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Take it from me (a$) ] 
this game's m h g !  

----- 

Shakespearean Chesl ? NEW STRATEGY GAME FROM AYALON 
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. . . a losing vcnturc published bi-monthly, precty 
close to the first day of January, March, May, July, 
September and November. 

Thc GcncraI is tdited and published by The 
Avalon Hill Company almost solely for the cul- 
tural edification of adult gaming. (It alw helps to 
sell Avalon Hill products, tool) 

Artides from subscribers are considered for 
publication on a gratis contributory basis. Such 
articles must be typewritten and not exceed 700 
words. Examplm and diagrams that acwmpany 
such articles must be drawn in black ink, ready 
for reproduction. No notice can be givtn regar- 
ding acccptance of articles for publication. 

All back issucs, cxccpt Vol. l, Nos. 1 L 4, which 
arc out of stock, arc available at $1.00 per issue. 
Full-year subscriptions o $4.98. 

o 1966 The Avalon Hill Company, BaItimore, 
Maryland. printcd in U.S.A. 

THE GENERAL 
Avalon Hill's Consumer Ts s t  Panel  

,av, i t  beautiful rating (ofierwise,  Guadaltanal Jungle Tactics 
we wouldn't even have considered pub- 
lishing i t )  and i t s  introduction recently by John E. Dotson 
a t  the American Booksellers Convention 
created a fantastic degree of interest .  As  those of you who have gotten your 
This was highly encouraging especially copiea of Guadalcaaal have no do& 
since we didn't have anything to show discovered, the tournament rules wn-. 
them except the prototype. So encour- ceraiag jungle ~ b r i b a t ~ p ~ e s e n t  the play- 
aged were  we that our sa l e s  department 
decided not to wait until Fdl to intro- 
duce i t  to the public as originally garnp., juet k k  tKe" 
planned. Instead, the game will be the generals  soma 
available this month, duly, on a f i r s t  
come, first served basis. 

obvious 6f +these 
To Retail for  $6. 98 play your cardb 

Shakespeare will be displayed in al l  
of the better  bookstores and department 
stores.  Those who wish to order di-  
rectly f rom Avalon Hill should send 
$6.98, adding 65$ special delivery if 
you wish rush  shipment. Subscriber 

Cover Story.. . orders will be given priori ty and 
shipped immediately on the re lease  date 

Shakespeare Game Set in J U ~ Y .  

As cer ta in  members  of our Test  for Summer Re'ease Panel exclaimed.. . I1youl11 hecome 

A t  sometime or other prob- enchanted with works 
ably heard  of a feuow named Shakes- that ~ ~ ~ ~ ~ ~ ~ ~ g ~ ,  
peare. Heis dead now - -  but h is  works l4 executions* '9 murders 

will live forever,  (Would you believe 6 and 26 Other of amiscellaneous 

more  months?) nature..  . "thrill  to the telling of such 

The concept of this game revolution- 'lays as Titus Andronicus which is 
izes the entire industry, the scene execution- 

We think of this new concept a s  " sugar - victims are pre tb the empress 

coated" education where players can baked in a pie' " lgne ' r n ~ s ~  &z, continuou s . 
enjoy themselves in the pursuit of cul- Truly, a grea t  game for  family fun. 
ture. Le t ' s  face i t ,  Shakespeare can  be 
a ra ther  d ry  subject..  .but not when i t  ing.a,unit 'cm We edge of, 

is reduced to the format  of a game that 
can be played on various levels of sk i l l  Advertise Yourself.. . 
and knowledge. Shakespeare is actually square, sad *a<$, leaving it up to 

3 garnes in one, beginning with the M~~~ of you have obtained new op- to attack b r  withdraw in h i s  turn, 
basic game that requi res  no knowledge p,n,,t, by advertising in the opponents 
of Shakespeare whatever, graduating Wanted Section of this magazine. 
to the tournament version designed to hip z6ne of control does not 
shake down the self- styled Shakes- Several have gone one step fur ther  the jungle, while ywrs  does 

pearean buffs. and advertised right in the games them- to the clear terrain. When 
selves. By slippinga note into the games yea rnhould first be sure that  

Includes al l  P lays  on the s tore  shelves, they have been 
able to make acquaintances with poten- 

Play of the game cen te r s  on Shakes- t ial  new purchaser s of Avalon  ill 
peare ' s  most famous quotations and games. F r o m  an idea f i r s t  presented 
knowledge of h is  characters .  A 5 z-page by S g t .  Louis Zocchi, ~ v a l o n   ill h a s  

booklet that Comes with the game in- printed up announcements that a r e  now 

cludep synopses of al l  37 plays  plus available to subscribers for this pur- 
interesting bits of historical information pose. The forms simply state that the 
on the period in time ,-overed by the purchaser of that particular game should 

Plays. Abiographyof  the great  bard, s u c h a n d s u c h a  Personi f  
himself, i s  also included. (Great  for  he knows of no one e lse  who plays 
students flunking English Lit). Avalon Hill Games. 

Naturally, the game i s  exciting to These 3" x 5" announcementa a r e ,  
play. Believe i t  o r  not, the play of the f r e e  of charge t o  subscribers.  . . to get 
game invokes the s a m e  tactical and a stack simply send u s  a standard en- 
strategical thinking that is required in velope containing your name and ad- 
our s e r i e s  of battle games, symbolic dress and f i r s t  c lass  postage. Make 
of this i s  the fact  that  the game includes sure you specify "Announcements" on 
actual che sspiece B as playing pawns. your o rde r .  
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can no longer hold Henderson they 
should evacuate as quickly a s  they can 
and end the game before the U. 5. play- 
e r  gets  toomany points. The U.S. play- 
e r  in h i s  strategy should deprive the 
Japanese of those 7 points p e r  turn a s  
long a s  possible. If the American makes 
taking Henderson expensive enough when 
the bulk of hi s  fo rces  a r r ive  t he re  will 
only be some mopping u p  to do. A r ea l -  
ly good defense should deny the airf ield 
to the Japanese completely. 

Whether Henderson Field i s  taken 
by the Japanese or held by the Marines 
frequently turns on the use each player 
makes of his art i l lery.  The Japanese, 
especially, should attempt to eliminate 
a s  much of the American ar t i l le ry  a s  
possible. It i s  disheartening, to say 
the least ,  to see  your 3 to 1 attacks 
dwindle away to 2 to 1, o r  1 to 1, o r  
worse under an effective defensive bar -  
rage. Admittedly, it is tempting to put 
your a r t i l le ry  to work on those big 
piles of units where there  i s  a chance 
to eliminate a l a rge  number of combat 
factors in one turn ,  but you will lose  
more  in the long run if you leave y o u r  
opponent's a r t i l le ry  intact. I have a s -  
sumed your e n e m y  has  had enough sense 
to keep h is  a r t i l le ry  units  in small  
stacks. If he hasn't,  then so much the 
better, you can really pour i t  to him 
then. Don't forget  to engage ar t i l le ry  
to make them fight a s  infantry if you 
can. You may eliminate some and even 
if you don't you have deprived your op- 
ponent of their  use for that turn. This 
advice applies to the American com- 
mander too, but i t  is harder  for him to 
follow since he frequently must  use h is  - 
guns to stop dangerous Banzai at tacks.  
The Optional Tournament Rules give 
the Jap a n  advantage which he should be 
quick to use: most of the Japanese a r -  
tillery units have a longer range than 
most of the American Arti l lery,  enabl- 
ing them to engage in counter-battery 
f i r e  without receiving any. 

In parting I would like to suggest 
that units should be required to appear 
when the Order  of Appearance cal ls  for 
it .  Guadalcanal a s sumes  as part  of the 
game that the naval campaign progres-  
ses  a s  it did historically. The Japanese 
could have had many more  troops on 
the island than they actually did, had 
they not been intercepted by the U. S. 
Navy. On the other hand, if i t  had not 
been for the Japanese Navy American 
supply and reinforcement would have 
been eas ier .  Since reinforcement was 
not up to the commanders on the island, 
i t  should not be optional for the players 
either. 

THE D-DAY THAT WAS: MOTES AND 
COMMENTS 

M r .  Fellows' a r t ic le  in the May, 

'66 issue of The General had the excel- 
lent i dea  of giving the habitually winning 
Germans of D-Day a r e a l  problem: to 
t r y  to do something with the original 
Nazi battle plan. 1 speak f rom expsri-  
ence, having t r ied i t  once I was quickly 
and thoroughly trounced. Even more  
realism than Mr. Fellows gives u s  i s  
possible, however. While the West 
Point Atlas of American Wars i s  good 
there  a r e  several  other sources the 
rea l  war game buff cannot afford to 
ignore. These a r e  the various official 
histories issued af ter  the war. They 
are based on exhaustive r e sea rch  by 
excellent scholars  and are the source 
of a wealth of detailed information. The 
best  a r e  The United States Army in 
World War 11, an enormous set ,  work 
on which i s  s t i l l  in progress ,  and - His- 
tory  of the Second World War, i t s  B r i t i ~ h  
counterpart. A Master  Index and Read- 
ers Guide to the U.S. Army in W . W .  I1 
can be obtained f rom the Superintendent 
of Documents, Government Print ing 
Office, Washington 25,  D . C . ,  a s  can 
any  of the volumes in the history (price 
of the - Index i s  75  cents) .  In addition 
the official h is tor ies  of the Canadian, 
Austral ian and N e w  Zsaland a r m i e s  can 
be very useful for  campaigns in which 
they were  involved. 

To supplement Mr. Fellows' a r t ic le  
I give below the  exact unit placement of 
the original German plan. My source  
w a s  the volume of the Bri t ish official 
history entitled Victory in the West, 
vol. I: The Battle of Normandy. (Map 
opposite p. 120) .  Some difference of 

placement will be noticed between M r .  
Fellows' a r t ic le  and mine. This seems  
to be due to a difference in opinion con- 
cerning how best to place the units on 
the stylized D-Day playing board. Nat- 
ural ly position8 given on a normal map 
do not f i t  exactly. 

EXACT UNITS: 

Static divisions: 

16LW - F-13 
17LW - R-30  
18LW- M-22 
47 - M-23 
48 - L-20 
49 - N-24 
148 - RR-25 
157 - LL-27 
158 - F F - 4 1  
159 - PP-47 
165 - K-18 
182 - M - 2 2  
189 - HH-30 
242 - TT-31 
243 - 0 - 3 4  
244 - TT-29 
2 4 5  - 0-27 
265 - X-42 
19LW Div. ,  which 

266 - U-40 
319 - Q - 3 5  
(actually stationed on 
the Channel Islands) 
326 - 0 - 2 5  
338 - 55-32 
343 - v-43 
344 - 0-25 
346 - 0 - 2 8  
347 - F-13 
348 - P-26 
708 - II-42 
709 - R-34 
711 - T-32 
712 - K-19 
716 - $-32 
719 - H-15 

(There  was a l so  the 
was in the process 

of being t ransfer red  to Italy, near Brus-  
s e l s )  

Infantry: 

Parachute: 

612 - optional, but as Mr. Fellows said, 
"stay around Brittany. 1 1  

3 - W-42 
5 -X-38 

Armor:  

2 - Q-25 1SS - M-16 
9 - QQ-32 ZSS - 0 0 - 4 0  
11 - LL-42 l2SS - V-31 
2 1  - U - 3 3  Lehr - Y - 3 1  
116 - T-28 

Panzer-Grenadier!  

T o  be nlaced as in A-H rules: 

Armor:  106 Bde. , 9SS, 49SS. 5155: 
Gren: 3SS, 15SS & 25SS - 

Headquarters: 

OBWest - V-27 1 - LL-44 
Neth - G-13 7 - Y-34 
B - U-27 15 - M-20 
G - RR-41 I9 - QQ-31 

In playing a gamebased on the above 
dispositions the Allied player should 
a lso  have to observe certain historically 
justifiable limitations. The North Sea 
and Bay of Biscay invas ionareas  should 
not be used. Actually they were  not 
seriously consideredbecause they were  
out of range of effective fighter support 
f rom planes based in England. To make 
the Allied player labor under the burden 
of history along with the poor N a ~ i  you 
might requi re  h im to make his f i r s t  in- 
vasion in Normandy, th is  should even 
the match considerably. John E. Dot son, 
212 S. lath,  Freder ick ,  Oklahoma. 

Bombing in D - Day 
b y  J a m e ~  Hales  

The opportunity to attack the enemy 
under the following conditions should 
not be miaaed. 

1. A stack of three units containing 
12 o r  more  defense f ac to rs .  

2. Attack of two units containing 1 0  
o r  more defense factors.  
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Note: In ei ther  attack if 1-4 is r e -  

ceived at l ea s t  10 defense factors a r s  
str iken permanently. 

Never attack a three  unit stack of 
9 defense factors o r  lower,  o r  any two 
unit stack of 7 defense f a c t o r s o r  lower: 
Needless to say you should never bomb 
a single unit. Both these ru l e s  should 
be waived however, if a n  operation or 
a unit is placed in jeopardy by them. 

Nonessential Attacks 

An enemy unit suchas a 7-7-4 should 
never be  attacked wantonly and without 
reason. It would be around l a t e r  and 
could thus be attacked a t  a t ime when 
i t s  removal would place a s t ra in  on the 
German l ine (he might have none o r  be 
hard put to get a replacement for  it .  ) 
This use  of a i r  power to snap a strained 
line (I  presume that a competent allied 
commander always keeps the German 
line strained even on the turn Re lo ses  
the game) is an intr ical  thought of ne- 
glected part  of the Blitzkrieg theory. 

A i r  Power At I ts  Best 

Thus, following these basic rulem, 
I advocate a landing in Biscay and the 
uae of two o r  three  a i r  at tacks to fend 
off la rge  enemy units which might move 
to intercept. Beginning on the seventh 
turn the Pas De Calais a r e a  ought to be 
softened up by bombing i t s  heaviest 
units. Pas De CaIais should then be 
invaded with the four other bombings 
held in reserve .  

This  plan, if properly applied, t ruly 
gives the allied player the "Best Of Two 
Worldsll. 

Operation Sandstorm 
b;,Gary M. Dziatko 

Operation lISandetorm" i s  a dese r t  
BLITZ for Blue in the game of =- 
krieg. It's purpose i s  a quick peaetra-  
tion of Big Red's borders.  In orde r  to 
succeed i t  must be ca r r i ed  out in an 
aggreaaiva mahner.  F i r s t  I will deal 
only with the *its that take part in the 
dese r t  operation. 

The following i s  the start ing set-up: 
l s t ,  Znd, & 3rd Mar. in sea zone A. 
Also place the l s t ,  2nd, 3rd  & 4th. Inf. 
and the 14th. TAG. The Mar.  units 
land at 0 0 - 2 3  and hold i t  as well as 
0 0 - 2 4  ( 2  units in 00-24).  The Inf. 
units and the TAC take City CC - 15 and 
on the next turn reinforce the Mar. 
units. (Do not forget  to keep a u n i t  in 
the city and keep the TAG a t  sea). 

S tar t  the 3rd & 4thArrnored units at 
L-6 and the 2nd & 16th at City G-4. 
These units take City U-11 then on the 
next turn move up the dese r t  road. 

The 17th, 18th, & 19th. L. T. units 
move f r o m  D-7 along with the 20th. 

L. T. & 1st. Armored which start at 
D-8 and destroy City M-14. On the 
following turn  f ly  12 factors from City 
M1-4 to City CC-15 and have them join 
the units that a r e  a t  the front. The r e -  
maining units in M-14 travel  by road to 
the action. 

City VV-25 must be taken a t  all 
costs!  I t  makes a good a i r  base and 
allows you to break-out in two d i rec-  
tions. You will be able to reinforce the 
operation by air and with a l i t t le  luck 
should be in Big Red by the 5th turn. 
Do not worry  about your supply lines 
because you have a steady flow of 
troopa coming in to the area.  

Concerning the rest of the units; take 
YELLOW* country and defend the home- 
land. Reinforce the dese r t  campaign 
a s  often a s  possible. (Air Force units 
should be sent. as soon as they have 
been used to get  yellow country. Also 
take GREENcountry as soon as you can. 

