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Avalon Hill Philosophy Part 57 
The GENERAL has rarely abandoned its 

conservative, yes even staid editorial approach 
to endorse particular hobby groups. Our reluc- 
tance to part wiih our standard editorial fare has 
been based Isrgely on the unreliability of clubs 
as a whole. ~Vstional clubs seem to rise and fall 
wiih a regularity second only to the shift~ng of 
the tides. Without full time administrators such 
organizations seem doomed to overwork and 
eventual failure. It w ~ s  this recognition which 
prompted us to start the AREA rating system so 
that the hobb y could finally have a stable base. In 
many respecfs AREA'S 3,000+ members consti- 
tute the largest wargaming club ever assem- 
bled. But AREA, for all its virtues, is still not a 
club in the real sense of the word. AHIKS is. 

There has to be an exception for every rule 
and AHIKS is a good case in point. Now entering 
its I I th year, A HlKS has passed the test of time 
with flying colors and still offers the same 
benefits of fellowship and reliability that it 
promised its charter members back in '66. If 
,what follows sounds like an advertisement don't 
be surprised for it is written by the President of 
the Society. However, its very presence in this 
column-closed to so many others-tells you 
what we think o em. 

Let there b no mistake-AHIKS is not the 
panacea of t J" e national wargame organization 
dilemma. Nor is it for everyone-as its enforced 
age restrictions testify. What AHIKS does offer is 
comredeship, an open and friendly atmosphere, 
and good gaming fu.7 unmarred by petty 
politicing or wt,~-at-an: -cost attitudes. Indeed, 
we question whether ihe day of the usefulness 
of nationalclubs is still with us. With the spread 
of wargame popularity in recent years, more and 
more local clubs have sprung up to service the 
needs of the local gaming populace. The trend 
towards more smalllocal clubs is one which we 
see as the future of the hobby. But there wilt 
always be those who cherish PBM and its many 
advantages and it would be a great shame were 
they not given the opportundy to discover the 
fellowship of their ilk in an organization such as 
AHJKS. We hhhly recommendAHlKS for what it 
is-a group of mature and friendly wargame 
enthusiasts who have banded together for the 
ulfimate in wargaming comradery. 

AHlKS= PLAY-BY-MAIL 

PBM? Play-by-mail is an aspect of wargam- 
ing that many enjoy but that many others have 
not tried. 

Why do people play-by-mail? The primary 
reason is probably lack of local opponents. 
Avalon Hill pioneered PBM many years ago to 
help satisfy its many devotees who had no one 
with whom to play these exciting new games. ,- 
Ten years ago there werefewerwargamers and, 
therefore, fewer opponents. Although the hobby 
has grown tremendously. there are still garners 
who do not live conveniently near possible 
opponents. For them. PBM is aboutthe only way 
to play. 

Another reason is convenience. Even those 
who have a near-by opponent do not always 
have large blocks of time to spend gaming. They 
do have an hour here and there and are able to 

complete one move at a timn; T'BM is the best 1 
answer here. 

Some minor, but not insijn;ficant reasons, 
are speed of move and error. Some people take a 
very long time to get through m u  move, and as a 
result, feel guilty or have to put up with their 
opponent m :king bored noises. Those who find , 

themselves making errors in face-to-face play 
have an extra chance to find the error because 
they can check and recheckeach move; they can 
even Iet it sit overnight and look at it more 
objectively the next day. PBM is the better 
answer for garners in both categories. 

After Avalon Hill devised a way to play-by- 
mail, itstill became necessary to find opponents. 
One way has been through the GENERAL's 
Opponents Wanted page. Another way is to 
join an organization. 

The premier play-by-mail organization is 
AHIKS. AHIKS stands for Avalon Hill iqterconti- 
nental Kriegspiel Society ( ~ t  has no connection 
with the Avalon Hill Company, although several 
of its members are on the staff of the GENERAL: 
the reason that "Avalon Hill" found its way into 
the name of the Society is that at the time of its 
inception-I 966-Avalon Hill was the only 
publisher of board wargames). AHlKS does 
sponsor get-togethers; the European Region has 
two meetings a year in Britain, the three U.S. 
Regions have get-togethers at irregular times. 
The main purpose of AHIKS, however, is to play 
games by mail. This is necessary for the most 
part, because AHlKS is truly intercontinental. 
There are members in Australia, Africa, and 
continental Europe, although the bulk are in 
Great Britain and North America. 

