Greenwood
may stress that Point Blank Fire is more likely for
mobile tanks. This is true for the early war; but, as

Sherman M4: Front Armor- + 1 M 75
Other Armor--l
Turret-+ 1
Size--l

Single Shot Kill Probabilities:

Firer stationary, buttoned
Target stationary
Range 7-12
DRMs: + 1 Buttoned-up

+ 1 PzIV frontal armor

.20

Firer in motion, buttoned
Target in motion
Range 7-12
DRMs: + 3 Motion

+ 2 Moving target
+ 1 Buttoned-up
+ 1 PzIV frontal armor

.023

Firer in motion, buttoned, Gyro
Target stationary
Range 7-12
DRMs: + 3 Motion

+ 2 Buttoned-up
+ 1 PzIV frontal armor

.08

Firer in motion, buttoned, Gyro
Acquisition of Target
Target stationary
Range 7-12
DRMs: + 3 Motion

+ I Buttoned-up
-2 Acquired

+ 1 PzIV frontal armor

.16
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the use of potent infantry anti-tank weapons
became common in the later years, this option is less
viable.)

Since SL is a game, playability cannot be
ignored. The quest for realism must make some
concessions to the need for equality in competition.
One of the problems of this evolving game is the
lack of uniform change for all nationalities.
Though it may be planned for the future that all
BMGs will be devalued and all HTs will be subject
to lower ESB, for the next two or three years only
the US (and some British) units will suffer the
penalties. Once again the US player loses a little
competitive edge.

The inescapable conclusion from all this is that
the US Army in SL is not just different. It is distinctly
second-class. It suffers from a cascade of penalties to
which other combatants are much less susceptible
if at all. Though the penalty concepts may be based
on historical fact, the actual mechanisms employed
result in overkill both from a realistic and a
playability viewpoint.

This polemic is not to say that there is nothing of
value in G/. There are a number of new terrain
features and improved procedures. But the major
purpose of the gamette (so we players anticipated) is
to bring the US Army into the mainstream of up-to
date SL. It is my conclusion that players who
anticipate doing so will be disappointed. These US
components perform so poorly that playing with
them is an unpleasant prospect and leaves one with
a competitive disadvantage. Though the G/
scenarios have been revised to accommodate the US
inferiority, for the prospective DYO player, it
might be just as well to select a Russian-or even
Republican French-force. Perhaps DYO BRVs
for US units will be 30 + 070 less than corresponding
German components? Otherwise, squad for squad,
tank for tank, the US player should expect to lose.

Finally, there is left the even more philosophical
question of where SQUAD LEADER is going. The
expansion gamettes have introduced a policy of not
just introducing new boards and counters with
which to play by the same old and tried rules, but of
adding to and enlarging upon those rules. But, with
this added complexity there is an undue hesitancy to
make a firm committment to a truly high order of
realism. Players who really stress ease of play will
reject this complexity anyway, while those who seek
realism will be frustrated. If both "gamer" and
"simulator" are disappointed, the entire project
will stall and may well perish.

BUMPER STICKERS
Now you can proclaim your gaming status to

one and all with bumper stickers from Avalon
Hill. Select from any of the following:

WARNING: Avalon Hill Game Thinkers!
Brain Engaged!

CAUTION: 1 stop at Avalon Hill Game Stores .

I break for Avalon Hill Games.
Follow Me! I Play SQUAD LEADER

WANTED: Opponents for Avalon Hill Games.
Candy might be dandy, but Avalon Hill Games

Don't Rot Your Teeth.

The bumper sticker(s) of your choice are
available from The Avalon Hill Game Company,
4517 Harford Rd., Baltimore, MD 21214 for
$1.00 each plus 10% for postage and handling
(Canadians 20%, Overseas 30%). MD residents
please add 5% state sales tax.
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THE G.I. DESIGN TEAM REPLIES
By Don Greenwood, Bob McNamara and Jon Mishcon

First, from Don Greenwood, who needs no in
troduction:

At the outset, allow me to concede the point
about the present sorry state of the rules organiza
tion for the entire game system. SL and its three
gamettes have evolved in four separate rulebooks
published over an eight year period of constant
changes and improvements. The need for a rewritten,
succinct and complete compilation of the entire
game system in one rulebook is of major concern
and will account for much of my time in the year
ahead. When finished, the Advanced SQUAD
LEADER Rulebook will be a major publishing
event greater than any of the previous gamette
releases. Beyond that, however, I feel that the
majority of James' discontent stems from Grs
scenario mix-which is admittedly not represent
ative of the typical' 'action" fought on the Western
Front in WW2.

Mr. Collier asks how America managed to win
the battles of WW2 with a second-rate army? While
I contend that the term "second-rate" is a mite
strong, I feel the US Army owed its victories in
Europe more to the factories of Pittsburgh than to
its tactical prowess in Normandy. In short, the US
Army won the war with quantity rather than quality.
Most engagements fought by the US Army against
the Germans were so lopsided in the Americans'
favor that the outcomes were never a question of
who would win so much as at what cost in time, men
and material. Massive American superiority in air
power, sheer numbers of AFVs and support, and
logistics usually paved the way for the GI. The
Germans were rarely able to neutralize these advan
tages, and even then only briefly. It was relatively
rare that the Germans and Americans faced each
other on even terms. However, such encounters
seem eminently more interesting to competitive
players than scenarios in which the Americans only
real adversary would be the imposition of arbitrary
time limits for the accomplishment of the unhinging
of an outclassed opponent; and therefore we chose
to depict atypical situations to portray. These are
situations in which Germany's true man-to-man
and tank-to-tank qualitative superiority is not over
come by a wealth of American material advantages.
In point of fact, all SL scenarios suffer from this
problem to some extent. A time warp exists in the
game system in that players are able to do more in a
given time frame than any real life commander
could do. In real life, given twenty minutes to take a
position, an American CO would just call in ar
tillery to pulverize the target; but as that is not very
glamorous to portray in SL, our troops assault with
a tenacity that would make Kelly's Heroes proud.
In point of fact, James Collier's Command Control
rule not withstanding, to really approximate the
problems of command at this level the entire game
system would have to be scrapped in favor of one in
which getting any unit to do anything would be a
major accomplishment. The oft-maligned cowering
and grounding rules are actually grossly under
stated. It is more fun to portray our soldiers gallantly
advancing and firing from the hip with imagined
glee at dispatching another Hun than dwelling on
their main preoccupation-staying alive. It would
have been an easy matter to give Mr. Collier his easy
victories, but somehow the prospect of mowing
down outgunned defenders in situations wherein
play balance would depend heavily on beating a
clock rather than an enemy just didn't seem very ex
citing. In summation, I feel that Mr. Collier has
overlooked the strategic advantages enjoyed by the
US Army in WW2; to expect tactical superiority as
well among comparative units prior to 1945 is not
very firmly based in history.

On a more specific matter, Mr. Collier cites a
vivid example of why he believes the game system
unrealistic in not allowing loading and unloading in
the Advance Phase. His statement is easy to agree
with on the surface, until you put it in context with
what this change means to the game system as a
whole. To cite just one example: consider what
transpires when you allow men to "jump down off
the open deck of a tank" in the Advance Phase. Did
the tank pay the 2 MP expenditure for unloading?
If not, then the men are actually bailing out, aren't
they? If it did expend 2 MP, then the tank is not
considered moving for my DF, right? "But I didn't
know that during my Defensive Fire Phase because
you didn't state that you were going to unload in the
Advance Phase, and if you did I didn't see the 'Will
Unload' counter you forgot to place on the AFV
because it was hidden by the other information
counters you've since placed on it." Is it really any
more realistic to allow men to leave a tank moving
at 30 mph as orderly as if they put down a step
ladder and dropped off-which is what Advance
Phase loading and unloading allows? More impor
tantly, Mr. Collier proposes mixing apples and
oranges. Vehicles cannot move in the Advance
Phase; yet he wants infantry to be able to move on
and off them with impunity during this phase with
no detrimental effect whatsoever on the vehicle. A
vehicle's Advance Phase capability is factored into
its Movement Factor, and to allow infantry to load
or unload in the Advance Phase is to grant them the
ability to do it without the vehicle-like some
mythical air guitarist. Given the phase system of the
game, infantry on an AFV must assume the
vehicle's restrictions in the Advance Phase if they
are to enjoy the full fruit of the vehicle's movement
capability in the Movement Phase. While excep
tions could certainly be written to allow this, I hardly
think SL needs either more rules or more excep
tions.

As to the matter of Command Control, I will
merely consign the reader to his own judgement of
the relative merits of the two rules cited in Module I
by Mr. Collier. For my tastes, the difference in pure
verbiage alone makes the choice an obvious one.
Transcending even that, however, is my gut re
action alluded to earlier that any true Command
Control rules short of a computer or third-party
moderated system are doomed to failure due to the
player's omniscent view of the battlefield. More
over, the simple fact is that players want to com
mand their own pieces-even if their control of
those forces in real life would be far less.

As an aside of relatively little consequence, I
would differ with Mr. Collier's terming of those
scenarios which use four end-to-end boards as a
"design blunder". I point this out only because it
illustrates the wide variance of likes and dislikes
from one person to the next; in my opinion the
scenarios he alludes to are among my four favorites
in the entire system. This configuration allows for
much more maneuver along a wide frontage or
through a long corridor than the standard 3 X 3
configuration wherein piece densities are invariably
unrealistically high with men and guns behind every
bush and rock.

Mr. Collier's chief gripe with the GI infantry
seems to be that the American 6-6-6 squads are not
competitive due to their "6" morale level. I have
little problem with this. Indeed, the overall effect of
the ML 6 units is precisely what I wanted for
reasons which are stated elsewhere in this article by
my colleagues and need not be belabored here. The
American forces were simply less accustomed ta

hardship than their European counterparts-a trait
even more marked in the recent Vietnam conflict
where American servicemen (meaning no disrespect
to the valor exhibited and hardships endured by our
vets in that most regrettable conflict) retreated inta
an oasis base camp of cold beer, steaks, and all the
attainable comforts of home between sorties with a
suddenly appearing and disappearing opponent
hardened by constant deprivation. That, Mr.
Collier, was a battle which American arms did nat
win despite their huge technological edge. I wauld
also point out that US second line troops are rare
and used only to represent rear-area or battle
depleted forces. Furthermore, the fact that a
second-line unit must break down and then recom
bine to increase its smoke capability is, in itself, suf
ficient to make its smoke rating inferior and that is
adjudged penalty enough.

Actually, I am much more concerned about the
portrayal of the American firepower than their
lessened morale. The decision to reduce American
8-4-7s to 7-4-7s was a very near thing and I'm not at
all convinced that it was correct. Moreover, even
the 6 FP of the line squads may not adequately por
tray the superiority of American firepower. The
superiority of the M I Garand and the two extra men
per squad are enough in and of themselves to war
rant 6 FP. The main weakness of the GIs' firepower
is that at seven hexes or more, they're no stranger
than the Germans-actually weaker if the latter has
a LMG. Therefore, we propose to make Area Fire
for a US squad equal to 1/2 FP + I. This small
change provides a significant firepower increase
without altering any counters, and neatly simulates
the BAR's tactical usage. The German LMG was
used as the base of its squad's firepower, with the
squad's maneuvers dependent on it; the BAR,
though, was used more to supplement its squad's
firepower. So, since the BAR can't be used in
dependently (i.e., neither at a separate target than
the squad's nor by any unit smaller than a squad),
its effect will be a definite plus for the American,
but without the tactical versatility of a LMG-just
its niche historically. I heartily recommend this
change to all GJplayers.

The information James so carefully documents
in Module 2 is totally unnecessary. I freely admit to
the German bias he strives to prove-it forms the
very cornerstone of the design of not only GJ but
the entire game system which identifies and exag
gerates nationality differences for the sake of
flavor. And the exaggerations are not as pronounced
as Mr. Collier would have one believe. Virtually all
historians, regardless of nationality, acknowledge
the superiority of German small unit leadership at
the outset of the war-a superiority which battle
field experience could only heighten in contrast to
the Americans who were not yet battle-tested. As
for changes in the scenarios tending to favor the US
player, I fail to see any relevance therein. Perhaps
as a newcomer to the SL playtest group, James may
have been surprised by the amount of change taking
place during the playtest. He needn't have been.
Any veteran of my playtesters will testify ta the
amount of tinkering that takes place as a common
occurrence. I tend to be more influenced by play
testing than anyone else I've ever come across, and
changes are the rule rather than the 'exception. Few
people, including the designer, would even
recognize the initial playtest version of my current
project (UP FRONT) in comparison to the published
version. I don't believe any SL scenario (or any
other game I've ever done) has ever gone through a
playtest unscathed. That is what a playtest is for to



my way of thinking. The initial scenarios are just
starting points. Blending troop types within a
scenario Order of Battle to achieve the historical
performance is not only a valid design tool, but ex
tremely effective also. That James wishes to at
tribute more significance to these changes is a
matter that I do not feel any particular need to de
fend.

"US tanks are rolling junk." While Mr. Collier
accurately points out several problems, I think he
overstates his case. I will leave the point-by-point
rebuttal to Bob McNamara (whose reply follows)
who answers with much more expertise and skill
than I could hope to muster. Instead, I will limit my
response to two items of limited agreement. First,
the matter of "First Shot" opportunities cited by
Mr. Collier is a valid problem, although it is by no
means limited in nature to the German's benefit.
An experimental rule is found elsewhere in this
article (Module 4) dealing with this very problem.
Secondly, GI does suffer by pitting state-of-the-art
rated American AFYs against CROSS OF IRON
German ones. However, the old ratings of the
German vehicles conceived prior to such things as
"Turret/Upper Superstructure" armor inferiority
does not always work to their advantage. The
capabilities of some German AFYs will be enhanced
while others are lessened. There is no denying that it
would be nice to have the new German OB in GI;
but there is a limit to how much you can stuff in a
box-let alone how much you will be willing to
spend for that box's contents. The publication of
those revised counters in the next gamette will
doubtless be of great help.

In summary, because I chose to depict relatively
even situations, the overall image of US-German
battles may be distorted; but the game system re
mains more faithful to history than Mr. Collier's
perceptions. That may offend generations of
Americans nurtured on John Wayne movies, Sgt.
Rock comics, and episodes of Rat Patrol and Com
bat in which the Germans invariably oblige Sarge,
Little John, Kirby, Caje, the Duke, et. al. by stand
ing erect to catch a bullet before performing their
"86's" into the dirt ... but it is historic.

Speaking from the
Playability Viewpoint

By Jon Mishcon

Mr. Collier's comments are made from the
viewpoint of a playtester who is entrenched solidly
in the realism camp-so much so that he is con
stantty irritated by playability excuses that rebuff
his suggested attempts to insert greater realism (and
the accompanying rules) into the game. In develop
ing the game, Don had to constantly weigh Mr.
Collier's requests for more realism against the pleas
ofother testers who cited a needfor increased play
ability. The decisions thus reached were not often
easy ones. In any case, the reader may gain a better
appreciation for his dilemma from the comments
below by another SL playtester who leans toward
playability in his approach to the game. Jon
Mishcon, together with his playtest sidekicks Joe
and Mike Suchar, have been among the most valued
contributors to the SL system since their participa
tion began with Cal.

My bonafides for commenting on Mr. Collier's
are based solely on my readings. In addition to the
usual US and British official histories and unit
accounts, I am fortunate. to own a number of
Australian, South African, Indian and other
foreign texts. My opinion on American participa
tion in World War II European combat is summed
in three concepts. First, the GI was a rational com
batant with little of the hatred for Germans that

possessed the Commonwealth or Soviet trooper.
Generally speaking, he had little tenacity in combat
but rather "broke" when it was prudent to do so,
not when all cohesion had been lost. Secondly, the
US Army had more of, and depended more heavily
upon, every kind of support weapon and equipment
than any other combatant. Of this support, the
rapid, flexible, accurate, and prodigious use of
artillery was most important. Third, by and large,
US armor was under-armed and -armored com
pared to German AFYs. Only at very close range
(The Bulge) or when maneuvering to the flanks
(using their motorized turret race as compared to
the German's hand-cranked, possibly with gyro
stabiliers to maintain gun elevation) was this armor
disadvantage minimized.

Before embarking upon a point-by-point review
of "Glass Anvil", I will say that my overall assess
ment of GI is that it does reflect both the different
psychology and effects of US ground forces in
Europe in 1944-45. However, the rules are far too
disorganized and complex, and the ordnance TO
HIT and 1FT/TO KILL rules need revision.

Point by labored point then:

I) Boarding a moving vehicle: Summoning a vehi
cle and then boarding it should have been a simple
matter. Frequently it was not. If changed, this
capability will give motorized infantry unrealistic
mobility in battle.

2) Loading and Unloading in the Advance Phase:
It is not the motion itself that is in question-rather
the ability to do so without the exposure to fire
penalties of the Movement Phase. The vulnerability
of dismounting troops is a recurrent theme.

3) Command Control: I totally agree that good
rules would be of great benefit. However, any such
rules must take into account unit formation (line or
column or dispersed), terrain (city or open field),
exposure to fire, morale, leadership, training, en
vironment, and exhaustion. Any rules we've come
up with have either been overly complex or
unrealistic.

4) Morale Challenge: I feel this proposal is very
complicated and time consuming for little added
realism. The attacker will start "counting factors"
to qualify every turn. The end result is that this
would slow play to a near standstill. And, I hate
"counting factors" .

5) US Army "Second Rate": I certainly agree that
in every possible way the GI was less "warlike"
than the others on the European battlefield. If you
try to use the GI as you would a Briton, you
will-and should-get a bloody nose. However, the
US player has certain tremendous advantages. Key
to the successful use of American forces lies in use
of different tactics.

6) Module 2: I feel the Module 2 comparisons are
most unfair. No account is taken of the the incredi
ble changes in the rules that accompanied the
changes in forces. A designer's eye for balance must
change as the rules change. Furthermore, I feel the
scenarios are still unbalanced-now being pro
American.

7) US Armor Effectiveness: Notwithstanding my
feeling that a redo of the TO HIT/TO KILL system
is overdue, and my agreement that the scenarios
represent atypical situations, I think US armor is
NOT "rolling junk". The M4A3 has frontal armor
equal to that of a Tiger J. The ability of gyro
stabilized guns to move and shoot is, if anything,
overstated. Again it depends on the proper use tac
tically. Yes, the 75mm is damn weak and the
MkIYH is more than a match for a single Sherman
in GI. Yet, it is interesting to note that Colonel T.N.
Dupuy in his Numbers, Predictions & War lists (for
example) the German I Ith Panzer as more than
150% Combat Effective (CEY) as compared to the
1st US Armored-number of vehicles notwith-
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standing. I don't dispute a BMG factor of "2".
Considering the extremely limited view from the
vision slit and the distractions of a jolting tank in
battle, a FP of "2" certainly sounds reasonable.
Rather, other AFYs should have their BMG
downgraded. I have to admit I was surprised about
US halftracks being subject to excessive speed
breakdown.

8) Why was the US Army so successful if it was
"second class"?: I steal a quote (to the best of my
memory) from a German who had first fought the
Russians, then the British, before being captured by
the Americans. When asked to compare the three
armies, the German said the Russians were fanat
ical in attack or defense but inflexible, the British
were brave and courteous but tended to do things
slowly and pause between tasks. The Americans,
well it was hard to say, all he recalled was the
endless artillery strikes and fighter-bomber attacks.
Not that he hadn't attacked or been attacked while
facing Americans, just that it was hard to see them
through all the explosions.

My answer to the problem of US play has been
to develop more scenarios which may yet see print
in 1983. Hopefully these will allow players to see
more of the tactical problems encountered in
Northwest Europe. Perhaps these, and time, will
resolve the differences Mr. Collier and I share.

I'll close with what I think is the best non-US
evaluation of the GJ. In Robert Woollcombe's Lion
Rampant: The 15th Scottish Division, Normandy
to the Elbe, he describes his time with an American
unit in Holland. An American patrol was doing
recce for the British in the woods when the GIs were
mortared. "As soon as they reached the woods
there were bangs, and all the little figures came
tumbling out ... He [the American Captain] was
not scared; it was simply the straightforward re
action that if there were bangs in a place the first
thing to do was to get the hell out of it ... 'We'll
go back, Cap'n, if you say', said the tubby little
engineer readily, panting away. And have gone
back they would. I had only to say. The panting
little captain-'We'll go back ... if you
say'-perfectly represents the Americans, as we
saw them, in 1944."

I guess I agree.

Rechecking Our Sources
By Bob McNamara

Now we turn over the defense to Bob
McNamara, who was ultimately responsible for
much of the historical research and hardware data
on which the design was based, as well as being
judged the most valuable playtester in GI.

My first reaction after reading Mr. Collier's
article was to check the GI Design Credits out of
curiosity to see if he had been cited as a major
playtester. Knowing from experience how much
work and dedication is necessary to achieve this, I
feel it is truly unfortunate that in spite of all the time
and labor he expended, he is very disappointed with
the final product. However, from the content of his
article, I must infer that his disappointment with
and criticism of the gamette derive more from his
own preconceived notions and expectations than
from research and analysis of the subject matter,
especially insofar as the AFYs are concerned. His
position is that since the "feel" of the Americans
don't comply with his own impressions of what
should be, the garnette's treatment of the GI is
therefore wrong. I disagree with his overall con
clusions (though not with all his contentions) and I
believe that GI is a valid representation of the
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big problems. Thus, there is a definite incentive to
increase the Russian leader/squad ratio to lessen
this new-found "weakness", and this is borne out
by the fact that the SL Russians averaged one leader
for about every nine squads but the post-SL
Russians average one leader for about every four
squads. The second cause is related to the first, and
that is that the low density scenarios automaticaIly
reinforce this use of a "mutated" Russian tactical
premise, which in turn eventuaIly results in the
presuppossing of German tactics (including leader
ship characteristics) for the Russians in the subse
quent design (and play) of scenarios-even when
the use of mass is a viable option. Hence, the unique
differences of the Russian masses as portrayed in
SL are slowly fading away as designers and players
alike become unknowingly caught up in a vicious
circle of change.

Perhaps this creeping tendency toward uniformity
in tactical premises is one of the underlying reasons
for Mr. Collier's disenchantment with the Of
Americans, for they cannot be used like the
Germans. If one plays the GIs like them, he will
quickly be shown the errors of his thinking by a
competent German player.. The new GIs have been
given their own feel and any player who cannot
adapt his tactics to their unique qualities will lose
with them. But, for a more "expert" opinion on the
Americans' competitive aspects, I defer here to Bill
"Fish" Conner, the I982 COD tournament winner,
a playtester of both COD and Of, and the epitome
of a competitive player if ever there was one:

"While agreeing with Mr. Collier's analysis of the
Americans in that their 6 ML and greening process are
major liabilities, I feel that they are successfully able to
compete because of other offsetting assets-"

I) Mechanical reliability and repairability of SWs.

2) Excellent range and firepowerofSWs; the .50cal. HMG
is without peer.

3) Radios with "9" or less.to make contact and "11" orless
to maintain it.

4) Superior smoke grenade ability, plus WP from squads,
ordnance and offboard artillery (although I think WP
should be more potent).

5) No OM for squads or crews-if used correctly, the
Americans' most important asset.