This operation is only a general  
idea. I have used i t  as I have presented 
i t  to you here and have had grea t  suc - 
cess.  Please  use i t  a s  i s  o r  with your 
own changes. Send comments to: 
Gary M. Dziatko, 139 Adelaide St., 
Hartford, Conn. 06114. 

-* NOTE: See March '66 '1General" 
for identification of minor countries by 
color. 

Operation Ungawa 
by Eric R. Shirner 

In the las t  two i ssues  of the General 
there  were several  opening moves for 
Blue inBlitzkrieg. Here i s  one for Red. 
It is not perfect, but i t  is a, good way 
for  ~ e d  to expand--fast. Ungawa makes 
capture of the two minor countries 
(white, in the North, and Black) adja- 
cent to Red a certainty, with a good 
chance of neutralfzing Green (between 
Lake Pinsky and Sea Zone C). Of course, 
the plan hinges upon Blue's f i r s t  move 
and Red's  necessary  reaction to it.  But 
if Blue i s  content with taking Yellow 
(bord-ing on Blue] and merely regroup- 
ing, and the l e a t h e r  holds, the entire 
plan i s  workable. If not, Red will still 
have W h i t e  and Black. 

In any Case ,  Ungawa, when success-  
fully completed, expands Red's supply 
capacity to such an extent that i t  i s v e r y  
difficult for ,Blue to eliminate Red units 
by capturing cities--They just cannot 
capture enough to make an airdrop 
worthwhile. Similarly, Red's supply 
lines a r e  diffused and difficult to cut. 
And Red i s  in a good position to smash 
through Brown (capital city HH3 1) and/  
o r  Green. F r o m  th is  position Red can 
drive overland o r  launch a n  amphibious 
assaul t  to ge t  a t  Blue; he must  wait and 
see what develops. 

Here  a r e  the recommended starting 
positions: 

Sea Zone D 4 rngr bns; 4 mar div~; 1 
f t r  wing. 
ccC29 3J4-4, 
DDD29 1/8-6. 
RRR39 1/4-4 airborne.  
EBB 33 2/4-4, 1 / 8-4-4. 
~ ~ 3 3 4  114-6. 
AAA38 214-4. 
AAA40 2 / 6 - 6 .  
FFF45 1/8-20 SAC, 1/6-6 a i r  assault ,  - 

RRR54 114-4 airborne. 
BBB54 114-4 airborne. 

XX45 314-4. 
TT45 114-4. 
SS45 214-4, 1/8-4-4. 
RR50 1M-4. 
QQ49 1/4-4. 
PP50 218-4-4, 11'4-4. 
0050 1/8-6. 
NN48 216-6,  2/6-10 mdm. 
NN49 216-6,  2/4-12 f t r .  

Sea Z ~ n s s  6,-D, o r  E, since the extend- 
ed attackleayes Red r e a r  areaa defense- 

& VY42 214-8 TAG, 1/4-12 ftr 

2/6-10 mdm, 3/4-12 f t r  attack 

1/4-4 airborne,  4 rng ra  attack 

of Green; otherwise use them to 

1/8-20 SAC CCC45. 

jump ort extra aupplies and put i t s  

tions are unknown. R e d  must use  ' 
intellect to adapt to ci~cumstanca. E 
R. Shimer, Illtckts MillRoad, M. R. # 
Bethlehem, Pa. 

by Michael C. Kohn 

On The Offenme 
B r i n g  the two decades of rela* 
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peace following World W a r  I a revolu- 
tionary concept in modern warfare  was 
created by England's Capt. Basil 
Liddell-Hart and perfected by Ger- 
many's C o l .  Reinz Guderian. The 
Blitzkrieg was not a new type of war-  - 
fare ,  but a novel technique for  bringing 
existing weapons into the field of battle 
with greater speed, ~ t r e n g t h ,  and su r -  
prise then was  previously possible. In 
this view then, a rmor  i s  basically a 
highly mobile art i l lery.  

To fully appreciate the decisiveness 
of the Blitzkrieg tactic, we must define 

- three new terms:  schwerpunkt, i r rup-  
tion, and aufxollen. 

- The Schwerpunkt & The ~ c h u s r p u n k t  , usually translated 
a s  t h r u s t p o i g t t c a ~ s d  a mass o r  center  
of gravity by the U. S. Army)  i s  most 
often aimed a t  a weak point in the 

6 enemy's defenses where a preponder- 
ance of power in a rmor ,  art i l lery,  and 

-? 

bombers converges to produce a deci- 
sive local superiority. It is the spear-  : ..... f a  m j o .  camp a:,.. the .... -., 

kzc shifting mass  which forces  the defender 
- to attempt to maintain moderate strength 

in al l  sectors and thus gains the element 
of surprise f o r  the attacker. 

p Irruption 
A favorite tactic among generals  

from Hannibal to Rommel was the flank 
attack which enabled the attacking com- 
mander to pit the bulk of hie force  
against the weak shoulder of  the enemy' 6 

line and t trol l  uprr  the entire front. But 
with the advent of the machine gun, which 
resulted in trench warfare and static 
defenses, the fronts were often several  
hundred miles long--effectively with no 

weak flank. The problem facing the 
commander of a blitz was to create 
weak flanks by piercing through a sec- 

' tion of the front with lightning-fast vio- 
lence. This breakthrough on narrow 
frontage i s  termed an irruption. This 
being the immediate goal of the schwer- 
punkt. 
Aufrollen 

When the a i r  power, armor, and 
art i l lery have created a hole in the 

1 enemy lines, and a r m o r  i s  irrupting 
through the gap in fo r ce  to enclose the 

. newly developed flanks in a pincers, a 
' critical situation once again threatens 
. the attacking commander. To keep the 
: blitz alive the attacker must  keep open 

a l ine  of supply to  his irrupting columns, 
i. e. he must prevent the defense f rom 
resealing the gap in  his lines. In addi- 

; tion, the armored columns a r e  suscep- 
tible to vigorous attacks on the flanks. 

These problems a r e  solved by a 
. maneuver called the aufrollen, l i teral ly 

rolling out. While the main body of 
P. armor  advances, penetrating deep into 

enemy held terr i tory,  smal ler  groups 
' 

depart from the main column a t  right 
k- angles i o  the direction of advance at 
- specified intervals, providing cover 
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for the flanks of the advancing a r m o r  the aufrollen maneuver from widening 
and preventing enemy f rom closing the the gap and protecting the flanks of the 
gap. AB a result  the defenders a r e  irrupting a rmor .  
forced to re t rea t  creating a deep pocket F o r  example: before the Brit ish fell 
in the line. This was most graphically back to the Alam Halfaya ridge at El 
demonstrated by the Battle of the Bulge. Alamein, they had positioned their  - .  
Tactics of the Gap and Pocket forces  in a checkeredline which suatain- 

Even when a pocket has  been formed edmaayattacks bsfore-numerical losses  
in the enemy's fxont the fighting does 
not become conventional, but a new 
schwerpunkt i s  formed and thrust either 
a t  the mouth of the pocket to widen the 
gap o r  deep inside the pocket in an a t -  
tempt to sever the defensive line. This 
la t te r  technique was used very success-  
fully during the Spanish Civil War. The 
procssB i s  repeated several  t imes until 
the front  finally disintegrates. 

Once the gap has  been formed, and 
a rmor  i s  proceeding to route the r e m -  
nants of the defense, mechanized infan- 
t ry  shock troops a r e  poured into the 
pocket to widen the gap and defeat in 
detail any surviving units. When the 
pocket i s  cleared of resistance,  s tat ic 
infantry  unit^ a r e  brought up to Occupy 
the ground gained. 

The Air  Pocket 
Strategic and tactical a i r  assaul ts  

often accompany an armored irruption. 
The a l e r t  commander, however, will 
not abandon the rest of the battle to the 
remaining ground forces,  but like the 
a rmor  below will fan out h is  bombers 
creating a pocket of dominated a i r  
space. This s e rves  two purposes. In 
addition to presaing the attack further,  
the wideningpocket of a?r  control inter-  
dicts the sector s behind the front line s 
making re$reat or relief of the engaged 
units difficult o r  impossible. 

Logically then the process i s  a s  fol- 
lows: The goal is a flank attack, the 
rnethod- -irruption. To achieve i r rup-  
tion, attack on narrow frontage is em- 
ployed. Concentration of force s enable s 
the commander to fight on a nar row 
front. The a im i s  concentration of 
forces ,  the method is organization, 
mobility, and surpr ise .  
On The Defense 

Whenever a new weapon o r  tactic i s  
developed, counter measures  a r e  soon 
found. So i t  was with Blitzkrieg. Capt. 
Liddell-Hart, in the early days of mech- 
anized warfare,  diagnosed the problem 
as one of preventing a devastating flank 
attack before res,erves could be brought 
'up. He devised the checkered line as 
a defenme against this  tactic. 
The Checkered Line 

Liddell-Hart1 8 defense, singularly 
adaptable to wargame s. consists  of 
placing small units checkerboard fashion 
behind a fortified line. Each unit sup- 
ports each of its neighbors. and also 
serves  as a built-in paratroop screen. 
Theee units serve  a s  delays enabling 
the defender to bring in r e se rves  in 
time to cut off the blitz. Most impor- 
tant of a l l ,  the checkered line prevents 

requiredretr 'eat  t o  the more easily held 
ridge. Rommel's inability to roll  up 
the frontby a flankattack has been ci ted 
as the reason for the defense's success. 

The Web Defense 
Col. F. 0. Miksche, shortly after 

the outbreak of the Second World War, 
proposed another defense--the web de- 
fense and counter-blitz. This defense 
i s  characterized by two parallel fort i-  
fied lines connected by transverse bar- 
r i e r s .  Thus a ser ies  of rectangular 
zones a r e  sectioned off and act  a s  a 
sleve, slowing the ra te  a t  which a rmor  
may penetrate i t s  nests  of mutually 
supporting f ire.  When the a rmor  does 
break through the f i r s t  fortified line, 
the front can' t  be rolled up due to the 
presence of the t ransverse  ba r r i e r s .  
The flanking maneuver i s  stymied and 
the a r m o r  is overextended, caught in 
a web of crossfire and prey to guerilla- 
like combat teams a rmed  with  anti-tank 
weapons. The time has come for a 
counterattack! 
The Counter-Blitz 

But where should the attack come? 
In the guerri l la  zone? No! This would 
be using strong a rmor  and air force 
r e se rves  against the powerful spear-  
head of the attack- -a most inefficient 
and costly deployment of troops. The 
counter-blitz should str ike in front of 
the gap formed by the original blitz 
rolling ac ross  the weaker infantry units 
attempting to widen the gap, and surging 
forward to  take supply centers in the 
enemy rea r .  The a rmor  in the guerrilla 
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zone is now isolated and must attempt 
to link up with reserves o r  be defeated 
in detail a t  the defender's leisure. 

Thus the initial advantage gained by 
a violently executed attack has been 
neutralized. The aggressor can  mini- 
mize the danger to h i s  supply lines by 
less rapid advance, but th i s  effectively 
takea away the source of the blitz's 
power. As is often the case, the tac- 
t ic 's  weakness i s  a direct result of its 
strength. Michael C. Kohn, 1900 Pen- 
dleston St. , Columbia. S. Carolina. 

What to do With 
Minor Country Troops 

by Joseph Antosiak 

The article in the March issue on 
troopa for the minor countries in 
BLJTZKRIEG was excellent. To save 
the Research & Design people some 
work (perhaps they can put this new- 
found time to use designing a World 
War I game?),  I should Like to propose 
the following as a starting point for an 
addition to the Battle Manual to allow 
for these new troops. 

I.  Rule (5) under "Minor Countries" 
i s  deleted. I t  i s  assumed that the 2 
factors formerly lost  by the invading 
country represented losses due to the 
actiona of the "invisible" army. 

2. The City Capture Table ia r e -  
vised as follows: 

The reaaon for making the invader 
fight for a city i s  that i t  i s  assumed 
that the people of the city will offer re-  
sistance if their army is not there. If 
unit8 of the minor army are in the city, 
the battle is reaolved as if i t  were any 
other, and this table is not used. Natu- 
rally, if one country allies itself with 
another, troop8 may pass freely through 
each other's cities. 

3. In addition, minor cities m a y  not 
be used by foreign powers for supply, 
air transport, etc.. unless: 

(a) The two countries a re  allies, and 
the minor country's "rulerl1 has given 
permission; 

(b) The invading power has captured 
d l  the cities in the minor country. 

4. Minor armies  receive replace- 
ments at the same times a s  major a r -  
mies, subject to the following: 

(a) A minor army may never exceed 
its first-turn strength. 

(b) The replacement rates in fac- 
tors-per-turn for each army are: YEL-  

LOW & GREEN 3 each; WHITE & BROWN 
2 each; BLACK 4. 

( c )  A minor country receives no 
more replacements after i t s  army i s  
completely destroyed (no cadre). 

5 .  Panzer-granadier units -, and 
armored cavalry u n i t s  may not. con- 
duct beach landing s. 

In addition to the rules, here a re  
some "helpful hintstt on playing with 
these new units: 

1. The WHITE units may be made 
on the rsvsr se side of BLITZKRIEG or 
MIDWAY units for; the GREEN, use the 
reverse side of mita  from most other 
games. Change BLACK t o  GRAY and 
you can make tbsira out ~f ordinary 
cardboard. For BROWN, t ry  using 
white squares with red lettering; for 
YELLOW, the same but with blue let- 
tering. 

2. For added interest, designate 
one or two of the YELLOW or WHITE 
infantry units as "desert" units. No, 
they don't deser t  when the fighting 
starts;  they are the only units whose 
supply requirements do not double while 
in the desert, and they move 1 extra 
square per turn when traveling cross- 
country in the desert. 

3. My last commentdeals with Scott 
Duncan's article, also in the March is- 
sue. on computing casualties. W h y  not 
add a rule to the effect that, when c a B -  

ualties go beyond a certain level, the 
people at  home start  complaining and 
transmit their dia satisfaction to th 
t r ~ o p s ,  who either d e ~ e r t  o r  defect? 
When casualties get too high, the com- 
mander would have to remove either a 
pre-determined number of combat fac- 
tors  (desertion), or twice that number 
(defection). Or the guilty commander 
could remove a certain number while 
the opposing comrnande r added that 
many to his own forces. 

Comments? Send them to Joseph 
Antosialc. 2715 Lalceview Cir. , Beau- 
mont, Texas 77703. 

How to Play Bismark 
Without Expending Energy 

by Lincoln Clark 
with Modifications by Mark Nicker son 

Admiral Lutjens, are you forever 
taking the deep six with your splendid 
vessel because your opponent8 uas 
crooked dice and peek over screens? 
If you nod emphatically yes, have hope. 
This article may permit you to las t  a 
few days longer. 

Around here, the Bismarck is quick- 
l y  clobbered by the British Admiral 
outguessing the German and deducing a 
pattern. Other than running away 
(which merely postpones the inevitable), 
the only way of preventing the British 
from deducing a pattern i s  not to have 

them one to twenty-five. Find a suit- 
able container with a lid and the job ie: 
done. Before you l ies  the equipmew 
de aigned to give you peace of mind a*. 
the British Admiral, headaches. 

To use this system, imagine 
Bismarck to be a t  the center of a 
five zones to a side, twenty-five squ 
in d l ,  In a given turn, the Bism 
can go to any of these she wishes, 
counting land squares. After a turn 
checked off, a ~ s i g n  each of thslwssi 
squares that the Bismarck can go to 
nurnbe r . 

Then shake the container thoroughly 
and pull out a card. There you have it, 

the British have only sevencapital &ips 

never even contact a capital shipdurin 
the entire game. Uwfortunately, i hav 
yet to aes this utopia come true. 

f rom the Battle Board quickly. In 

three battles. 

previous movements to tell him wha 
do. The best he can do is place 
ships in a blind pattern and hope 
Bismarck stumbles into a square 
he i s  in. 

polate the plot. If he concentrates, 
has less chance of finding the Bismar 

Mass.. (MN) 30 Lincoln St. , Watertown 
Mass. 
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by Tony Leal

Combat Results Analysis

For each of the basic odds divisions
there are 6 possible results. We may
now average the 6 numerical values to
get a combat value.