Since AHlKS was founded in 1966, other 
wargaming clubs have come into existence 
(notable were Sparta and LFW}, and passed 
away. Probably the main reason for its longevity 
has been the lack of politics within the group. 
Instead of having two or threestrong individuals 
or groups Wemanding different policies, AHlKS 
has had to scramble to find officers-often 
pressing the unsuspecting member into a 
vacant office. They have been uncommonly 
lucky over the years to find men willing to spend 
part of their hobby time doing necessarychores 

, 

for the Society. Exceptions have occurred, of 
course. A president faded away, leaving the 
Society without a head for a few months. Editors 
have occasionalty found the work of publishing 
the Society newsleaer too much to handle. But 
in the main. AHIKS has been luckier than most 
of its members appreciate. 

AH1KS is run by its Executive Committee. The 
Chairman is the President, thevice-chairman is 
the Treasurer, and the other etecred officers also 
serve on the committee. The decisions of the 
committee for the most part are subject to 
ratification by the membership in the annual 
ballot. 

Society-wide offices are those of the Presi- 
dent, Treasurer, Judge, ICRKmeister (whosends 
out the material for games and keeps records of 
the games), Match Coordinator, Editor (of the 
newsletter), and Secretary (who keeps the 
printed matter up-to-date). 

The membership is divided geographically 
into (at present) four regions, each with its own 

Con~inued on page 6, column 2 I 
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Furor Teutonicus 
by Thomas E. Bilton 

1 - S i t e  Viator - 
Through the forest primeval an army of 

infanny and horse is pasaing with soldiers' senms 
tensed and alive to  every moaning sound of the 
wilderness, a wilderness rendered more seange, 
more incomprehensible by the mysterious 
glimpses of the vigorous life it mntains, and 
contained. Woods ancient as the MUs unfold 
lighted spotrqfgreenery which by contrast made 
the rest all the more gloomy and ominous. A 

i deep and profound fear is found in the hearts of 
. these Mediterranean warxiors who see not the 

civilization, orchards, and sun-drenched vistas of 
the south, but only great foreboding trunks of 
oaks all around them and a thick, impenetrable 

: m o p y  of foliage above them There is more than 
just the suggestion of things vague and uncon- 

- trollable here, but a real contact with pure 
unmitigated and merciless savagery manifested 
through nature, in all its forms The intrusion it 
has upon civilized nerves does not allow relax* 
tion. The soldiery is not confident as it pushes 
forward deeper into the wilderness. 

Upon every ancient and massive tree trunk, or 
in the mind itself, seemingly is carved "siste 
viator," stop traveller, used on roadside tombs in 
the soldiers' native lands. For this forest is 
nature's crypt for an army, and an Imperial 
dream of expansion. Through gloomy solitude 
and over swampy soil they march on. And then 
in the distance the horrible sight came in view. 

Although six years of rain, snow, and sun 
have beaten down upon the remains they are 
clearly recognized; the spectre of a past battle. 
The ditch and embankments precisely laid-out 
could only have been the work of Roman legions 
and central enclosures indimte that they were 
three. Nearby are .+e ruins of a rampart where 
the last brave rnemers  of the XVII, XVIII, and 

XIX legions had made their hopeless stand. 
Gazed upon with horror-ptricken eyes are the 
white plains covered with the bleached bones 
that give it its ghastly mlor ; in some plac 
where attempts were made to flee, in ot rs a 
dense jumbIe of rusting armor, rotting lea yh her, 
and those seemingly endless bones betray the 
location of some desperate Centurian's last 
charge. The few, the very few, men who had been 
taken alive in the disaster and who later broke 
their bonds and made the harrowing journey to 
freedom, pointed out where, in adjacent woods, 
the pagan altars of mcrifiae to Wotan remained 
and that here the officers were tortured and 
immolated by the barbarians. They did not have 
t o  draw attention to the numaous tree trunks 
where there we still human heads nailed into the 
wood. The survivors see again their commander, 
Varus, taking his own life, and his German 
counterpart, Arminius, insuIting and defiling the 
captured standards and eagles of Imperial Rome. 
He had treachmously lured the three legions into 
an ambush and destruction, and then sought to  
smrn them by haranguing their most precious 
possessions, their eagles. The memory is fresh to 
those who saw it. They are here now to avenge it. 