"Tactics for the GIs must differ because of those
advantages and disadvantages if maximum effectiveness is
to be obtained. All players must, of course, always try to
maximize firepower at the enemy while minimizing their
own exposure to fire-'give more than you get'-but the
GIs, because of their increased fragility (the 6 ML and the
greening) must be more concerned than any other nation·
alities about exposing themselves to fire. The 6-6-6s and
6-6-7s have the most lethal combination of firepower and
range in the game and must use this advantage to either in·
flict casualties-which in effect helps to minimize their
fragility-or intimidate an enemy into leaving a position by
the threat of firepower which could break him and leave
him unable to rally free of OM. Spreading out, deploying
half-squads with the SWs (with other HSs held in reserve),
and using smoke grenades to block certain LOSs are some
good methods of minimizing exposure without giving up
too much firepower. Taking advantage of the GIs OM
lessness and other assets depends upon the situation at
hand-experience being the key ingredient. The American
player must give extra consideration to the following:"

I) Proper positioning of leaders; this is critical to taking
advantage of OM-Iessness.

2) Knowing when to stack units and when not to.

3) Knowing when to hold and when to fall back.

4) Best employment of bazookas and .50 cal. HMGs; one
or two .50s properly positioned (and defended) can
devastate the enemy. Sustain only when absolutely
necessary.

"Personally, I enjoy commanding the GIs and prefer
playing them over the other nationalities. I also enjoy, for
some psychological reason, WINNING-and would not
use them as much as I do if they weren't competitive."

If one can't win with the Americans, Fish
doesn't seem to have discovered it yet!

9.09) ( 2.50)
.Il 8.6 .67 .08

(4.17) (7.14)
.24 8.2 .59 .14

This comparison-as well as Mr. Collier's-is
very crude since it doesn't take into account such
factors as the possibility of a nationality's overall
advantage in SWs, AFVs, or the scenario's ratio of
offensive to defensive postures for each nationality
involved. Hopefully though, it is still valid enough
to draw a few general inferences.

First, it's surprising to see that the German
leadership in SL was, on the average, inferior to
that of the Americans in terms of DRMs. However,
scenarios subsequent to SL have reduced the
American leaders' DRMs much more drastically
than those of the Germans-and even prior to the
release of Of. This is perhaps an indication that the
SL Americans were too powerful in terms of their
abundant leadership DRMs when coupled with
squads that had no DM penalty.

Second, it is interesting to note that the Of
averages for both American and German leaders do
not substantially differ from those of the post-SL,
pre-Of period. This would seem to refute any claim
that the German leadership in Of had been weakened
in order to compensate for the "second class"
Americans.

Third, as the numbers show, the characteristics
of Russian leadership have undergone a most
tremendous change; the all-but-Ieaderless hordes
are disappearing, and along with them is going
much of the distinct "feel" that they originaIly
possessed. This might be attributed to their original
portrayal and feel being proven incorrect as the
years have passed-but I think not. Rather, it's my
belief that the cause is twofold. First is the emphasis
on low unit density scenarios; if you have 27
Russian squads and three leaders, and one leader is
KIA'd-well, you still have two left. On the other
hand, if you have only nine squads and one leader,
and he makes the supreme sacrifice, then you have

Mr. Collier's probabilities for the Of scenarios
made me wonder how they look in relation to those
for prior scenarios in the SL system, so I duplicated
his process on all the scenarios preceding Of which
featured the Germans against either the Americans
or the Russians. Below are the results:

(Sqds/Ldr) (Sqds/DRM)
Ldr/Sqd LdrML LdrDRM DRM/Sqd

.311) .1:1)
.42 8.6 1.11 .44

(2.63)
.38 8.3 .49

-30/. -56%

Post-SL
inel Gf 8.3 .55

rcliange
romSL -3% -50%

German (V5 Americans)

8.4 .86

8.5 .85

8.4 .79

0% -8%

(2.33) (1.85)
.43 8.8 1.35 .54

(2.38) (2.17)
.42 8.6 1.09 .46

Change (+2"1.) (+17%)
fjrom SL -2% -2% -19"1. -150/.

Russian

'Change (- 4%) ("43%)
fjromSL + Jl8"l. -5% -12% +75%

American Army in WW2. I say this not to disparage
Mr. Collier nor to present myself as some self
appointed expert-not at all. His opinions are perti
nent and thought-provoking, and in the following
pages I mean to examine some of them, not so much
to refute them as to give the reader the view from
this side-the type of research done and the reasons
the game specs came to be what they are. I also wish
to preface my remarks by stating that I am not a
Germanophile; like Mr. Collier, I am interested in
simulating a "correct" version of "reality",
although the interpretation of this presents
somewhat of a problem since there are roughly 230
million versions of reality in this country alone.

How we formulate the various "national char
acteristics" of our cardboard troops is a totally sub
jective process-history is, after all, nothing more
than the currently accepted judgements of past
events; so the prejudices of both the designer and
his research materials cannot be escaped, and can
only be mitigated by consulting with as wide a range
of sources as possible. In my research, I attempted
to acquire a balanced picture of the Americans by
collating material from U.S., British and German
sources, and I must admit that I had a few of my
own preconceived bubbles burst in the process
(perhaps the two biggest bangs came from reading
about the poor design of both our early optical
equipment and our halftracks). The upshot of this
research was that the Americans were generally in
ferior to both the Germans and the British in in
dividual disciplines, patriotic fervor, and military
tradition-but superior to both in raw firepower as
well as quantity (and in many respects, quality too)
of material. Simply put, the GIs could dish it out a
lot better than they could take it; their 6 ML is, in
my opinion, a completely valid representation of
this. In fact, Mr. Collier's paragraph which cites the
"subtle consequences" of the 6 ML-and which is
part of what he terms "overkill"-is to my mind a
nicely stated proof that the game simulates the
above-mentioned inferiorities rather well; in terms
of the relative lack of discipline and aversion to
authority among the GIs, a 7 ML would have caused
a much more pervasive lack of realism than is
presented by, for example, the fluke which makes it
harder for them to push ordnance through mud or
deep snow (really now, how often is it necessary to
attempt this).

On the other hand, I am not (and never was) a
fan of the "greening" process. During the playtest,
I suggested several changes to it-none of which got
off the ground {in retrospect, perhaps just as
well)-and having only about a million other things
on my mind, I didn't press the issue further. What
I'd like to see is the 5-3-6 treated as just inexperienced
infantry-which is all a green squad really was
anyway-and used in a per-counter type of battle
field integrity wherein a squad of any nationality
can be replaced by an appropriate elite or inex
perienced counter as the result of specific acts of
bravery or cowardice.

Mr. Collier's remarks are the philosophy ex
pressed in Of that the Americans should generally
have less effective leaders brings to mind another
aspect of the game system which I feel requires fur
ther development: the fact that any leader who
breaks, regardless of whether he is a 6 + I or a 10-3,
subjects his squads to an equal penalty (i.e., the
leader-loss MC). The early drafts of Of had a rule
that varied the effects that different leaders had on
their squads when those leaders broke; the rule was
dropped however, with the result that players are
still forced to unrealistically segregate each 90-day
wonder from his squads lest in his demise he cause
all his veterans to become so overwhelmed with
grief that they are rendered lost for the duration of
the scenario! An appropriate solution to this type of
silly occurrence will both simplify movement con
siderations and aid the Americans.



Now, on to the OJ AFVs. My inference from
Mr. Collier's sardonic remarks is that he has passed
judgement on the game effects of these vehicles'
historical characteristics whole apparently knowing
very little about what these characteristics were. He
mentions three specific areas where he believes the
use of V.S. AFVs yields unrealistic results: the
Sherman vs. the Pzkpfw IV; the BMG FP; and the
halftrack ESB. However, to corroborate his feel
ings that their traits are misapplied in the game, he
offers nothing more than unsupported generalities
and his own impressions. In the following para
graphs I'll examine these three disputed areas in
detail, showing the research done and citing some
of the evidence that led to the assignment of the cur
rent AFV specs. Hopefully, this will lay to rest Mr.
Collier's (and possibly the reader's) questions and
doubts concerning them.

BMGs

In looking back through my"records, I found
that the BMGs of V.S. AFVs were first discussed in
April of 1979-even though I didn't receive the first
OJ Armor Listing until March 1980 Gust thought
I'd mention this to give the reader some idea of the
time span involved in some of these "minor"
details). Anyway, the reason that the V.S. BMGs
were rated at 2 FP is very simple: they had no sights.
The Germans, Russians and British all provided
telescopic sights for their BMGs but the Americans
had to fire theirs "indirectly" (i.e., the gunner had
to guesstimate the approximate elevation and
traverse necessary to engage the target while look
ing through his vision slit or periscope, then observe
the flight of tracers in order to correct- his fire).
Moreover, if the gunner's two periscopes (in the
case of a Sherman) were unusable due to moisture
condensation (a common problem) or due to HE or
gunfire damage, he had to open his hatch and stick
out his head (and neck!) to use the MG. Complaints
from the field about the BMGs inaccuracy led to the
design of a remote sighting device for those in Sher
mans; unfortunately, it was not yet ready for issue
at the war's end. 1 The bottom line is that these MGs
were less effective overall, and lowering their
firepower to "2" was the simplest way to account
for this without taxing players' memories with
special rules.

Addressing Mr. Collier's remarks about AFV
MGs in general, my reply is that they are penalized
for their limited fields of fire, poor vision, and for
often having only one operator who usually has other
tasks to perform as well. On the positive side, the
operator is more secure since he usually has elite
morale and can't be broken or pinned while buttoned
up. Furthermore, it's beyond me how Mr. Collier can
call it a penalty when a BMG is halved as Area Fire
after having moved; he must have forgotten that
when infantry move a MMG, they can't fire it at all
during the AFPh!

The larger and cleaner MG ammo supply of an
AFV is somewhat accounted for by having a BI2
regardless of type; then again, it's questionable
whether AFV MGs in a very dry climate like the
desert or the steppes were really any cleaner than
their infantry counterparts, since in these condi
tions AFVs, when moving or firing, often raised
substantial dustclouds which permeated their in
teriors. And, unlike an infantry crew, an AFV crew
had much more daily maintenance to perform than
the cleaning of one MG.

I concur that for most AFVs, the CMG should
be more potent than the BMG; but we must define
what "more potent" means. Granted, the CMG
has a lower-base FP, but giving it a longer effective
range and excluding it from the penalties of long
range MG fire greatly add to its potential, as does
the fact that it is more effective (in terms of prob
ability of effect) than the BMG when firing outside
the VCA despite its lower FP (except when using

PBF-in which case they are equal): traversing the
turret one hexspine yields a CMG FP of "2 ( + I)"
with a dice roll of "4" or less needed for possible
effect, while one hexspine VCA change yields a
BMG FP of "4 (+ 3)" with a dice roll of "3" or less
needed. So, in terms of overall potency, I feel that
the CMGs specific superiorities adequately balance
its base FP inferiority.

Halftracks

The V.S. halftrack is usually perceived as hav
ing been a sturdY, reliable, well-designed, and well
protected quasi-tank. In actuality, it was anything
but. And while it's true that V.S. halftracks were
not underpowered as was the SdKfw 251, that was
about their only virtue. Their armor plating (and
most everything else) was continually vibrating
loose (one writer described driving one on an
improved road as "rather like driving a ten-ton
kitchen cabinet on a washboard"'). Their floors
were unarmored and gave no protection against
mines-unlike their German counterparts; their
side armor could be pierced by .50 cal. AP rounds at
over 1000 meters, and even by .30 cal. AP rounds
out to 350 meters (the figures for the more heavily
armored and ballistically well-sloped SdKfz 251 are
about 600m and 30m respectively).' And their
tracks had about 25 % less ground contact area than
those of the SdKfz 251 (although the V .S. halftrack
had driven front wheels while the German didn't).
Speaking of tracks, the German tracks were very
sophisticated, expensive, and maintenance inten
sive-but I've never read anywhere that they were
plagued by frequent breakdowns. They did have a
tendency to bind up if packed with mud or snow,
but this seems to have been a problem only when the
vehicle had been motionless long enough for the
substance to freeze, and I challenge Mr. Collier to
present proof that this design "caused excessive
mechanical breakdowns". On the other hand, V.S.
tracks wore out quickly due to their construction,
which consisted of steel plates attached to a loop of
steel cables, with the whole assembly being covered
with vulcanized rubber. At high speed (even on paved
roads) or in loose terrain, the rubber was flung off
by centrifugal force and/or abraded by the ground
material, thus exposing the plates and cables and
causing thrown tracks and damaged boogie wheels.
"Even with good tracks, good boogie wheels, and
proper tension, [hal/track] tracks were often
thrown at inconvenient times. '" The commander
of the Ist Armored Division stated in a report to
Allied Forces HQ (dated 13 June 1943) that
halftracks "have been continually subject to the
throwing of tracks" and went on to declare that
they were more trouble than they were worth and
should be replaced by trucks!' This might sound
incredible to wargamers who for so long have made
their armored infantry assaults with squads
ensconced in halftracks; but in reality, such occur
rences were rare. The infantry almost invariably
dismounted to fight. 6 It's not surprising, consider
ing the above penetration specs! And would it be
any more surprising, in view of all of the above, if
V.S. halftrack drivers tended to be cautious when
their vehicles were in close proximity to the enemy;
moreover, would it be any more surprising that a
halftrack would sometimes throw a track at an in
opportune moment?

The German halftracks were far from perfect,
but they were the product of a long design and
development period and were generally superior for
this reason, in contrast to the American design
whose creation was somewhat of a fortuitous acci
dent and whose production was halted even before
the war's end, in early 1944.'

The Sherman

Mr. Collier's implication that the game specs of
the Sherman relegate it to the genre of "rolling
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junk" is somewhat surpnsmg, since during the
playtest there was some feeling that its armor was
over-rated-especially in the case of the +2 for the
late versions-and I had to defend my figures at
some length, and fully expected to have to do
likewise in these pages. I think, though, that if the
M4 and the PzKpfw IVH are compared point by
point, there can be little doubt that the German
tank was the better of the two in a meeting engage
ment.

Main Armament: The gun of the PzKpfw IVH
was the 7.5cm KwK 40 L/48, with a penetration
roughly 1.5 times that of the M4's M3 gun. The ac
tual figures are about 96mm and 66mm respectively
for an APCBC projectile at 500m and an armor
slope of 30 degrees from the vertical.' Extra
polating these figures by adding 25 % to each gives a
zero slope penetration of approximately 120mm
and 83mm respectively.' The decisive superiority of
the KwK 40 is obvious; the relative merits of these
two guns are one of the reasons that the "big" guns
were uprated on the TO KILL Table. Their lethality
vis-a-vis the medium velocity and small caliber
weapons was not well enough portrayed, especially
considering the game's time factor of two minutes
per turn-but more on the TO KILL Table later.

The PzKpfw IVH also had better gun optics
than the Sherman. This is covered in the rulebook
and is reflected by the use of the Red TO HIT
numbers until July '43; actually, for AGVs this date
should have been about Jan. '44, so we were a little
generous here with the Americans. 10 Another im
portant fact to consider is that every German
medium and heavy tank (as well as many of the
light) had an all-round vision cupola for the com
mander, which greatly improved the AFV's
fighting efficiency. In contrast to this practice,
Shermans with vision cupolas didn't see action until
mid-1944, and even then only the 76mm versions
had them as standard equipment until cupola
production became sufficient. As a result, many
Shermans finished the war without one. This
visibility problem, while not directly factored into
the game, is nicely reflected in Mr. Collier's prob
abilities; the Sherman is often forced to remain CE
in order to increase its effectiveness, as was the case
in reality.

In relation to both main armament and optics,
mention must be made of the V.S. gyrostabilizer.
Strictly speaking, we have again been generous to
the GIs, for the gyro was used much less in reality
than we permit in the game. Many sources state this
lack of use, but perhaps one quote can sum it up:
"later, in France, 1944, another officer reported
that 'experience has proven that tank crews have no
faith in gyrostabilizers and will not use them. No
amount of training seems to convince the tank's
crews of the value of firing while moving ... it
could be left out of tanks scheduled for theaters of
operations' ". II Fortunately they weren't omitted,
and with constant emphasis on training their use
slowly but steadily increased in 1945. To compen
sate for our generosity, it can be rationalized that
the gyro's frequent availability helps simulate the
very fast turret traverse rate of the Sherman.
Originally, OJ was to have had rules for fast
traverse specifically to benefit the Sherman, but
comparative data proved too difficult to find for
many other tanks; on the other hand, mention of
the slow traverse rates of many tanks was much
more common, so it was decided to use this method
of differentiation instead. While, it's true that a
combat asset of the Sherman was thereby lost, the
fact that 50% of the Shermans used in 1944
scenarios should have functioning gyrostabilizers is
a definite and deliberate compensation. After all,
the Sherman was designed and used as a weapon of
maneuver and exploitation, not for armored
slugfests or for trading frontal blows with a more
powerful enemy, and its game capabilities en-
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courage the player to adopt these tactics. If the
scenarios don't give the GIs their historical
numerical advantage in tanks-well, that's hardly
the fault of the counter specs. If the Shermans are
just rolling junk, more of them would have been
needed in the scenarios-to balance them!

Armor: The hull front of the PzKpfw IVH con
sisted of two basically vertical 80mm plates and a
25mm plate (containing three countersunk hatches)
sloped at 73 degrees from the vertical; the turret
front was 50mm, again almost vertical, with a small
curved 50mm gun mantlet. 12 The M4's front hull
armor included a one-piece lower hull front of
51 mm sloped at 0-56 degrees and a five-piece upper
hull front of 51mm sloped at 56 degrees; the turret
front was 76mm, sloped at 30 degrees and some
what curved horizontally, with a two-piece
rotor/gun shield of 51 mm and 89mm respectively.
(On models built prior to 1943, the lower hull front
was three pieces bolted together, the gun shield was
76mm, and the rotor shield was 51 mm but too small
to make much difference.)" Using calculations
based on penetration tables and slope evaluation
formulas," the effective armor thicknesses (i.e., the
ballistic resistance based on the combined
characteristics of the actual thickness plus the
amount of slope) of the PzKpfw IVH is only a few
mm more than those figures given above, but the
M4 hull front becomes about 114mm thick and the
turret front almost lOOmm, which should give the
Sherman a + 2 armor DRM. This effective thick
ness is illusory however, and the clue to why is the
fact that whereas the front of the PzKpfw IVH
essentially consisted of four sections, that of the M4
was made up of no less than nine (and as many as
thirteen in the early M4A2), and these separate sec
tions-no matter how well attached to each
other-were still inherently weaker than if they had
been fewer in number. " How much weaker is a sub
jective judgement and ultimately was determined
by the evaluation of as many action reports and
authors' opinions as could be obtained. The + 2
armor DRM of the M4AI and other Sherman
models results not from heavier armor but the more
consistent protection afforded by their two-piece
cast or rolled front hull.

This + I versus + 2 hull armor DRM raises a
point which must be considered when viewing Mr.
Collier's probabilities. Of the total number of
75mm Shermans retained by U.S. forces (excluding
the M4A3E2), the + I versions accounted for
significantly less than 4507o-and perhaps as little as
30%. Moreover, by VE Day well over half of the
Shermans in U.S. units were of the 76mm variety."
So, using a + I armored Sherman is somewhat
misrepresentative of U.S. forces, although it was
still the main AFV of our western allies. When using
a late-war Sherman for comparison, it would be
more correct to use the M4AI or M4A3(75)W,
which will lower the first shot kill probability of the
PzKpfw IVH to .40.

Looking to the turret armor of the + I
Sherman, it would appear to rate a + 2 but does
not, partially because all the earlier models had less
protection (and differentiating between them and
the intermediate models would have meant another
26 or so Sherman counters) and partially because a
+ 2 just didn't "feel" right in view of the tank's
reputation of vulnerability. The reader should
know that originally the Sherman's front turret and
hull armor DRM had been 0 (+ I for the M4AI);
the increases to + I and + 2 didn't occur until the
beginning of 1982 and were accepted with some
question as to their correctness and necessity.

The 76mm and 105mm M4 Shermans had + 2
turret armor originally but were somewhat border
line; in view of objections raised during the playtest
to Shermans being rated frontally equal to Tigers,
the + 2 was lowered to + I.

As for the PzKpfw IVH, hopefully the reader
noted earlier that its front turret armor was weaker
than its hull front. Unfortunately, the counter
doesn't reflect this since the HD DRMs hadn't yet
been "invented" in COl. The simple truth is that
the COl counters are outdated and require a major
reworking. This is currently in progress and, when
completed, the PzKpfw IVH will have front -HD.
This will raise the M4's first shot kill probability to
.23-not a great change statistically but a con
siderable aid to the Sherman when it hits the
PzKpfw IV turret!

One last point concerning armor-although not
the Sherman's: an M4's first shot kill probability
versus a Tiger I (in the same situation as with the
PzKpfw IV) is .14 and .23 at six hexes. This is junk?
In reality, the M4's gun could only penetrate about
87mm at 250 yards and zero slope, leaving an
unpenetrated 13mm-23mm on a somewhat annoyed
Tiger. '1 Obviously, there is a flaw here; more on
this later also.

Size: This is perhaps the biggest liability to the M4's
survival. It's usually easier to hit than its opponent,
and this fact contributes significantly to its in
feriority in Mr. Collier's calculations. Unfortunately,
this is a reflection of reality too. When compared to
the other work-horses of the war, the PzKpfw IV
and the T-34176, the M4 was a much bulkier
target. IS Both were at least a foot lower in height
(exclusive of any vision cupola), which is an impor
tant factor since an AFV's height determines its
vulnerability to a much greater extent than does its
width or length. Moreover, both had their guns
mounted almost a foot lower, enabling them to
assume an effective hull-down position behind a
lower obstacle; if the M4 were to be behind this
same obstacle, it would be more exposed both
above and below its gun and thus be easier to hit. "
All in all, it was felt that these factors necessitated a
size penalty for the Shermans.

To summarize the PzKpfw IVH/Sherman M4
comparison, the former had a more powerful gun,
better optics, a vision cupola, and a lower height; is
it really any surprise then that its first shot kill prob
ability is significantly higher than the M4's? Even if
some feel that this probability is too high, it's not
the fault of the Gl design; rather, as has been in
dicated, the COl counters and the TO KILL Table
have become obsolescent. Should the Gl AFVs
have been regressed in design so as to be compatible
with those of COl? The answer is no. The state of
the SL system's design had already advanced in
COD and further refinements considered to be
superior were included in Gl. Had the Sherman's
game specs been "weighted" to make it more equal
to the PzKpfw IV, this would have temporarily
alleviated certain conditions but at the cost of ag
gravating others, and such a trade-off would have
necessitated the eventual redesign of the Sherman
counters-which we are determined not to do.

This whole issue must be viewed in light of the
fact that the system is still in evolution and the
design of the Gl AFVs was done with an eye to
future, as well as to past, gamettes. It's easy for one
to say in retrospect that this philosophy should have
been adhered to more strictly from the beginning.
Actually, every attempt has been made to do so, but
the form evolution will take is often unsuspected
until it occurs (i.e., until someone has a new idea
which is worth incorporating into the system).

So where is the system headed in terms of
armor? The COl vehicle revision has already been
mentioned; in addition to Russian and German, the
Hungarian and Rumanian AFVs may also be in
cluded. The whole package will be vastly more
detailed in its Notes section than COl, and will of
course utilize all the abbreviations, symbols, etc. of
the Gl counters. Perhaps (and hopefully), the
British vehicles will also be gone over to correct a

few mistakes and to generally bring them up to the
current state of the art.