The standard combat results chart
for AFRICA KORPS, STALINGRAD, etc.,
may be analyzed by giving numerical
values to each of the results and taking
the average to get a combat value for
each of the basic odds divisions.

either the woods between QB and Nivelle s
or even further we st in the area between
Nivelles and Braine Le Comte. This
is playing right into their hands. Your
strength, mildly dissapated at first, is
further spread out due to the fact it's a
bit of a walk to Nivelles from Fleurus.
So as you get to the woods or the Nivel
Ie s- southwe st road, your force s are
chewed up bit by bit - defeat in detail.

My idea, strategically, is to attack
down through Tilly to where the east
west river intersects with the Thil
River and then to swing west and north.
Presto! No flank! Yes, I know, here
comes the rebuttals. You'll say the
Prussians are too strong to wipe out
when you head for Tilly. You'll also
claim that the 3- space pass at Tilly is
too small to allow a safe pas sage of
the bulk of your army. First the Prus
sianArmy, while being equal in infantry
artillery stacks (five IS-high stacks for
both sides, not counting the corps at
Marchienne au Pont and Gosselies) is
by no means equal in cavalry. You can
put up three 15-high stacks, while the
Prussians have to be content with one
13-high one. So when you join in battle
at Tilly (or slightly south of there)he is
(or will become) tactically flankless.
You can use a pincer movement with
your cavalry. His few cavalry pieces
will be quickly used up in delaying
action. Secondly, the 3-space at Tilly
is wide enough. If you defeat the Prus
sians at Tilly he will be able to hold you
up in the small pass with his cavalry
for a while-----but how much cavalry
does he possess?

Your opening set-up (all in stacks of
15 on the Fleurus- Charleroi secondary
road) should be in this order: cavalry,
infantry, infantry, infantry, cavalry,
infantry, cavalry, Imperial Guard, Nap
oleon. This lets your cavalry cut out
fast, but doesn't leave it out on a limb.
Your infantry should cross the river
as fast as possible. Reille's 2nd Corps
at Gosselies is to be used to cover QB
from an English break-out (highly un
likely) in the first four hours. After
four hours D'Erlon's 1st Corps will
take over the job, and the 2nd will be
free to either protect the flank or con
tinue all the way to Tilly.

You had better be a good tactician 
for Tilly is the tacticians' paradise.
Both armies join right in the middle,
with, of course, the French cavalry on
the Prussians' flanks. A poor tactician
can botch the whole operation by allow
ing too many powerful Prus sian units
to escape from the fir st battle of Tilly.
Don't attack until you can get your en
tire strength available at Tilly. A pre
mature battle means curtains for the
French.

There's one thing to watch out for:
that is some players get very panicky
should the Tilly battle require several

Combat Value

+2

- .33
+1.5
+1.5
+ .33

sum = + 5

5 -l(S)
1-1
3-1(S)
3-1(S)
2-1

Odds*

Most of us play WATERLOO tactic
ally, or, at best, grand tactically. I
used to do this. One night I decided to
look at WAT ERLOO from a strategic
standpoint. Here is the strategy I de
veloped:

The Allies (as I'll call the P-A-A)
have one supreme weakness - that is
the point at which their reinforcements
enter into the game. Most players for
get about Tilly and QB and head for

Other arrangements in this particu
lar battle may give a higher battle value
than + 1. If so, they should be followed
when fighting the battle.

It may be argued that a value of 0
for EXCHANGE is incorrect since an
exchange is advantageous for the side
which has units left over to capture the
ground. A small change in the table can
fix this. For odds of 1-2 or less, let
exchange = -1/2; for I-I, the 0 value
may remain; and for odds of greater
than I-I, a value of +1/2 may be given.

The battle value must not be com
puted over too large an area since a
soak-off on one part of the board will
cancel an automatic victory on another.
The value would be meaningle ss.

The method affords a good mechani
cal procedure for finding the be st way
to fight multiple-unit battles. It is, of
course, not practical to calculate every
possible arrangement of units, but in
play-by-mail games, a longer period of
time is available.

In the example above, there are 7
German units which could attack any of
2 Allied units and 5 which could attack
anyone of 3. This gives a maximum of
27.35 = 31, 004possible battles. (minus
a few since every allied unit must be
attacked at least once). It would take
too long to compute all of these, but
certain rules can be followed. 1) Get
as many surrounded battles as possible,
2) stay above 2-1 and 1-3 if possible
since these give the biggest numerical
jump on the table.

On to Brussells

total battle value = + 1

Now divide the sum by the number of
battle s.

by Ken Hoffman

*(S) = surrounded

-2

-1
o

+1

+2

value

Attacker

I, 20,7
554,562
2, 124
8,561,9,553
17

standard

example, I will analyze
in the September 1965
General". (Volume 2,

Contest No.9).

501
502
506
CCR
327G

Defender

AELlM
A BACK 2
EXCHANGE
D BACK 2
DELlM

re sult

A surrounded D surrounded

< 1-6

-2-2-2
1-6

-2 -1.83-1. 83
1-5

-2 -1. 66-1. 66
1-4

-2 -1. 5-1. 5
1-3

-2 -1.33-1. 33
1-2

-1.16- .83- .66
1-1

- .5- .33- • 16
2-1

- . 160+ . 16
3-1

+ 1+ 1+ 1. 33
4-1

+ 1. 33+1.33+ 1. 66
5-1

+ 1. 66+ 1. 66+2
6-1

+ 1. 83+ 1. 83+2
>6-1

+2+2+2

basic odds

As a specific
the battle given
issue of "The
No.3, page 7,

The battle value will also tell what
should be expected in the battle. For
example, a battle value of + 1. 6 should
yield most of the defenders back 2 plus
good chance s that a few will be elimi
nated.

It is now an easy matter to arrive at
the best possible way of fightingamulti
pIe-unit battle. Simply list all of the
odds and average their combat value to
get a total battle value. The arrange
ment which makes this total battle value
a maximum is the arrangement which
has the best possibilities of success.
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hours more  thanexpected. Don'tworry! 
You're hurting the Prus sians more than 
you're hurting your aelf. Also, instead 
of having a lot of little formations, have 
l e s s  b ig -ones - - -~o r t  of l ike the Army 
of Northern Virginia ! F o r  instance, 
use 1 cavalry stack to replace the losses 
of the other two. U s e  u p  some weaken- 
ed infantry to replace the l o s se s  of 
othere so you have a very  organized and 
compact army. This is important so you 
can bring a lot of strength to bear  on 
one turn. 

Pre t ty  soon the Allies will get out 
of QB and fal l  back to the line of the 
Genappe River. Once again, he can 
barely reinforce the Wavre f ront  so 
you continue to use your cavalry a s  a 
spearhead- - - confusing the Allie 8 and 
getting in their  way so they can' t  form 
a cohensive defense line. 

Once you've broken the l ine of the 
LaLaane River he ' s  had it. Remember 
---keep cool and you'll be in B n i s s e l a  
on June 19th. 

Any comments wi l l  be very  gladly 
received a t  my home address :  Ken 
Hoffman, 266 Carroll St., New Bedford, 
Mass. 02740. Attn: WATERLOO. 

Songstress Harriette Blake 
Plugs the Games 

How f a r  would you go for an Avalon 
Hil l  Game ? A mile? Two mi les  ? How 
a b u t  800 m i l e s ?  That's exactly how 
far Michael Blake traveled just to visi t  
Avalon Hill. 

"Some kind of nut," you say? 
Young Mr. Blake l ives in Chicago 

with his mother. Harr ie t te  Blake, whose 
singing c a r e e r  takes h e r  all over the 
country. But Michael p re fe r s  to stay 
in Chicago playing you-know-who se- 
games instead of making these t r i p s  to 
all of the big ci t ies  in the f o u r  c o r n e r s  
of the country. (Yes, we guess he i s  
some kind of nut. ) 

However, when Mrs .  Blake was 
scheduled for a Baltimore appearance 
in the Playboy Club, Michael decided 
that he must accompany her for the 
chance to visit the m a k e r s  of those 
gamea. 

Of course, we fe l t  f lat tered by i t  al l  
a s  we a r e  when anyone wishes to visi t  
our offices and plant. The l ud i c row 
pa r t  i a  that  there real ly i s  nothing much 
to see at a game-making place except 
the fun-filled aide tr ipe where one can 
watch the printing p re raes  chew up the 
troop counters and the shipping c l e rks  
manhandle the special handling pack- 
ages. 

Meanwhile, back at the Club, the 
big brasa  of Avalon Hill were enjoying 
a between- show^ tete-a-tete with 
Harriette Blake, h e r ~ e l f  {see pix. )Mrs .  
Blake turned out to be quite a charming 
chanteuase who found t ime to rave about 

Avalon Hill to her audience. 
Mrs.  Blake has an excellent voice. 

Her current  hi ts ,  "Turn Around Boy", 
and "Two of Uslf have gotten her sched- 
uled fo r  personal appearances on the 
really big TV shows. Her song-~tyling 
will make her quite a singing star of 
the future. Look for  her  soon. 

Also, look for Michael Blake who 
might just turn  up in your city search- 
ing f o r  a n  Avalon Hill opponent as fana- 
tical a s  he i s .  

BETWEEN SHOWS: The big b r a ~ s  a t  
Avalon Hill chatwith popular chanteus se 
Harriette Blake (with orange juice). 
Seated left to right a r e  Mr. & Mrs. A. 
Eric Dott, Vice-President, Mrs. Blake 
and Ted Wienert. 

A Walloping in Waterloo 
by Tom El ler  

Here i s  a French opening move for  
Waterloo which ensures  the capture of 
the heights in front of Quatre Bras, 
and, inevitably. QB itself. Below a r e  
the important movements for th is  ob- 
jective. 

Units: Start: Stop: - - 
6-4 LLZO DD25 
2-6, 3-6 LLZO BBZ7 
2-6 L L Z O  BB25 
6-4, 6-4 MM20 EE23 
5-4, 6-4 LL2 I EE22 
Three  5-4's 0 0 1 6  GG21 
Three 5-4's 0 0 1 5  KK19 
4-6, 3-6, 3-6,  PP15 HHZZ 

3-6, 2-6 

You will observe that the first move 
for all the French unita i s  not given. 
Only those unita participating in the QB 
attack a r e  shown. The r e s t  can be 
positioned and moved at the individual 
player's option. Here i s  the second 
turn.  

Units: 
6-4 
6-4, 6-4 
3-6 
2-6 
Three 5-4'5 
Three  5-4's 
3-6 
6-4 
5-4 

Start: - 
DD25 
EE23 
BBZ7 
BB27 
GG2 I 
K K l 9  
HH22 
EEZZ 
EE22 

Stop: - 
BB25 
AA2 7 
AAZ7 
AA28 
BBZ6 
DD23 
BBZ5 
BB25 
B 3 2 4  
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The cavalry group on HH22 can be 

employed on the QB front  if necessary, 
but should usually continue on i t s  way 
to the eas t  and end up on H30,  in support 
of the I Corps. The 5-4 on BB24 i s  
used for  a soak-off against AA25. It 
can be augmented with some of the 
cavalry. i f  necessary.  Units on 227  
and 228 can  be taken care of with the 
cavalry adjacent to them, and 8 8 2 2  can 
supply any additional soak-off units you 
might need. Depending on what the 
PAA player has done i n  his turn, you 
can ei ther  hit everything on AA26 at 
three to one. or  you can soak off again 
and smash one ofthe units at four or 
five to one (assuming there a r e  two). 
Thus the hilltop position is effectively 
broken, and the PAA player must con- 
tinue the battle, which i s  foolish ar 
well a s  expensive, or he must  withdraw. 
which is  bad for him a t  this ea r ly  stage. 
The other French units  should close in 
from the west. 

The French player should continue 
to push in the center ,  exploiting his 
advantage, with secondary drives 
through TiUy and Nivelles. The FAA 
player is by no means f in ished,  de~p i t e  
his  loss.  His l a s t  natural  defense line 
i s  the Genappe r iver ,  which must  be 
broken quickly. A capable opponent can 
slow the French advance to a crawl 
with 1-6 and 1-4 units, so all advances 
should be spearheaded by cavalry for- 
mations to help break  up and cut down 
on these tactics. Never pass up a n  op- 
portunity to attack the enemy a t  good 
odds. He cannot afford to take many 
casualties among h is  heavy units if he 
expects to put up a stiff- defense. Don't 
1st one portion of the front  outrun the 
o thers  o r  the enemy will most likely 
cave in your extended flank and chew 
up  your troops badly. Defeat in detail 
i s  the b ig  thing for the French to avoid. 
AB long as you can keep a fa i r ly  cohe- 
sive front ,  you a r e  doing fine. Drive 
down the road to B r u ~ s e l s  relentlesmly; 
never let up for  a moment. Your  best 
chance for  victory l i e s  in us ing  the de- 
fection rule. 

F o r  you FAA players, the best 
strategy i a  anavid  use  of the weak units 
for  delay. These  can be  conserved by 
the following method: Alternate thaee 
units with stacks of two 6 - 4 ' s  which 
a r e  accessible f rom only one square. 
F o r  example, on the first turn,  you 
can place a 1-6 a t  C C l 9  and DDIS, witb 
the 6 -4 's  at BB17, and another group 
of 6 - 4 ' s  at BB21. The French can only 
make snail's p r o g r e  ss at minimum coat 
to your self uaing th is  method. He can 
always attack a t  relatively poor odds, 
but sustained lo s se s  will slow blue 
progress  even fur ther  l a t e r  on. 

There  i s  no defense against the 
French opener outlined above, but you 
can put powerful groups of units a t  227, 
228, 229, AA26, U 2 5  and -24 to 
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extract the maximum toll of French
soak- off units, the reafte r using dela y
ing tactics or a limited battle. Nivelles
will be jeopardized by the fall of Quatre
Bras, but you should not give up with
out a bitter struggle in this area, there
after conducting a slow retreat. The
entire PAA strategy can be summarized
as one of holding a position as long as
possible and then conducting a slow
withdrawal. Make a last ditch effort
in the fore st de Soigne s. Counterattack
if the Frenchman give s you a good op
portunity to do so. It is important to
conserve your troop strength, however.

A few closing remarks. The PAA
player can hang on to good defense posi
tions even if there is a hole nearby, by
plugging the gap with a delayer for as
many turns as feasible. Some delaying
units should be sent south from Nivelles
on the fir st turn and more thereafter
to delay the I Corps advance. The de
laying units are generally all the troops
you will have to send here, since a suc
cessful delaying action will keep the
French away until the reinforcements
from Braine-le-Comte make the scene.
Delay by Tilly is easy because of the
wooded terrain.

Comments, poison- pen letter sand
the like should be addressed to Tom
Eller, 3100 63rd Avenue, Cheverly,
Maryland 20785.

The Principles of War

for the AH Wargamer
by M. J. Frankwicz

former Capt., U. S.A.

Capt. W.L. MacMurdy, U.S.A.
M. Brundage, Editor

The Principles of the Objective

Why must we study the Prin. of the
Obj. fir st before all the other s? Be
cause, as General Sherman said, "War
is Hell." War is not something we can
do on a random, or first-come, first
served basis, nor something/ that can
be done on a progressive basis, like a
baby who learns to crawl before walk
ing. Rather, Gentlemen, when one
wages war, one enters the most violent
of man's activities and he had better
know where he wants to go before he
starts, because he's going to be stung
every step of the way. This is why the
objective is the first principle of war.

Setting the Objective

An objective is a goal that is within
your ability to reach. Every military
operation must have a decisive and
attainable goal before you can do any
thing else. The objective must be set

fust or the remaining principles are
useless.

The Three Levels

There are three levels of objectives,
if we discuss them we can make the
definition and the intent of this princi
ple clear.

The Final Objective

First of all, there is Ultimate, Main,
or Final Obj. For the A. H. wargamer,
it is the conditions of victory as set in
the rule s of the game. For example, in
the basic BULGE game, the German
player wins if he either (a) gets any 20
units across the Meuse ... by his Dec.
23rd p. m. Jturn, or by (b) eliminating
all U. S. units on board. Often you get
a choice like this from among two or
three.