Ln wmrnand of eight legions and huge auxilia- 
ry forces is the great Roman general Germanicus 
who pauses in pursuit of that same Arminius to 
bury the remains of three legions. Funerd rites 
are held, and then an  army burning with grief and 
revenge continues onward into the heart of this 
province Germania after their eagles and Armi- 
nius. 

On the expedition the eagle of the M X  legion 
was recovered, although many years would pass 
before the others returned to Rome. Arminius 

too escaped Roman wrath, only to  later suffer a 
more appropriate fate - assnssination by one of 
his own countrymen after he attempted to set 
himself up  as a king. And although Germanicus' 
legions had defeated the warbands that sought to  
repeat their past triumph, Roman civilization 
would forevermore terminate on that boundary 
of barbarism, the Rhine. Punitive expeditions are 
designed only to  punish, not civmze. Romaniza- 
tion of Germania would never occur now owing 
to Arminius' great ambush which dzstroyed three 
irreplaceable legions vital to the settlement of 
that province. The ramifications are immense. If 
not for Arminius England would never have come 
into existence since the Angles of western Ger- 
mania would have become a part of the Roman 
Empire and not have migiated northwest to 
Br i th i a .  And if there was no England there 
would be no English. There would also be no 
America as we know it as there would have been 
no Englishmen to settle it. Germany itself would 
not exist, nor would any distinct Germanic 
culture be found. History is often like a series of 
ricocheting billiards; the action of one sets into 
motion and changes the location of others, who, 
in turn, wllide with still more. The Western 
World would bear little resemblance today if the 
German called Arminius never lived. 

Thousands of miles away from the furthest 
frontiers of Caesar Augustus and his generals, the 
ultimate historical cueball was being set into 
motion in a land unknown to  even learned men. 
In China the magnificent Han Dynasty, compared 
to which even Rome paled, attacked and routed 
their barbarians, the Huns, commencing a titanic 
migration westward which would climax with the 
pillage of Rome itself four centuries later. 
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The Germans - 
The Romans faoed a formidable foe in the 

immense forests of the frontier beyond the 
Rhine. These tall Germans were physically some- 
what more powerful than the Roman and were 
hardened by their vigorous activities of hunting 
and warring. They lived a semi-nomadic life and, 
like the Celtic inhabitants of Gaul, were orpn-  
ized into tribes. But unlike their neighbors to the 
west did not possess as much in the way of 
material goods and large tawns, and so felt no 
need to defend them. The Germans lived in 
villages only and did not fear to fade into the 
forests at the approach of enemy forces The 
Celts' attempts to defend their towns helped 
bring about their subjugation. 

Germanic warriors were loosely organized 
into battlegroups of some 5,000 men led by a 
chief. When attacking they used typical barbarian 
tactics of a sudden, rapid onslaught against a 
section, preferably an exposed corner, of the 
enemy position, which would be hopefuliy 
swamped by bravery and sheer weight of nurn- 
bers. If successful, axe and mace swinging horse- 
men supported by speedy infantry would burst 
through the gap and cut down the enemy now 
being taken in ffank and rear. Although they 
were courageous, fast, maneuverable, and experts 
with their weapons, the Germanic tribes on a 
mass basis could not stand against a trained 
machine like a Roman legion which was not in 
disorder or ambushed in terrain unsuited for 
deployment. 

The cavalry was a strong point of the Ger- 
mans. In fact, it was their horsemen in a 
mercenary capacity who decisively contributed 
to Julius Caesar's victories over the Gauls in 52 
B.C. They were feracious and the horses corn- 
parativeiy huge. They rode bareback and used 
spear and the common barbarian two-edged, long 
slashing sword. Spears were also used by the 
infantry whose armor was, Wce the mvalry, 
relatively W t .  But it was not armor or scientific 
military skill that the Germans excelled at. It was 
their hardiness and determination which pre- 
vented Roman conquest. In the woods, refusing 
to meet the Roman on his terms of open combat, 
they were a most formidable foe. 

II - Virtue et Armis - 
When Rome was still a Republic, ruled by the 

Senate - not the military dictators or Emperors 
of later times, its great enemy was the Carthagin- 
ian Hannibal who, two hundred years before the 
success of Arminius, inflicted upon Rome the 
disaster of Cannae. Although the manpower loss 
was great, the battle proved to be of cornpara- 
tively little strategic importance. 