Also in the process of design is an Advanced TO
KILL Table, which will be directly structured on the
historical capabilities of guns and armor, including
a more accurate representation of the advantage of
armor slope-in contrast to the current Table which
is simply an overloaded vestige of the original SL
method, having TO KILL numbers that are total
abstractions and which is not flexible enough to
realistically portray the myriad of guns and AFVs
now available. The Advanced TO KILL Table will
look slightly different but will function in essentially
the same manner as the present one, but with a sim
ple additional step that will greatly reduce the oc
currence of such aberrations as a 37L needing a "5"
to knock out a PzKpfw I at six hexes, or the
aforementioned ability of a Sherman 75 (or
T-34176) to destroy a Tiger at six hexes, also with a
roll of "5". Using both the Advanced TO KILL
Table and the revised German vehicles, these TO
KILL numbers will change to "8" and "3" respec
tively ("2" for the T-34176 vs. the Tiger), and pur
suing the Sherman/Tiger example further, the
latter's return shot will have a TO KILL die roll of
"13". The legend of the Tiger will vividly return!

In the M4/PzKpfw IVH confrontation we've
looked at, use of both the Advanced TO KILL
Table and revised German vehicles will yield
respective first shot probabilities of .39/ .69
(.39/.50 if using an M4AI or M4A3(75)W, while
an M4A3(76)W/PzKpfw IVH meeting will yield
.64/ .50 respectively), as opposed to the Gl prob
abilities of .42/.40.

The lowered efficiency of AFVs with two-man
turrets, which is alluded to in Gl, will be more fully
dealt with in the next gamette. In addition to slow
traverse, 2MT tanks will also suffer some addi
tional penalty to their TO HIT ability, perhaps an
extra + I versus unacquired targets. In addition,
many Russian tanks with 2MT will not be able to
fire either their MA or CMG while CE, reflecting
the fact that they often had the commander doubl
ing as the gunner rather as the loader. In con
junction with ST, this will realistically show the
qualitative superiority of the PzKpfw III and IV
over the early Russian designs.

On final note: since I prefer DYO scenarios to
the printed scenarios, I was especially surprised and
disappointed to discover that Glcontained no point
values of any kind. I trust however, that the design
of an improved point value system will enable the
American player to re-create the numerical
superiority which the GIs usually possessed. At any
rate, the re-creation of this superiority should have
a high priority in the system's design, so that this
aspect of the feel of the American Army will also be
present.

'R.P. Hunnicutt, Sherman: A History of the
American Medium Tank, Belmont CA, 1978, pp.
128, 216-217. Information on the other nation
alities was taken from a variety of sources.
'R. Fines, "The T-12/M3 75mm Gun Motor
Carriage", Part I, from AFV-G2, Vol. 3, #10,
1972, p. 29.
'Calculations using 6.35 mm @ 35 degrees, using
U.S. Army Field Manual FM-1914, pp. 189, 191.
'Fines, op. cit., Part II, Vol. 3, #11,1972, p. 15.
Data of the report is from: G. Howe, Battle History
of the 1st Armored Division, Washington DC,
1954, p. 253.
'Major General E.N. Harmon, "Lessons Learned
from Combat: Operations of the 1st Armored Divi
sion in Tunisia", taken from AFV-G2, Vol. 6, #10,
p.47.
'J. Steuard, R. Fines, American Combat Vehicles:
Halftracks, Vol. I, La ePuente CA, 1976, p. 58.
'The non-annotated material in this section is taken
from: D. Crow, ed., Armoured Fighting Vehicles



a/Germany: World War II, New York NY, 1978,
pp. 161-169.
'KwK40: P. Chamberlain, H.L. Doyle, T.L. Jentz,
Encyclopedia of German Tanks of World War
Two, New York NY, 1978, p. 245. M3: Hunnicutt,
op. cit., p. 562. FM-1914, p. 202.
'This rule of thumb is from: G.S.O. Playfair, The
Mediterranean and Middle East, Vol. 2, in the
"History of the Second World War", London,
1956, p. 342. Incidentally, the calculations for the
M3 gun exactly matches the figure given it for 500
yards and zero slope in FM-1914.
"C.M. Green, H.C. Thompson, P.C. Roots, The
Ordnance Department: Planning Munitions for
War, from "The U.S. Army in World War II, The
Technical Services" series, Washington DC, 1955,
pp. 334-342, 346. Harmon, op. cit., pp. 36,47; this
reads in part, "At the present time the German has
approximately four times the sight range of our
tank gunners" .
"l. Reynolds III, "Gyrostabilizers in W.W.2",
fromAFV News, Vol. 13, #6, Nov. 1978, p. 9. Also
see: Hunnicutt, op. cit., p. 215; Green et aI., op.
cit., p. 343.
"Chamberlain et aI., op. cit., p. 98; D. Crow, ed.,
op. cit., p. 96.
"Hunnicutt, op. cit., pp. 154, 544.
"Primarily: FM-1914; Hunnicutt, op. cit., p. 558;
and Playfair, op. cit., p. 342.
"Hunnicutt, op. cit., pp. 142, 149, 150,222.
"Ibid., pp. 141, 150.311. 525, 526.
17FM-1914, p. 202. Chamberlain et aI., op. cit., p.
136.
18A good illustration of this appears on p. 38 of
Russian Tanks 1915-1968, by J .M. Brereton and V.
Feist, Fallbrook CA, 1970.
"Hunnicutt, op. cit., p. 538. S. Zaloga, J. Grandsen,
T-34 in Action, Carrollton TX, 1981, p. 15
(measurement from scale drawing). Bellona
Military Vehicle Print Series 6, no page numbers,
(measurement from scale drawing). '*

SECOND EDITION
~.I.: ANVIL OF VICTORY

The Second Edition of G.I.: ANViL OF VIC
TOR Y is now available, incorporating the errata
and changes generated by extensive play since its
release. Significant changes were made to the G.I.
rulebook and the scenario cards, as noted in Vol.
20, No. I of The GENERAL. Both are priced
similar to the original edition: $4.00 for the
rulebook, $5.00 for the Scenario/CRT Card Pad.
Order may be made directly from The Avalon Hill
Game Company, 4517 Harford Road, Baltimore,
MD 21214. Please add 10% shipping and hand
ling (20% for Canadian orders, 30070 for overseas
orders); Maryland residents must add the usual
5% state sales tax.

FACTORY
OUTLET

Whenever in the Baltimore area feel free to
drop in at our Factory Outlet store located in our
design offices al 900 SI. Paul and 20 E. Reed 51.
This store is the world's only retail outlet featuring
a complete selection of Avalon Hill games. parts.
magalines and accessories. Pay by cash or check
or bring your credit card. and if visiting on
Saturdays feel free to stay and attend a gaming
session with Interest Group Baltimore and get
involved with whatever playtesting happens to be
going down. Or just drop by and play or talk the
games of your choice on Saturday with any of the
locals and enjoy the competition.

GUN DUELS

Mr. Collier raises a valid point concerning the
inability of an advancing Sherman to get in the
first shot on an enemy target. In reality, if both
saw each other simultaneously, the Sherman's
fast traverse often did allow it to fire first, which
greatly increased itsprobability ofsurvival (from:
Hunnicutt, Sherman, p. 184). In the game, these
sudden encounters are non-existent due to the
players' omniscience of enemy movements and
the strict alternation ofshots. Below ispresented a
rule which will add tension and excitement while
at the same helping to minimize a deficiency
which has been rightly brought to attention.

X.I A turreted AFV which either pivots or moves
to another hex during its MPh might be able to
fire its MGs and/or turret ordnance before the
DFing player can fire. At the end of the AFV's
MPh, its owner declares whether or not the AFV
wishes to fire, which weapon(s) it will fire, and at
what target(s). The DFing player then announces
which (if any) weapon(s) in one hex he wishes to
fire at the AFV, and what ROF he will use (in
cluding whether or not he will use Intensive Fire).
Both players then make a dr, using the following
DRMs which pertain to each player's own unit
and apply to each player's own dr.

BOTH PLA YERS

- any Acquisition DRM
- any armor leader or applicable leader/
hero DRM
-I if German AFV in pre-1944 scenario
+ I if AFV has IMT, 2MT or ST
(regardless if firing outside of CA)
+ I. . if in buildings or rubble or woods
+ I. . if buttoned-up
+ 2 . . if in Motion

MOVING PLA YER

-3 .... if AFV has functioning gyrostabilizer

DFing PLA YER

-2 if concealed or hidden
-I if non-vehicular weapon (n.a. to ord-

nance of 120mm)
+ .... any gun traverse DRM (144.8)

X.2 The player with the lower modified dr must
then immediately fire all the weapons he had
predesignated; when his fire is concluded, the
other player must then immediately fire all of his
predesignated weapons (EXC: X.3). Place a Prep
Fire counter on the moving AFV after it fires. If
both players' modified dr's are equal, both must
fire all their predesignated weapons but no results
take effect until both have fired all such weapons.

X.3 Sustained Fire may not be used during a Gun
Duel but Intensive Fire may; however, the Inten
sive Fire shot (or any second shot for multiple

ROF guns) may not be made until both players
have fired once. If both sides Intensive Fire or
have multiple ROF guns, their fire alternates (i.e.,
the player who fires first will also fire third-if
still surviving; EXC: if both players' Gun Duel drs
were equal, X.2).

X.4 Once a Gun Duel is finished or the moving
AFV declines to make a Gun Duel dr, all remain
ing DF against it is conducted normally. If an
AFV engages in a Gun Duel during its MPh, it is
then no longer considered to be a moving target
for DF unless it remains in Motion; also, it cannot
then fire any armament during the AFPh. DF Im
mobilization attempts against an AFV are always
made before any Gun Duel involving it is resolved.

X.S If the DFing player has no weapons which
can fire on the moving AFV, or if he wishes not to
fire at it, the moving AFV can still attempt a Gun
Duel so as to be able to fire at a target before it can
DF. In this case, the DFing player must still make
his dr but receives no drms and need not pre
designate any hex (since none of his units are fir
ing). If the moving player loses the dr, his AFV
may not fire until the AFPh, when it must then do
so at its predesignated hex(es).

These rules have been playtested by members
of Bob McNamara's local group and have worked
very well. Up until now, the DFing player, know
ing that no enemy units can fire at him until he has
fired first, could unrealistically defer his shots
until all movement was ended, thereby allowing
himself to leisurely weigh the merits of the
enemy's move and how to best coordinate his DF
to annihilate the now "frozen" enemy. Use of
Gun Duels forces the DFing player to consider fir
ing before each vehicle ends its movement, in
order to deny the moving player a possible first
shot. This helps to diminish the unrealistic
amount of coordination allowed to the DFing
player, and thus restores to the moving player
some of the advantage of initiative which the
defender's present abilities deny him. Another
realistic effect of the rule is that it re-creates the
occurrence of chance encounters in which the
defender doesn't notice the approaching enemy
something which was very common in both the
chaos of battle and in the laxness of a quiet posi
tion "behind the front lines", but which has
heretofore been impossible in the game. There is
also lots of room for expansion in these rules
(e.g., allowing use with any vehicle carrying FP
which can be used in the AFPh; or infantry mov
ing with SWs; or for that matter, any unit possess
ing FP which can be used in the AFPh). I guess it
depends on how gross you want to get! We would
like to hear the reaction of anyone trying this ex
perimental rule in their games, as it is being con
templated for inclusion in the Advanced SQUAD
LEADER Rulebook; address your comments to
the attention of Mr. Don Greenwood.
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VICTORY IN THE PACIFIC
Allies: David Sinay

Japan: Steve Resman
Commentary: James Lutz

This Series Replay utilizes the PBM system
described in the preceding issue. Allstandard rules
mentioned were in force throughout the game, and
no optional rules were included. The Random
Number Table was used to resolve speed rolls, at
tacks and damage (although the mechanics of the
derivations will not be presented-only the results).

TURNS

The J Mar reappears at Pearl Harbor and (he 2 Mar is brought back
at Australia. The Valiant. Warspite. Resolution, and Revenge are
withdrawn.

JAPAN, AFTER PATROLLERS: This turn will
be crucial for the Japanese. I must take Midway,
which will not be easy since the Allies have amassed
ten air units and will no doubt fortify Midway with
a good number of them. At first glance it seems that
I should invade the area with both marine forces
that I have at Truk; but, it would almost surely give
him Guadalcanal and Port Moresby from the two
marine units at Australia. I have decided to
safeguard my positions in the south and send only
one marine to the Central Pacific. His patrolling
force will give me a better picture of his strategy,
but the more I look at the board, the more I see an
invasion of the South Pacific aiming for the capture
of Lae, a move that would really flank the UN's
loose perimeter. Operation DOWN UNDER has
been sunk! I would like to hang on to a base in the
Indian Ocean, but an air unit there would be wasted
since Port Moresby has a good chance of falling.
The air unit is needed in the Coral Sea where I feel I
must put up at least some resistance. The South
Pacific was weakened as a result, but so be it. In the
Marshalls he will probably invade with his marine
unit, but this move would be a diversion to the main
thrust in the Coral Sea and South Pacific areas.

Besides the large number of air units, the Allies
still have a formidable surface fleet that, if it were
concentrated, could give a good account of itself. It
would take most of the UN fleet to contain it. Even
with my success last turn, another one is needed to
stem the Allied tide on Turn 6.

ALLIES, AFTER PATROLLERS: With my
limited carriers and excess land-based air, the ob
vious strategy is to hold back virtually my entire
fleet for raiding duties. Overall strategy here is to
hold on to as many POCs as possible with land
based air while using the surface fleet to take away
his POCs. Surely this turn he will finally commit the
necessary units to patrolling duties. Having to con
tend with such massive raiding forces has been a
severe problem for me which I have paid dearly for
in carrier losses. If I can keep one or two holes open
in the perimeter this turn, I should be able to end the
war in 1944, saving the atomics for the Nazis.

NEUTRAL COMMENTS, AFTER PATROLLERS:
The Allied move is cautious in that Alliedforces are
awaiting Japanese activity. The Allied position in
the game makes the resulting dispositions ap
propriate ones. Dave should have brought the 2

Mar back at Samoa where it would be more
threatening than at Pearl Harbor. Steve expected
the marines elsewhere, and although two marines at
Pearl were not necessary, the move demonstrates
the difficulty in anticipating where marines will
return, generally an advantage to the Americans
given the major bases at Pearl Harbor, Samoa, and
Australia while the Japanese basically have Truk as
an option (or the Home Islands in the end game).
Steve's move is not aggressive enough since he is not
forcing the action. He might have patrolled to the
Hawaiian Islands, gambling on a weak defense. In
addition to the 5 POC swing, UN control would
bottle up the American Turn 6 reinforcements, per
mitting him to solidify hiS perimeter for the in
evitable assault. At worst, he might force a major
fleet action while he still has clear superiority. Such a
move would be risky, but he must take such risks.

JAPAN, AFTER RAIDERS: Looking over the
Allied patrollers, one thing stands out-the com
plete lack of interest in the Central Pacific. Not
even one land-based air unit! Does this mean that he
will come in force to stop my expected invasion? Or
will he go for the Marshalls? Or will he try to push
the single marine unit at Australia into the South
Pacific for a surprise invasion of Lae? Or will he not
invade and save his three marine units for next turn
for a large operation? I am perplexed as to his
goals! I must take Midway and I must protect the
Marshalls and the South Pacific from possible inva
sion, and yet I do not have enough units to cover
two of those areas, let alone three. I am sure that
Dave is aware of this quandry and expects me to
split my forces to cover these areas. If I did this, he
would be guaranteed a good POC gain with limita
tions on mine so that we would break even. Since I
need to grab as many POC as possible for the com
ing turns, my strategy will be to raid, and at the
same time to garrison the ever important South
Pacific with enough units to hold the area and
GuadalcanallLae.

I have sent carriers into the Aleutians and
cruisers to the North Pacific on raids, as well as
more substantial forces (hopefully including the
Musashi and Mutsu pounding along at 24 knots
from Japan) to the Bay of Bengal. In the South
Pacific, a major task force escorts the marines in
their landing exercises. And, in the most risky
operation of all, the Kure marines will go into the
Central Pacific, unescorted, to take Midway.

This turn could be a good one for the Japanese.
There is a good chance that the whole British fleet
will show up in Bengal which would (hopefully) seal
its fate. The POC gain is always welcome for the
UN, and the raids will affect the Allies next turn.
He will be kept guessing about the Japanese inten
tions. The negative results could be the failure to
take Midway and the establishment of an Allied
base in the Marshalls. These problems I can live
with. The Japanese cannot afford to engage in any
fleet action unless their forces are superior in
strength. The fleet cannot afford any more losses
unless the results justify them.

ALLIES, AFTER RAIDERS: He continues to keep
virtually his entire fleet back to raid. This tactic

really makes things difficult. It has only just now
dawned on me that his successful control of the
Indian Ocean last turn has eliminated my Australia
based fleet from participating in any Indonesian
operations! The fact that I can concentrate only in
the Coral Sea or the South Pacific is just too ob
vious. These areas surely are the ones where he will
concentrate his forces. My objectives this turn are
to keep open a corridor to his internal areas for next
turn's reinforcements, continue to preserve my
fleet, and keep chipping away at weakly held areas.
One battleship (expendable) should keep open the
Central Pacific route, and the remainder of the fast
carriers and fleet should be an unexpected surprise
to him in the Marshalls. For lack of anything else to
do, the British will assist in the retaking of Port
Moresby.

NEUTRAL COMMENT, AFTER RAIDERS:
Pluses and minuses are present for both sides after
the raider placement. The Japanese will be able to
capture Midway cheaply, and no major bases are in
danger. Allied control in the North Pacific, Bay oj
Bengal and the Aleutians should be negated-sav
ing much needed POCs for the Japanese.I am
uncertain as to why Steve is so concerned with the
Britishjleet given its limited mobility. The Japanese
need to inflict serious casualties and the moves have
precluded that possibility, so the Allied fleets, in
cluding the British, will remain intact. Dave
avoiding the chance of an unequal action in the
South Pacific to maintain his fleet. One advantage
for Steve is that he is intentionally changing his
raiding tactics sufficiently to keep Dave guessing.
He may be able to be cautious next turn having now
demonstrated his willingness to split his fleet.

THE BATTLES: In the North Pacific, the lone
Allied cruiser was disabled. In the Central Pacific,
the Mikuma is sunk, but Midway falls. In the Coral
Sea, the Japanese win the desired surface action and
then withdraw. In the Marshalls, the 23AF is
eliminated in an air action, only damaging the 1
MAR in return; but, the I-Boat disables the
marines, thus preventing the Allies from securing a
new base. In the Bay of Bengal, it is all Japanese as
the Ramilles and Royal Sovereign go down in two
successive air actions. In the Aleutians, after six air
rounds, the tenacious RNZAFis finally eliminated
after disabling the Hiryu in the first round and the
Zuikaku in the sixth, just as it was eliminated itself.
(The last four rounds took only one mailing since
Steve and Dave agreed to a continuous air action
until the situation was resolved.)

JAPAN, AFTER COMBAT: Again he has shot
down one of my land-based air units with a single
hit. This borders on the ridiculous. My air units fall
like flies to his fire, and his are impervious to
damage from my forces. I finally managed to
eliminate the air unit in the Aleutians, but just
barely. My air unit in the Marshalls failed to stop
the marines. The I-Boat saved the day, however, by
disabling the marines before they could land.

This turn is a good one for the UN as they break
control in the Bay of Bengal and the Aleutians. The
Japanese gain 3 POC to total 19 POCo I would like
to have more, but I have won before without sur-
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passing a 20 POC lead. I would like to have more to
be sure, particularly given the carrier losses I have
suffered. My victories in the past were achieved
with a relatively intact carrier force. Turn 6 lies
ahead, and that means the start of the Allied offen
sive.

ALLIES, AFTER COMBAT: I am only down 19
POC, my fleet is intact, and there are numerous
lanes into his inner areas. What more could an
Allied commander ask for at this point in the game?

NEUTRAL COMMENTS, AFTER COMBAT:
Neither Dave nor Steve has been able to deliver a
knockout blow through the first half of the game.
Dave has kept himself in a position to win (the best
an Alliedplayer can hope to do against a competent
opponent). On Turn 6, the initiative passes to Dave,
and ifhe can handle being on the offensive, he is in a
good position to win. One of Dave's marine units
might have been better placed by being returned to
Samoa rather than Australia. Steve's return ofunits
to the Indonesia ports at least forces Dave to worry
about defending the Bay of Bengal and the Indian
Ocean.

TURN 6

The Sasebo marines appear af Singapore, and the Victorious
withdraws.

JAPAN, AFTER PATROLLERS: I have patrolled
all main areas with land-based air and kept almost
the whole of the surface fleet on raid status to await
the disposition of his units. I have sent a decoy force
into the Bay of Bengal, hoping to draw his forces at
Australia into the area to defend against a possible
Japanese followup raid. Of course, there will not be
such a raid.

ALLIES, AFTER PATROLLERS: My basic
strategy is to patrol the rear areas with land-based
air while raiding into his inner areas with surface
forces. Nothing fancy. Depending on how he
patrols, I will try to control at least one area from
among the South Pacific, Central Pacific, or the
Marshalls.

NEUTRAL COMMENTS, AFTER PATROLLERS:
Steve's patrolling forces are again a little weak as he
leaves himself open to the loss of important POCs.
The weak patrolling forces are particularly a pro
blem since he is forced to remain on the defensive
given Allied land-based air and the presence of the
new carrier forces. At least (and at last), however,
there is afeint into the Bay ofBengal. Finally one of
the players is willing to try to directly mislead the
other. The Allied dispositions are good in that rear
areas are safe, other areas in the Japanese sphere
are threatened, and the fleet can strike anywhere.
Dave has to start to be concerned about blocking
raiding lanes to his rear areas and securing advanc
ed bases. The initial part of his move can ac
complish these goals.

JAPAN, AFTER RAIDERS: The Allies have sent
out eight fleet units as patrollers, which does not
give him that much to raid with. The disposition of
his forcces looks as though he will raid into the
Marshalls (including a marine unit) and also into
Indonesia (including two marine units), linking up
with the British forces. My reasoning on the latter
course is that Dave must think Indonesia is ripe
picking since he will assume that Bengal is my
target. My two cruisers patrolling Bengal have
given me an advantage. If he goes into Bengal ex
pecting me there, I gain an extra turn of peace in
Indonesia. If he goes into Indonesia, he will find the
whole Imperial Navy there. I am massing my forces
from Truk and Singapore, plus the two marine
units, in this area, hopefully to destroy Allied sea
power in the Southwest Pacific-the Allied sea
power that I am almost sure will appear. If he in
vades the South Pacific, my two marine units will

ensure my control of Lae.
Elsewhere, I am trying to negate his control and

save POCs or sending minor reinforcements to
areas he is threatening where I have a chance of con
trol. This turn could be another good one for the
UN.