The Intermediate Objectives

The next level down the ladder, are
the Intermediate Objectives. Thil! is
where the real brain power comes in.
These are the major accomplishments,
made in planned sequence, that must
contribute toward gaining the Final Ob
jective. (Think about that for a mo
ment.) If you were playing BLITZ
KRIEG, for example, one plan for at
taining the Final Obj. might involve
these Intermediate Objectives.

(I) To attrition the enemy, stinging
him for X number or more combat
factor s before your main battle force s
join. (2) Then get him to commit as
many of his forces, as possible, while
holding a maximum of one's own in re
serve for the "Big Bang". (3) From
there try to maneuver him to a battle
ground of one's own choo sing and (4)
there try to gain the balance of power
in the resulting battles to (5) increase
or at least hold the balance of power.
And then if done well enough complete
the Final Obj. by (1) eliminating him,
or (2) by occupying all of his home
country citie s for one complete turn.

The se and other s like seizure &
control of critical terrain, (such as,----
the Quatre Bras area in Waterloo), de-
struction & nullification of a part-of
your opponent's force s in a key sector,
(such as, encircling & destroying the
maximum possible U. S. Forces east
of the Ourthe Rive in BULGE); or the
accomplishment of something within a
certain time frame, (such as, the
speedy fall of Tobruk in A. K.) are all
examples of Intermediate Objectives.

The Local Objective s

The third level, are the Local Ob
jectives. These apply to the goals at
tained within one or two moves on one
section of the gameboard. The se like
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the intermediate must contribute toward
accomplishment of the next highest ob
jective. You can have actions going on
to accomplish one or a number of these
during a single move. At times, you'll
find that combat may not be necessary
to accomplish a local objective, (such
as, finding Minsk, a decent little com
munications center, is your s for the
taking, as the German play in STALIN-

GRAD.) At the same time a number of
other local objectives are being strived
for, of course. Local tactical Objectives
are of immediate interest, because you
have to take care of them now & in the
next move to keep the game moving.
But they are only of value as contribu
tors to the higher objectives.

Notes & Suggestions

Capt. MacMurdy says, "Choosing
objective is easy; picking the appro
priate ones is something altogether
different. Fir st, insure that you under
stand the final objective or ultimate
objectives (the victory conditions). Then
plan your attack to proceed logically
from local to intermediate to final ob
jective{ s). For knowing where you're
going is half the battle."

Especially, remember don't play
the game in a random, move by move,
style. Though the mechanics of the
game are such that it looks that way,
don't think that way as you play. Think
of what you want to accomplish first.
Also, it is always a good idea to re
read the rule & keep the final objective
foremost in mind. It helps keep you
from becoming confused about the rules
as the game progresses.

Editor's Notes

For high points & definitions see
underlined words & phrases.

Jared Johnson is doing a survey &
ha sn 't had much luck in getting any
body to participate. He says it's for
a worthy cause (A. H. ?) How about
answering his ad in the May '66 GEN
ERAL, 4th col. from left; 4th ad down
from top.

Size up your opponent (the enemy),
the gameboard (the terrain), the weather
factor if involved, & Your own strengths
& weaknesses, (both on the board & in
your head.) Remember, this process
begins when you prepare for play &
should be constantly reviewed & revised
as the game proceeds. By keeping a
few notes & analyzing them at the end
of play you will know where your think
ing was good & bad.

Next issue: beginning the Principles
of Ma s s & Maneuver ... Myron R. Brund
age, 2437 W.. Sunnyside, Chicago, Ill.
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to tie up a s  much of the Russian Army Moscow at 3 to 1 BB-15, here  i f  a 5-7 i s  placed inAA-15 

o r  a 4- 6 in BB- 15 a 3 to 1 attack with 
soak off can be achieved and Russian 
transportation ac ross  the front i s  halted. 

If the Russian places his  units 80 as 
to have more  than one unit per square, 

aB possible. This is done by placing 
6 units of (4-4-4) and one unitof (3-3-6)  
between LL-12 and the Black Sea, 6 
more  units of (4-4-4) must be placed 
next to Hungary BO a s  to be able to move 
thru Hungary on the second turn of the 
game, to  attack in the a r e a  of GG-11 
and 12 and JJ- 1 l and 12. The balance 
of A. G. S. would be placed between Z 
and EE. In the south the German should 
only attack when he can attain odds of 
3 to 1 o r  better .  As the game pro- 
grssBes the Russian will  be forced to 
withdraw units f rom the south t o  bol s ter  
the north central section. When the 

by Jack Donovan 

Many words have been written about 
perfect RUB sian placement but contrary 
to the fact  there ain ' t  no such thing a s  
a perfect Russian placement. The per- 
fect German plan we shall now discuss 

so  much the better, theae three a r e a s  
a r e  st i l l  the places to attack and these 
at tacks will still  work. 

The Russian by stacking will'be forc-  
ed to leave holes in h is  line that he can 
not protect. Once the German crosses  
the Nemunas r iver  (no la ter  than the 
second turn)  he must fight a t  least  a 
total of 4, 3 to 1 or better battles 

was good enough for the German General 
Staff and i t  will also be good enough for 
us. The German plan w a s  to place the 
bulk of his a rmor  and a rmored  infantry 
in the north central area and drive to- 
ward Leningrad and Moscow with the 
prime object of capturing Moscow and acroBs a l l  h is  fronts on each of the 

Russian south has been weakened suffi- next 3 to 4 turns to win. Less  than 4 
battles per turn will allow the Ruasian 
some help f rom his  replacements. 
The German, in the North Central sec- 
tion, based upon the Ruseian defense, 

dividing the Russian a r m i e s  in two. Ln 
ciently for the German to break through the south between Bres t  Litovsk and the 
the German should drive toward Moscow 
a s  a primary target  with Stalingrad a s  
a secondary target ,  using only enough 
troops a t  Stalingrad to p re s s  the Rus- 
sian but not completely defeat him. 

2. In Finland, considering the Ger- 

Black Sea the German was to tie up as 
much of the Russian army a s  posaible 
without absorbing too much in the way 
of  loses. Here then i s  our perfect Ger-  
man plan including the division of the 
units into 3 army groups. The 3 a r m y  
groups shall be designated a s  Army 
Group South (A. G. S. ), Army .Group 
North (A. G. N. 1, and Army Group Fin- 
land (A.G.F.), each of these g r w p a  
shall have a definite a r e a  of responsi-  
bility and number of troop units attach- 
ed to it a.s follows: 

must decide if he wants to take Leain- 
grad or Moscow f i r s t .  Of course if  
A. G. F. has taken Leningrad early in 
the game, and this  can happen, then 
Moscow i s  the goal. One of these 
citiea must be taken ear ly  in the game 
(before the end of winter) so a s  t o  re-  

man strength here ,  there a r e  many 
possibilities that can and must be ex- 
plored. The German can attack a t  3 to 
I, on a 5-7 o r  4 to 1 on a 4-6 and still 
be able t o  protect i ts  flanks from a 
Russian break through to He l~ ink i .  The 
German can also attack Leningrad at 
1 to 2 if the Russian places a 4-6 or  
5-7 in the city. These 1 to 2 attacks 

duce the Russian replacement rate.  
If this plan i s  followed with the pre- 

scribed number of 3 to 1  attack^ and 
crosaing the Nemunas r iver  on time 
the German cannot fa i l  to win. 

I would appreciate any comments or 
cri t icisms on this  plan. Jack Donovan, 
15150 S. Diekman Court, Dolton, Ill. 

A. G. S. 
All ground 

South of Bres t  
Litovsk 

Area  of 
Responsibility 

can be repeated until the German wins 
(defender back 2 or  exchange) or  until 
the Russian places more than one unit 
in Leningrad. If i n  the a r e a  north of 
Leningrad the German can win (el im) 

UNITS 
8-8-6 
7-7-6 
6 - 6 - 6  
5-5-4 
4-4-6 
4-4-4 
3-3-6 
3-3-4 
Finnish 

Bulge - View from Paris a Russianuait  on h is  f i r s t  turn the Rus- 
sian can be pressed into withdraw- 

by Johu A. Rancourt and he  could not think of counter attack- 
ing because he would not have enough 
units to attack and protect h is  flank a t  
the same time. If the German can tie 
up 4 to 6 Rua sian units in the north for  
a period of time and threaten Leningrad 
andlor  Moscow the Russian must com- 

A n y  veteran Avalon Hill Wargames 
player knows that the most  enjoyable 
game is one with both play -balance and 
historicalaccuracy. Battleof the Bulge, 

Rumanian an excellent game, retains bothof these 
with the tournament ru les  minus weather 
and one -way traffic. 

F i r s t  of all, I wish to point out that 
the following i a  not another unbeatable 
strategy. I feel that no strategy i s  un- 

mit r e se rves  in the north in order  to 
A. G.  s. A. G .  F. 

All grbund Finland 
North of Brest 

Litovsk 

protect h is  c i t i e ~ ,  therefore he will not 
be able to fully reinforce his front in 
the north central  section. 

3. In the north central section 
A. G. N. now ca r r i e s  the ball. In this  

beatable. I t  i s  only an effective way of  
slowing down and driving back the Ger- 

a r e a  there a r e  3 a r e a s  where the point man forces. TRia strategy has been 
used often by me successfully and should 
seem logical to anyone who has played 
a few games. 

A competent German commander 
will see the importance of the heights 

of emphasis wi l l  give you the desired 
break through results .  Of these a r e a s  
the area at S- 18 and 5- 19 i s  of the f i r  st 
order  of importance, especially if a 
4-6 appears on square 5-19. A 3 to 1 
attack againat S-19 wi l l  allow the Ger- 2 - 

ALL 
ALL* 

+The Question Box of the March 1965 

aboutclervauxand will t ry  to taka them 
man to c ros s  the r iver  no la ter  than the on the f i r s t  turn by advancing after a 

6-1 o r  a 5-1. He may also cut  a road 
in the middle of the Northern hills to 
t rap  vital units there and prevent them 
from reaching the important areas.  
The Allied player cannot: do anything 

second turn. In conjunction with this 
attack a 1 to 1 attack against R- 18 could 
Ieave the unit on 5- 18 pinned in. The 
a rea  of the second order  of importance 
i s  square V-19, a 3 t o  1 attack with 
soak off can be achieved a t  this point 
with the r e ~ u l t  being the German cross-  

i ssue  of the General s ta tes  that the 
Rumanian troops can be started in 
Poland o r  Fialand. 

about this but pray. However, when 
Now that we have placed our forces le t  
u s  go now to the strategy to be  followed. 

his turncomes and he getsoff his knees, 
ing the river a t  this point. The a r e a  here i s  a plan i t  might be wise to follow. 

Fi rs t ly ,  if there a r e  any hill o r  river 
positions left that a r e  valuable he should 

of the third order  of importance is the 
1. In the south, A.G. S. will be uaed area around Bres t  Litovsk. AA-15, 
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take them. Secondly, since the a rea  
around Malmedy i s  filled with hill5 and 
one American division can hold the 
Germans forever,  all units, minus 
those needed to hold road, r iver,  and 
hill positions, and reinforcements 
should be seat to where the German drive 
will be easiest, and probably strongest, 
toward Bastogne. 

Because the Allies never outnumber 
the Germans at the s t a r t  of the game, 
their's should be a totally defensive 
battle until they a r e  strong enougk to 
launch a successful counter-offensive. 
Allied attacks a r e  sometimes disastrous 
since the units involved may become 
engaged and either encircled o r  attacked 
with overwhelming odds. 

Fort resses  a r e  quite useful and often 
1 prefer them to fortifications. Iusually 
build them in strategic places to block 
the German advance. A str ingvf them 
well manned can stop a gerrnan attack 
cold. However, I find that they come 
in rno a t  handy defending the a reas  be- 
b e e n  the forests  and r ive r s  of the 
Morth-West sector, that i s ,  just West 
of the Ourthe River. 1 usually send a l l  
the units I can spare to build for t resses  
there, and by the time the Germans 
arrive there, there may be a double 
wall which can stop nearly anything 
until the Allies receive enough rein- 
forcements fo r  a counter-attack. I 
always t ry  to save my units so I can 
have construction going on behind my 
Lines to make the defense even stronger. 

I like to keep my strategic bombing 
attack until I can get  twenty o r  more 
points of armored units. Anything l e s s  
is a waste and it i s  better to have i t  
hanging over your opponents head. 

When the final corps  comes on, pro- 
vided there is no emergency for i t  in 
the defense of the Msuse,  I bring it in 
deep in German terri tory.  This drive 
cannot be stopped by the small units 
there and your opponent will have to 
withdraw some armor  to stop i t  or he 
will have his supply lines cut. If the 
Allied losses  a r e  great, then the final 
corps should be kept for defense and 
the commander should wait out the time 
limit. 

One method of conserving units is to 
make sure that your unit always has a 
retreat  route openeven if i t  costs a few 
extra squares. 

Above all, the Allied Player should 
never leave a gap in his lines. If can 
mean sudden death for obvious reasons. 
Also you should capitalize on the enemies 
gaps if any occur, since one unit going 
through a gap can ra ise  havoc with 
supply lines . 

This i s  the essence of my strategy 
and the one which I think works best. 
Comments o r  cri t icism i s  welcomed. 
Write John Rancourt, 38 Sanger Ave., 
Waterville, Maine 0490 1. Next i s  sue: 
The Bulge: View from Berlin. 

P B M Substitution 
of Units in Blitzkrieg 

by Mark Rosenberg 

A t  present, there i s  no method to 
break larger  units into substitute units, 
and vice-versa, simply and quickly 
when playing Blitzkrieg by mail. The 
following system was devised by me in 
order  to remedy this situation. 

When a person wishes to break a 
larger  unit down into a group of smaller  
units he simply draws a box around the 
larger unit on the Order of Battle Sheet 
and prints a capital let ter ,  for instance, 
A. He then draws a box around the 
substitute units that the larger  unit i s  
to be broken into and prints the same 
let ter  a s  the l a rge r  unit, a s  in the case  
A. 

If one wishes to combine substitute 
units to make "Order of Battlen1 units 
he does it a s  described above, except 
that he prints small letters. By using 
different  letter^ it i s  gossibie to break 
many units down and vice -ver &a. 

When the defender gives the "Battle 
Results" (Section 4) he sometimes finds 
it necessary to split la rger  units into 
substitute units. All he has to do i s  to 
use the method described before. HOW- 
ever,  i t  i s  preferable to use a different- 
color pen o r  pencil and different le t ters  
to make i t  eas ier  to distinguish the a t -  
tacker's substitution from those caused 
by combat. 

This system makes i t  possible for 
substitutions to be made without having 
to use Section 1 (Comments) o r  the 
margins. I hope all you fanatics adopt 
chis system o r  a t  leas t  know how tn use  
it when your opponentuses it. All com- 
ments and cri t icism should be addressed 
to: Mark Rosenberg. I87 Kings Point 
Road, East Hampton, N. Y. 11937. 

Nuts to Bulge 
Conditions of Victory 

,by Michael Mitchell 

After reading the article ''Conditions 
of Victory" by B. K. Branch in the May 
1966 issue many questions in my mind 
were left unanswered. I t  appeared he 
considered the Russians unworthy of 
victory if they stop the Germans f rom 
attaining their goals in Stalingrad. He 
considered the Allies unworthy of vic- 
tory if they stop the Germans from at -  
taining their g o d s  in Af r ika Korps. He 
also considers the Americans unworthy 
of victory if they stop the Germans 
from attaining their gods in Bulge. 

However, I noticed nothing was 
wrong with the Germans staying on the 
defensive, slowly pulling back to the 

Rhine, and winning a victory in D-Day. 
I fully expected him to 8ay that the 
Germans should at least drive the Allies 
back to P a r i s  for a half victory. F o r  
the Germans to win a full o r  decisive 
victory they would- have to &rive all but 
five o r  ten Allied y i t s  off the continent. 
(Any l e s s  resul t  would be a continuing 
threat to Germany. and i s  a stalemate). 

I realize that the above i s  foolish. 
The Germans would seldom win. I feel  
that the German playep deserves victory 
if he can keep the Allies from crossing 
the Rhine in fifty weeks. 