After the final annihilation of Carthage, in- 
ternal troubles began for Rome. The leading 
figures of Pompey, Crassus, and Caesar emerged 
to rule as a triumvirate in 60 B.C. after years of 
strife. This Crassus, the same Crassus who 
crushed Spartacus, controlled the eastern prov- 
ince of Syria and made every effort to enrich 
himself at the expense of the people in the 
region. His stubborn, nonsensical policies resulted 
in an attempted invasion of the Parthian Empire 
and the destruction of his army of 40,000 by the 
c-avalry and horse-archers of Parthia who shot the 
legjons to  pieces. Crassus was taken alive and 
apparently executed by having the gold he so 
treasurd melted and poured down his throat. 
The two remaining rival%, Caesar and Pompey, 
would in four years begin the civil war which 
Could see both eventually killed acd t.he rise of 
Octavian, or "Augustu~" as Emperor, 

While Cannae and Carrhae, where Crassus met 
his end, were huge military disasters, they could 
not surpass that of the German, Arminius, for 
lasting signifimnce. The Empire of Augustus 
would henceforth end on the Rhine. 

During the early part of the Empire, the 
Roman general Drusus established permanent 
camps along the Rhine and sucoessfully invaded 
and traversed the lands east of it. Tiberius 
succeeded him in 9 B.C. and he continued to 
defeat German forces. However these were all 
more raids than colonizations, and the province 
Gerrnania remained to be Rornanized. In 6 A D .  a 
massive invasion of six legions from the Danube 
and six from the Rhine began, but when the final 
goal was about to be reached the news of a great 
revolt t o  the  southeast in the provinces of 
Pannonia and Illyricum terminated the invasion. 
While Tiberius and the bulk of Roman forces 
were away, the disaster at the hands of Arminius 
occurred. 

No campaign w a s  more significant, nor the 
situation more fascinating, than that which faced 
the new Roman commander Publius Varus in the 
forests of Gerrnania. Avakn Hill's CAESAR'S 
LEGIOlVS reflects this well. By "virtue and 
arms" the Roman must seek to  pacify the region 
by not only traversing it, but by constructing 
permanent forts in the villages of the various 
tribes. The German cannot hope to turn back the 
advance of Varus by military means alone, for in 
open combat against the legion he will lose. What 
aduaUy exists here is a classic gusriUa warfare 
situation. 

In CAESAR'S LEGIONS, as in most such 
wars, the irregular soldiers will prove inferior in 
conventional battles, so the German must avoid 
meeting the enemy except in the most favorable 
terrain at the most favorable combat odds  
Rough terrain eliminates some Roman advantage, 
and woods benefit the barhrians much more. 
Favorable adjustments in the die roll are only 
part of it, the stacking limitations upon the 
legions in forests m a k e  for considerable problems 
for the Romans. The placing of just one German 
light infantry mob on a stack of mediums causes 
further helpful advantages with the die roll. 

Both sides have to wncern themselves with 
the Tactical Results Matrix and other distinctive 
features of this type of continuing-battle mmbat. 
The choosing of a mode of attack or defenw is, 
needless to say, a matter of outguessing the 
opponent, or perhaps using superior intuition. 
However, a player of CAESAR 'S LEGIONS must 
realize that a t  some point in the combat the issue 
no longer will be in doubt, that it is only a matter 
of time before he is totally destroyed. As soon as 
there is no longer any reasonable chance of the 
opponent suffering loss of units a withdrawal 
should be sought, or, against an experienced 
attacker looking for the same thing and prepared 
to launch a frontal assault to stop it, an enfdade 
for minus two in the die roll. In this type of 
continuing-battle combat, attacks at lower than 
usually acceptable odds are often desirous and 
excess units are not wasted. For instance, an 
attack of 40-21 would be 3-2 and apparently 
"waste" ten factors However, as both units 
suffer losses the proportions increase, a 15 factor 
subtraction from both yields a 25-6 ratio or 4-1, 
which would be only 2-1 were it not for those 
extra factors 

The above are tactics applicable in all the 
CAESAR S L.EGIO?VS scenarios. The third, 
Teutoburger Wald (the wilderness where the 
three legions were trapped and destroyed), most 
thoroughly simulates the lack of knowledge 
Varus had of the German intentions. And while 
the Roman is seeminplv on the offense, he is in 

fact completely on the defense. it is the German 
upon whom the burden of attack rests for this is 
a guerilh warfare situation. 