ALLIES, AFTER RAIDERS: If he could use land
based air units as raiders, I am sure that he would do
so! His powerful surface fleet still makes him ex
tremely dangerous. The fact that I can only concen
trate in the South Pacific (of the forward areas)
makes that move too obvious. I am thus splitting
my forces with the following objectives: (I) negate
control in Indonesia (and with some luck, take the
Philippines); (2) capture a forward base in the Mar
shalls from which I can launch future sea attacks
from closer range; (3) negate control in the
Marianas so that I have another access route to
Indonesia; and (4) reinforce the patrollers in the
Central and North Pacific with expendable units.
Knowing my opponent's offensive tendencies, I
doubt he will support his land-based air unit in the
Marianas, thus giving me a good shot at stealing 2
POCs. Also, his patrolling of the Bay of Bengal
illustrates his offensive characteristics. I have
chosen to ignore this threat due to the relatively
unimportant strategic consequences. The Sasebo
marines at Saigon pose a threat to Port Moresby
and the Adaman Islands, but his lack of land-based
air along with my own abundance of the same
reduces the value of such a move for him, although
this move is what I anticipate from him. Lastly, a
back door landing at Guadalcanal by the 1 Mar
would indeed be nice!

NEUTRAL COMMENTS, AFTER RAIDERS:
The raiding turn has clearly favored the Japanese.
There is an opportunity here for an important
Japanese victory, and the threat to the weak
Japanese POCposition couldpotentially have been
much worse. Steve may be able to control most
areas and has a chance of hurting the Allied fleets.
Although Dave correctly assessed the relatively
minor importance of control in the Bay ofBengal,
he jumped the gun in Indonesia. Steve baited a trap
and Dave sailed into it. It was gamble that need not
have been taken! The American forces and the
marine unit committed in Indonesia couldprobably
have ensured the capture ofGuadalcanal. Given the
POC situation, Dave could have used a more
cautious step by step approach to win the
game-slowly compressing the Japanese position,
safeguarding the rear areas, and establishing new
bases for his superior land-based air. If inclined to
gamble, he might have ventured a raid into
Japanese waters from Pearl Harbor instead of
going into Indonesia (replacing the carriers in the
Marshalls from Pearl with ones from Australia).
Depending upon the battles, Steve may have in
creased his chances of victory significantly.

THE BATTLES: In the North Pacific, an air round
nets nothing. In the surface round that follows, the
Minneapolis is disabled and the Boston damaged.
Another air round sinks one Japanese cruiser, but
in another surface round the damaged Boston is
disabled. In a final air action the Oi is sunk. In the
Central Pacific, Steve gets his preferred surface ac
tion. The Tennessee and Independence are sunk,
while the Japanese lose only the Kako in return. The
surviving Allied cruiser then retires. In two air ac
tions in the Marianas, one light carrier is disabled
and the other sunk. The Allies score two hits on the
22 AF, but it survives. In the Marshalls, Steve again
gets his preference, and in an air action the marines
are disabled, although the Allied carrier aircraft
shoot down the land-based air. In the Coral Sea, the
Japanese luck does not hold as the I-Boat misses the
marines, and Guadalcanal falls. In an air action in
the South Pacific, the Canberra is damaged and
disabled, and the California suffers maximum

damage while withdrawing. In the Bay of Bengal,
the Japanese win a preference for a surface action,
and the two cruisers successfully withdraw. The
Indonesia battle is the climatic one. Dave opted for
an air action and Steve wanted surface. The tie in
the preference roll resulted in a day/night action.
Only two British cruisers were not sunk or disabled
in the combined action. Allied air strikes sink the
Zuikaku, and the combined firepower of the fleet
sinks the Kumano and disables a number of other
ships. A final air action sinks the two British
cruisers.

JAPAN, AFTER COMBAT: Again my strategy
paid off as Dave sent all of his Southwest Pacific
based forces into Indonesia. The UN virtually an
nihilated a major Allied fleet, which will definitely
thin out his forces during the remaining game turns.
Japanese losses, on the other hand, were light. Turn
7 will find the UN in good shape. The Allies still
have not established themselves in the Japanese
perimeter, except in the South Pacific by the ac
quisition of Guadalcanal. With only three turns re
maining it will be difficult for Dave to overcome the
UN lead. He needs a major victory and a major
base inside the perimeter. I will be looking for him
to invade the Indonesian area again. A simple
enough deduction since he has nowhere else to go!
A confident Japanese commander now awaits the
Allied patrollers.

ALLIES, AFTER COMBAT: [Expletives depleted
by neutral commentator.] What a disaster! Nothing
worked! I got caught in Indonesia; failed to take
Kwajalein; could not negate control in the
Marianas! I very cleverly snatched defeat from the
jaws of victory-maybe. A lopsided game turned into
a desperate struggle. The two hits I got on the 22 AF
in the Marianas while losing a CVL in the process
really shook Allied morale.

NEUTRAL COMMENTS, AFTER COMBAT:
Dave took an unnecessary gamble and lost big. The
results were even worse than he deserved. He not
only lost preferences, he shot very poorly. The
air/surface action in Indonesia at least gave all his
outnumbered forces a chance to fire. Eight
modified air strikes and the Hermes' solitary shot
netted one hit, and twenty surface shots managed
only one more. Steve's comments about bad luck on
previous turns have now been more than balanced.
Dave did manage to take Guadalcanal, control the
Marshalls, and negate UN control in the Central
Pacific. Thus, raiding lanes are open. He still has
substantial carrier forces, but Indonesia cost him
many ofthe screening craft he desperately needsfor
his carriers. After this turn, the game is very even,
although 19 POC is not as big a lead as Steve thinks.
The Allied ships returned to Australia may be
wasted since they are not really enough to contest
Indonesia effectively.

TURN 7

The Hermes and Exeter withdraw to meet requirements. The
Kure marines appear at Truk, and the 2 Mar return at Pearl Harbor.

JAPAN, AFTER PATROLLERS: I have used the
barest minimum forces for patrolling duty. I really
do not know what to expect from Dave this turn. At
first glance, the Indonesian area looks like a likely
target, but the South Pacific and Central Pacific
also look good for invasions. His patrollers will tell
me much more.

ALLIES, AFTER PATROLLERS: I will start the
Allied offensive all over again by taking smaller
bites. Unless I can catch his fleet somewhere (with
mine having superior firepower of course), I am in
big trouble. The main objectives this turn are to
control the Marshalls (causing the fall of Kwajalein
and Maloelap) and/or controlling the South
Pacific. His patrolling air units could disrupt both
of these plans. He is controlling the tempo of the
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game, which is bad news at this point for me!

NEUTRAL COMMENTS, AFTER PATROLLERS:
Steve again sends out minimum patrollers. He has
gotten away with it as often as not, particularly last
turn given Dave's dispositions, but he is still asking
for trouble. A stronger committment in the
Marianas might have been justified. He has ap
parently decided against any feints this time. The
Aoba and the damaged 22 AF were apparently sent
out to contest the South Pacific and the Marshalls
so that any Allied carriers in those areas would not
be able to raid Truk. Truk, however, will lose its im
portance as a central port if the Allies are premitted
to control the Marshalls and the South Pacific. The
Philippines would bejust as useful, or Japan, given
the pattern ofcontrolled areas. The new carriers in
Japan serve as excellent raiders since they are very
useful in contesting areas with land-based air.

After having bit off more than he could chew
last turn, Dave is moderating his appetite. His key
concerns should be to capture new bases (such as in
the Marshalls) and, secondly, to set up a barrier of
Allied-controlled areas to permit minimal garrison
ing of his key rear POC areas. In this regard, the
Wichita in the Central Pacific is insufficient. Such a
barrier would permit him to concentrate his fleet
and air units in forward areas where they will be
needed. The forces in Australia should definitely
not go into Indonesia, although their placement in
Australia may draw Japaneseforces into that area.
A good gamble this turn might befor Dave to send
two or three CVLs to the Japanese Islands, escorted
by afast battleship and a cruiserfrom Pearl Harbor.
He has indicated no interest in the past in this type
of raid, and thus he might take Steve by surprise.
There is a definite advantage in changing tactics in
mid-game. The loss of three POCs to the Japanese
total might well be worth the gamble, and since the
ships involved arefast ones, they can return to Pearl
Harbor or Australia and still be involved in key
areas on Turn 8.

JAPAN, AFTER RAIDERS: After seeing the
Allied dispositions for patrollers, I am again feeling
optimistic about the upcoming turn. The Allies will
probably again push into Indonesia to coincide with
a raid into the Marianas that would secure the
Philippines. He may also go after Midway this turn
with his marine unit based at Pearl Harbor. The
mission for the UN this turn is to keep Lae and the
Philippines in Japanese hands. To accomplish this
task, I sent a strong fleet and the two marines into
Indonesia. I must stop his marines in this area. In
other areas, I have sent the carriers, cruisers, and
Kure marines into the Coral Sea to attempt to take
Guadalcanal and negate his air forces in the South
Pacific. In the Aleutians, the three new CVLs may
save a POCo

It is the UN's intention to hit the Allies where
they are vulnerable. If he gains two POCs in one
area, he should lose two POCs elsewhere to my
raiders. If I come close to achieving this goal, the
Allies can never amass the POCs needed for victory
in the turns remaining. Also, keeping the remaining
units of the UN intact until Turn 9 will help to
assure a Japanese victory. I should be in great shape
this turn since the only major battle looms in
Indonesia, and my losses should be light. This turn
could be another good one for the UN.

ALLIES, AFTER RAIDERS: No surprises for his
patrols-as usual! I have quite a carrier advantage
but am sorely behind in surface ships. I should be
able to raid safely with carriers lacking sufficient
escorts as long as the areas are already US
controlled, giving me a + 2 DRM for preferences.
My most important objective is to open up a lane to
Indonesia with the key being negation of his control
in the South Pacific. To do this, Guadalcanal must
be held. I will try to get marine reinforcements
ashore from the Coral Sea side where Allied air

cover is likely to be more effective. As a backup to
this operation, I will try to capture a new base in the
Marshalls either by amphibious assault with the 2
Mar or, even better, by isolation. I should be able to
match up well in carriers in either area, and, with a
+ 2 DRM on the preference roll, have a decent
chance against his fleet which will more than likely
show up in superior numbers in either the South
Pacific, the Marshalls, or the Coral Sea.

NEUTRAL COMMENTS, AFTER RAIDERS:
An excellent raiding turn for Dave. The Allies will
gain the bases in the Marshalls, and the marines in
the area will be available for movement into the
inner Japanese areas next turn. Sending the marines
was an excellent safety precaution. Allied control of
Guadalcanal and the South Pacific seems assured
(remember that marines land simultaneously, not
Japanese marines first). Half of the remaining
Japanese carriers with modified strikes are in
jeopardy in the Coral Sea. Dave apparently bluffed
a move into Indonesia, although he did not state
this as his motive. Even the raid to the Japanese
home waters would have worked (although admit
tedly the neutral commentator has an advantagefor
these suggestions having read all the previous com
ments). Dave should even gain a few POCs this
turn. For Steve, he placed too much confidence in
his evaluation ofDave'sprobable moves. He guessed
wrong and will probably pay the price. Sending the
three CVLs to the Aleutians is a standard, but still
wise, action.

THE BATTLES: In the Aleutians in a number of
air actions, the Chitose is sunk and the Chiyoda
disabled. The Ryuho then retires gracefully. In the
Central Pacific, Dave wins a surface action and the
cruiser retires. In the North Pacific an air action
results, and the Minneapolis survives the pursuit
shots when it runs. In the Marshalls, theAoba falls
to numerous air strikes, and Kwajalein and
Maloelap fall to the Americans. In the Coral Sea, a
surface action occurs. The Soryu and two UN
cruisers are sunk with one cruiser disabled, all with
minimal damage to the Allies. Kure and the crippled
3 MAR land (simultaneously) cancelling each
other. The fast Japanese carriers run, sacrificing
the Myoko, damaged in the preceding surface ac
tion, to pursuing Allied ships. In the South Pacific,
in successive air rounds the 23 AFdowns the Naval
AFand damages the 5 AFbefore being shot down.

JAPAN, AFTER COMBAT: Not much to say
about the turn except that I am pleased with the
results. I must confess, however, that his raiders did
surprise me. The raid into the Coral Sea was
something I did not expect, especially this late in the
game and with the UN 17 POC in the lead. His raid
in the Coral Sea was more a help than a hindrance.
It diverted attention away from Indonesia and the
bases of Lae and the Philippines to an operation
outside of the UN perimeter. It would have been
nice to have gotten lucky in the South Pacific and
gained a control which would have closed off In
donesia to most of his units. Control there would
have sealed an UN victory. My 17 POC lead ap
pears formidable with only two turns left in the game.
The five land-based air units should be enough to
help me control areas on Turn 8.

ALLIES, AFTER COMBAT: Going back over my
objectives for this turn I accomplished all of them,
with the possible exception of inflicting severe
damage to his fleet. The only problem is that these
objectives were accomplished one turn late! An
American victory is still entirely possible but will
take some good guessing (and maybe even a little
luck!). The game is close enough that it might be
decided by a preference roll on Turn 9.

NEUTRAL COMMENTS, AFTER COMBAT:
Turn 7 was a qualified success for the Allies. New
bases were established, protection for the Coral Sea

and US Mandate POCs provided, and units were
returned to good jumping off points for Turn 8.
Thus, Dave's raiders were appropriately placed
since the successful capture of a base in Indonesia
was unlikely. On the other hand, the Japanese have
a good POC lead (but it is not insurmountable).
Japanese POC leads can evaporate rather quickly.
Steve's risking of the air unit in the South Pacific
was logical, since the potential gains from victory
far outweighed the losses. Both sides are still in the
game. The IJN units in the Coral Sea could have
been more badly hurt, but the losses suffered on the
turn cost the Japanese more.

TURN 8

The 1 MAR appear at Australia.

JAPAN, AFTER PATROLLERS: I must be
careful with my land-based air this turn since any
that are lost will not return. I must be able to
withdraw them from any area that seems doomed. [
will need them for the Turn 9 Allied assault. I have
sent two air units to Indonesia and the Marianas,
with the crippled unit patrolling the Japanese
Islands. I could have placed this last unit with the
others, but the Allied CA at Dutch Harbor would
have required surface units of my own to guarantee
my control. My surface units are better off as
raiders.

ALLIES, AFTER PATROLLERS: His deploy·
ment in the Philippines with the accompanying
threat to patrol the Bay of Bengal and/or the Indian
Ocean makes for a difficult move on my part. My
most pressing need is for another forward base, the
best of which would be the Philippines. Second best
would be a combination of Lae and Saipan. As far
as POCs go, I need to control the Marianas
(primarily for defensive purposes next turn) and
negate control in Indonesia, while holding on to
what I have. Quite a tall order! Accomplishing
these goals would knock his lead going into the last
turn to 7 POCs, putting an allied victory within easy
reach. In any event, there can be little doubt that the
first preference roll will be awfully important!

NEUTRAL COMMENTS, AFTER PATROLLERS:
Steve as usual has rather weak patrollingforces, but
at this stage afew surface ships would be unlikely to
preserve Japanese control should Dave mount a
major offensive. Dave sent ships to the areas he
must control this turn, but all three battleships
failed their speed rolls. It may be that he is getting
too ambitious this turn. If he simply controls the
areas in which he now has patrollers and captures
Saipan and Lae, the Japanese POC will be cut to
10-11 ifAllied control of the Aleutians or Bengal is
negated by carrier raids. With a base touching on
Indonesia and Saipan plus secure rear areas, he
could easily win on Turn 9 by simply controlling
Indonesia and negating Japanese control of the
Japanese Islands. However, Allied control of the
Central Pacific is essential to this approach, and
Steve's move could easily create complications. The
Yamato and one carrier would almost insure no
control in the Central Pacific. Steve also has a
tendency to raid widely on Turn 8 to hold a poe
lead. If he does so now, the above calculations are
obviously inoperative. A very tricky raiding turn
coming up with no right strategy. The right strategy
is the one which counters the opponent's move in
the best fashion.

JAPAN, AFTER RAIDERS: One thing is ap·
parent! I must withdraw my two land-based air
units from the Marianas as soon as possible. He will
be coming in force in that area (I hope), and I want
to extract them in good order for Turn 9. After see·
ing his patrolling forces, my plan is to hold both In
donesia and the Japanese Islands this turn while [
throw 60% of my carrier forces into the Bay of
Bengal and the Hawaiian Islands, hoping to break
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control in those areas. Come Turn 9, the UN will
only have to prevent the Allies from controlling the
Home Islands to gain a win, or at least a draw. The
damaged Fuso and Haruna are sent on a suicide
mission into the Marianas to reinforce the air units
and hopefully get a shot at the two Allied patrollers
there.

My one great fear is that Dave will hit Indonesia
hard and break control, taking away the 3 POC that
I am counting on. Another fear, of course, but not
as great, is that Dave would retain some of his heavy
units in the Hawaiian area-a disaster for the
raiding carriers.

Since I will not fight for Indonesia or the
Marianas next turn, the two marine units I have in
the Philippines become expendable. So these will be
sent into the South Pacific in the hope of capturing
Guadalcanal, disabling his two land-based air
units, and costing him I POc. The Allies will surely
capture both the Philippines and Saipan, and I will
not try to stop his marine landings. I will concen
trate instead on his carriers and escorts. The tllore I
knock out, the fewer I will see come Turn 9. I hope
my units in the Marianas might be able to prevent
control before they are withdrawn or overwhelmed
in a round of combat.

ALLIES, AFTER RAIDERS: The obvious move is
to mass in the Marianas where I can have my best
shot at air and sea superiority. If I mass in the
Marianas, however, the only good thing that can
happen is for him to mass there also. Upon which I
would lose my marines on an air roll (he gets the + 2
DRM for preference), and possibly my patrollers as
well. If a surface action results, I will lose carriers to
his superior surface gunnery. I am wondering what
is so good about even that! My gambling in one area
also leaves the door open to a Japanese raid in the
South Pacific with the possible fall of Guadalcanal.
Ouch! I have thus decided to take the biggest gam
ble and split my fleet. The suicide CV and CVL mis
sion in Indonesia has a chance of negating control
while at the same time possibly catching an UN
backdoor amphibious reinforcement of Lae. I
think he will depend on his land-based air and the
+ 2 DRM for preference to negate landings in the
Marianas. I am obviously expecting the brunt of his
power in a raid in the South Pacific; although, a
carrier raid on the Hawaiian Islands could negate
control there, put me in a horrible POC position,
and cause a sharp increase in Exedrin sales!

NEUTRAL COMMENTS, AFTER RAIDING:
The Marianas were so obvious that neither side
went there in strength, an indication of what may
happen with simultaneous movement. Dave's
patrollers in the area may have looked like a trap to
Steve, but they turned out to be something of a
feint; although Dave's comments indicate that he
did not initially intend them to serve that purpose.

Ships have obviously become expendable this
turn for both sides. The Japanese missions to the
Hawaiian Islands, Marianas, and the South Pacific
and the AI/ied incursion into Indonesia
demonstrate this fact. I would argue that marine
landings are more important than Steve concedes.
A forward base at Saipan will permit the slower
battleships in the area to be availablefor combat in
the Japanese Islands. Too, if the Allies lack the
bases for air units, then surface ships must perform
patrolling duties and these ships will be needed
elsewhere on the critical Turn 9.

The Japanese raiders may have been ill-used,
even if they take away the 3 POCs in Hawaii. Their
placement leaves Dave a solid perimeter shielding
the Hawaiian Islands, US Mandate, North Pacific,
and Coral Sea (8 uncontested POC) on Turn 9.
Depending on combat in the Marianas, the Mar
shalls could also be secure. Thus, Dave will be bet
ter able to concentrate his forces. Steve could also
have attempted to negate control in the Central
Pacific, opening up raiding lanes for Turn 9. At the

very least, he should have spared the Yamato for
the Indian Ocean. Negation ofAllied control in this
single area could have permitted fast carriers at
Singapore to threaten Allied control of the Coral
Sea, thus spreading out Allied forces on Turn 9.
(The fast carriers could just as easily be used
ultimately in the Home Islands if the Coral Sea
defenses were too strong.)

Dave anticipated well on his move, covering
most bets. His move is somewhat out ofpattern for
him, an excellent change this late in the game. The
Japanese carrier forces could be badly decimated
on this turn, leaving Steve with little to defend
the Home Islands on Turn 9. The incursion into
Indonesia looks bad in retrospect, but it was a
worthwhile gamble. Since the Japanese fleet is
there, it cannot be elsewhere-so the other battles
look more promising. If the bulk of the fleet had
gone elsewhere, then the carriers would have a
chance. At least one carrier was neededso as to have
shots at any marines that might have been attempt
ing to reinforce Lae. The F-Boat will have
numerous targets, but Dave might consider sending
it to Bengal where asurface action wouldpermit the
potential disabling or sinking ofa Japanese carrier
and a greater chance of retention ofAllied control.

The battle in the Hawaiian Islands will be a key
one this turn. The surface units could make a dif
ference. A night action, if it comes first, would vir
tually eliminate the chances ofa successful outcome
for the UN. Since Allied control of the Central
Pacific is assured, the battle around Hawaii will be
very important.

THE BATILES: In the South Pacific, the two
Japanese marines are sunk in a surface action and
Lae falls to the American marines. In Indonesia,
Steve gets his preferred surface action, and the
American carriers are slaughtered. In the Bay of
Bengal, Steve again wins a preference roll, but his
pilots miss the RAAF. The Australians disable the
Akagi, and the FBoat sinks the light carrier. In the
Hawaiian Islands, a tie on the preference roll results
in an air/surface action. Both land-based air units
are knocked down with only the Hiryu being disabled
in return. The remaining three carriers are then
sunk in the surface action, damaging the Wisconsin
in return. In the Marianas Dave wins his first
preference roll, getting an air action. But, only one
land-based air unit is shot down, with the other be
ing damaged. Steve concentrates on the patrolling
ships, and the Quincy II is damaged and disabled.
The next round is Steve's preferred surface action.
Both Japanese battleships fire on the Iowa, the last
patroller. It is damaged and disabled, as is the Fuso.
Steve then withdraws his damaged air unit, and the
Haruna is easily sunk by the pursuit shots of the
Allied ships and air strikes.

JAPAN, AFTER COMBAT: Praise to Buddha and
Shinto! For the loss of three carriers, I have broken
control in the Hawaiian Islands. The UN forces in
the Marianas even managed to cost the Allies a very
important POC, again with only modest losses.
These two strategic victories almost automatically
assure the Japanese of at least a draw in this game
since the + 14 POC lead means the Allies will have
to control the Japanese Islands to win. In fact, I will
only have to stop Allied control to gain a draw.

I must comment on the Allied strategy this turn.
I expected the Allies to come out charging this turn
to put as much hurt on the UN as possible. The
more losses he would have inflicted this turn, the
less units he would have encountered come Turn 9.
Also curious, why did he not follow up with raiders
in the Marianas or at least attack in strength in
Indonesia? I still wonder why Dave played a semi
defensive turn this late in the game. Of course, I am
looking at his move from one side of the coin, and
everyone wishes they had foresight. The beauty of
pbm VITP is that anything can happen at any time.
His moves were unexpected to me, but he did expect

mine in Hawaii, so Dave's strategy was not all that
bad.

ALLIES, AFTER COMBAT: I could not find
enough Excedrin to cure the headache he gave me in
the Hawaiian Islands. I was sure that the land-based
air units could hold at least one round and give me a
second chance to knock out his carriers with surface
gunnery. That first preference roll in Hawaii really
hurt.