Now le t  us compare Mr. Branch's 
conditions of victory for Bulge. He 
states that the A l l i e ~  should not win if 
the time runs out on the Germans. In 
moat games of Bulge that I have played 
this is the way the Allies usually win. 
At the beginning the Allies cannot hope 
of seriously hurting the Germans, be- 
cause of the Allied units' position and 
the fac t  that he irs a t  a one to three dis- 
advantage. He therefore must take the 
defensive. By the end of the game Al- 
lies might have a one to one but t h i ~  is 
doubtful due to the fac t  that the Allies 
lose a number 02  units before they can 
assemble a decent counter-offensive 
force. 

A s  was told the German people be- 
fore  this campaign I1Our a rmies  are 
again on the march; we shall present 
the Fuehrer  with Antwerp by 
Christmas, I '  the Germans needed a f a s t  
win to obtain their objective. Lf the 

Germans didn't get  a t  leas t  ac ross  the 
Rhine by Dec. 30 their hopes for victory 
were very dim. In the actual campaign 
the Allies lost  less than half of the 
ZOO,  000 Getman c a ~ u a l t y  total. .These 
German losses  couldn't be replaced and 
even if the Germans held out longer in 
Battle of the Bulge this would have 
brought the inevitable Allied victory 
sooner. 

In conclusion I state that i t  is quite 
reasonable for the Allies to have victory 
if the Germans aren' t across  the Meuse 
in force by December '30. This really 
gives the Germans more time than they 
should be allowed. 

I will not take the time o r  space to 
discuss the similar conditions of vic- 
tory for Stalingrad and A. K. I feel  
that in  these games the Allies deserve 
victory if they keep the Germans f rom 
attaining their goals, just a s  the Ger- 
mans deserve victory in the similar  
conditions in D-Day. Comments: 
Michael Mitchell. 6 14 We s t  Tipton St. . 
Seymour, Indiana 47274. 

St. Peter Wins 
P B M Tournament 

Mark St. Pe te r  of Detroit, Michigan 
has won P. 0. W. ' s  f i rs t  annual PBM . 
tournament. With  a come from behind 
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performance he registered two opening 
wins in Tactics 11, beat the tournament 
leader with the Geprnans in Stalingrad, 
and then clinched h is  victory via an 
Afrika Korps decision which edged out 
Alvin Fi les  of Oklahoma who c la ims 
second. Mr. St. Pe te r  is a true cham- 
pion and will return to defendhis crown 
in Pennsylvania1 s second annual tourna- 
ment. 

This announcement i s  made to al l  
who missed the previous General, The 
Doubles Tournament will officially 
s t a r t  July 31, 1966 and run a full year  
course. A team i s  composed of two 
wargarners taking opposite aides in the 
same game and playing a similarly 
matched team. To be eliminated both 
team members  must be beaten in the 
aame game. A team gets 3 points per 
victory, 1 point per loss ,  and a bonus 
of two points for eliminating the oppos- 
ing team. 

A11 A. H. current  land-battle games 
will be uaed but each team must own 3 
games jointly, when you decide which 
games your team owns, and the o rde r  
in which you want to play them, send 
this information along with a self- 
addressed stamped envelope and a $1 
entree fee per team, to P. 0. W. , 1 2 8  
Warren St., Sayre, Pa. 

All those unable to find par tners  
m a y  write to P. 0. W. a t  516 E. Diamond 
St.,Hazletnn, Pa., being sure to state 
what games  you own and preferences in 
partners. All entry's mus t  be post- 
marked July 31, 1966 to be insured of 
a fa i r  starting position. 

The Second Front 

It has been called to my  attention 
that many of the readers  considered 
"Operation Gulp" somewhat l e s s  than 
perfect. These heri t ics had the audac- 
ity to point out that my attack on CC15 
violated the rule which states that ground 
units must  be used in conjunction with 
air  unita to subjugate a city. Air power 
alone i s  not permitted, they claim, and 
then blatantly refer  me to page 6, Hal 
These wild eyed radicals  go on to pro- 
claim that art i l lery can't attack AA42 
o r  EE34 by sea  because of ru les  on 
page 4. Again I say Ha! Not contented 
with the blasphemy previously perpe- 
trated they go on to point out that the 
4-4 ukit cannot attack AA42 after in- 
vading the beach since you cant t  use 
road bonuses on  an  invasion turn. # 1 2  
page 5. Now I a sk  you, have you ever  
heard such balderdash in your entire 
life ? But please don't be too harsh on 
them I beg of  you. Obviously these up- 
s t a r t s  are not among those of us who 
are  familiar with Zocchi's Dirty Dozen 
(Vol. 1 No. 1) 1 I have been informed 
that this art icle was responsible for a 

revulsion o r  revolution (I can1 t remem- 
ber exactly how they phrased i t )  in the 
war games industry. 

No doubt, these unenlightened indi- 
viduals tr ied to play the opening just as 
it was written instead of using i t  in con- 
junction with the "How to win without 
really playing" art icle published in the 
f i r s t  issue of the General. They havs 
turned their unjustified wrath upon me 
and leave me no recourse but to en- 
lighten them on the mer i t s  of opening a 
second front. 

The f i r s t  fac tors  to be considered 
when opening a second front a r e  te r ra in  
and weather. Invite your unwary oppo- 
nent to call a t  your house about 11 a.m. 
for lunch and a game. Schedule the 
match for a day when i t  will be raining 
or snowing. When he ar r ives ,  allow him 
to ring your door bell at least20 times. 
Eventually he will t i re of this and s t a r t  
bashing the door with h is  knuckles. 
Just  before he leaves in disgust, dash 
to the door in  your bathrobe and a sk  
him why he ar r ived so early. Explain, 
with a forced show of congeniality, that 
you were taking a shower and didn't 
hear him a t  the door. Invite him in 
and promptly help Rim off with hiscoat. 

The next step requires a bit of practice. 
If you have a dog, secretly teach him 
how to snatch the coat f rom your hands 
and drag it to the furtherest  corner of 
the room. With a little training you can 
coax your dog to lay down on the coat 
and growl i n  a menacing manner every 
time anyone approaches him. If you 
don't have a dog, fling his coat on the 
floor with gay abandon and tell him not 
to worry because the floor needed clean- 
ing anyway. If he i s  cold o r  wet, force 
him to put on your mother's sweater 
and then promptly shove him into a 
chair before he has had a chance to get 
a good look at the room. Make sure he  
si ts  in the chair  you have placed a 
child's toy on. This i s  net only painful, 
but he will feel very embarrassed  when 
you inform him that he has just ruined 
poor little Tommy's favorite plaything. 
Explain to him that if he will get the 
game out and se t  i t  up while you a r e  
getting dressed,  he can help you save 
time. Then dash off without telling 'him 
where you have hidden it. if you have 
a dog,  he can be very helpful during 
this phase of the operations. All he 
has to do i s  growl and snap at your 
guest every time the poor boob t r i e s  to 
move. Make su re  that the room is  a 
m e s s  before he a r r ives  s o  you can ex- 
plain that you were planning to clean i t  
before he was supposed to arr ive  a t  1 
p.m. After a few moments offrustrated 
looking, he i s  8Ure to ask you where you 
keep the game. Mumble something in- 
comprehensible f rom the other room in 
reply to h is  question. This will cause 
him to ra ise  his voice and a sk  again. 
Repeat this routine until he i s  shouting 

PAGE 12 
a t  the top of h is  lungs. At this point, 
have the woman in your life (mother, 
wife, etc. ) stomp into the r o o m  and 
indignantly announce that his bellowing 
has  awakened little Tommy from his  
nap. Then have her say something like 
"and just what do you think you're doing 
i n  my sweater?" At this point, you 
re-enter  the room and ask her  if she 
would mind preparing lunch for both of 
you. She promptly hits  the ceiling and 
delivers a blistering tyrade against your 
silly war games and how she can't get 
a lick of work out of you since you've 
been wasting your time withfree loaders 
like that worthless (have h e r  look point- 
edly a t  your guest and stop speaking as 
though she sudaenly realized that he 

was here). Then, she spins on her  
heels and says to you in heated anger 
that since she has to do your work a s  
well as her  own. she hasn' t the time. 
With a false show of bravado, give a 
hollow chuckle and tell your friend that 
you'll fix the lunch. Leave him strand- 
ed with nothing to do while you wisk off 
to the kitchen. A t  5 minute intervals 
your woman should re-enter  the room, 
s tare  pointedly at your guest, and ask 
"Are you st i l l  he re?"  While youtre 
crashing around the kitchen, tell your ' 

friend where you have hidden the game 
and a sk  him to get i t  out. Be vague. 
Say something like, "look in the desk. " 

Don't tell him which drawer.  This way, 
he must  open al l  the drawers  and search 
thru each one. While he i s  in the pro-  
cess,  have your mother catch him in 
the ac t  with a withering b las t  like, "And 
just what do you think you're doing in 
MY desk?" Don't volunteer any infor- - 
mation on your fr iends behalf and if he 
solicits your aid, deny everything. I 
recommend serving him hamburgers 
that have been rolled in dry oatmeal be- 
fore frying. They a r e  delicious and 
have an unidentifiable taste.  After your 
friend has consumed his burger, havs 
your mother call  to you f rom the kitchen 
because she can't find the Gainsburgers 
she left in the f reezer  and it 's time tu 
feed Fido. 

With a look of astonishment, inform 
her that you thought they were ham- 
burgers  and that you and your friend 
have just eaten them. When your rnother 
comes in to question you further about 
this, she notices that your friend i s  
drinking out of the Blue cup. She should 
then say, "Billy, you know that only 
Uncle George uses  the blue cup because 
he is dying of contagious lung cancer. 
If anyone else drank f rom the blue cup 
o r  ate off of h is  special blue plate they 
might contract the disease." You quick- 
dy smooth things over by explaining 
that his cup wasn't a s  dirty as the r e  st  
of the dishes you used. At this point 
she checks to see if he i s  eating off of 
the blue plate. That'rs when she dis- 
covers you served his Gainsburger on 



' e  dish. Laughingly explain that 
is cl?an and healthy since you 

more about doing some work 

last  suggestion I make was pulled 
by Carl  ICnabe. Gat some old 
hy records that have a remote 
ry theme. Carl has a few beauts 

archn1, the theme song of the 
army during WWII. Every 8 

ad you, and the darn thing was 

e r s  are situated around your op- 
h head L i k e  a pair of ea r  muffa. 
o'pponent must shout above the din 
he wante to talk t~ you and this 

a loud pitch. Here is where she 

the burden of reply on him. 

ement over "Operation Gulp". 

Final 
Positions 

5-13 3 Id. 4-4's N-14 

1 Id. 4-4 

V-33 2Mdrn. 6-10'8 BB-31 (then 
v-33) 

S-22 ZArrnor 6 -6 's  BB-30 
U-26 1 Inf. 4-4 Y-26 

1 Inf. 4-4 W- 27 
2 A ~ ' t y  8-4-4 's  W-26 
i lnf. 4-4 
1 Armor 8-6 S-25 
1 Armor 4-6 
ZMarine 6-4Is V-33 
1Mariae6-4 0 - 2 8  
1 Air Assault6-6 
2Armor 4-6's P-29 
1 Inf. 4-4 
1Tac .4 -8  P-29 
1 Fgtr. 4- 1 2  
4Rgr. 1 -4 's  At Sea 
3 Inf. 4-4 's  
1 Tac. 4-8 
2Airborne BB-15 
Xnf. 4-4's 
ISac. 8120 CC-lS(then 

S-16) 
1Sac.8-20 CG-15(fhen 

P-16) 

Need Some Facts? 
KAMPF gives you the facts behind 

the battle aa well a s  the story of the 
battle i t ~ e l f .  Organization, O r d e r  of 
Battle, combat strength and much m o r e  
i s  presented in a manner Avalon Hill 
fans will find easy to understand. 

Iasuea out already include; The 
Battle of the Bulge, The Invasion of 
France (1944) and Guadalcanal. Goming 
a re  isaues ondutland, German Weapapyma 
of WW 11, German Army Organfzdtion 
and Order of Battle in WW II (in detail) 
( 2  pamphlets), North Africa 1940-43, 
Wahrloo, World War I (1914) and 
Korea (1950-5 1). Theae comrnexeially 
printed, 24-40 page pampldsts a r e  pub- 
lished and sold ($1.00 each) at  the same 
frequency and rates as the Avalon Hill 
GENERAL. Send orders  and requests 
fo r  further idormation to: KAMPF, 
8512 5th Avn., Brooklyu, New Y o r k  

THE GENERAL 

Question Box & 
Q. The supplemental rules state that 
8 German Factors can be started in 
Finland. The M a ~ c h  1965 General 
Question Box states that the Rumanian 
troops can start  in Finland. Are the 
Rumanian troops in addition to the 8 
German factors? 
A: No - but can be part of the 8 Ger-  
man factors. 

AH PBM League News 
Those of you wishing to participate 

in adding new games to the game l i s t  
and suggesting play - balance rule a 
should contact our Games and Rules 
Committee, c / o  Palmer Kocher, 1441 
Cathrine Street. Harrisburg. Psnna. 
17104. The league has been unable to 
keep up with the nmw games. 

Please accept the offices' apology 
on the new tables just sent out. Nntiee 
the 2:l column: Change the las t  A to 
1/2A. Bruce D. Mathews, 423 West 
Fir a t  Street, Cloverdale, Calif. 95425. 

Design 3 
Design 3, a new wargaming publica- 

tion,. aims at thore readers  who like to 
design and revise games. Serious stu- 
dents of military science will  find the 
nomiac~aturs  in each ia  sue indispsncable 
to their studies. D3 has access to, and 
will print, a tremendous amount of mili- 
tary information unavailable to r n o ~ t .  

The fir st i s  sue (May-June) contained 
the actual Corps artillery l ist  used for 
instruction in the Mantry School. 

For further information and price 
listinga write to John Adams, 10 Juracka 
Pkwy.. Schenectady, N, Y .  12306. 