The Roman is in a Vietnam of the ancient 
world with nothing at the end of the tunnel but 
his own unbending ignorance. Technology can 
defeat an enemv idiotic enough to  stand and 
fight, and can burn his villages, but conquest of a 
united, outraged foe is another matter entirely. 
Let the Roman advance at the outset, while you 
follow Mao's treatise "Yu Chi Chan" (Guerilla 
Warfare) and consider its teachings of advance 
where enemy is weak, retreat where strong. Varus 
wil l  take the western villages, but his enemy will 
have disappeared into the forests. "When near 
make it seem you are far away," and "accornmo- 
date yourself t o  the designs of the enemy." This 
can be done by judicious use of ambushes and 
concealed movement counters. When ~ t t i n g  an 
ambush, the number depending upon the amount 
of tribe support (average is about six), do not 
expect the Roman to blunder into it. Use it to 
conceal positions letting him advance past you, 
and then attack isolated cohorts while the main 
force is far to the east. Conoealed movement 
munters also can mnfound the Roman and it is 
often advisable to mass a large number of mobs 
on one flank while the other group of CM 
counters are but a few weak warbands, thus 
gaining maximum advantage in the German con- 
cealment. 

The Roman has the difficult task of occupy- 
ing enemy viuages in a limited amount of time 
with limited forces. He will have little in the way 
of a mobile field army towards the end of the 
game, and it is a t  the point he is most over- 
extended that Arminius can lead his army out of 
the woods into battle against the Roman gar- 
risons holding his villages. He most definitely has 
the advantage; popular support, familiar base 
terrain and communications, and his own leader- 
ship all are detrimental to the Romans whose 
major advantage lies in their internal unity (a 
minor point since the Germans are just as unified 
ag~inst them), fortifications, and combat ex- 
pertise. 

In this scenario Varus could attempt to  seek 
out the German and bring him to  battle in his 
forest sanctuary, but even if successful the 
Roman would have long run out of time. No, the 
situation's initiative is all in the hands of the 
German who must make the most out of a 
stretched enemy army. 

The CAESAR'S LEGIONS Mapboard - 
In playing this simulation, the gamer may 

wish the names of the terrain features he en- 
counters to facilitate play and add historical 
interest. As with all simulation mapboards the 
geography is abstracted to  a certain extent and 
therefore locations of features, and tribes, is 
approximate. 

Rivers - from hex-edge CC21 to  KK7, the 
Moenus; from GG22 to QQ25, the Niker; from 
DD31 to  223, the Moselle; 16 t o  Q1, the Albis; 
F10 to FF10, the Visurgis; S11 to W7, the Alara; 
C16 to  V14, the Amisa; 130 to R29, the Mosa; 
L23 to  L21, the Lupia; R22 to  V17, the Rura; 
Y22 to 220, the Lagona; SS16 to UU15, the 
Liccia. Forests (Silva) - W30 to AA26, the 
Arduenna; MM26 to RR21, the Marciana; T20 to 
X20, Silva Bacenis; K18 to S17, Saltus Teuto- 
bergiensis; W8 to DDIO, Sernana Silva; AA17 to  
QQl5, the Bercynia; NN4 to QQ4, the Gabreta. ' 
Forts - EE29, Augustus Treverorum; DD25, 
Rigdulum; and N to S on the Rhine - Batavo- 
rum, Noviornagus, Castra Vetera, Colonia Agrip 
pinesus, Confluentes, Bingium, Mogontiacum, 
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Of note is the similarity of names between 
contemporary cities dnd these Roman camps. For 
example, today's Loiogne was Rome's Colonia 
Agripplnesus and Kablenz was Confluentes. 