NEUTRAL COMMENT, AFTER COMBAT:
Steve's move was great in retrospect. The key was
thefact that he won the preference rolls, ultimately
including the one in the Marianas since his surface
craft (well-placed) did have an opportunity to fire.
Other than the Bay ofBengal, he also shot well. The
odds were equal on the preference rolls in Indonesia
and the Hawaiian Islands and Steve won them both.
Thus, an element ofluck has left him in great shape.
If the Allied carriers in Indonesia had negated
Japanese control, it would be a different game. It
must be added, however, that Steve made a move
that permitted him to have the opportunity for the
good results that he got.

TURN 9

The Kure marines appear in Japan.

JAPAN, AFTER PATROLLERS: My returns for
Turn 8 placed a large number of units in the Phillip
pines in the hope of luring some of his forces to
areas other than the Home Islands. All my forces
will patrol this area. The units in the Philippines all
have a speed factor of seven or better, so they all can
patrol to the Japanese Islands. The UN still has
considerable battleship strength and remains a for
midable foe. More than likely I will seek a surface
action at first opportunity to make use of this still
potent force.

Here the drawback of not attacking in force in
the Marianas will become apparent to Dave. His
large fleet in the South Paci fic is incapable of
reaching the Japanese Islands for patrol. This fleet
should have been in the Marianas for use on Turn 9
(as potential patrollers, that is).

ALLIES, AFTER PATROLLERS: Being down 14
POC instead of II (Hawaiian Island loss) almost
guarantees my losing any chance of surprise. The
guessing is gone. The only way possible to get 14
points is to control everything I have now, plus the
Marianas and Indonesia, while at the same time
negating his control in the Japanese Islands. These
facts are surely just as obvious to Steve. If his entire
fleet patrols the Home Islands, which I think is his
only move, the chances of an Allied victory are
slim! If I only could take Turn 6 over again. My
strategy is simply to hold what I have while trying to
control Indonesia and the Marianas, leaving as fast
a raiding force as I can.

NEUTRAL COMMENT, AFTER PATROLLERS:
The Japanese Islands are the key for this turn as
both Steve and Dave correctly surmise, but both
moves could be better. Steve's move is too cautious.
A few carriers such as the Chitose or Katsuragi
could have been kept as raiders to force Dave to
worry about control of the Aleutians or the
Marianas. He might beforced to divert shipsfrom
the Home Islands as a protective measure. Such a
raid could even give Steve a victory ifUN control of
the Japanese Islands is negated. These carriers may
even have been sent as raiders to the Home Islands.
It would be unlikely for them to be ignored as
targets in an air action in any event. Since Dave
knows that he must fight in the Japanese Islands, he
should have sent in thefew patrollers that he could
muster. It would make Steve's selection of targets
more diffiCUlt. There is nothing worse than being
forced to allocate air strikes to a light American car
rier that has received maximum damage but is still
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afloat, or concentrating battleship gunnery factors
on a cruiser.

JAPAN, AFTER RAIDERS: Either Dave did not
count POC correctly or he is trying for a draw the
hard way. I think the former is obvious since he is
wasting ships on patrol duty and does not even at
tempt to send patrollers into the Japanese Islands. I
doubt that Dave can overcome the large UN fleet
along with five-land based air units with his raiding
forces. One thing is clear-the Japanese will not
lose this game!

ALLIES, AFTER RAIDERS: Steve made it easy
for me by patrolling with all his ships in the
Japanese Islands. All available ships will raid there
and hope for the best. He will have more surface
ships, so I have to hope for a series of air actions.

NEUTRAL COMMENTS, AFTER RAIDERS:
After the patrolling moves, the dispatch of the
raiders was a simple task. Dave did neglect to guard
against the movement of the marines into the
Marianas. If Saipan falls on the same turn that the
Philippines are invaded, the two air units will be
disabled since simultaneous landings only permit
land-based air to remain at the same base. Negation
of Allied control in the Marianas would insure a
Japanese victory regardless of the outcome of the
battles in the Japanese Islands.

THE BATTLES: In the Marianas an air action is
the preference and the Japanese marine is disabled
preventing an early Japanese victory. In the Home
Islands the first action is on the surface. When the
smoke clears, six Japanese surface units have been
sunk and an additional six disabled. Only seven
cruisers remain for future actions. Only four
American ships are sunk and four others disabled,
including one of the two CVLs fired upon. The
F-Boat then sinks the Shokaku. In the air portion of
a day/night action on the second round of combat,
four of the Japanese land-based air units are
eliminated, and all the carriers except the Chitose
and Ryuho are sunk or disabled. Seven American
carriers are sunk or disabled, but six remain. In the
following surface action, five of the Japanese
cruisers are sunk or disabled while only three
American ships are put out of action. Another air
action results in the downing of the last land-based
air unit and the sinking of the Chitose at the cost of
two American fleet carriers. With only the Ryuho
and two cruisers surviving to face four American
carriers and seven surface ships, Steve concedes the
draw.

JAPANESE, EPILOGUE: So it wound up as a
draw after all! I gave Dave little chance in the
Japanese Islands last turn. But again, the weak
showing by my land-based air units, not to mention
Dave's run on "6"s, did me in. The luck factor may
have been all mine on Turn 8 in terms of
preferences, but I would bet that in the most impor
tant area of shooting, Dave has prevailed in this
game. Give me good shot and damage rolls any day
over preference rolls. I am still miffed about my
land-based air units. They were a big disappoint
ment this game, falling every time they were shot at
(or so it seems). I had a chance to win the game Turn
9 by sending some carriers to raid in other areas, but
I thought that the forces necessary would be more
useful in the Home Islands where I assumed that I
would win the game.

Even with the few (by my book) UN blunders,
the Japanese came out with a type of victory in the
fact that I did not ever surpass 20 POCs and DID
NOT lose the game.

ALLIES, EPILOGUE: The Japanese Empire is
history! As long as I have been playing Victory in
the Pacific, I have never been conscious of the fact
that the Allies get three POCs for controlling the
Japanese Islands! I picked a good time to find out. I
feel like an idiot! I should have sent patrollers to the

area anyway, if for no other reason than to make
him waste shots at lousy targets. Fortunately, he
played the last turn as badly. All those preference
rolls I lost on Turns 7 and 8 (and 9!) finally evened
out as my shooting was quite a bit better than his.
Because of the kind of guy that Steve is, I am sure
that he will refrain from any reference to luck!

I felt that I clearly had the upper hand going into
Turn 6 due to some of his tactical errors, foremost
of which I thought was his taking on the British in
the Indian Ocean. However, my untimely and weak
foray into Indonesia on Turn 6 pretty much erased
any edge I might have had at that time.

In any event, this certainly was an exciting
game, typical of most pbm Victory in the Pacific
games.

NEUTRAL COMMENTATOR, EPILOGUE: So,
one year later (typical playing time for the game by
mail), the contest ends in a rare draw. While it took
great expertise on the part of both players to bring
about this conclusion, the outcome does reflect the
closeness of the contest. Both players generally did
well while on the defensive and less well when they
had the advantage. Thus, their basic strengths and
weaknesses evened out.

Steve in the early turns failed to build up a large
lead. He neverforced Dave to fight on his termsfor
key positions or POCs. His effort to isolate
Australia was not unsound strategically, particularly
in the pbm game, but his tactical implementation
was weak. Dave was always able to negate control
in the Indian Ocean or the Coral Sea. Afewpatroll
ing battleships or two patrolling land-based air
units might have changed the game. Thus, the tac
tical implementation of the strategic goal was inef
fective. Throughout the game Steve appears to have
had the edge in terms ofanticipating Dave's moves,
yet he could never realiy capitalize on it.

Dave's strategic goals seemed to be to take what
he could conviently get, although this conclusion
can only be inferred from his comments. It is not a
bad approach for an Allied player-parry the
Japanese moves early and then go on the offensive.
Dave's gamble in the Central Pacific on Turn 2 was
one exception. He survived the battle, but failure
could have cost him the game. Midway was not that
important, and he could not afford to lose the
battle, whereas Steve could. The Turn 6 debacle in
Indonesia was a second exception that hurt him
badly. The lack ofpatrollers in Japanese waters on
Turn 9 has received ample comment from Dave
himself. A few raids early in the game might also
have borne results for the Allies. Dave did do a
good job ofpianning for the upcoming turn, afac
tor the Japanese have less concern with given the
centrality of Truk as a major port.

Since Steve brought up the luck factor, a com
ment is in order. Granted that Dave had good rolls
on Turn 9 (and Turn 2 in the Central Pacific), Steve
has forgotten his good shooting. The Allied land
based airfell easily in the Hawaiian Islands on Turn
8, as did the patrolling ships in the Marianas. Then,
there was the very poor Alliedshooting on Turn 6 in
Indonesia. In fact, Steve's shooting was generally
excellent everywhere on Turn 6. All but one marine
unit was turned back through a combination of
preference roll victories and shooting. Poor Allied
shooting in the Indian Ocean on Turn 3 also per
mitted the escape of numerous IJN fleet units that
might otherwise have been sunk. Thus, Steve's
early luck helps to explain his position on Turn 9.
On the whole, it does not seem to me that Lady
Luck chose a side in the game.

Notwithstanding the presumed incisiveness of
these comments and the ones made during the
game, it is always easier to see the "correct" moves
when one is not actually playing the game and when
the comments from all the previous turns are
known. My ultimate conclusion is that it was a well
played game, although doubtless many out there
are sure that they would have done better. *'

AREA TOP 50 LIST
Times Previous

Rank Name On List Ratinl! Rank
I. K. Combs 32 2596YOV I
2. B. Dobson 7 2368RJR 2
3. T. Oleson 41 2210WXZ II
4. B. Sinigaglio 17 2150GHI 3
5. P. Siragusa 26 2145DGI 6
6. D. Burdick 31 2134GFM 4
7. D. Garbutt 30 2126FHM 5
8. E. Mineman 2 2090CED 7
9. F. Preissle 29 2052LMX 8

10. P. Kemp 3 2024EEI 9
II. .J. Kreuz 26 20161<GR 10
12. J. Zajicek 35 2004HJQ 12
13. M. Sincavage 21 1991DEI 13
14. P. Ford 12 I946GCD -
15. W. Scott 29 1937JHS 15
16. M. Simonitch 2 1927CDF 17
17. B. Remsburg 15 1921GHN 14
18. P. Flory 8 1910CFI 21
19. R. Leach 34 1909HLR 23
20. W. Ownbey I I904CEI -

---:Zl. 1<. Keese I .. 18"9llITUF 29
22. F. Freeman 6 I897EEF 16
23. L. Kelly 25 1896VWZ 18
24. J.Sunde 7 1895KKS 19
25. J. Beard 21 I893GHO 20
26. R. Phelps 13 I888GIP 27
27. J. Anderson 8 1876DDE 22
28. P. Landry 6 1870GHM 26
29. D. Munsell 27 I864GFK 25
30. C. Wannall 8 1863GKO 24
~1. 1<..oeyma 836C/5E 8-
32. S. Martin 25 1828GIL 32
33. B. Schoose 12 1827FHL 30
34. N. Cromartie 17 I823GGN 31
35. B. Downing 21 1803FHL 41
36. E. Miller 18 180lGJP 33
37. R. Hoffman 18 1798EGL 34
38. B. Armstrong 4 I796EFK 35
39. F. Ornstein 15 1784FGL 37
40. G. Charbonneau 6 1780DFI 38
'II. -U: Greenwooa 5.. f779FF 3"9-
42. S.Johns 2 1779GCD 47
43. C. Olson 15 I778DEJ 40
44. P. Gartman I I777FCC -
45. D.KQpp' 4 1770EHL 48
46. R. Jone.s 8 1769GJN 42
47. G. Smith 6 176IEEK 43
48. R. Shurdut 3 I760CDl 50
49. F. Sebastian 27 1758FHN -
50. J. Baker 4 1757CDH 44

MEET THE 50 • • •
Mr. Gary Charbonneau is 32, married, with

Masters degrees in library science and history, and
works as a librarian in Bloomington, Indiana.

Favorite Game: MACHIAVELLI
AREA Rated Games: AK, TRC
AREA W-L Reeord: 10-6 "To Time PBM: 50"1,
Gaming Time/Week: 8hr,. Play Preterence: PBM
Hobbles: Model Railroading
Pet Peeve: Fantasy/Science Fiction Games & Gamers-a "weird
bunch"

Mr. Charbonneau compliments Avalon Hill:

"AREA, of course, emphasizes competition.
Unfortunately, the turn sequences of many ofour
most realistic games are t00 complex to permit
PBM-which is where the better competitive
games are played. We need more "classics".
Avalon Hill deserves a big pat on the back for hav
ing established the AREA system. AREA, as well
as the publication of The GENERAL, shows that
the company really cares about the wargamer.
Avalon Hill games are not necessarily any better
than those of other manufacturers, but they get
better support. As a result, I find that over the
years I have purchased and played more games by
AH than by anybody else."
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The Two New Winners
Coming This Summer

NATO: The Next War in Europe $15
Poised on the West German border, the Warsaw Pact juggernaut is ready
to make the dash to the Atlantic. The NA TO nations are in disarray, and
their commitment to withstand aggression is in question. When the
armored columns advance, will NATO be able to stop them?
NATO allows you to simulate a potential NATOIWarsaw Pact confrontation
in Central Europe. Designed to be played in one sitting, this operational level
game is of moderate complexity and yet recreates the major problems facing
each side - from maintaining supply lines to transporting troops to potential
nuclear warfare. Each of the three basic scenarios can be played in an eve
ning. NATO offers a combination of flexibility and ease of play that is certain
to make it a classic.

The Next Generation
of Great Games

AMBUSHI The Solitaire Game with Guts $24
At last, the game players have been asking for!
An American squad trudges across the devastated French countryside on
their way to the Rhine. Suddenly, bullets start buzzing around them!
A German patrol has them spotted. Then, mortar fire explodes all around!
They have walked into an ambush! Time to start fighting!
Ambush! is the unique solitaire wargame that lets you recreate small unit tac
tics during World War II. The ground-breaking game system puts you in
charge of an American squad - faced with a variety of missions against an
ever-changing, hidden German foe. A number of scenarios are included, each
recreating a different kind of small unit operation.

I.aIId,AiramiSeaComballntbe!'eJslanGlIlI

GULF STRIKE $30.00
Comprehensive land, air and
naval combat in the Persian
Gulf, depicted on strategic and
operational levels. Comes with
three big mapsheets, 910
playing pieces, and five
scenarios. For two players, or
more with division of command.

HELL'S HIGHWAY $20.00
Operation Market-Garden -
the Allied race to seize a bridge
across the Rhine in World War II
- recreated on an operational
scale. Includes two large maps,
520 playing pieces, two player
aid cards, and three scenarios.

THE CIVIL WAR $18.00
America's epic struggle from
the bitter campaigns in the
East to the skirmishes in the
West - the decisive strategic
level game of the whole war.
Contains two big maps, 520
playing pieces, four yearly
scenarios, and campaign
scenario.

From the Company
That Makes
It Happen . ..

Victory Games, Inc.
43 West 33rd Street
Suite 603
New York, NY 10001



I Letters to the Editor
Dear Rex:

r think you did a fine job in presenting Part 1
of the infamous SQUAD LEADER Quiz. There
are but a couple of points that need to be made in
regard to it.

First, the comment in Question 2 regarding
the commander who "should be strapped to the
treads of a T-34" should have been attributed to
Bob Kalaski and not to Mark Bakke. The com
ment by Mark was also a very resounding "NO",
but stated much more mildly. This is the only real
error I can find, which is amazing considering the
initial draft you had to work with and all the
editing and re-editing that went on.

There was one section in Question 4 omitted
which I think should have been included. This was
a discussion of the CC attack with one 8-3-8 plus
both LMGs with leader benefit attacking both
Russian squads at 3-2 (-2) and the other squad at
tacking both squads at I-I. This attack has almost
as good a chance as the 2-1 (-2) of clearing the hex
and is considerably better than attacking each
squad separately. I suspect that many players are
not aware that there can be more than one CC at
tack against an opposing squad. This is not pro
hibited in the SL rulebook and in the Q&A section
of COl it is specifically allowed. In his article
"Basic Arms And The Man" (Vol. 18, No.5),
Mark Swanson does not mention the 3-2 and 1-1
type of attack, although he does state that the
presence of a leader gives one large attack the
highest possibility of winning. The reason the
dual attack is almost as good is that the LMGscan
be used here, while they are of no benefit in the 2-1
attack.

Bill Nightingale
Lynnwood, Washington

*****
Dear Me. Martin:

I was amazed at, and somewhat surprised,
reading letters like the one in Vol. 19, No.2 can·
demning the new "light-weight" mapboards.
Personally, I have nothing against these boards.
In fact I quite like them. The old boards never fit
together very well, but the new fit perfectly. The
hinges don't wear out and tear or crease as they do
on the older boards. As for the minor warp ineach
board (and there is a warp found in any board no
mailer the style), all one needs do to remedy this is
bend the board back slightly each time one sets up
the game. Exceedingly simple.

William Bowers
Reno, Nevada

Mr. Bower's missive is typical ofa numberof
such that have come to my desk. They prove once
again that every issue has two sides.

*****
Dear Editor:

Having just sent my renewal for The
GENERAL, I thought the time appropriate to
communicate my views about the most recent
issue (Nov/Dec 1982). On the whole I thought this
was the worst issue I've seen in the last several
years.

It is not the"Ancients" theme which I am
annoyed with. Actually, this is a nice change and
probably enjoyed immensely by those few garners
with interests in the era. However, there are some
articles in this issue which I feel are unwarranted
as subject matter for The GENERAL because of
their inappropriateness to a wargaming journal,
or because of their lack of subject matter, and
some things were just plain missing.

The most objectional article was "Oh-Wah
Ree". After many hours of guessing your inten
tion on this piece, I still cannot see why this parlor
game was included in the pages of The
GENERAL. The purpose of The GENERAL is to
present "authoritative articles on the strategy,
tactics and variations of Avalon Hill wargames"
(emphasis added). In case you don't recognize the
quote, it is right off page 2. Under no cir
cumstances can you consider OH- WAH-RE£ a
wargame. By including this article, you have cast
serious doubts on your credibility as editor of this
fine wargaming publication. 1 sincerely hope you
intend to explain this article and apologize to the
readership.

I also consider the "Wars of Marnon" an
other non-wargame article. WIZARD'S QUEST
is not a wargame. It is of the Dungeons & Dragons
ilk. Allhough part of the larger "adventure gam
ing" genre, it is not strictly a wargame and does
not belong in The GENERAL nor on the RBG.

This may raise the question of what defines a war
game. My definition of a wargame is any game
designed to recreate a historical event or
hypothetical event based on historical para
meters, using scientific methods to quantify the
variables. WIZARD'S QUEST has none of this
and does not belong on the pages of The
GENERAL.

If there was ever an article that I was glad to
see come to an end it is the "SQUAD LEADER
Clinic". I admit this series has double the reasons
to be in The GENERAL compared to the OH
WAH-REE and WIZARD'S QUEST articles.
Unfortunately, it is overlong, boring and of no
practical use. SQUAD LEADER is a game based
on quick decisions and luck. There does exist cer
tain tactical considerations in the game which in
crease the probability of successful moves and
attacks. But to examine these under a microscope
as this article does gives the false impression that
SL moves are to be analyzed and dissected
minutely in order to be successful. In a good SL
game there is not the time to engage in such a
lengthy process of intimate evaluation of conse
quences of every move. In my opinion this type of
analysis serves not to improv~ the play of the
game but rather encourages slow "count-every
factor" type play. If 1 remember correctly, this is
exactly the same type of game playing you have
written against. So why include it?

Lastly, there is that to be considered which
was not in The GENERAL. Avalon Hill, through
the pages of The GENERA L, has never been very
communicative about upcoming products and
plans. With the establishment of Victory Games,
there is more of a need to communicate to the
readers than ever before. Victory Games has
seemingly become the creative arm of AH. Their
products are all original and new and by estab
lished designers. AH, on the other hand, is best
identified by those designers who have quit and
publication of titles which were previously
published by companies gone out of business.
This set of circumstances raises several questions.

First, why doesn't AH tell us more about
those games which they are reissuing? There exists
the possibility that the readers already own the
original version and need good reason to consider
purchasing the new edition. Improved graphics
are not all that important. But if you have not
significantly changed the game, I feel you owe the
readers this information.

Second, it is my understanding that the most
recent AH products are either reissues or fantasy
games. Has AH given up on new products or
doesn't there exist the design/development staff
to produce a new wargame? A recent GENERAL
listed the expected games for 1983 but there were
no significant new products in the wargame line.
However, the last few issues have included a full
page advertisement for Victory Games. This in
dicates that AH will be depending on games
already issued and not new ventures. This is un
fortunate because this means that new games
coming from VG will not have the benefit of
mounted mapboards and other conveniences
associated with AH games while the re-packaged
titles will. Most of the titles you have purchased
also seem to have limited appeal and giving them a
complete AH repackaging cheats the good
original designs of Victory Games.

Third, speaking of original designs, what has
become of Rising Sun and the redesign of the
PLIPB/AIW system? Both have been talked
about for years and Rising Sun was promised for
1983. There hasn't been a progress report on
either for quite some time.

All in all, this past issue of The GENERAL
was quite poor. And keep in mind, I've yet to
mention the deteriorating publishing schedule. As
a long time subscriber to The GENERAL, I have
come to expect quality and quantity. This issue
fails on both points.

John G. Alsen
S1. Paul, Minnesota

I've no intention ofapologizing for the piece
on OH-WAH-REE. I will spare a moment to ex
plain, although the ratings for the individual
articles in Vol 19, No. 4indicotethat!itt!ejustijicQ
tion is necessary. It wouldseem thaI many ofthose
who choose to voice their opinions in the manner
ofselecting the three best arficlesdisagree withyou
as (0 my propriety in printing it-or Mr. Fawcett's
fine WIZARDS QUEST piece either. Rather,
responsive to the tastes of those readers who take
(he effort tp make their collective view known
through a medium which I do consider creditable

(the article/issue ratings found on each insert), /
would be more inclined-ta question the form or
content of the pieces on CIRCUS MAXIMUS,
DIPLOMACY or GLADIA TOR (not to mention
the arricles on 1776 and GETTYSBURG in Vol.
19, No.3).

The editors of this periodical in the past have
labored under no constraint such as you seek to
give voice 10; I refuse to have one imposed now.
The pages ofThe GENERAL have been graced by
"authoritative articles on the strategy, tactics and
variations" of titles as diverse as FEUDAL,
LEMANS, MANAGEMENT, OUTDOOR SUR
VIVAL, RAIL BA RON and WORD PO WER, as
well as such '"non-wargames" (by your defini
tion) as BLITZKRIEG, DIPLOMACY, DUNE,
KRIEGSPIEL, MAGIC REALM, ORIGINS OF
WW2, TACTICS II and STARSHIP
TROOPERS. Certainly, economic progress
(RAIL BARON) and sports events (LEMANS)
are "historical events", just as OUTDOOR
SURVIVAL can be considered a "hypothetical
event based on historical parameters". I do,
however, reject any notion that these games can
be passed offas "wargames".

[/ will refrain from voicing my opinions on
"chescientific methods to quantify the variables"
(do I hear laughterfrom the design offices?) that,
in Mr. Alsen's opinion, qualify a title for the
rarefied status of ··wargame". Suffice to say, as I
view it, the crealion ofa "wargame" is as much a
product ofcreativity and compromise as ofscien
tific method.}

Where then am I to draw the line? This
magazine will continue to deal primarily wilh
wargames-by my definition of such as any
simulation ofarmed conflict. But I do not intend
this to operate to theexdusion ofconsideration of
our other fine titles which do not have aforum in
the family of A valon Hill periodicals.