I 

3~ : h t e r s  - Yes We ~ e t  ~etters - e 
.A 

Dear Sirs: 
The article "More Game Spoofs1' 

(May issue) was  amusing, but it failed 
to captnre the true npirit of Avalon Hill 
wargaming. My associates (who pre- 
fer to remain anofiyhous) and I have 
captured this essence i n  our game, 
Atrocity, in which two armies compete 
with each other to commit as many 
atrocitiea a s  possible on the civilian 
population of a city. Players get points 
for committing specific attrocities a s  
defined by the Geneva canventione and 
the Hague conference. Atrocity is  still 
in the design  stage^. Myse3f and my 
a a s o c i a t e ~  have, however, decided to 
go on t o  bigger and better things. This 
B u m m e r  w e  a r e  beginnjng work on our 
f i rs t  historical game, Warsaw Ghetto, 
which we intend to complete a t  all costs. 

lh true Avalon Hill style we are trying 
to contact Gruppenfuhrer SS von dem 
Bach- Zelewaki, who commanded the 
whole affair, to authenticate our game. 
Bach-Zelewski managed to escape ex- 
ecution by the Nurenberg Tribunal only 
by shooting his second-in- command, 
becoming a prosecution witne as,  and 
wait ing long enough to come before a 
German court (which according to Gen. 
Clay's theory would promote German 
self-respect)  where he received a ten 
year suspended sentence of I1speclal 
labor. l 1  

I think you will agree that these 
gamea provide the ultimate i n  gut-level 
excitement. All threats should be ad- 
dressed to James Cocroft Associates, 
501 Hunter Rd., Glenview, U1. 60025. 
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Where Avalon Hill Games Are Available

that is
normal

a Unit that suddenly
attack at 1-7 odds or

surrounded (enemy Units in all
squares) in the jungle forced

3. Under Artillery Fire, Hidden Jap

Thermal Supply, Incorporated
11 North Jackson
Houston, Texas

Lachman-Rose Company
Post Office Box 1470
San Antonio, Texas 78206

The Jay Mills Company
3128-38 N. Sheffield Avenue
Chicago 14, Ill~noi5

Unique Merchandise. Inc.
1136-44 South Alfo Place
Seattle, Washington 98108

Cullum ,. Boren
1725 Baylor Street
Dallas, Texas

Frontier Savings Stamps, Inc.
2109 Avenue Q ~ ROOIII237
Lubbock, Texas

Southland Distributors, Inc.
7811 Ambassador Road
Dallas 35, Texas

Riverside Wholesale Company
101 ~in Street
Burlington, Vel'1DOnt

Harvey Cole Company
330 Burnett
Renton, WBllhington

G. K. Haorris Sales Company
9211 Diplomacy Row
Dulles, Texas

Thoreson Sales Company
1.000 Dragon Street
Dallas, Texas 75207

Quality Hobby Distributors
1220 Boissevain Avenue
Norfolk, Virginia

Leitzey Distributors
Box 5505
Columbia, South Carolina. 292(15

Frederick G. Wolf" Son
2102 Pacific Avenue
T8colIIa 1, Washington

Zork Hardware Company
115 San Francisco
El Paso, Texas 79901

Orgill Bros. & Company
36 West Calhoun Street
Memphh, Tennessel! 38103

M. W. Kasch Company
318 North Water Street
Milwaukee 2, Wisconsin

Nesson Sales Company
408 East 18th Street
Norfolk, Virginia 23501

Ealltern Toy Distributing Company
533 Mineral Spring Avenue
Pawtucket, Rhode Island

J. Spokane Company, Inc.
u06 Fifth Avenue
Pittsburgh, Pennsylvania (19)

Mein Wholesale Company
526 North Main Street
Providence, Rhode Island

Minsky Bros. 80 Company
117 Third Avenue
Pittsburgh, Pennsylvania 15222

Milton D. !>!yer COIJlPB.llY
600 Second Avenue
Pittsburgh, Pennsylvania 15218

Pittllburgh Wholellale Distr.
1728 Smllnnn Street
Pittsburgh, Pennsylvania

GateWBY Hobby Distributors, Inc.
2845 Liberty Avenue
Pittsburgh, Pennsylvania 15222

Alex Forst &. Sons
2335 Nev Hyde Park Roe.d
Nev Hyde Park, Nev York 11043

Oreewmn Broa., Inc.
3 5 Engel Street
Hicksville, New York Ileal

I. C. El.nBn Company
1900 Section Road
Cincinnati, Ohio 45237

Mike Feinberg
1736 Penn Avenue
Pittaburgh, Pennsylvania 15222

Imex Toy Corporation
2201 Spring Grove
Cincinnati, Ohio 45214

Prober &: Pelta
35 East 21st Street
New York, New York

A. Ponnock Sons
1012-14 Chestnut Street

Philadelphia 7, Pennsylvania

Forchhe11lEr Company
Box 2478
Columbus. Ohio 42313

Ohio Stationery
1566 EB.6t 24th Street
Cleveland, Ohio

Herr" Company, Inc.
Prince & CheBtnut Streets
Lancaster, Pennsylvania

The J. K. Oill Company
408 South West 5th Avenue
Portlat1d 4, Oregon

Wm. Gurdin Company
37 Hudson Street
Yonkers. New YOlk 10701

Fun Fair, Inc.
1514 South Detroit
Toledo, Ohio 4]614

L. E. Smith~Wholesalers
114 Horth Stratton Street
Gettysburg, Pennsyl"",,nier.

Blumberg &. Saron
95- 35 Sutphin Boulevard
J8JI8ica, Ifew York 11414

General Hobbies Corporation
Allegheny Avenue, at Boudinet St.
Philadelphia 34, Pennsylvania

B. Paul Model Dist., Ine.
413 Es.at Allegheny Avenue
Philadelphia 34, Pennsylvania

OnoJ;ldaga Hobby &. Toy Co., Inc.
1925 Park Street
Syracuse, New York 13208

Biddle Purchasing Company
Post Office Box 743 Church St
New York 8, New York

6. Under Withdrawal of U. S. Marines
(page 12), add the 1st Raider Unit as
part of the 1st Marine Division.

5. Under Casualty Table, (page 6),
Combat factors may not be transferred
between Units of different types such as
armo~ for infantry and (in Optional
Rules) artillery of different ranges.

4. Under Psychological Effects, the
effect applies for the current turn, only.

Avalon Hill games recently. If your
favorite dealer has not yet been listed,
drop us his name and address so that
we may include him in the next printing.

Artillery that fire must be placed on
board. Also, artillery may not fire
into squares in which the existence of
enemy Units is in doubt.

Garrison Toy & Novelty Co.
Box 5906
Bethesda, Maryland 20014

Samuel N. lIorowitz &. Son
394~400 South Second Street
Brooklyn, New York

Star Toy Distributora
64 Howard Street
Irvington, New Jersey 07ill

Glusker &! 'Kay
91 Center Street
Ellenville, Hev York

Nev England T:re.ding Company
1 Mercer Road
Natick, Massachusetts

V & A Distributing Company
Post Offiee Box 271
Bridger, Montana

Polk's Model Craft Hobbies, Ine.
314 5th Avenue
New York 1, New York

Quachi ta Candy Company, Inc.
215 Walnut Street
P.O. Box 1672
Monroe, Louisiana

lIalco Sales Company, Inc.
208 Carr.rlen Street
Boston 18, Massachusetts

Northeast Hobby Dist., Inc.
735 Concord Avenue
Cambridge 38, Massachusetts

Felix V. Bass & Company
HaddonwBerlin Road
Haddonf'ield, Nev Jersey

G6.teway Sporting CoOd6 Company
3171 Mercier
Kanaas City, Missouri 64111

H. Corenzwit &. Company
1209 Central Avenue
Hillside, New JeTsey 07205

Shepher Distr. 80 Sales
2300 Linden Boulevard
Brooklyn, New York 11208

Mutual DH.urH'U~~1.L8 "'UliI}'t1llJ'

1120 Capitol Avenue
Omaha, Nebrasks. 68102

M. Sharf & Company
200 McGTath Highway
So~rville, Mas6achusetts 02143

Rarry Ornsby &. Company
5303 12th Street
Detroit 8, Michigan

KauflIlan Brothers, Inc.
125 Pecks Road
Pittsfield, Massachusetts

Eastern Toy & Novelty Compe.ny
Box 361
Lynn, Massachusetts 01903

Fellovs &. Company
9 Betty Street
Everett, Massachusetts

Sidney Robinson Company
Wholesale Toy Distributors
10547 We6t Warren Avenue
Dearborn, Michigan

The Paul E. Beurque Co., Inc.
608 Willow Street
Manchester, New Hampshire

Krwner-B ••.••.~J.IIIUn,

319 Fallsway
Baltimore, Maryland 21202

ThcubaultwOlsen Company
!t639 Milwaukee Avenue
Chicago 30, Illinois

Ta.nnron Distributors
2020 No. C6..IDpbell
Chicago, Illinois

Cotter & Company
2740 Clybourn Avenue
Chicago 14, Illinoi"

Globe Wholesale Company
2101 S. Carpenter
Chicago, Illinois 60608

A. C. McClurg &: Company
333 East'Ontario Street
Chicago 11, Illinois

Kipp Brother6
240 So. Meridian
Indianapolis, Indiana

Wayne Hardware Company
614 S. Harrison Street
Fort Wayne, Indiana

Ted Feinberg Company
2202 Harding Road
Des Moines, Iowa

Variety Distributors
7th &: Spring
Harlan, Iowa 51537

Roey's Toys
36 E. Hinsdale Avenue
Hinsdale, illinois

Midstates Appliance & Supply
1022 E. Adan1s Street
Springfield, Illinois

Belknap Hdw. & Mfg. Company
III E. Main
Louisville, Kentucky 40202

The Sutcliffe Co. Inc.
225-227 South 4th
Louisville, Kentucky

L & H Sales Company
2914 V Street, N.E.
Washington, D. C•.

Ed. Tribout WhOlesale
1701-03 West Main Street
Belleville, IlUnois

Novelty Sales Agency
1725 Wcst DiVision
Chicago, Illinois

Gulf Coast Mercantile Company
315-317 S. Palafox St.reet
Pensacola, Florida

Broward Wholesale Compl'l.ny
P. O. Rox 4035
Ft. Lauderdale, Florida 311C11

Watson-Triangle Company
Box 44-554
Miami, Florida 33144

Witt Distributing Company
Southern Variety Who1eGI!.lers
1119 Tenth Avenue
Columbus, Georg:!a

Juvenile Products, Inc.
212 Fifth Avenue, North
St. Petersburg, Florida

Lash Distributors, Inc.
10824 Tucker Avenue
Beltsville, Maryland

MiW!li Toy Company, Inc.
]615-25 East lOth Court
Hialea.h, Florida

Toyland, Inc.
450 Fourth Avenue
Sa.n Diego, California 92101

California Notion & Toy Company
573 Market Street
San Francisco 5, Ca.lifornia

Oakland Toy Company
~41 San Lea.ndro Street
Oakland, California

Federal Wholes!lle Toy Company
3350 E. 26th Street
Los Angeles 23, California

American Toy Company
520 Fallon Street
Oakland, California 94607

South Bay Wholesale Co.
10201 La Cienega Blvd.
Los Angel-es, California

P. Lazarus Company
2003 w. l'IOt,h Avenue
San Leandro, California. 94577

Belco Sales Company
651 North Fairfax
Los Angelsa ]6, California

Alberta Book 80 Novelty, Ltd.
l3l-1th Avenue East
Calgary, Alberta, Canada

Dunham, Carrigan & Hayden Co.
2 Kansa.s Street
San Francisco, California 9'-119

Cash WholeslI,le CompIJ.ny
6500 Forbing Road
Little Rock, Arkansas 72204

H1lb & Company
4600 East 48th Avenue

JX,nver, Colorado

Toyland, Inc.
501 Second Avenue
San Diego, California 92101

Southwestern Nov. Compa.t1Y
330 S. Los Angeles Street
Los Angeles, California 90013

Middlesex Merchandise Co., Inc.
10 Cooley Avenue
Middletovn, Connecticut

Blatt Distributor5 COffi'pa.ny
2454 E. 27th Street
Los Angeles, California 90058

Harold Hahn Company, Inc.
153 Washington Avenue
North Haven, Connecticut

Oscar Klein & Son Toys
1375 MiSSion Street
San Francisco, California 94103

Electronic Distributors
1004 Speer Boulevard
Denver, Colorado &)201

A~$oei8ted Sales Agency
12 S. 20th Street
Binaingham, AlabB..m/l

Pensick & Gordon
6501 Flotilla Street
1<:>6Angeles 22, California

Copper State Merc81ltile Co.
424 No. 4th Avenue
Tuscan, Arizorm

Sann Sales Company
703 No. 21$t Avenu£!
Phoenix, Arizona

Berry Dry Goods Company
Fort Smith, Arkansas 72901

The following name s of whole saler s
supplement the list printed in the last
issue (Vol. 3, No.1). These lists
represent dealers who have stocked

Other clarifications that will be in
serted directly into the Manual include:

2. Under Hidden Movement, U. S.
Units that are adjacent but not in enemy
zone s of control do not have to attack
hidden Jap Units but have the option to
do so provided U.S. zones of control
fall on such hidden Jap Units.

1. In the Basic Game, the condition
of victory where either player wins as
soon as he occupies Henderson Field
for 2 consecutive turns applies only
between September 25 and November
20 inclusive.

HIDDEN UNITS

Q. What happens when an invading U.S. Unit
lands directly onto a hidden Jap Unit?

A. U.S. Player places it back on any adjacent
sea square and must attack. Retreats would
be eliminations in this instance for U.S. Units.

Q. May the Jap player hide only some of his
Units on a square?

A. Yes.

ARTILLERY

Q. If a stack of Units containing, say 9
factors, is reduced by artillery fire to 8
factors, which column are succeeding shots
rolled on?

A. The "4-8" column.

Q. Can non-firing artillery be fired on?

A. No ... unless it is in the same square
with enemy artillery that is firing. In this
event the firing player has the option to
select enemy non-firing artillery to absorb
such losses that may occur.

Q. Can a player accumulate Units of Fire even
when he has no Artillery in play?

A. Yes.

Q. When incorporating the optional rule of
varying artillery ranges, how does this affect
the 7-square-range point scoring?

A. Amend the victory condition to read, "
within raRle of Henderson Field."

COMBAT

Q. Is a Unit

six adjacent
to attack?

A. No, because he is not technically in an
enemy zone of control.

Q. Do defending Units attacked from coastal
squares double their factors when attacked
by Units that moved overland first?

A. No. Defense factors double only when
assaulted directly after sea movement. -Also,
combination sea and overland attack un
doubles defense factor of Units attacked from
coastal squares.

Q. What happens to
finds itself forced to
worse?

A. It is I!liminated before normal combat is
resolved. The defender does not advance in
this case.

Q. What happens to a soak-off Unit
eliminated by artillery fire before
combat is resolved?

A. It is removed immediately. However, a
new soak-off Unit is not required and remain
ing Units are not required to attack the
enemy Units that were being soaked-off against
by the eliminated Unit.

The following Appendix of Que stions
& Answers should be inserted into the
current Battle Manual for Guadalcanal
game. The Battle Manual has not been
reprinted as yet, thus we suggest that
you refer to the following until such
time as a second printing of the Battle
Manual becomes available.
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wanted ads. We now find it necessary 

The winners were those who effected 
an exchange he battle, a retreat 

zine have quadrupled in the p a s t  year ber i s  sue, therefore no ad will be in- 

an the second battle, an elimination 
there has been a flood of opponents serted d s  a s  written on the following 

on the third ( 2 - I )  battle. Only 4 sub- 
mitted the perfect paper. 

1. Charles E. Johnson. 3539 S. 40, 
OPPONENTS WANTED ADVERTISEMENT 

Lincoln, We braska. Please print ox type your advertisement on t b  spaces provided below, maximum 
2. Drue L. DaBerry, 4230 E. Fal- 

conCts,,McGuireAFBase,N. Jersey. (indudhgyournameandaddress) 35w0rdsperad* 
3. Kenneth Hoffman, 266 ca r ro l l  

t., New Bedford, Mass .  
4. Michael McGraw, 910, 1427 1 2 3 4 5 6 7 

Central, Memphis, Tenn. 
5. William L. Witmer, 128 Arch 

t. , Elizabe thtown, Penna. 8 0 10 I I I 2  1s 14 
6. K. V. Wittmann, 10  Lexington . , Newark, N. Jersey. 15 16 I 7  18 IS 20 21 
7, Thomas Olseowy, 279 Solbieski . , Buffalo, New York. 
8. L/Cpt. J. T. McAniff, USS Poco- 22 23 24 25 26 27 28 

r FPO New York. 
9. Stephen Gilliatt, Forest Hall, 
rlondale , Illinois. 29 30 91 52 39 94 9s WOlDS 

t: , Enciao, Calif. sulwffiber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for 4 succeed& 

Subscriber Discount. . . issue. A& received after the 15th of the month preceding publhion will appear 

ouponshownbelow is forthe henem in the foflowing issue. N o  ads will be accepted unless printed on &.is form. 
the full-year subscriber. As soon 
u have accumulated 4 such c a m -  

CONTEST NO. 14 
You, a s  DE Commander, must sink Entrier muat be postmarked no litter 

the submerged U-Boat with but one than August 7 ,  1966. Print  your name 
depth charge remaining. It has to be and address clearly and make sure you 

Here's how it works a direct hit on the U-Boat that i s  hidden l i r t  the Avalon Hill game y w  wish as 
in one of the six aquares, A-F. prize. 

In accordance with the rule8 of U- - - - - - - - - -  
credit. You must accumulate 4 BOAT the DE may only reach, at most, i - - 

3 of the possible 6 squares the U-Boat 
may be hiding in. On the Depth Charge I Depth Charge Sheet 
Sheet draw a line showing the exact I 

together and send them in with 
path of where yau are moving the DE. 
Then mark an " X f f  in the square you I 
think contains the U-Boat. In addition, 

- 0 0  less than the usual retail value 
depth is: 1001, 200'. 300r9 400' or I 

. . 
500 ' .  