The Roman Army - 
The immense power of a Roman Legion is 

well reflected m CAESAR 'S LEGIONS, even in 
rough terratn it is possible to concentrate 110 
factors, bsa commanders, on one hex. Although 
Xhe legionnry posscwcd bcttcr armor and arms 
Than hs barbarian enemy, this alone did not 
significantly alter the course of a battle. Military 
:science was the factor making the Ruman usually 

The Roman Army was revised following the 
Punic Wars by the Beat general Marius who made 
the cohort the principle tactical u n i t  It mnsisted 
of close to five hundred men and was divided 
into six centuries. There were ten cohorts to a 
legion. Cavalry was of minor consideration and 
was wmprised of alhed auxiliaries. The legion 
was proficient in the wnstruction of fortifica- 
Zions and siege machines, besides fighting. 

oman Army was a first 
When well-led it was 

Arminius well, knew this 
ciple weapons against it 

GER 1st Germsniw (Killer of Gwrmans) 
AUG 2nd Auqusta (Emueror Ausustus' Own) 

GEM 
GEM 

VAL 

RAP 

2nd ~ d h t r i x  ("~econdarf' formed 
from several contingents of Marinss 
during the Civil Wars of '69-'70 AD) 
5th Alauda (Larks - m named due to 
lark's wings on helmets) 
7th Legion (untitled this pwriod) 
8th Legion [untitled this period) 
9th Legion luntitled this period) 
10th Legion (untitled this periodl 
71th Legion (unt~tled this wried) 
I1  th Legion Claudia 0 (named after 
the Emperor Claudiusl 
13th Gemina (Twin Lsgion) 
74th Gemina {Twin Legion) 
15th Primagenia (named after Goddess 
of Luckl 
16th Legian (untitled this periodl 
17th Legion (untitled this periodl 
18th Legion luntit ld this period) 
19th Legion (untitled this period) 
20th Valeria (in honor of  General 
Valerius) 
21st Rapax (Ravwngers) 

U' - Ad,Majorem C a e a  Gloriam - 
To the greater glory of Caesdr, Caear in 58 

B.C. advanced out of Narbonensian Gaul, that 
region bordering the Mediterranean, and routed 
the Helvetii at Bibracte, and the Germanic Suevii 
who had crossed the m i n e  by his superior 
tactics. These victories considerably increased 
Caesar's power and prestige and paved the way 
for the subjugation of all Gaul, without which 
there would have been no Rhine frontier for 
Augustus to worry about fifty years later. 
Following these successes, Julius Caesar went on 
to defeat the Belgae of the northeast, the Veneti 
to the northwest, and the Aquitani in the 
southwest corner of  Gaul. I-le campaigned against 
the Bretons across the sea, and when threatened 
by several German tribes who crossed into Gaul, 
Caesar routed them, crossed the Rhine, and 
burned the villages of hostile tribes. A revolt of 
the Belgae was crushed and in 53 B.C. a semnd 
crossing of the RMne undertaken. A year later all 
Gaul erupted in rebellion, Celts and Belgae, and 
in a long, epic ampaign Caesar defeated their 
main forces under Vercingetorix at Alesia and by 
51 B.C. had permanently pacified Gaul. He then 
proceeded with the civil war against his arch-rival 
Pompey, and his fate in 44 B.C. a t  the hands of 
Brutus and Cassius. 

Caesar's first campaign in Gaul and his first 
crossing of the Rhine are the subjects of scenarios 
I and I1 of CAESAR'S LEGIONS which well 
illustrate the basics of the simulation. The Ger- 
mans under Ariovistus must seek to  avoid major 
combat against the powerful legions. If cor- 
nered. refuge should be sought in the fine 
defensive terrain of the Arduenna Silva forests 
The cavalry is the ace-in-thehole and unless the 
Romans are mreful they can slip through and 
re-occupy an important village. Therefore, 
Caesar's forces have to operate in tandem, as a 
team, so as to prevent a wild chase of the 
Germans across the board. Time is limited, so a 
Roman who does not endeavor to slowly but 
very steadily tighten the noose around the neck 
of Axioristus will find victory to have escaped 
him. 