As to the condemnation of the style ofplay
fostered by the recent SL Clinic, I reiterate my
dislike ofsuch play ofa game designedfor enjoy
ment. I also, however, reiterate that this is my
private philosophy, one not shared by many of
our readers. And, as such, it will intrude upon my
selection ofarticles as lillie aspossible. I would be
a poor choice as editor of this periodical indeed if
I included only those articles which conformed to
my personal-as opposed to professional
opinions. I've also made my views on play-by
mail clear; yet I will argue vehemently that Mr.
Lutz's recent fine article on VITf PBM is a valid
and worthwhile subject for these pages.

"AH . .. is best identified by those
designers who have quit and publication of titles
which were previously published by companies
gone out of business. .. On behalf of Messers.
Greenwood, Uhl, Hamblen, Shelley and
Balkoski, I'll take umbrage with this statement. It
is a fact of life that talented and creative profes
sionals, whatever theirfield, move on in search of
new challenges; however, I would hardly discount
the talents or creativity ofthose who remain. Too,
a number of the designers/developers now en·
gaged in other pursuits continue 10 labor in the
free-lance capacity for A valon Hill. And /, for
one, "identify" AH with its classics, both old
(AK, STAL, WAT, DD) and new (3R, rhe SL
family, RW, TLD. BB'8I, PB/PL). Surely, Mr.
Alsen, you must have missed the recent release of
GI, NAPOLEON AT BA Y, STRUGGLE OF
NATIONS, DRAGONHUNT and PENNANT
RACE-in-house designs all? How sad for you.
And, of course, you also overlooked the
references to UPFRONT, RENAISSANCE,
BULL RUN, WESTERN CAMPAIGNand PRO
TENNIS in the brief listing of 1983 projects in
Vol. /9, No.3? Avalon Hill continues to have one
of the most creative and talented design staffs in
the business. as witnessed by the fact that their
abilities are in demand by a number ofother com
panies. As to the lack ofprogress reports on RIS
ING SUN and the PL/PB/AIW redesign, the
reason is quite simple-there has been no prog
ress.

Why doesn't The GENERAL inform the
readers of the component and rules changes in
detail of redeveloped titles previously published
by other firms? The elemental fact remains that
this periodical is not composed of reviews. /f the
reader cannot glean this type ofinformation from
the advertisements and articles presented. I would
suggest he turn to those hobby publications
devoted to reviewing new game releases. As you
point our, Mr. Alsen, The GENERAL is ded
icated to "authoritative articles on the strategy,
tactics and variations" of our games-not
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reviews.
In closing this overlong reply. apoint must be

stressed here. Victory Games is not the "creative
arm ofAH".lndeed, itis no arm at all ofAH·; VG
is a separate and distinct entity-a fact that all too
many seem oblivious to. As such, while these
pages will occassionally bear information on the
release of our sister company's fine games, The
GENERAL continues to be devoted 10 the AH
line of titles.

And ifyou won't mention the "deteriorating
publishing schedule ", / won't.

*****
Dear Me. Martin:

The article entitled "Napoleon's War at Sea:
Naval Rules Changes for WAR & PEACE"(Vol.
19, No.5) contained many long awaited and badly
needed revisions. Such isour relief that loyal W&P
admirals everywhere will praise the efforts of Mr.
McLaughlin, Mr. Bruegge and Mr. Parsons. Not
since WS&IM has such a great gap in Napoleonic
naval affairs been filled. And, of course, kudos to
Mr. Waidoand Me. Parsons-the content of their
strategic analyses enlightens naval garners the
world over.

However, these efforts call to mind the one
question that plagues historical buffs and game
designers alike, "How much should the historical
situation govern the system and scenarios?" I
bring this up because, though no mention nor at
tention has been given to it, the historical naval
situation as of September )805 is ignored. Some
may say that) am arguing over tittle-tattle, for in
deed the setup as it stands now bears a high correla
tion to the position of forces on March 1805; but 1
resoundingly answer that if one is to incorporate a
naval system into W&P, then it could at least be
done correctly! Yes, I am well aware of the com
mon and necessary changes required of a game by
playability and play balance, but it seems to be
pure Anschluss to throw the historical situation
right out of the window!

Behind all this complaining lies three basic
questions of historical fact:

1) How can Lord Nelson, then Viscount, be at sea
in the Mediterranean with a neet counter at game's
start ifhe was on leave in England from the 18th of
August 'til the 15th of September, when he set sail
and immediately joined the British blockade of
Cadiz?

2) Where in the world is the Allied neet (French
and Spanish) under Villeneuve, which held up in
Cadiz's port from the 20th of August until its
fateful departure on the 19th and 20th of October?
It contained a force of 18 French SOLs and 15
Spanish SOLs that were ready for sea-roughly
four French neet counters and three Spanish
counters in terms of W&P.

3) And where is the British blockade of Cadiz,
which was made up of roughly 27 SOLs through
out the month of September?

Heavens! If you started the Ulm campaign with
Napoleon on the Channel and the Austrians in
Vienna, it would have drawn some comment. If
the land forces are to begin the game in September,
shouldn'[ the naval forces do likewise?

So, for all the W&P garners out there who
have been in the dark since 1980, I offer the
historical setup as of the 1st of September 1805:

At Rochefort: I English fleet blockading I French
fleet

At Plymouth: 2 English transports and Nelson

At Corunna: NOTHING

At Cadiz: English fleets blockading 4 French
fleets, 1 French transport, 3 Spanish fleets and 1
Spanish transport

In the Mediterranean: NOTHING
One should remember that these changes affect
only the cities listed-and then only the naval
forces. Now f am sure that many out there will now
rant and rave, saying "It's Trafalgar all over!"
True, I say, but the only way to avoid this is to

begin the naval game in March 1805 and playa
naval scenario that never existed.

Alexis Bugnolo
Gainseville, Florida

*****Dear Mr. Martin:
In your March-April (Vol. 19, No.6) issue,

why was a picture of a German U-boat com
mander used as header art for an article entitled
"Flattop Gamemastered"? How many people do
you think will get the joke?
Dale A. Sheaffer
The Avalon Hill Game Company

Very few, Mr. Sheaffer, very few.
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G.I.: ANVIL OF VICTORY
The following changes in content will be

made to the second edition of GI. Additional
cosmetic changes will be made but are not listed
here.

COUNTER ERRATA:
U.S. 12.7 AA is missing the 360 degree symbol.
The M4A3 survival listing should be S6. not S7.
The M4A3E2 counter A is missing a red 4 turret
armor modifier.
The M36BI counter F should have a MF of 14;
not 15.
The LVT(A)4 should be shown as an aT vehicle.
DUKW counters C & D should have red stars;
not black.
Delete the A4/5 listing of the British
M4AI(76)w.
Delete the A5/6 listing of the British MIO.

Scenario Errata:
34 Change "target" to "target hex" everytime it
appears in the Clarifications. Add "(Re: 133.52)"
between "obstruction" and "although" in Special
Rule 34.1.

35 Incorrect versions of certain counters are
shown. Replace the French 2-3-7 crew and all
French MG's with the proper corresponding
counters for their nationality. The Stuart I tank
counter should be the version with a 4 SMG fac
tor.

37 Insert "or" between "row" & "adjacent" in
the U.S. setup instructions. Change board "4"
to "6".

38 The M4A3(75)w counter should have a MF of
15; not 14. Add to the Victory Conditions:
"Control is gained by being the last sole occu~

pant of the ground level at the end of the last
player turn in which the building was occupied if
there are no opposing units on higher levels of
the building. If an enemy occupies a higher level
of the building, the U.S. player must also be the
last sole occupant of that level."

41 Change the U.S. HS in 205 to a 2-3-7 crew.
and the 44a bazooka in 1503 to a 42b version.

42 Insert "ground level" between "each" &
"building" in the victory conditions.

43 Insert "ground level" between "each" &
"building" in the victory conditions. The two
U.S. HS's should be crews.

QRDC ERRATA:
Delete the triangle symbol from the 144.7 chart,
and add "AFV is not fully tracked . - 1" .
Change caption for note E on the Vehicle Move
ment Costs Chart to: "bog DR necessary
(144.82)". Add an "." after" 10 +" in the Non
Road column of the Ground Pressure Bog DR
Numbers Chart. Delete the word "Same" from
169.2 chart. Add "Gun changed CA ... + I" to
167.2 chart. Insert "CT" between "CE" and
"AFV" in Table 20.3.

RULEBOOK ERRATA:
141 Transpose First Line Squad & Elite Squad
captions.

COMING UP
NEXT TIME

141.6 Delete: "unless ... phase". Substitute:
"when not stacked with an unbroken U.S.
leader. SSR designated Combat Engineers which
turn green may not use special engineer weapons
(141.2) without penalty."

142.2 Add: ",but it may not move out of a
bunker/entrenchment and into a bunker/entrench~

ment in the same APh. It would have to remain
outside those special terrain features in the adja
cent hex."

142.3 Change "131.4" to "121.4".

142.311 Add: "(EXC: wounded leaders;
122.1)" after "unit. ...

142.312 Add "(EXC: wounded leaders;
122.1)".

142.5 Insert "After reaching the closest suitable
cover" between "hex." & "Broken". Insert:
"hex" between "building" & "towards".

142.7 Add: "The hazardous movement DRM is
not cumulative with the Movement DF DRM nor
the Movement in the open DRM, nor is it
dependent on being performed in open terrain."
Add: "moving on a rooftop (174.25)" to the list
of hazardous movements.

143.11 Substitute "MG" for "SW".

143.43 Add: "A MG trying To Kill an AFV is
assumed to have hit the weakest armor that the
vehicular target facing presents."

143.7 Add: "Note: Overruns which end their
turn in the target hex check for Random SW
Destruction of non-portable/abandoned ord
nance even if the overrun did not result in a KIA
unless that ordnance occupied a trench/entrench~

ment."

143.91 Add: "or during Cc."

143.94 Insert: "using its printed (not berserk)
morale level" between "NMC " and" At".

144.3 Delete: "32.6". Insert: "(Re: 51.3)"
betweeen "TEM" & "is".

144.4 Change Case B to agree with the TO HIT
Table on the QRDC.

144.414 Add: "Mk V, Mk II AA. Mk VI" to the
British column.

144.43 Add: "(EXC: Overruns)" between
"hex." & "Turretted".

144.46 Substitute "A & B" for "A-C".

144.6 Delete: "or sunken ... hexside,".

144.61 Delete: "or sunken road".

144.7 Add: "Cowering does not affect Im
mobilization attempts."

144.76 Insert: "or has succeeded in immobiliz
ing or destroying an overrunning AFV in its hex
(72.5-.6)" between "immobilization" & "may".

144.8 Insert: "(or changing their VeA in)" be~

tween "entering" & "woods". Insert: "directly

from another woods or building hex" between
"entered" and "in".

144.82 Change last line to read: "marsh hex is a
bog hex."

144.92 Add: "(EXC: any halftrack, or bren car
rier not already carrying ordnance)".

144.932 Add: "and ESB".

144.942 Change "(144.92)" to "(144.94)".

145.11 Add: "Similarly because Terrain does
not affect the placement of Indirect Fire, it is
resolved on the 1FT with full TEM."

145.2 Delete the 6th sentence and substitute: "A
HD target behind a wall cannot claim that TEM
in the To Hit calculation." Change the following
EX to read: "A PzKwIVH fires during its DFPh
at an enemy squad seven hexes away within its
TCA. The basic TH# is a 7. If the enemy squad is
in a woods, shellhole, or graveyard hex there is a
+ 1 DRM to the To Hit DR for Case R. If the
enemy squad is in a stone building, there is a +3
DRM to the To Hit DR for Case R. If the enemy
squad is moving several hexes and through a
woods hex, there is a + 1 DRM to the To Hit DR
for Case R, and a-I DRM to the To Hit DR for
Case JI.

145.3 Insert: "a trench/entrenchment DRM or"
between "to" & "a".

145.4 Add: "Ordnance with its own inherent TO
HIT Table (SCW's) never use either the Advanced
TO HIT Table or structure size DRM's. Delete:
"or Stream/Gully Bridge" from the chart.

145.41 Replace the 4th sentence with: "All the
occupants of the vertical building hex are af
fected unless they occupy a level of the building
hex which is out of the LOS of the firer (EXC:
rubble)."

145.5 Add at the end of the first sentence: "at a
range of 7 hexes or more". Add: "Ordnance
cannot place smoke in its own hex."

145.61 Change: "2 prior to modification" to "2
either prior to or after modification".

146.1 Delete: "during its PFPh". Change:
"TH#" to "TK#".

146.2 Insert: "(not in woods or rubble)" be
tween "hedge" & "against". Insert "or HEAT
rounds" between "SCW's" & "only".

146.34 Change "four" to "two".

146.36 Delete: "adding ... SCW's".

148.14 Change "148.23" to "148.21".

148.21 Change "85L" to "88L" and drop it to
the third row. "Vehicular Only" refers only to
the German 75. The British 77L has 05 capability
in 1945.

148.41 Insert: "If the Cannister depletion
number has been exceeded, the attack must be
repeated with HE or IFE but using the same DR
as a To Hit DR." between "Table" & "Can
nister" .

148.45 Substitute: "the depletion number" for
"12".

148.51 Insert: "prior to all other Prep Fire" be
tween "PFPh " & "Placement."

148.524 Substitute: "I" for "0".

148.6 Substitute: "at the outset of" for "in".

149.11 Change: 170.63 to 170.61.

149.42 EX Change "ten" to "nine".

150.3 Delete: "/DFPh".

150.5 Change "DFPh" to "MPh".

150.6 Change "units" to "squads".

151.5 Add: "Crest status provides no additional
TEM to indirect fire."

153.11 Insert: ",partisans" between "SS" &
"or".

153.23 Change "further ... range" to "are a
number of hexes 2:.. their current morale".

153.232 Add: "Green/Inexperienced infantry
need not check for use of PBF (141.62)." EX:
Change "Q3" to "03". Delete: "its inherent
range and",

156.11 EX Delete the black arrow.

156.12 Insert: "the brown contour lines of" be~

tween "through" & "another". EX: Change
"13J8" to "13J4".

156.23 Change "fully-tracked" to "tracked"
twice.

156.4 Insert: "Elevated Road" between "a(n)"
& "bridge".

157.4 Add: "Moving directly from a stream hex
to a marsh hex during the MPh is possible at a
cost of 3 MF's only if the hexside crossed con
tains Open Ground. If the hexside clearly shows
marsh on both sides along its entire length,
movement into that hex would be possible only
during the APh. R3-R4. X6-W7, and X7-W7 are
the only such restrictive hexsides on board 13".

157.43 Add: "unless berserk" between "foot."
& "An".

157.61 Delete: "does not act. . but does".

157.614 Insert: "ground level" between "on a"
& "bridge". Add: "(in direct contrast to units on
a level 1 bridge; 156.4)" after "versa".

158.24 Insert: "from/" between "with
drawing" & "into". Insert: "into a" between
"or" & "booby".

158.3 Change" =3" to "+ 1 [capture attempt]
= 4".

158.41 Change "do so automatically by" to "at~

tempt to do so by first". Delete last sentence.
Add: "The attacker must add 1 to his CC DR if
he intends to capture the vehicle. Note that a
SMC has an inherent CC value of 1 when attack
ing a vehicle in CC and trying to roll ~ its FP.
Infantry may not attempt to capture a manned
AFV."

158.42 Insert: "CT" between "CE" & "AFV's".

158.43 Add: "Regardless of the outcome, infan
try attacking a vehicle in CC, must remain in
melee in that hex if opposing non~passenger in
fantry occupy the same hex."

161.66 Insert: "unbroken" between "armed" &
"infantry". Change "in LOS of an enemy" to
"entering/exiting in LOS of an unbroken
enemy" .

162.22 Delete "44.1".

164.2 Add: "Normal smoke DRM's apply. A
separate Acquisition DR is required for each SW
in the hex which the unit wishes to acquire.

164.44 Add: "A scrounging DR cannot be at
tempted more than once per turn per side."

167.11 Add: "+ 1 Gun changed CA"

167.2 Add: "and RCL's" to EXC.

169.12 Change "adding" to "subtracting".

169.2 Delete "Same" from chart.

169.5 Insert: "or DFPh" between "MPh" &
"provided" .

169.54 Delete: "in an adjacent hex".

170.6 Insert: "may enter even a stone rubble hex
and" between "hex" & "qualifies".

170.7 Change "ground level" to "single story".

171.26 Delete: "level hit (145.42)".

172.3 EX Insert: "at the firer's option" between
"hex" & "For".

174.24 Add: "Units at treetop level are not elig
ible for Infantry Height Advantage, but units on
a rooftop are."

175.24 "(167.4)" to "(167.2)".

175.32 Add: "other than the crew and any
directing leader which fired it" between "fires"
& "is".

The new RBG, and the analysis of these
ratings, can be found in the A valon Hill
Philosophy column of this issue. The considera
tion oj G.I.: ANVIL OF VICTORY. since this
new title dominates the chart, has been integrated
into the AH Philosophy. An abbreviated form of
the RBG will return to this page in the next issue.



Our issue featuring STRUGGLE OF NA TlONS
-Vol. 19, No.5-drew raves all around. Indeed, it
proves to be the best rated issue in over three years
(since Vol. 16, No.1) with an overall rating of 2.75.
Whether this is due to the Napoleonic theme, to the
mixture of articles devoted to the old and the new
(WA TERLOO and STRUGGLE OF NA TlONS), to
the mix of tactical and strategic (WOODEN SHIPS
& IRON MEN and WAR & PEACE), or simply to the
joy of the SL community at having four new
scenarios to chew, it is most gratifying. The ratings
for the individual articles of this issue- based on a
random sampling of two hundred responses with
values of "3", "2" or "1" assigned to the first,
second and third choices of those responding-are
as follows:

PLAYING BOTH SIDES OF THE ELBE 304
WS&IM OF THE LEVANT. . . . .175
SQUAD LEADER CLINIC. . . . . . . . 175
NAPOLEON'S WAR AT SEA. . . . . 115
PRO-FRENCH NAVAL STRATEGY 110
BRITISH NAVAL STRATEGY. . 103
NAPOLEON'S MARSHALS. . 95
VIVE L'EMPEREUR. . . . . . . 60
THE COMPLEAT DIPLOMAT 31
LOGISTICS OF THE STRUGGLE 21
AH PHILOSOPHY. . . . . . .. . 11

. .. and the Hittite artificer, Gutenkunst
subIawalla, did fall upon the forces ofPharoah and
fattened them and laminated them and did cut
them to pieces . .. With that, most readers would
surmise that Richard Gutenkunst has again worked
his magic in offering top-quality counters of a re
cent variant that has graced these pages- in this
instance, the AL variant entitled "Ramses II" (Vol.
19, No.4). These laminated counters will be sentto
those who forward to Mr. Gutenkunst the sum of
$2.00 a set, plus a self-addressed, stamped
envelope. Mail check or money order to Mr. Richard
Gutenkunst, Box 3301, Traffic Station, Minneapolis,
MN 55403.

Politesse is the newsletter of the extremely ac
tive Dale City (Virginia) "telephonic" DIPLOMACY
organization. Devoted to club news and reports of
completed games, the' zine serves the interests of
DIPLOMACY gamers in the Northern Virginia and
Maryland region. Currently, a Metro-DC area
telephone game is being organized, with turns
called in weekly to the gamemaster. In a unique
departure, the editors of the 'zine offer subscrip
tions for any duration and price the subscriber feels
is fair. Those readers residing in the Mid-Atlantic
region searching for something out of the ordinary
are urged to contact Mr. Ed Wrobel, 3932 North
Forestdale Avenue, Dale City, VA 22193.

The third annual Northeast Gaming Association
Playoffs (NGAP) are now complete. This is the an
nual team-gaming event, utilizing the Association's
Team Gaming rules (3rd edition available for
$2.00), which involves many of the best overall
gamers anywhere. Among the six games utilized
for the 1982 competition were SQUAD LEADER,
VICTORY IN THE PACIFIC, WOODEN SHIPS &
IRONMENand RUSSIAN CAMPAIGN. The finals of
the NGAP were won in convincing fashion by the
Southeastern Massachusetts Gamers, pitted
against the Mid-Hudson Valley Games Club. Their
victorious four-man team was comprised of Seth
Owen, Mark Fastoso, Joe Medeiros and Pete
Landry. Plans are being finalized for the 1983 com
petition, with scheduling to begin in August and the
finals to be played in December. A $10.00 entry fee
will be imposed for each four-man team. The
specific games which will be featured have not yet
been announced. Those interested in learning more

Infiltrator~s Report
of team gaming or in placing a team in competition
are requested to contact Mr. Jeff Cornett, Com
missioner of the NGA, 11 Robert Frost Drive,
Shelton CT, 06484 (203-929-6147). Finally, the
NGA plans a meeting a coincide with ORIGINS in
Detroit to consider extending these playoffs to en
compass the Midwest.

After almost a year of negotiations, Avalon Hill
has acquired the rights to distribute Chaosium's
popular fantasy role-playing game, RUNEQUEST,
and its line of play-aids and supplements. The
agreement requires Chaosium to develop a third
edition RQ for publication by Avalon Hill in early
1984. The new edition is to be followed by quar
terly publication of new supplements, which will in
itially combine new game material with re-edited
material from previous publications. The Avalon Hill
editions will all have a new boxed format.

RUNEQUESTwas first introduced in July 1978
as a softcover book. Since then, the game system
has been available in hardcover and boxed set ver
sions. Its second edition won a 1979 Strategist
Club Award for outstanding game design.

The 1983 edition of the Black and Blue Book is
now available. Containing almost three times the
number of entries as the 1982 edition, it is an in
dispensable aid for the serious student of the
devious world of DIPLOMACY (over 300 FTF and
PBM players in California are listed by name, ad
dress and telephone number, along with brief sum
maries of the state's eleven DIPLOMACY 'zines
and their publishers). The BBB uses a unique cross
reference system based on telephone area codes
and postal ZIP codes to help players make local
contacts when searching for opponents. The BBB
is available for $2.00, postpaid, from The Institute
of Diplomatic Studies, Box 8416, San Diego, CA
92102.

In Redondo Beach is a group of active and
talented game enthusiasts, styling themselves the
Random Wargamers. Their regular club 'zine, The
Random Wargamer, is an effort that would make
many others envious. It contains club news, infor
mation on their official playtests, articles and
reviews of new games and news of the hobby.
Those residing in the area interested in top-notch
play are urged to contact Mr. Charles Crain, Editor,
The Random Wargamer, 2413 Mathews #b,
Redondo Beach, CA 90278.