The exact location of the O-Boat I 
O u ~ o n s  can be used towards the wi l l  be determined by the cloaing N. Y. I ha'e of games# parts, @ * ~ - ~ y -  Stock Exchange transactions of Auguat 
equipment and the They 8, 1966. The las t  digit of the sales- I 

GOODY EAR 

00D TOWARD THE PURCHASE 
OF ALL AVALON HILL 

PRODUCTS 



OPPONENTS WANTED OPPONENTS WANTED OPPONENTS WANTED

Is there any local San Diego activity?
I would like to join a local club, I
would like to buy the "General", vol. I,
nos. 1 and 4. I will pay any reasonable
price, 1 would like PBM Blitzkrieg,
also in. person Waterloo opponents
(either side for either game). Call or
write Christopher Dahl, 4~66 Nido La.,
San Die~o, Calif. 92:117, 2:73-7392:,

Death is Natur,,'s way. And d"ath it
shall b" if you challenge the Continental
Army; which is massingoffGuadalcanal.
If your record is 2:5_0, and yo" do not
wish to blemish it, then forgetthischal_
lcnge. B"t if you're willing to lose then
write: Ken Robertson, 424 W. Virginia,
Glendora, Calif.

Your chance to make $$$$$!!! Want

copies or originals of first six issues
(entire Volume I) of the "General",
Will accept 'fax or Xerox copies, Will
pay $1,00 a piece plus. 30 a piece
copying charges, or more for charges
if need be, Write: E, A. Mohrmann,

2e9 S. Bishop St., San Angelo, Texas.
A 15_year_oldwargamer seeks a rea·
sonably good opponent in a PBM game
of Tactics, either side, and will attack
or defend. I would also like to playa
hot game of D-Day, Blit:<krieg, Afrika
Korps, or Midway, in person, either
side. Contact: David Gasser, 1450
Norton Ave., Glendale. Calif. 91202.,
The War Lords challenges anyone to a
PBM game of D-Day '65 (Either) or
Afrika Korps (Germans). Contact:
Douglas Beyerlein, 3934 S. W. Southcrn,

Seattle, Washiogton 98116,
All Californians!! Dusk has now been
established in California aa the 31st
Pan"er Grcnadier Division. Dusk is a
PBM society that arranges games be
tween individual members and will soon
be challenging other clubs, Join Now!
If interested, please contact; Peter
Menconi, 1411 Gary Way, Carmichael,
California 95608,

I would like to play PBM games of A. K.
(1964 rulcs), Stalingrad and D-Day
(1961 rules), either side in all, with
competent, intelligent opponents. If
you qualify, write to James Seward,
44003 Elm Ave., Lancaster, California
93534. Peopl" in Antelope Valley call
WH2.-1909.
Oppon"nts wanted for Bulge, Stalingrad,
and Afrika Korps. PBM. Preferably
Tex_La_Ark_Okla_Area. Write: Ronald
Rollins, 82.0 W. Round Bunch, Bridge
City, Texas 77611.
Connecticut residents: Th"r" are op"n

ings for wargamers int"rested in being
commissioned as officers in our or
gani"Uion, with excellent chances for
advanc"m"nt within our system. We
have PBM matches with our units in
other states and among ourselves.
Per~onal combat when"ver pos~ible.
Interested, try Dusk, 94 Church Street,
Guilford, Connecticut.
Attention' All WCI m"mber~ pl"ase

register your age, no. of AH games,
and general ability. Specify whether
you are engaged in a PBM game or not.
Mail your dues to your state command"r.
Thank you. L"e M. Hender80n, Chief
of Staff, WCI, 1640 Upshur St., N. W.,
Washington, D.C. lOOl1.
I will be living in Ann Arbor (Mich.}
this summer from June 20th through

August lOth, and will have plenty of
time for Avalon Hill games. Contact
meat home before June 20th, ifpossible,
or, if not, at St. Mary's Student Chapel,
(Basement}, 331 Thompson, Ann Arbor.
1 have: Afrika Korps, Blit"krieg, D- Day,
Gettysburg{58),Chancellonville,Stalin.
grad, Midway, Bismarck, Nieuchess,
Dispatcher, Verdict II, Tactics 11, and
Squander. AI80 Diplomacy. Steve Sul_
livan, 1662 Bournemouth, Grosse Pointe
Woods, Michigan 48236.
Opponents wanted for Afrika Korp~ •
PBM and live. I am desperate for cOm
petition. Will take on anybody. Prefer
Allied Command. Contact G. D. Wind.
ham, 4011 Mallory, M"mphi8, Tenn.
38.11. Am also trying to form club in
th •• Memphh area. Need local and PBM
members.
Att ••ntion! All anti-Spectre wargamers
are cordially invited to join UNCLE,
that organi"ation dedicated to the an_
hiJation, ehmination, and demorali7.ation
(defeat, too) of that infamous bunch of
wise.guysknownbetteras (yich}Spectre.
Contact Major General Bob Goldstein,
8109 Ellingson Dr., Chevy Chase, Md.

Wargamers United, a recently formed
club. invites all Arkansans under 30 to

join, Send nam", address. a!:e, !:ames,
PBM material, etc, to l"red King, Co~
President, 140 S. Laredo, Russellville,
Arkansas, 72801,

Seekin!: PBM opponents in AK (either)
and D-Day '61 (Germans}. Also, in~
person for above plus Gettys ('58 and
h"x), Tactics II, Balge, S-grad, Wtrloo,
Midw, Bism, Blit:<, I< Guadalcanal,
Phone 786_6861 or write Bill Stone, Box
~47, Fredericksburll:. Va, 2l401.
I am planning my own War Game and I
need ideas for rules, troop counters,
and boards or anything else. All modes
of warfare accepted (desert, jungle,
mountain, arctic, and nOlval etc.)
James Tribolet,5441 E. 9th St. , Tucson,
Arizona 8S711.

Anyon" wishing to sell a game of Chan
cellor8ville please contact FrankCrow,
Route 2:, Box 408, Stevens Point, Wisc,
54481.
Want"dopponentsforface-to-faceBHtz
krieg. Our organization T. H.R, U, S. H.
is onth" move. We stand for "Tactical
Hierarchy for Removal of Undesirables
and S.P.E.C.T.R.E.'S Hi"rarchy."
We wi8h conflict with any person who
wants to ri8k it. Contact Ronan T.
Adams, 1611 3rd Ave., Altoona, Pa.
1660Z.

Hungry g"neral wishe8 mOre t"nder
morsels to be devoured. Are you dis_
illusioned into thinking you can survive
my onslaught in Afrika Korps, Stalin
grad, Tactics, D-Day, Bulge, Blit,,_
kri"g, Guadalcanal, or Waterloo? Pick
your side and send your chall"nge and I
Or first mOve to Boris Badenov, 43Z
Landing Rd., N., Rochester, New York
146l5. Your used sk"leton will be cheer~

fully returned.
Opponents for Blit"krieg - face. to_face
Or PBM. Will play either side. Will
play individuals or clubs. I have never
been beat"n! Prefer Tournam"nt/Op

tional game. I challenge all cOmers.
Contact Fi"ld Marshall Lee M. Castle
ton, 900 Carlton Ave., Lake Wales, Fl.
D_Day International: English University
Stud"nt d""ires opponents from other
Universities. Contact· Michad D.
Coop"r, Students' Union, The University,
Hull, England.
K. G. V. P. (Kampfgruppe Von Pannwitz
.Late independent 6th Army of Dusk)
again challenges our Wilmington area
foes. After improving our previous
record to 85_Z against individual play_
ers. We hop" to contact other small
clubs. For live li:ames, contact R. M.
Carey, ~6 Ashton St., Richardson Park,
Wilmington, Delaware 19804 or phone
OL. l5224.
War!(amers of America' Neworgani"a.
tion, Control, being formed! Command
posts available. Write Jim Epperson,
3007 Chippewa Dr., Owensboro, Ky.
42301. Send agc, address, games, and
experience.
Th" Third Army of Penna., Spectre is
licking its wounds. Limited action will
be taken against anti_Spectre organiza_
tions. All old veterans willing to re
enlist are welcome. Write Donald
Greenwood, 12.8 Warr"n St., Sayre,
Pa. 18840.

An avid general and admiral, I can fight
on land, sea, and in air. I have most
of the AH games. Your choice of game,
sides, and tournamcnt and optional
rules if any. Also Blit"krieg PBM.
D"sperately wanted! Generals Vol. I
No. I and Vol. I No, 4, original, Xerox
or any kind. Name your price. Con~
tact: Neale R. Gilson, 7 Hadl"y Road.
Armonk, New York 10504
1 seek competent players for Afrika'
Korps PBM and will play Bismarck,
Tactics II, D_Day, Midway and Gettys
burg in person. I will join any worth
while club dedicated to war gaming.
LuckyFisher,905SouthFlower, Denver,
Colorado 802.l6. Phone: 985-l690.
Retired Fi"ld-Marshall seeks mature

opponents to do battle within Afrika
Korp8, Blit", Bulge, D.DAY, Midway,
Stalingrad, Tactics II and Waterloo.
Either PBM or in per80n. Any rules
and choice of sides. AU letters an
swered. Stan Goldman, 60 Clarkson

Ave., Bklyn., N. Y. 11226, Tel. 282.
b830

Inexp"rienced AH player would like to

form club with other inexperienced
players. This is to prevent inept play
ers from falling into clutches of Spectre,
World Conquest, etc. If interest"d and
in area of Belmont, Mass. please con
tact C, Henrique:<, 350 Prospect S':.,
Belmont, Masa.
Would like to trade Tactics II and D-Day
games for Afrika Korps or S"tilinli:rad:
A.F. and S. must have PBM kit. Also
wish to meet any wargamers who live
in Salt Lake area. Contact: Rex Heinke,
3931 Venus Circle, Salt Lake City, Utah
or phone l77_2:334.
Los Angeles area residents interested
(curious. skeptical) in l"ad soldier war
gaminl1;who would like to see, partici
pate or ju~t discuss the subject should
contact Lew Holden, 22.88 E, Orange
Grove Blvd" Pasadena, Calif. 793
3376,Immediateopeninli:sforcommand
ers with armies.

Attention all Michigan wargamers: The
invincible 14th Army of Aggr"uor
Homeland needs new members. All
enlistments are w..Jcome, but if you
prefer to fight us prepare tobecrushed.
To join or fight th" newest AggressOr
army contact: Dick w"stlund, lZ47
Willard, Saginaw, Mich. 48602..
Wargamer wishing for opponents, D
Day_either(by mail}Stalingrad- either
(by mail), and Afrika Korps (by mail)
_ "ither, Waterloo _ either (by mail).
If interested contact: Steve Weave, 717
Stockton Circle, Ridley Park, Pol.
The Tenth Legion controls Florida.
Rebellions crushed, quickly and effic_
iently. PBM Afrika Korps. Battle of
the Bulge, Blitzkrieg, Guadalcanal,
Stalingrad and Waterloo. Liveopponents
encouraged. Tenth L"gion P.O. Box
1062, Melbourne, Florida.

Sacramento Area Wargammer8: Jf'in
terested in playing AH or other war_
games or Management, Air Empire,
Verdict II, Nieuchessor Word Power
live, contact Richard Arc, Z863.58 51.,
Sacramento, California 9S817.
Winner8 of the world, see how the
other half lives, 108e to U8. Experienc
ed fanatics challenge any person or
group in PBM games o( Blihkrieg,
Stalingrad, D- Day, Afrika Korp8. Bulge,
Waterloo, either side, Or face_to_face
in all war games except Guadalcanal
and U_Boat. Contad Bruce Angier,
2.15 Rockland Rd., Pearl River, N,ew
York 10965,
"Hard Corp." wishes to extend its for.
mal invitation to all wargaming groups
except "Spectre". W" requeat your en_
gagement in the following g••mes: T"c
tics II; W••terloo; Afrika Korps; Bulge~
Kri"g; and Gettysburg. We promise
cataclysmic outcomings. Steve Close,
482.9 Hilltop Rd., Erie, Pennsylvania.
Opponents wanted for PBM of Bulge,
Blit"krieg, and D-Day. Either side.
Specify optionals. Steve Clark, 40l
Merkle Dr., Norman, Oklahoma 73069.
Wanted: The best Confed"rate General

in the country. I can't possibly imagine
any way the north can lose the game.
1 have yet to even have a close game
of GettY8burl/.. Mike Clothier, 6722
Glen Oaks, Baton Rouge, La. 70812..
We would like to play PBM StaJingrad,
"ither side, using regular replacement
rates and the Russian condition of

victory sugge8ted by Barry K. Branch
in the May issue of the General. We
will also play A.K. und"r conditions
given in Our previous add, (3rd column,
top, in the May General). Contact
DWTI, 6114 Kathy Lane, Shreveport,
Loui8iana 71105.
Wanted: Opponents in person. Anyone
in the Waldorf, Hyattsville, Cheverly,
Wa8hington (D. C.) and La Plata area
for A. H. games. I can play most A. H.
games. My record is 357_38_2:6 in aiL
I also play Diplomacy. Please call or
write to: Sean Donohue, 1020 Stoddert
St., Waldorf, Maryland. P. S. I am
the same one from PGH, PA, 9s"eking
new conqu"sts.)

G3 supplies colored count"rs and hex
sheets to alarge number ofwargamers.
While our quality is not as high as
AH'8, our line is mOl''' diverse, and
cheap enough to make mistakes on.
For samples, send a stamped envelope
to G3, Ralph Fellows, 1141 Tremont
St .• Duxbury, Mass. OZ332.
For Sale: I brand new spanking clean
Bulge game plus I PBM kit for it. Will
sdl at high"st offer. Write: Roger
Hoffman, Rt. 2, Box l08, Acampo,
California 9522.0.

Wargamera want"d to join the force8
of Du8k to combat the forces ofSpectr".
This pertains to the Dakotas and Mon_
tana. Send replies with name. address,
age and games to Karl Gerdes, 103 7th
Ave., W, or Duane Lillenhaug, Box 431,
both of Lemmon, S. D. 57638.
Opponents wanted! PBM Afrika Korps
or Bulge, face to fac" Gu.a.dalcanal,
Baseball, Midway, Bismark. Contact·
Joe Hagan, 405 Kcnmore Rd., Haver_
town, Pa. Phone: Hi-9-1832:.
Wargamers needed from the sta.te8
adjacent to Oklahoma As well as the
Sooner State. Oklahomans unite to beat
back th" hordes of the Farces of Evil!
Write to: John HaU, ll33 South Louis_
ville, Tu18a, Oklahoma "'14114.
Do you have any ideas for Itome-m;lde
games you want the world to know
about? Would you like to talk about
both AH and nonA"H games? Are you
aggressive as the Japane"'" player in
Guadalcanal? (Live opponents only)
If 50, please write or phone T••mHol
singer, 1901 Ray Driv", Burlingame,
California 940-10. Phone: ~1.1148.
Opponents wanted fOr ~Ige, D- D<a.y'~5,
Korps, Blitz And GUBdalcanal, Water_
loo, Tactics So Gettysburg. Either side.
Send letters to William Hoy.er, 7833 W.
Becker, West Attis, Wis. 532.19.
Warriors, I am a sold1er <:IfFor1:ul>'e.
I challenge any ane to PBM of Waterloo
and D_Day. And as a 80ldier of Fortulle,
30-1, 1 give my talents and •••••rvices to
the first club writing, in other words
I'm up for grabs. Contact Bill Hagg.art,
9627 MaryknoJi Ave., Whittier, Cali
fornia90b05.
Join Spectre's 8tb Army ci Ohio. Ofiio
Wei COme out! Write: Linn Malamis,
Z3Z3 Belleflower, Alliance, 01:>io 4'\601.

Are .you a H,,1l for Leather type of
soldier? If you are, you beiJong in the
most a!,:gressive, mosteUt ••, and tough
est organi"ation in AM history. Get to
where the action is. join tM Aggres80r
Homelands forces. 'Write: Vict:Ot- Gedol
Jr., Aggressor Homeland of the Circle
Trigon, 5131 Juniata St" Duluth., Minn.~
Long Island Wargamers, if you are in
terested in an eyeball to eyeball ga'me
of Blitzkrieg, Waterloo, Stalingrad,
Bulge, Tactics U, or Guadalcanal (when
either you or I receive it). Write:
Jeffrey Palis, 2:~85 Harrison Ave.,
Baldwin, N.Y, 11S10, or caU 516 BA
3_4804, I will accept a limited number
of P-B-M Blit"krieg game,S.