In scenario 11 the German is confronted with 
a more difficult situation as four legions enter 
from the west and seek to rout thek enemy in 
Gaul and then cross the Rhine. There is no way 
to stop this with the available forces, however, by 
dispersing severd mobs west of the Rhine the 
Roman may be forced to  significantly weaken his 
force in order to hunt them down. The remainder 
of the mobs should be withdrawn across the river 
and conoenhated m as to be able to counter- 
attack Caesar when situated on the poor defen- 
sive terrain of the Rhiie river hexes. If, however, 
the legions are well-handled the Gaman  will be 
hard-pressed to  avoid defeat. Several cohorts of 
legionary forces and auxiliaries can be assigned to 
eliminate any mobs or warbands attempting 
evasion in Gad .  The rest of the force should be 
split into four mlumns of legions with each 
containing the remaining auxiliary units, which 
helps protect them more than the legion. In 
preparing to cross the Rhine all four have to be 
ready to  do so at one time therefore minimizing 
the effect of German attacks. Once across the 
German must seek, difficult as they may be, 
delaying tactics. Since he can never be able to 
re-cross the Rhine once on the east side, and 
since the burning of a village is the key victory 
mndition, a stand may be elected to be made on 
that village where stacking limitations increase to  
five . 
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IV - Quis Custodiet Ipsos Custodes? 

Germanicus' avenging expedition following 
the disaster of V m s  in 9 A.D. is the topic of 
scenario IV. In 16 A.D. such campaigns were 
discontinued because of excessive cost, and, not 
surprisingly, thereafter the German tribes began 
fighting among themselves. Gerrnania was free to 
enjoy the benefits of barbarism, as they saw 
them. 

In the simulation we are mnfronted with a 
massive invasion of Germania by Romans seeking 
to kill Arminius and recover their eagles. Histori- 
cally, the cur~flicl wii?; rcauurrably cluse with 
Germanicus establishing Roman combat superior- 
ity, but recovering only one eagle (therefore 
losing 8 points to 4). All tactics and strategies 
appropriate for b o t h m n  the three previous 
scenarios generally apply now also, although such 
special rules as "conceaied movement" do not. 
Certain factors are intrinsic to this scenario alone. 

The German must mefully place his chiefs so 
that those tribes not likely to be mobilized into 
war by a Roman invasion can be rapidly reached 
by Arminius. This is especially true with the 
Lugii, Langobaxdii, and Suebii. These are large 
forces vita1 to the German's successful defense 
and, if the Roman suffers any mtastrophes, 
offense. When initially placing the tribes nearest 
t o  the Rhine the German must keep them out of 
reach of the initial Roman advance. In the case of 
the Marsii their chief will be destroyed on the 
first turn, but keep the warbands away neverthe- 
less, at least they'll survive to fight in a more 
equal battle. And of murse, the eagles must be 
kept well away from the Romans a t  all times. 

Germanicus i s  in many ways in a similar 
strategic situation to  that of Caesar against 
Ariovistus; he must use his large force as a team, 
never independent legions, to corner and destroy 
the German warriors guarding the eagles. It is a 
stralghtfonvard assignment, although one requir- 
ing much care, and patience within the time 
frame. 

When deploying in The Campaign for the 
Eagles, the German has to consider the Maxsji 
chief as lost. He must be set-up on the village, 
and that is within range of Drusus' ledons. It 
should therefore be axiomatic that the Marsii 
warbands should be placed on R18 or 019 out of 
Roman reach. The Tenoeteri can all be deployed 
safely in their village as no Roman infantry mn 
reach it. The other chiefs should be considered 
best positioned in MM2, DD4, KK9, 26, AA14, 
Y17, and Q9. 

Arminius' main value is bringing the German 
tribes into an alliance, and this must be done as 
quickly as possible. Phce him with the Lugii 
chief a t  MM2 enabling him to move north and 
northwest triggering off the adjacent tribes; 
Suebii, Herrnandurii, Langobardii, Chatii, ~ n d  
(Shaucii. The Hermandurii, along with the tribes 
near the Rhine will probably be mobilized by 
direct Roman invasion. When he invades, legion- 
ary cohorts should precede auxiliary so there will 
only be one die roll for German activation. 

According to  the required deployment of 
legions, and the advantage to movement of the 
Xanthen bridge, Drusus' main advance will come 
in the areas north of the Sugambrii, with XI11 
and I1 legions advancing across Herrnandurij 
territory to the south. Auxiliaries, as usual, 
should attempt to  cover the flanks of the army 
and the gaps between the ledons. Drusus must 
use these considerable units to advance as a team 
against the German temples. 