It is obvious that many players of STRUGGLE
OF NA TlONS suffer from an excessive attack of
the elan that brought Napoleon low. Of the
numerous entries to Contest No. 111, but six
agreed with Mr. Zucker's opinion that the best
French strategy is a defensive one. This is not to
say that the French merely sit in their initial posi
tions to accept the Allied onslaught; the occupation
of key defensive terrain and adjustment of lines is
necessary. Bernard Wodzinski came closest to
recognizing that superior French play in the
Dresden Scenario demands an "offensive, elastic
defense". The following are awarded their Mar
shal's batons: Roger Daene, Detroit, MI; Scott
Hess, Hooksett, NH; Bill Lagle, Cedar Rapids, IA;
Danny McCarthy, Phoenix, AZ; Tom Scholle,
Eldon, MO; and Bernard Wodzinski, Pittsburgh, PA.
And Ruth Glaspey is awarded an Honorable Men
tion for her lengthy and well-considered justifica
tion for selecting the offensive-even if it is wrong.
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In Contest #112, the Japanese player faces an

almost incredible plethora of fine options. From the
surprising placement of the Allied patrollers, it
seems obvious that the American player has decided
not to attempt control of the Japanese Islands, but
is instead striving to guarantee a draw by seizing all
areas worth POCs to him with patrollers and
defending them with raiders. [Note that the New
York was inadvertently listed as under repairs at
Pearl; in point of fact it enters play on Turn 9 at
Pearl. Although this error has no effect on the solu
tion, apologies are tendered for the confusion.]
Simultaneously, the Allied player must insure that
the Japanese gain no POCs. As the readers will
have noticed, this is precisely the situation faced by
the Japanese player in our current Series Replay
(which resulted in a draw). To now win, the
Japanese player need merely retain control of any
area or deny Allied control of any area in addition to
that of the ,Japanese Islands (which the Allies can
not control without patrollers)!

Thus, the Japanese player may commit large
forces to the Japanese Islands or Indonesia as
patrollers, with substantial reinforcements as
raiders (c!'lrtain to bring the massive Allied fleet out
from Lae); or he may go for control of a region the
Allies have little interest in (the Central Pacific or
Indian Ocean) -although this too will bring a descent
of Allied raiders en masse; or he may commit a large
force of raiders at one point to break Allied control;
or he can attempt to block Allied control in num
erous areas, placing his opponent on the horns of a
dilemma - but in so doing diluting his own force and
risking loss of all piecemeal. In point of fact, all are
good strategies. However, the third option above is
virtually foolproof.

Where to take on the Allies? Where else-the
Aleutians. Given the placement of the Allied forces,
the Aleutians are the one area on the board that can
be reached by the bulk of the Japanese at
Yokosuko and not by the Allies at Lae. This gives
the Japanese player the balance of power at this
one crucial point. To dilute the Allied effort and
distract the Allied player, some effort must be
made during the patrolling phase. The forces in the
Philippines are the perfect sacrifice given your
future move. Thus, send a ship to the Indian Ocean,
another to the Central Pacific, a couple patrol
Indonesia itself, and the rest steam to the Japanese
Islands. Meanwhile, the 22nd AF joins the
Japanese Island force and the 25th and 26th AFs
annoy the Allies in the Marshalls. The Kure Marines
will go to the Marianas. The rest of the fleet, in
cluding the two reinforcements, remain in reserve
(remember that at this point you don't know that
the enemy is ignoring the possibility of a win by
ignoring the Home Island). You have covered all
bases, laying the foundation for control in a number
of places (including the important Japanese
Islands). The reaction of the Allies (as described by
their placement) allows you to ignore the Japanese
Islands now, and send your fleet from Yokosuko to
the Aleutians. The forces you have committed can
easily eliminate the RAAF. If the American fleet
shows up (only ten ships maximum against your
eighteen, including the monsters) and a night battle
is determined, odds are that most of the American
carriers will be sunk on the first round. Even if a day
battle results, the odds (still better than your
chances of surviving any massive action with the
Lae force) greatly favor downing the RAAF on the
first round. This alone makes the IJN advantage
overwhelming.

Thus, the answer for Contest 112 hinges on
the commitment of a minimum of 16 ships to the
Aleutians. The dispatch of the other ships, the
Marines and the air units is a matter of little import,
as long as these are aimed at diluting the Allied con
centration of force.



OPPONENTS WANTED OPPONENTS WANTED OPPONENTS WANTED
Reliable novice adult (37) wants unraled pbm AZ,
FE, PB. TRC. Not a fanatic. Honor system die
rolls. Finl five accepled. Details negotiable.
Forrest Opper, 80x 81607, College, AK <)9708,
(907)479-2768

Wallllos~someoneelse5faceacrossthelable.

JuS! so marlY times I carl play myself before I
figure OUI how to beal myself. Desperate! SL,
COl. COD. Russ Clodfelter, P.O. Box 1108.
Eagle River, AK 99577,(907) 694·5170

Ftfopponentswanled for SL, COl, COD. Willing
to learn others. Only 15, but [play mature. Not
Area raled. Jay Zuclow, 2061 Counlryc1ub Dr.,
Flagstaff, AZ 86001,526-2269

Area llOO+ needs pbm opponents for PB, PL,
TRC. Also flf SL gamelles and most AH games.
Mature opponents only. I'm illlerested in any
dubs. William C. Wilson, 13035 N. 18th PI.,
Phoenix, AZ 85022, 971-3975

13 yr. old needsnon-raled pbm opponenls forSL.
Will also play GE, 00'77, GOA or VITP, need
syslems. Andy DeLaix, 7921 Tuscany Dr.,
Tucson, AZ85741, 297-6514

18 yr. old Area provisional 1500 is moving away
to college. [need new opposition! Ftfor pbm.
Willing to play anything! Lellers only, please.
Max Pruden, 18412 Fleelwood A,·e., Castro
Valley, CA94546, 581-1892

Area 1480Prov. seeks rated pbm3R'81, AK. All
leners answered. Lee C. Glacser, 1CXX>6 Bon Vue
Dr., Elcaion, CA92021

Experienced SL, COl, COD, G[ player seeks ftf
opponents in Santa Barbara area. Phil Seymour,
6615 Trigo Rd., Goleta, CA 93017, 685-6872

DIP pbm game openings in "Embassy Whispers"
'zinc. For info send SASE to: Roger Lewis,
1709'1< S. Bonnie Brae Sl., Los Angeles, CA
90006

Adult player liredofirresponsible flakes. Desire
raledopponenls for fun games, winorlosc,lothc
finish. PL, PB, WSIM, COl. No kids please.
Kevin Kinsel, 26213 Via Roble, Mission Viejo,
CA92691,(714)830-2939

Area raled 1000 or less. Pbm opponenlS wanted
for AK, Old BB, B8'81, D-Day and T8. For fun
PAA. Marcel earbonncau. 1824 S. Broadway,
Oeeanside,CA92054

Area 1600 + opponenls wanted for pbm
COI/COD/Gl. I have good pbm system. You
choose scenario-I'll choose sides. Alsosecking
flfopponents for above-rated/unrated. Chuck
Wannall, Jr .. 1250 N. Menlor #14, Pasadena. CA
91104.(213)798-6819

Wanted, players for CIV, GJ. AlW. FT. John
Wilson, 1418 Gordon #3, Redwood City. CA
94061,(415)364-6350

Anyone want to play pbm W&P? Play any side,
any scenario, any opt. rule. Dirk Sauer, 3244
Libbyway,SacramenlO,CA95821

Aduhavg.playerseeks3RopponentsinS.F. Bay
area. Where arc lhe wargame clubs in S.F., CA?
Wrile: QM3 Kent A. Amor, USS Kiska (AE-35),
FPOSan Francisco, CA966?0

23 yr. old wants ftf opponenlS for 3R, GOA, SL,
WSIM. Area 1200 prov., rated or nOI I'll play.
Dale Hawkins, 26g Kenilworth A,·e .. San Leandro.
CA945n, (415)430-8094

Adult (25) looking for flfopponents. Wil1ingto
play or learn most A H games. Own 24 AH games.

.Looking for friendly game play. Will travel.
. Frank Lucas, 112 Vista View, Vacaville, CA

95688,448-8369

Pbm AL, WSIM. James John Myers, 15345 Hart
SI., Van Nuys, CA 91406, (213) ?87·9639

14-yrs. old average gamer looking for flfop
ponents of same experience in Arvada area for
3R, SL, STAL. Will consider pbm. David Miller.
6055 Queen St., Arvada, CO 80004

Buy,sell,tradeciassicandotherAHgamesdircclly
with other players. A national computerized
system. Send SASE for details: The Game Ex
changc c/o: 10hn Farewell, 61 Midland Ave.,
Slamford,CT06906,(203)327-0919

15 yr. old new resident desiresflfopponent for
W&P, 1776, FT, plus 40 others. Any clubs in
BrowardCounty? Mark Wilkens, 7521 NW 42nd.
Dr., Coral Springs, FL 33065,(305) ?52-6382

Wanted: Adult pbm opponenls. Will answer all
letlers. Amaveragetogoodplayer, TRC, PL, PB.
Ftf SL, COl, COD. Rod Marchese, 5540
Washington SI. #110B, Hollywood, FL 33021.
(305)963-3042

22 yr. old gamer needs flf action in the
Melbourne, FL area-raled or unraled SL, COl.
COD,GI, 3R, BB'81, TRC. Scoll Keck, 307 Friel
Rd., Palm Bay, FL 32905, (305) 124·8161

Flf opponent wanted SL, COl, COD, GJ, in Pen
sacola area. Will learn other AH games. Frank
Tozier, ?15S N. 9th Ave. Apt 102E, Pensacola,
FL32504, (904)478-4688

Opponents wanted for SL, COl, COD, GJ, in Sl.
Pete area. Am nOI rated. Have all games men
lioned, Bob Mac[ntyre, 6810 21st. N., SI.
Petersburg, FL 33702,(813) 522·8812

Area 1200 seeks rated or unraled pbm (ifap
propriate) or flf WSIM, CIV, DUNE, SST, etc.
wiJi learn or teach! Jon Walkins, l?6O Bayview
Dr., Sarasota, FL 335?9, (813) 955-9025

Atlempting 10 arrange SL. COlwurny for greater
Chicago area. Sometime in middle Augusl. Send
SASE ASAP 10: Roberl Wilt, 3609 S. 53 Ave.,
Cicero,IL60650, (312)652·1388

Opponents wanled for AH war games. Will try
any. Also. infoongameclubinCarbondale,lL.
Dennis Williams, 40? N. Market SI., Sparta, IL
62286,(618)443-4227

Area 1500 provo seeks 1400+ players for rated
pbm games of PR, STAL and TRC. Also raled
pbminSL if you have system. Steve Gore, 4199
10hnson Rd., Boonville, IN 4?601, (812)
89?-4288

Looking for average 10 good opponent for pbm
3R. I'm new 10 pbm. Send opening Polish setup.
Bob Stadclmayer, 1929 Lima Lane, FI. Wayne,
IN 46818,(219)4g9-5863

Area 1200 provo Pbm STAL, WAT, DO, FE,
BB'81, TRC. FlfaboveplusGE'/1, VITP, WAS,
SIS, MID. Raled pbm, Ftf or fun of it. Phil
Byers, 5014 Kirkshire, Soulh Bend. IN 46614,
291·2240

Area 1600+ seeks flf, pbm opponents for SL,
COl, COD. Need not be rated. Rules/scenarios/
sides on agreemenl conlact. Roger Fowler, 406
Market Apt. 1/6, Emporia, KS 66801, (316)
343-6963

Seeking ftfin Central KY, for BL, FT, GOA, PB,
PL, TRC, SST, 3R, W&P, WSIM. Your place or
mine. John C. Chenauh, Rt. I Box 378, Finch·
ville, KY 40022, (502) 834-?879

Aduh gamer, experienced in complete SL series,
seeking flfin same. Don Clouse, 102St. Francis
Cl., #13, Louisville, KY40205, (502)4S1-8357

Seeking mature and exciting paTlnerinterested in
adult wargame experiences. AW, BS, JU, MR,
TAC, UFO, WQ. Steve E. Lowther, Norway
Cir., AUgUSla, ME 04330, (207) 623-8655

Opponents wanted for: Flf or pbm, AIW, PB,
PL, TRC, BL, AK, VITP, GOA, 1/76. Also look
ing for flf play of: SL, 3R, WSIM, GE. Kevin
Grey, 2F Gage Rd., Annapolis, MD 21402,
?57-5012

KM, CIV, CM, GSL, GL. Willing to learnolhers.
Alan Niedermayer, 206 E. 251h SI., Balio., MD
21218,243-4062

Three Baho. area W&P players want to meet three
olhers for campaign gllme. We want only unbiased.
serious yet fun games. Flf. ASAP. GOA, 1/16.
Louis Sheehan, 3430 Leverton Ave., Ballo., MD
21224,522-0535

Need flf garners in Northern P.G. County. No
fanlasy or children please. Looking 10 expand
club. Play WWII games. Kevin Combs, 11225
Old 8allO. Pike, Bellsville, MD 20705, (30!)
93?-2495

Wanted area aduh garners for flfplay in WSIM,
l??6, RW, GE, CH, AK, DO. Walter Beall, Jr.,
2/7 West 51h St .. Frederick, MD 2l?01, (301)
662-0502

AdullgamerseeksopponentsintheGailhersburg
area. Have SL, COl, SUB, LW, WAS. John
Manioli, 19667 Club Lake Rd., Gailhersburg,
MD 20879,(301) 869·3841

Need pbm opponents for TRC. I prefer to pia)'
Russia, no optional rules. Also flf 3R, CAE,
1/16, FE. All lellers answered. Area rated
l?05CDF. Brian Sutton, I Scomda1c Ct.,
LUlherville, MD 21093, (301) 828-6597

Two beginner adull CIV and WQ players seek
Olher adull non-smoking opponents. Jim Slaggs,
P.O. Box 1616, Rockville, MD 20850, (301)
424·1218

Any garners in Maryland? I would very much like
10 learn games. I would like to play AK. Brill
Rife, 1940 Briggs Chaney Rd., Silver Spring, MD
20904,384-8338

Wanl adull ftf opponents D.C. area. Prefer
operalional level but will play wide range,
particularly AZ, 1776, CAE, CL, VITP. Michael
Sincavage, clo Ed Ward, 1401 Blair Mill Rd.
NlOO4, Silver Springs, MD 20910, (301) 58?-1208

Adult novice age H seeks another adull wargamer
for ftf in Classics only, such as AK, BL, BB,
STAL. John MOdu8no, 23 Albany Cir., Beverly,
MAOI915,921-0633

Area rated 9OOprov. looking for pbm rated aclion
in PB, PL, TAC, BL. Will flfothergames, raled
only. Richard M. Horn, 14038 Fairmounl,
Detroit, M148205, (313)526-2481

Conflict garners of western Michigan seek mature
war garners for friendly competition. Gel organ·
ized! M. Bates, P.O. Box7091.Grand Rapids, MI
49507,241-4823

12 yr. old gamer seeks opponents for SL, COL
COD, GI in soulheastern Michigan. Douglas
CreulZ, 8290 Chamberlain, Lambertville, MI
48144,856·2301

The Raco Resort is looking for a few good
garners. Pbm honor system is manditory. 3R,
WAS, AOC, DO, AIW. Raco Resort, Box 15,
Raco,MI49778

TR players where are you? Looking for rated or
non-rated players in any area. Possible pbm
or club formation. Contact: G. Rose, 45433
Kenmore, Utica, MI 4808?

27 yr. old looking for experienced adull for
friendly ftf WIP, GOA, 3R, SUB, many others.
Will pbm AZ, area applied for. Any clubs in area.
leff Scholz, 2860 Taft Apt. NI2 S.W., Wyoming,
MI 49509,(616) 538-4488

Adultraled 1500 prov. seeks rated opponents for
PB or PL. I have PB war gamers guide, PL
varianl kit. Anthony L. Gray, Box 376, Buffalo,
MO 65622, (4l?) 345-1222

Non·area raled looking for pbm BB'81, STAL,
FE, W&P. Am 19, have II yearscxperience.Soon
10 be in KC area, any clubs? Chris Earls, S837 S.
Lakeshore Dr., Springfield, MO 6580?, (4l?)
8g?-0237

4yrs.experience, sickofsolalaire,haveSL, COl,
COD, G[,1/76,GL,GOA, TLD, LW, TRC, 3R,
W&P, WSIM. Prefer flf, will try pbm. Dennis
Maki, 514 113th Ln. N.W., Coon Rapids, MN
55433,(612)755-4818

Area 1200 needs pbm opponents for PB, TRC.
Also SL if you have good system. Paul Moe, 4928
Park Ave., So., Mpls., MN 55417

COl, COD, DO, FR, GE, G[, PB, PL, SL, 3R,
W&P. Ray Kelly, 5417 Reynolds St., Omaha, NE
68152,(402)S?I-5428

Opponents wanted for ftf games of SL, COl,
COD, GI, 3R, DO. TRC, AK, in Ihc vicinity of
Northern Ocean, Southern MommoUlh counties
of Nl. Bill Sosnicki, 415 Brick Blvd., ApI 34A,
Bricktown, Nl08123

I am seeking opponents in my home area. Bored
Veteran gamer seeks challenge in W&P, Vacant
lhrones nccdsoverign rulers! Mark J. D'Ulisse,
1023 Chelten Pkwy., Cherry Hill, Nl 08034, (609)
429-8407

Beginner seeks pbm for BB, DO, TAC, WSIM,
olhers. just for fun. Sam Kramer, 15 W. Front
St .. Florence, NJ0851g

Holmdel wargamers meet Friday night for mull i
player Tactical games, SL, AF, elC. Also com
puter wargaming day once/month. No rules
lawyers. Bil Newmann, 6g0 N. Beers st.,
Holmdcl,Nl0/730, (201)734-2571

Any garners in Linden area? Am 15, area rated.
FlfSL, SUB, BIS, AF. 3 yrs. experience. Henry
Golabek, 2713 Oakwood PI., Linden, Nl 01036,
925-56?9

Adull pbm 2nd Ed. TRC, lSI Ed. BB. Ftfmany
old, new AH. Area rated. Ed V. Spilker, 8?31
Radburn Dr., Baldwinsville, NY 1302?, (315)
638-1?61

I? yr. old seeking opponents for flfFT,SL,CO[,
COD, G[. FE. 3R, W&P and TRC. 4 yrs. ex·
perience. Edmund Ulseth, 961-?OSI., Brooklyn,
NY 1122g,680-4157

SL, COl. COD, GI, pbm desired. Area or nolo My
ralingapprox. 1000 DGJ. All replies answered.
Mike Slack, 8g17 Healh Rd., Colden, NY 14V33

loin S.G.L.I you'll never be wanting for op·
ponenls again. Club meetings Thurs. 7-12 p.m.
Waterloo 1[, Mineola Blvd., Mineola, N.Y. FOt
info. call 516-379·2947. Tom Spirito, 22? S.
Bayview Ave., Freeport, NY 11520

Serious WWll types wanled for flf SL, COl,
COD, GI, TLO. Desperate 19 yr. old. Will try
pbm. All letlCrs answered. John L. Bucek, 520
West 122nd SI., New York, NY 10027, 222-1656

Average adult gamer. not rated,seeks flforpbm
SUB, PB, BL, need sySlems. Ftf only GSL. CM.
Seriousbulfunonly.limMarvin,36·2Lake Vista
Ct., Rochester, NY 14612, (716)663·1684

Adult pbm opponent wanled for W&P or Sl
move RW.I havesyslems. BruceAlIen, Rt. 7, Box
5B, Chapel Hill, NC 2?514, (919) 93Hl828

Wanted oPPOnentS for GI, COD, COl. MUSI be
Area rated 1650 or above. Pbm or ftf. Alilellers
answered. D.R. Munsell, 814 Hawlhorne Ln.,
Charlotte, NC2g204, (704)333-6433

Looking for opponents for BL, PL. Have pbm
for BL. [am a beginner non·Area raled. Warren
Howell, 921 10th St., S.E., lamestown, NO
58401,(101)251·1200

Adult gamer seeks ftf forSL, COl, LW, TRC. I
have weekends free, can travel locally. Dale
Miles, 21 Joyce Add. Box 156, Minot, NO 58?01,
(l0I)g52-191O

Pbm PB #21, AZArea rated, faSl, reliable. Mike
Ecklart, Rd. I Box269, Germansville, PA 18053,
?67·1759

Mature opponent wanted for pbm AZ, BB'8!,
DO'??, FE, LW, PZ. TRC. MUSI be Area raled
and willing to play campaign lenglh games to
competition. John S. Galvin, 1033 Ritner S1.,
Phila., PA 1914g, (215)389·7260

Mature opponenl wanted for pbm AZ. BB'81,
oO'n, FE, LW, PZ, TRC. Must be Area rated
and willing to play campaign length games to
completion. Rich PePe, 805 POrter SI., Phila.,
PA 19148. (215) 389-1066

Experienced flf opponents for: SL thru GI, CM,
GL AF. DL, KM, CAE, 3R. W&P. Ask for AI or
Scott. SCOtt Kannenzind, 2231 McMonagle Ave.,
Pitts., PA 15216,343"2018

SL. RB, WQ, COl, TAC, WAS, OH. Keith E.
Lesh, 30? N. Greenland, Elida, OH 45807, (419)
339-4481

29 yr. old gamer with limiled experience looking
for casual games of FT or SST. Chris Puza, 5218
Homewood Ave., Maple Hts.. OH 44137,
4?5·5053

Wanted opponenls to play DIP, TRC, 3R and
olher political military games. Will play DIP,
pbm. David Smith, 28374 Nandina, N. Olmsted,
OH 44O?0, (216) ??9-O583

Area 900 prov. player seeks rated or unraled pbm
game of DO using honor system. Will only play
Area members. Jonathon Barlow, 1711
Rockydale Rd., Cave Jct., OR 9?523, 592-3617

Opponenls wanted ftf. SL, COl, FG, 3R, pbm
TRC, BL, SL, COl using your system for latter
two. William Combs, Rt. I Box 123-5, Cassall,
SC29032

Area rated 1500 provo seekspbm opp. 1200+ PB.
Sit. 1·25. Also flf in MB area. Mike Rickman,
106O-A Redwood St., MBAFB, Myrtle Beach, SC
295??,(803) 238-5517

Wanted Area pbm opponenls for TRC 1400
to 1650. Myraling 1500prov.CharlesChapman,
4802 Omeara, Houslon, TX 77035, (lJ3)
?29·?81?

Seeking raled or non-rated ftf games of TRC,
BB'81, CAF. Raled 12?O, will travel up 10 60
miles. Kennelh Tucker, 1514 40th, Lubbock, TX
?9412, (806)747-8200

Adult wants pbm BB'65. all optionals but one
way traffic. using honor system. Non·rated.
Want fun oUlofgames. Norman MacDonald, 750
N. Bonham Ave., San Benito, TX ?8586

Wanled flfopponents for SL, COl, COD, GI for
fun. Rate myself avg. Will teach syslem to
newcomers. John Loth, 1266 Magnolia Lane,
Herndon, VA 22070, (703)4?I-079/

Area 1565 wants rated TRC against German rated
15151. Kursk scenario. Standard 2nd Ed. rules
plus 26.8 (weather roll per impulse). Michael
Crowe, 7659 Sheffield Village Lane. Lorton, VA
22079, (703)550·/431

Mature adult looking for above average opponent
for FE, TRC and olher sele<:t games. No be'
ginners please. Flfonly. Randy Heller, 2175 N.
HerilageWay, Oak Harbor, WA9g2??,6/5·165?