New club in makings. Seek opponents
in D_Day, Bulge, Stalingrad, Afrika
Korps, Waterloo, Tactics II, Club or
individual, Want to join Spectre. Con
tact KWKW + 10, 63LewisSt., Bristol,

Conn., 06010.
Spectre invades Maryland! Join Now!
B" on the winning side and beat all
enemies in the Baltimor" area. Yes.
two ..lite generals command so let us
hear from you. Write to Spectre, 5190
Raynor Rd,. Linthicum, Md,
I'm ready to get my feet wet, WiU play
by mail Blit"kri"g, .Balge, and lor
Stalingrad, either side, any rules,
Mail choice of games, sides, rules,
and starting alinem"nt8 to; LTJG Neil
B. Selby, XOMILDEPT, USNS GEN.,
W. H. Gordon T-AP 117, c/o Fleet
Post Office, San Francisco, California
96601
Help!! Does anyon" want to buy a
slightly used and perfectly complete
D-Day 8et(with exc"ption of the 2 trays)
at 1/3'\'. off at today'. retail price? If
so, write to Br ••d Weston. 55 Barry
Scott Drive, Fairfield, Connecticut.
(Plea8e send 50~ for handling char!,!e. )
The Barbarians of Portland, Challenge
all Wargamers of the Northwest to PBM
games of Waterloo, Blit"krieg, Battle
of the Bulge, D-Day or Getty8burg.
Ar •. ther •. any AH play ••}"" attending th ••
following campuses: Portland State
college, University of Portland, Lewis
So Clark, or Reed. If 80 contact: W.
Gerald White, 4004 S.E. Pine St ••
Portland, Or"!,!on972.14 or call 2.32.-12.06
Any player for Blit" , Bulge, Stalingrad,
D-Day, Afrika Korps, G"ttysburg (64),
Chancelorsville. Can TE 8-4979 or
write Robert Welo, 322.6 Franklin

Highland, Indiana 4632l.

HELP! Am making a Stalingrad game
with divisions instead of corps. Would
like to have starting order of battle for
each side. All other bits and pieces of
G_2 would be helpful. Please send to
Chuck Anderson; 3603 Humble; Midland,
Texas 79701.

Wanted: Gettysburg 1961 Troop Count
ers, will pay top price for complete or
n"ar complete sets _ send price and/or
count"r8 to, Douglas Amis, 4137 Silver
St., Pleasanton, CAlifornia.
Warlords, Inc., HQ in Japan and with
units throughout the free world, offici_
ally challeng"s the T"xa8 contingents
of Spectre to a tournament contest to
determine 8u"ereignity over the SW US.
Applications for membership and chal_
lenges by other organizations will also
be considered~ game8 can be arranged
through Warlord HQ in Japan with any
of the Warlord Control Region8 in the
United States or Europe. S.C. Berschig,
CMR Box 1878, 698855, APO S. Fran_

cisco 9632:8 (Air Mail only).
KampfgruPf'" Nordland, formerly the
War Lords, challenges all PBM clubs
Or individuals. Will play Stalingrad
(Germans), Afrika Korps (Germans),
D-Day '65 (either), Waterloo (either),
and Guadalcanal (US without INdd"n
mov"ment or Jap8 with it). Contact
Douglas Bey •.rlein, 3934 S. W. Southern,
Seattle, Washing~on 98116.
Rally 'roo.nd The Star8 t: Bars, Reb-.!
The 10th Corps of the Confederate Army
of Central Pennsylvania challenges all
those who do not believe in State's

rights. Summer HQ: 104 East Rock8
~d., Norwalk, Conn. 06851. "Don't
tread On me". Contact Lt. Gen. Jt1mes
Birnie for Stat" CQmmander pO,sitjon8.
AtHtntiMl! ~ec't"re is On the move OnCe
more! Arry wargamers in the York
Adams Area of Pa. j ••in the "Lucky
Seventh" Corps of the In Army of Pa.
We af" looking for Gettysburg ex-perts
f;u""r &11, we're close enough) but any_
om: interested in joining plea ••• write
Mike "Lucky" Ra.rrmart, 321 Penn St.,
Hanover, Pa. 17331.
'fhe Good Guys Army of New Yorio;
claims victory in its tournam"nta3"i<1st
the Z.r:id Spectre Army. We defeated
them in ~he first SW\liAgrad game and
re'Ceiving nO reply from tlrem after
tn.eir first move ;n the second hereby
claim victory by defAult. Spectre has
lost a.gain!! Edi Birsan, 48.l0 39 St.,
Lon.gI&LandCity, N.Y. 1110'1..
Opponents with few or no losses who
w'ish to have that situation r"ctified.
Will play AK PBM as either sid ••. Will
play Bulge, StaHngrad, D-Day, Water
loo, Tactics II, Gettysburg. Midway,
Bismarck, AK {of course}, or any game
y<,>u bring with you, face-to-face with
opponents in the Lincoln Area. ChaIles
E. Johnson, 3539 So. 40, Linco-l.n,

NePT. 68~06, !Wane: 488.7772
Adult Opponents in Play By Ma.il or in
persO'O for D-Day, Stalingrador Guadal
canal. Also those interest in 20 mm
kri.-egspiel in the South Carolina area
contact Capt. Raymond Johnson, Det 3,
15 Wea Sqn, Charle8ton AFB, South
Carolina.
It\.experienced but skillful general wants
opponent~ in the Middle East area. I
will PBM Bulge (either 8ide), Afrika
Korps (me German), or Guadal.canal
(either side), I aho like and have
Waterloo, Midway. Bismarck, and
Stalingrad. (I have no PBM for them).
Contact Michael Johnson, 108 Bridge
Street, LoRan, West Vir!,!inia 25601.

As Chief of Staff of The 4th SS Pan"er

Army 1 make the following annOunCe
m"nt. We will play any sid" in any AH
game. Any AH wargamer, except
"Squnader" owners, are invited to test
the elite of the Hartford ar"a. Send
your challenge or 8urrender to Oberst_
gruppenfuhrer Raymond von Piche, C.O.
SS Totenkopf Division, 2:1 Ch&pin Place,
Hartford, Conn. 06114.
PBM opponents for Blitz (either), Bulge
(either), Guadalcanal (Americans), and
Stalingrad (Germans). Our 2_man staff
will play the above and D-Day, Bi8
marck, Midway, Waterloo, U_Boat,
Gettysburg, and Afrika Korps face to
face. Steven Piekarec, 40 Marlow Rd.,
West Seneca, N. Y. 142.24, TA3.3945;
or Henry Zajd II, 191 Brookside Dr.,
West Seneca, N. Y. 14lZ0, TA2.~9918.
WCI, CAP, and Dusk are out to con_
quer th" world. They are out to kill
you! If you value your right to play
AH gam"s, do not join the8e clubs.
Join any oth"r clubs (like Warlords)
but never these. We must unite to de
fend the world from these power hungry
mon8t"r8!! Robert Shalvoy, 15 Ludlow
Manor, E. Norwlak, Conn.
Inexperienced opponent8 wanted in D
Day, Gettysburg, ••nd Stalingrad. I
will be the Germans in D_Day and the
Con("d •.r ••.t ••" in Gettysburg. 1 will take
either in Stalingrad. Plea8e contact
Dave Scott, 205 East Clay St., Troy,
Illinois.
Looking for PBM opponent for Bulge.
I prefer U. S. 1 want to play Tactical
and Strategical air power optional rules.
Do not have L96~ new battle manual.
Mike Teibloom, l38 Kilpatrick, Wil
mette, lIlinois 60091.
Ban"ai! PBM opponent8 for Guadal.
canal. I will take any side, any rules
(pr"fer all optional rules exc"pt Hidden
Movement unless an adequate sy8t"m
can be organized). Also another Santa
Rosan would like a few opponents for
D_Day '65 (PBM}. Contact Stev" Tork_
ehon, 619 Leo Dr., $ant •• Rosa, Cali.
fornia95401.
PBM Tactics II: Air Mail only. Roll
die for each others batUes(atock sAl •.s
info unavailable). Your choice of sides.
Adults preferred. SSGT C.R, Wagner,
Box 6008, APO San Francisco 963Z8.

Help! Somebody challenge me befor"
I go nuts! I will take on all comers in
PBM Waterloo or Bulge. Either side.
Contact John Hagen, 709 9th St., 5W,
Austin, Minnesota 55912,
All peopl" in the Scarsdale, New York
area. Anyone interested in forming a
club of several members, please con_
tact, Chris Hodson, 27 V"rnon Road,
Scarsdale, N.Y., SC3-32.65. I will be
willing to play anybody of aoy skill in
any type of game (war or non war games).
The resounding crunch of Aggressor
boots echos through Chicago's deserted
streets. Myron Brundage, subversive
editor of a well known propaganda sheet,
has 8urrendered wi~h thouaands of his

compatriots. Rejoice Wisconsin! Re
joice Chicago and Northern Illinois!
Th •• Aggressors, your liberators, have
arrived! Kolonelo John Knutson, 4519
Colorado St., Duluth, Minn. 55804.
Achtung! Aggressor Homeland mOves
again! The 6th Aggre880r Army, fresh
from recent conquest8, (see May Gen_
eral) embarks on its summer campaign
_ we hereby annOunCe the libel'ation of
Massachusetts, Quebec, So Newfound.
land! All AH clubs or persons who want
to join the mi8hty Aggressor nation,
write! All clubs or persons who want
to contest Our total domination of these

areas, writ,,! No r"ply from an area
mean8 it is conquered _ deadline, July
29. We hope you will join u8 _ my
government wants the finest AHgamers
to assi8t in the liberation of the conti.
nent. CaI.. Brian Libby, 16 William
St., Por~la.nd, M••.i= 041Q3.
The California branch of o..sk hasn't!

Having trouble finaing oppo~nts? Want
to join the fines.t PBM dub on the West
Coast? Join Dusk Today!! C.C.C,
members wanted! Write now to P.
Menconi, 1411 Gary Way, Carmichael,
California 95-&08. P. S.: Are there any
other warge.mers at UC/D?
Desire opponent in Battle of the Bulge
and Guadalcanal by mail. Afrika Korps,
Stalingrad, D-Day and Blit:<krieg in
person. Contact John Macciocchi, P.
O. Box 337, Cape May, N.J. 08204.
J would lik" to receive ideas on home
ma.de games, strategy, etc. lamwill.
ing to discuss anything nO matter how
crack-potted concerning new games.
Grant Noble, l34 Fir St., Park Forest,
Ill,60466,

The Union Army of Western Pennsyl
vania is now forming. Applications will
be accepted frompersonslivinginWe8t
ern Pennsylvania, Eastern Ohio, and
We8t Virginia. People in the immediate
area of Pittsburgh are encouraged to
join. We will be using the '64 Gettys_
burg. Send Applications to: Douglas
Burke, 309 Whitmyre Hall, Indi ••na Uni
versityof Pennsylvania, Indiana, Pen_
nsylVAnia 15701, before the date of May
14, 1966. After this date all letters
should be addressed to, 108 Hil ••ndAve. ,
Coraopolis, Pennsylvania.

PBM opponents wanted 'for Bulge and
Afrika Korps. I will take eith"r side
and will U8e any Or all of the optional
rules in each. Contact John H. Brice,
1117 Ernst Dr., Green Bay. Wis. 54304.
Beware aU major war gaming clubs.
Axis is on the mOve .. Axis takes Ger
man and Japanes" forces in any WWII
game. Axis takes red in Tactics, blue
in Blitzkrieg, and French in Waterloo.
Allied commanders send your letters
to Ken Crosby, at 1334 So. Glendora
Ave., West Covina, Calif. 91790, and
preparetodi".
Have your Avalon Hill games lost th"ir
"ap? Hav" your best friends turned in_
to "Duds"? Have your best strategies
failed? Has Spectr" stomped on you
lately? Then counterattack with the
Chefe d"r Oberkommandodes Wehrma
chtkriegspi"lstab. Contact: PFC John
P. Coffey, RA13853476, Co uA", ISB;
Ft. Benning, Ga. 31905.
Willdef"at any American def"nse in
Bulge PBM. Also, PBM opponents
wanted for Stalingrad, Blit", and Afrika
Korps. Choice of sid"s is yours in aU
games except Bulg". Send all replies
along with optional rules you wish to
includ" in play to Fred Calderone, 8100
Woodcrest, Grosse 11". Michigan48138.
Surrender or die! The 8th Corps of th"
Confederate Army of Central Pennsyl.
vania challenge8 all Spectre and pro
Union forces in Michigan to a PBM
game of Afrika Korps or Waterloo.
Send surrender papers or Declaration
of War, including side you'll command
to Rich Dickieson, 735 Elmwood Dear·
born, Michigan 4812.4.
First_rate German opponent want"d for
a game of Afrika Korps. Also, will
accept any chall"nges in the following
games: Guadalcanal, Blitzkrieg, Water
loo, Bulge, Chess, and StAlingrad. All
optional rul"s will be used in Bulge.
Write (or phone): Tom Eller, 3100
63rd Ave., Cheverly, Maryland 20785;
773_12:71.
Achtung! The Imperialists have new
addresses until September: Contact
Gerald Gumpert, 210 Darby, Bridge
City, Texas, for in_person Tactics,
Blit"krieg, Midway, G"ttysburg Chex)~
contact Joseph Antosiak, 3637 Arden
Ave., Brookfield, Ill. 485_0129, for
all of above plus in_person Afrika Korps,
Bismarck, D-Day, Stalingrad, Waterloo;
contact either of us for PBM Bliakrieg

~
Attention High School Stud"nts of San
Francisco and Bay Area. Have formed
official EI Camino High School War
C ••mes Society, Would like to see war
game societies formed in other peninsula
high schools so officially r"cognized
league can be created. If interested
notify, Greg Williams, 3S San Felipe
Ave., South San Francisco, California.
94080.

PBMopponents wanted for Afrika Korps,
plus a limited number of Blit"krieg
PBM, with all optional rul"s except
nuclear capacity, invisibility and minor
country pi"ce s. Clark H. Wilson,
Rabbit Run, Wallingford, Pa, 19086,
Need an opponent for Waterloo. play by
mail or will play in person Stalingrad,
Tactics II, original Gettysburg, D-Day,
and Bulge. Contact Roy Wilson, 1301
Providence Road, Secane, Pa. 19018,
KI 3_6439. Woald also like to join

wargaming club but don't know how,
S•.c••ne in Philadelphia suburbs. My~
Look to the ARMY of NEW ZION. ANZ
will defend Truth and R.ighteousness
forever. We are somewhat pleased to
announce that there are still some
positions available a8 Area Commanders
(and a few other appointm"nts). We
are open to challenges and will take
anyone's unconditional surrender.
Write: Philip L, Musgrav" (Chi"f of
Staff}, 575 N, C"nter St., Chapman
Collei<", Orange. California 92666,
I need opponents for Stalingrad, D~Day,
Bulge, and Guadalcanal. I would also
like to know if there are anywargamer8
in t~ general vicinity of North Tarry
town. Contact: Ronnie Modeata, 170
Cortlandt St., N. Y. 10591.
Attention all German Commanders!

Out of ajob becaus"of some luckyAllied
general? Prevent it from happening
again by joining the G. H. C. G. L. Then
if you get beat, you'll at least have
other German officers to comfort you,
For inf.ormation write to: Gregg Man
killer, Route il2:. Seymour, Indiana.

Achtung! Ve n"ed members for d"r
strongest Army in der central part of
der country, THE ARMY OF OKLA~
HOMA, Ve haf d"r positions, you haf
der decision, Dis ad applys to der
central part of Oklahoma. Contact:
Steve Tinsley, 1505 S. W. 61 Terr.,
Oklahoma City, Oklahoma 73159.
How would you like to be on the side of
amanwhocommanded the 82:ndAirborne
Div., waS in command of the 19 Air_
born" Corps, was in command of the UN
forces in Korea, and was the Chi"f of
Staff of the United States Army???
If sO write: General William Speer.
CG.USCAC GHQ, 103 Spring Rd ••
Malvern, Pa. 19355.