Slruggle of Nalions, NAP ftf in north Seanle.
Have area 10 leave game scI-Up. Chris Hawkins,
P.O. Box 45398, Seallle, WA 9glO5, 524-0943

Malure but enthusiastic adult (26) seeking same
for ftf SL, COl at first, then COD. Gl. Looking
for fun and friends not blood. Andy Mazur, 3626
Fremont Ln. N.1I2, Seatlle, WA98103, 633·2869

Average gamer, 31, new 10 area seeks pbm for
WSIM using General Vol. Ig #3 rules. W&P also
but need pbmsyslem. Raymond Sand, 251? 1st
Ave. E, LaCrosse, WI 54601, (608) 783-4621

Provisional 1200 seeking area rated pbm game of
DD,OR,MD, TAC,OD, flf. WillalsoplaySLftf
unraled. Ken Latus, W2?ON89O Joanne Dr..
Waukesha, WI 53186,(414)544-5353

Wanled:Generals Vol. 14, Nos. 1,5,6and Vol. 15
Nos.I,2,4,5,6in fair to excellent condilion wilh
all inserts. Must have Generals, name your price.
James Crawley, Box 69/, Bonnyville. Alberta,
Can. TOA OLO, (403) 826-5269

Opponents wanted Ftf, AOC, BB, CL, FE, KM,
LRH, TRC, 3R. Year old veleran gamer. John
Mensinger, 1550Avenue.Dr.. Penfield,Apt. 901,
MontreaJ,QuebecH36IC2,(514)93?-O?40

COLLECTORS
CORNER

Wanled: out of print AH games. Also wanted ob
jeclive Allanla, Shenandoah and Viva Espana.
All inquiries will be answered. Howard R.
Christie, 43 E. HoUSlon Ave., Montgomery, PA
1??52,(71?)54?-1082

For sale: AH games and Generals, V.7 NO.3
through V.ll No.2 plus V.15 Nos. 2,4,6. Send
SASE for details. Eric Cumfer, 1055 Putnam Dr.,
Sarasola, FL33580. (813) 351-35S3

Wanted: out of print General magazines from
Volumes 10 10 14. Prices paid according 10 the
magazines'eondilion,payingevenmoreforcom
plele volumes. Steven Domzalski, 8337 S. Karlov
Ave., Chicago, IL60652, (312)582·3784

Many games, magazines, miscellancous, for sale/
trAde. All good/excellenl condition. AU lellers
answered. Send SASE for complele list. Many
colleclor's ilems. Old Generals wanled. Bill King,
1517 5th Ave., S.E. Cedar Rapids, IA 52403,
(319)366·2036

Would like General issues upto Vol. 18 No.5,
especially Vol. 15, No, I, Vol. 12, No.6, or Vol.
12, No. l. Brilt Rife, 1940 Briggs Chancy, SHver
Spring, M020904, 384-8338

For sale: Managemenl, AH's old business game.
S20. Also, other games for sale. Send SASE for
list. Gregory Gubirosa, 1918 74th St .. Brooklyn,
NY 11204, 159·5436

Games for SalelTrade! Avalon Hill, 3M, Ballle
lineClassies! List"'3nowavailable(SASEplease).
I have what you wanl! H.M. Levy, P.O. Box
197-G, Easl Mcadow, NY 11554

Wanted: C&.O/B&Oexcellelllcondilion. WiHpay
530 + and trade excellent 00'61 with 00'65/77
or mint Origins I TB with 2nd Ed. paris. Robert
McPhee, 509 William St., Rome, NY 13440

GUAO Near mint unpunched units, board ex
cellent, two slighl lape repairs back, boxtop
slightly worn, S125 Min, bids dose three wccks
after first received. Albert Thomas, 120 Kimberly
Dr. W.,Syracuse, NY 13219, (315)48g-1943

Trade my dispatcher for your C&O/8&O.
Anchors, 2024 Walnut SI., Durham, NC 2??OS

Want 10lrade 1914 game in VGcond. for Liddel
Hart's book Great Captain's Unveiled in same
condo Also Irade AH Civil War for AL Mike
Hopper, 30 JameSlown Dr., Cinti., OH 45241,
(513)7??-I039

For sale: 1914 highest bidder-minimum S30;
alsomanyolhers for sale; send SASE fordelails;
also pbm chess. Bobby G. Stepp, 1907 Solera Dr.,
Apt. C, Columbus, OH 43229, (614) 895·2128

Balliefieid Integrity tables for all SL series
scenarios. Send SASE for info and price list. BreIt
Byers, 630 Wynorofl Lane, Lancaster, PA, (717)
394-2619

For sale: Guada1canal AH wargame perfect. All
pieces, score sheets, instructions, etc. Best offer
over S6O. R. Crowell, RD #1 Box 758, Towanda,
PA 18848, (117) 265·326?

Help! Want 10 start a dub in South Central Texas.
Yoakum area. Anyone interested call. Paul Trolla,
205 Coke, Yoakum, TX 77995, (512) 293-6049

For sale: Guada1canal complete except no dice, 3
American counters missing. S80.ooor beSl offer.
Kevin Hobson, P.O. Box 15927, Seatlle, WA
98115,(206)525·5859

The "Opponents Wanted"
advertisements appearing on this
page are inrended as a service to the
readership of this periodical. This
service will continue so long as cer
tain editorial regulations are adhered
to strictly, The editors of The
GENERAL reserve the right to excise
any part oforan entire advertisement
should these not befollowed,

Want-ads will be accepted only
when printed on the appropriate
form or a reasonable facsimile. Such
must be accompanied by the appro
priatefee. This may take theform of
uncancelled us postage; note that
foreign postage is not acceptable. No
refunds of this fee will be made, even
should the ad not be printed due to
failure to conform ti> AH policies,

GENERAL BACK ISSUES

* Only the following GENERAL back issues are still available. Price is $2.50 per issue plus 10070 postage
and handling charges (20070 to Canada, 30070 overseas). Maryland residents please add 5070 state sales tax,
GENERAL postage coupons may not be used for this or othef non-game orders. Due to the low quantities
of some back issues we request that you specify alternate selections should your first choice be unavailable.
Below is a listing of each issue by subject matter; game abbreviations are \talicized and found in the

Opponents Wanted ad insert in this issue and article types are identified as follows: H-Historical
Background, DN-Designer's Notes, V-Variant, SR-Series Replay (sample game), S-Strategy.
Q-Questions, P-PBM (postal) systems, Sc-Scenarios, A-Analysis. The largest (feature) articles are
always the first one lisled in each issue, Those issue numbers printed in red indicate one·color reprints of
previously out-of-print issues. *
12-2: TB-H, ON; BB-V; BL-V; PB-SR; PL-ON; STAL-S; AZ-Q
14-2: KM-S, H, P, ON, V; AL-SR; SL-ON
14-3: AIW-H, ON, S, Q; TRC-S; 3R-S; STAL-SR; WAS-V; PB-Sc
14-4: VITP-ON, V, Q; 3R-S; RW-V; STAL-SR; JU-P; 1776-S
14-5: SL-H, A, ON, Q; WS&IM-A; TRC-S; MD-S; SST-S; 3R-S
15-2: PL-V, Sc; STAL-V; 3R-V; DD-ON; RB-S; VITP-S
15-3: AOC-S, A, ON, Sc; TRC-V; 3R-V; SL-V; WAS-V
IH: COl-A, ON, S, Sc, Q; WAS-V; AIW-S; SST-Sc; PL-V
16-1: AZ-Sc, S, ON; 3R-S; NP-S; PB-SR; 1776-S; DIP-S
16-2: BIS-A, Sc, H, ON, Q; PB-SR; AK-S; 1776-S; WS&IM-S
16-3: PL-A; WAS-S, H; TB-Sc; COI-SR; 1776-S; MD-V
16-4: MR-A, V, ON, Q; COI-S; 3R-S; TRC-SR
16-5: TRC-S; SUB-Sc; SST-S; WAS-S; PB-V; RB-V; NAP-S; COD-Q
16-6: DUNE-A; DIP-V; OS-V; AZ-ON, Sc, SR; PB-A, PBM
17-1: W&P-A, ON, V, Q; 3R-S; COl-S; MD-V; COD-A; MR-V; LW-S; WAS-SR
17-2: COD-A, Sc, Q; WAT-Sc; VITP-SR
17-3: AK-S; 3R-S; COD-S, Q; AF-A, ON; TRC-V; VITP-V; COI-SR
17-4: FE-S, P, ON, V; MD-V, Q; COI-SR; VITP-S; 1776-Sc; WQ-A; SST-V; NAP-S
17-5: CM-S, V, Q; RW-V; SL-V; STAL-V; PL-S; 3R-S, SR; CAE-V; KM-S; MR-S
17-6: STAL-S; WS&IM-V, Sc; WAS-V; 3R-SR; SL-S; TLD-Q; CL-S; VITP-S; TRC-S
18-1: FlTW-A, Q; BIS-S; SL-S; DUNE-V; DIP-S; AK-A; PB-SR; AL-S; W&P-S
18-2: AF-A, Sc, Q; AK-V; 3R-ON; TB-V; SL-S, Sc; AIW-V; VITP-S; DIP-S; DD-S
18-3: GOA-S, ON, V, Q; AOC-V, Sc; AK-S; VITP-V; SL-S, Sc; WS&IM-SR, P; DIP-S
18-4: GL-H,V,A,Q; SL-Sc,A; LW-V; W&P-SR; AOC-S,P; FE-V; WAS-S; AK-S
18-5: 3R-S, A, V, ON, Q; SL-S, A, Sc; TRC-V; TB-V; RW-V; CL-A; DUNE-V
18-6: FT-A, Sc, V, ON; VITP-V, Q; MD-S, Q; SOTN-A, Q; SUB-Sc; BL-V
19-1: SOA-A, V, ON, SR, Q; TLD-A, Q; 3R-S, Q; DWTK-ON; TB-A
19-2: BB-H, Sc, S, ON; TLD-A, Q; SL-V; 3R-S; SOA-SR
19-3: GSL-A, Sc, V, SR, Q; DIP-A; RW-Sc; GE-V; 1776-Sc; LRT-V, Q; SL-A
19-4: ClV-A, V, ON; CM-V; DIP-A; GL-V; AL-V; TR-Sc; WQ-Sc; SL-A; 3R-S, Q
19-5: SON-A, S, H, Q; W&P-S, Q; DIP-A; WAT-V; WS&IM-Sc; SL-A, Sc
19-6: VITP-PBM, SR; 3R-V, Q; DIP-A; FT-V; BIS-V; NW-A; SL-A, Sc; SUB-V, Sc
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WHAT HAVE YOU BEEN
PLAYING?

CONTEST NO. 113

2. _

Top ten lists are seemingly always in vogue these days, Whether the sub
ject is books on the Best Seller List, television's Nielsen ratings, or even
games, the public never seems to tire of seeing how their individual favorites
stack up numerically against the competition. Our preoccupation with this
national pastime is almost akin to routing the home team on to victory every
Sunday. So to further cater to your whims (and to satisfy our own curiosity)
we unveil THE GENERAL's version of the gamer's TOP TEN,

We won't ask you to objectively rate any game, That sort of thing is
already done in these pages and elsewhere. Instead, we ask that you merely
list the three (or less) games which you've spent the most time with since you
received your last issue of THE GENERAL. With this we can generate a con
sensus list of what's being played . .. not just what is being bought. The
degree of correlation between the Best Selling Lists and the Most Played List
should prove interesting.

Feel free to list any game regardless of manufacturer. There will be a
built-in Avalon Hill bias to the survey because you all play Avalon Hill games
to some extent but it should be no more prevalent than similar projects under
taken by other magazines with a special interest-based circulation. The
amount to which this bias affects the final outcome will be left to the in
dividual's discretion.

The games I've spent the most time playing during the past two months
are:

• ~~~~+~

50¢

-4-

5b. Play Balance

6. Authenticity

7. Game Length

7a. Basic/Shortest i· ~
7b. Advanced/Longest C:>..'.

1983 >=:>
8. Year of Publication .......................~..............~...
Opponent Wanted

READER BUYER'S GUIDE
FREDERICK THE GREAT $12.00
The Campaigns of Prussia's Soldier-King

INSTRUCTIONS:
Rate each category by placing a number

ranging from 1 through 9 in the appropriate
space to the right (1 equating "excellent"; 5,
"average"; 9, "terrible"). EXCEPTION: Rate
items 7a and 7b in terms of minutes necessary
to play the game. in ten-minute increments.
(Example: If you've found it takes two and a
half hours to play the basic scenario of
FRANCE 1940, enter "15" for category 7a.1
For an explanation of the categories, refer to
the AH Philosophy of Vol. 19, No.4. Sub·
categories are indicated by italics. Enter
ratings only forthose categories relevant to the
game in question. Note that AH's ratings for
Complexity and Year of Publishing have been
provided; do not rate these categories.
1. Overall Value

2. Components

• 2a. Mapboard

• 2b. Counlers

2c. Player's Aids

3. Complexity

3a. Complexily

4. Completeness of Rules

5. Playability

5a. Excitement Level

1. Want-ads will be accepted only when printed on this form or a facsimile and must be accom
panied by a 50il 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 (out 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 prim name, address, and phone
number on the appropriate lines.
4. Please PRINT. If your ad is illegible, it will not 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 your entire collection, list only those you are most
interested in locating opponents for.
Afrika Korps-AK, Air Force-AF, Alexander-AL, Amoeba Wars-AW, Anzio-AZ, Arab
Israeli Wars-AIW, Assault On Crete/Invasion Of Malta-AOC, Bismarck-SIS,
Blitzkrieg-BL, Saltle Of The Bulge-BB, Caesar Alesia-CAE, Caesar's Legions-CL,
Chancellorsville-CH, Circus Maximus-CM, Civilization-CIY, Cross Of Iron-COl,
Crescendo Of Doom-COD, Dauntless-DL, D·Day-DD, Diplomacy-DIP, Down With The
King-DWTK, Dragonhunt-DH, Feudal-FL, Flat Top-FT, Fortress Europa-FE, France
40-FR, Freedom in the Galaxy-FG, Fury In The West-FITW, Gettysburg-GE, G.!.: Anvil of
Victory-GI, Gladiator-GL, Guns Of August-GOA, Gunslinger-GSL, Jutland-JU,
Kingmaker-KM, Legend of Robin Hood-LRH, The Longest Day-TLD, Little Round
Top-LRT, Luflwaffe-LW, Machiavelli-MA, Magic Realm-MR, Midway-MD,
Napoleon-NP, Origins-OR, Outdoor Survival-OS, PanzerArmee Afrika-PAA,
Panzerblitz-PB, Panzer Leader-PL, Rail Baron-RB, Richthofen's War-RW, The Russian
Campaign-TRC, Samurai-SA, Squad Leader-SL, Stalingrad-STAL, Starship
Troopers-SST, Storm Over Arnhem-SOA, Struggle of Nations-SON, Submarine-SUB,
Tactics 11-TAC, Third Reich-3R, Titan-TT, Tobruk-TB, Trireme-TR, Victory In The
Pacific-VITP, War and Peace-W&P, War At Sea-WAS, Waterloo-WAT, Wizard's
Quest-WQ, Wooden Ships & Iron Men-WSIM.

RALLY PHASE

PREP FIRE PHASE

MOVEMENT PHASE

DEFENSIVE FIRE PHASE

ADVANCING FIRE PHASE

ROUT PHASE

ADVANCE PHASE

CLOSE COMBAT PHASE

Ten winning entries will receive certificates redeemable for free AH
merchandise. To be valid an entry must be received prior to the mailing of
the ne.xt C EN ERA L and include a numerical rating for the issue as a whole
as well as list the best 3 articles. The solution will be announced in the next
issue and the winners in the following issue.

Issue as a whole ... (Rate from I 10 10, with 1 equaling excellenl, 10 equatink terrible)
Best 3 Articles

NAME PHONE _

ADDRESS _

1._----------------------
2. _

3. _

NAME

CITY STATE__ ZIP _
AODRESS _

CITY STATE ZIP _



SQUAD LEADER'S AIDE

No Wind Breeze Gusts
1-3 4 or 5 6

xl x2

Mud/ Wet Moist Moderate Dry Very Dry
Snow
I 2 3 4 5 6
-3 -2 -I 0 +1 +2

WIND
FORCE
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Fire DRM

ENVIRON

DR
Kindling DRM

Type of Environ: S=Snow, M=Mud, W=Wheatfield, o = Orchard, #=Environmental DRM.
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ACCESS#
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BATTERY

BATTERY

D
D
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ODE TO
PANZERBLITZ

The dawn had cast its shadow o'er the plain.
The engines hum, their mighty roar Is felt.
The guns are set like eagles taking aim;
As treads start pounding, earth begins to melt.
With speed and skill and Infantry arose.
The monsters came with God-defying speed.
The men were set to beat this mighty foe,
Afalse Idea In which they had believed.
The first tank In the column was destroyed.
The shells were coming from the side unseen.
Commanders moved their tanks as to avoid
Destruction that would terminate their means.

Then Victory was set with the final kill.
I'm glad 'twas just a game from Avalon Hill.

By Gerald McVey & Thomas Meadowcroft

EDITOR'S CHOICE
AWARDS

This issue marks the beginning of Volume 20 in the life of The
GENERAL. It is time once more for the editors to offer their nominations
for the best articles of the past year. The winner receives a lifetime subscrip
tion to The GENERAL, in addition to a $100.00 bonus. Please vote for
only one of the nominees and vote only if you have read all the articles
nominated. Eliminating those articles written by paid AH staff members
from consideration, we have the following articles to select from:

o THE LONGEST DAY, AN OVERVIEW by Jim Burnett, Nos. I and 2

o BATTLE OF THE BULGE by Bruno Sinigaglio, No.2

o THEY SHALL BE PLAYTESTERS by Mark C. Nixon, No.3

o A QUIZ ON BASIC INFANTRY TACTICS, ANSWERS by Bill
Nightingale, Nos. 3 and 4

o PLAYING BOTH SIDES OF THE ELBE by Steven McHenry, No.5

o VITP PLAY BY MAIL WITH SIMULTANEOUS MOVEMENT by
James Lutz, No.6

o DIPLOMACY IN THIRD REICH by Larry Bucher, No.6



I micl"ocom~utel" games®
a division of

The AVALON HILL Game Company
. 4517 Harford Road, Baltimore, MD 21214

FOR ORDERING ONLY: TOLL FREE 1-800-638-9292

Cassette For: Diskette For:

ATARI ATARI
GAME GAME COMM. 4/800 TRS-8D 4/800 IBM
TITLE NO. PRICE 64 12DOXL 1&111 1200XL PC

T.G.I.F. 45701 20.00 64K 40K

45253 25.00 40K

Computer 41501 '16.00 64K 32K

Football 41551 21.00 32K

Strategy 41553 21.00 32K

41554 21.00 64K

Computer 43051 30.00 48K

Diplomacy 43054 •

New Additions: Just Released!
Commodore 64 Arcade Games: Moon Patrol, Flying Ace

Coming August 1:
B-1 Nuclear Bomber for Timex/Sinclair, and TI99 cassette, $16.00
Completely redesigned B·1· Nuclear Bomber for V!c-20 & C64, $16.00

HOT!: Commodore 64 Telengard and Redesigned Nukewar
TRS-80 Color & Atari VC cassette
Commodore 64 Deluxe version of Computer Stocks and Bonds

T.G.I.F.
(Thank Goodness It's Fridayl)
Welcome to T.G.I.F, a fun party game (1 to 4
players) re-creating a typical week in the lives
of the working class. MONDAY comes hard with
bills due. TUESDAY is lottery day; buy 3 tickets, if
you feel lucky. WEDNESDAY (hump day) may
bring you windfall profits, or go out like a bump.
THURSDAY is investment day, tempting you with
boats, timber rights, and land; do you dare
take the chance? FRIDAY comes, T.G.I.F, and
that means PAYDAY. SATURDAY brings a treasure
hunt worth digging for. SUNDAY is the day of
rest. but is that what happens?

Computer Diplomacy
A computer simulation of Avalon Hill's classic
board game of the same name. It's the turn of
the century, and the world is preparing for WWl.
A solitaire or multi-player game in which each
player controls one of the major
powers-Germany, Austria, Hungary, Turkey,
Russia, Italy, England and France. The goal is to
spread your influence and control over other
territories, with diverse methods, from diplomacy
and palitical strategies, to back-stabbing and
psychological intimidation.

Parthian Kings
Feudal civil war is coming, and many nobles
are declaring themselves king of Parthia. The
whole situation is wide open for a brilliant
commander, a great strategist, and a leader of
men, for YOU!!! A 1 to 4 player game, in which
you create, buy and command your own army,
and use a great wizard, to do your bidding and
casting of terrible spells on your enemies. A
brilliant world of pageantry and conquest
awaits you with PARTHIAN KINGS.

Fortress of the Witch King
Enter the Fortress of the Witch King, realm of a
dark and mysterious lord, whose slightest whim
gives you great treasures or plunges you into
deadly combat with the vicious hacker. Your
quest is to find the arch ruler and slay him, thus
gaining the orb, scepter and crown, and
releasing the land from his thrall. But beware,
there are conditions to be met and battles to
be fought. Your small band of scouts and
warriors will be in constant danger, for there are
others who will not hesitate to raid and steal,
seeking the same rewards. So if you are ready,
come ... the WITCH KING waits!

Diskette For:

APPLE ATARI
GAME GAME 11,11+ 4/800
TITLE NO. PRICE lie 1200XL

S.C.I.M.- 44552 26.00 48K

M.A,R.S.

Paris In 44753 35.00 48K

Danger

T.A.C. 46052 40.00 48K

Parthian 45652 25.00 48K

Kings

Fortress ofthe 46152 25.00 48K

Witch King

Paris in Danger
A simulation of Napoleon's 1814 campaign in
France. One of Napoleon's finest, against the
Invading Allied Armies. (Austrian, Prussian and
Russian). You can choose to take the role as
Napoleon, Commander Schwarzenberg, or play
both sides to re-create the actual campaign.
PARIS IN DANGER is unique, in that it allows the
players to compete on both the strategic and
tactical levels, on a full-color scrolling map of
France and surrounding countries.T.A.C.

An acronym for Tactical Armor Command.
Avalon Hill's Microcomputer Game of Armored
Combat during World War II. You control
individual tanks, anti-tank guns, and infantry
squads. For one or two players featuring
outstanding Hi-Resolution graphics, enhanced
sound, and stimulating challenge. Five different
scenarios are available from Meeting
Engagement, Rear Guard, and Static Defense
to Breakout and Stalemate. The players control
up to eight vehicles, guns and squads
simultaneously, utilizing the equipment of either
the German, British, Russian or American forces.
A simulation for the most demanding
wargamers. Alarl. Commodore, IBM versions
available later this summer.

Computer Football strategy
The action is animated, on a large scrolling
football field: watch the quarterback drop back
to pass, as the defensive players move on the
intended receiver. You have offensive and
defensive formations to choose from, as a
detailed timeclock ticks away. This is truly
Football's Best.

S.C.I.M.M.A.R.'S
(Surface Contra-Gravity Individual Manned
Mobile Anti-Vehicle Raiders) ..
A game of gladiatorial armor combat in the far
future. Heroes drive personal combat vehicles
more akin to modern jets than tanks, with
immense speed and acceleration. It is combat
of maneuver, reflex and quick thought, where
only the best survive.



mil--The Avalon Hill Video Game Company
4517 Harford Road, Baltimore, MD 21214

FOR ORDERING, CALL 1-800-638-9292 TOLL FREE

'mI!"
Finally, Video Games

that really defy boredom!