Patience is as important 3s timing fox the 
German. He has to slowly withdraw into the 
forests as Arminius and the Roman advance 
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mobilize the barbarian tribes, and the German 
takes a central position around the land of the 
Langobardij The Roman will by turn six be in an 
exterior position, and his enemy capable of 
counterattacking in force either flank of Drusus' 
legions. 

If any care is exercised by the two forces no 
eagles will be lost, and neither Arminius or 
Drusus will be killed. The victory mnditions 
therefare revolve around the German retention of 
the eagles of the XVII, XVIII, and XIX legions. 
The German can win by losing only one eagle, as 
occurred historically. Therefore if he can hold 
onto two, victory is assured. The sacrifice of one 
eagle can be a valuable strategem. By a sudden 
onslaught against the Rom:m right flank the area 
held by only two ledons, two eagles can break 
out into the land of the Chatii and Hermandurii 
as the third eagle moves with strong cavalry and 
light infantry escort into the land of the Suebii 
NE of the Greater Chucii. This will force 
considerable Roman troops to  chase it down 
while to the south the other eagles are screened 
by  the German masses (the destruction of barbar- 
ian warbands matters not for victory conditions). 
By the time the legions have cornered them and 
fought through covering mobs the game time 
limit will have expired. 

The slightest gap in the Roman line can be 
disastrous, and therefore is reminiscent of 
Scenario I against Ariovistus. Each legion has to  
be regarded as just one part of a greater whole, all 
have to work together to  hunt down and secure 
the bat eagles. 

Over half a century has passed sjnce the 
campaign to  recover the eagles, it now being 69 
A.D. and the last and most complex scenario of 
CAESAR'S LEGION* the Batavian Rwolt. 

In the first century A.D. the Rhine was more 
a geographic boundary then an ethnic one, many 
people of Germanic origin lived to  the west of it. 
German auxiliaries had long been used by the 
Roman (Arminius himself was once one) rulers, as 
were Gauls. One of the two legions now guarding 
the decrepit frontier was actually recruited 
mostly from Romanicized Gauls, this being I 
Legion (Germaniw). This factor, wmbined with 
an incompetent and arbitrary reign, and numer- 
ous oppressions against the Batavii tribe, resulted 
in a tremendous uprising which eliminated all 
Roman influence on the Rhine, and could have 
permanently thrown off the ImperiaI yoke if 
reasonable aid was forthcoming from all Gaul, 
which to the disgust of many was by now all too 
Romanized to want independence. It was here 
that Civilis, the Batavian leader and organizer of 
the  revolt, miscalculated. Although many 
Romans were disgracefully d rting, and in some 
mses murdering their corn ders, and Germanic 
tribes united to  destroy R # man power, there was 
far too little Gallic aid to ward off the counter- 
attack of Cerialis and his nine legions. After 
pushing back up the Rhine, a bitter battle took 
place a t  Castra Vetera where Civilis made a stand. 
As usual, the Roman in open combat emerged 
victorious and the Batavians, now alone, made a 
fml defense in their island fortress between the 
Mosa and Rhine. Eventually their inevitable 
surrender was accepted with surprising magnani- 
mity on the part of the Romans. From then on 
the frontier was to be held by legions not likely 
to be sympathetic to a national rebellion and 
consisting of troops recruited from other parts of 
the Empire. Auxiliaries, though still mostly Gallic 
and Germanic, were kept away from local leaders 
or home towns. T h i s  prescription worked for 
subsequent Roman Emperors. 

This revolt makes for a fascinating Scenario V 
of CAESAR X LEGIONS, and additional strategic 
considerations for the opposing commanders. 
There is little the Roman a n  do at the outset 
except attempt to burn the bridge across the 
Rhine, and, since the Batavians will probably 
take over one fleet, position them initially close 
together so as to  counterattack and destroy it. 
The odds state that a little more than a third of 
his legionary cohorts will desert and that twice 
that proportion of auxiliaries witl join with the 
Batavians After the second turn when desertion 
no longer takes place it b advisable to concen- 
trate, if able, the remaining loyal forces on two 
or three forts to make their conquest all the more 
difficult. Nevertheless, against a good opponent 
all forts should fall within 15 turns, in which case 
the roles reverse and the Roman attacks. Once 
this occurs an economy of force must be sought 
to  create successful sieges at minimal cost and 
not waste needed cohorts in overldll. 

As Civilis, the Batavian player must move 
rapidly a t  first t o  occupy the Roman forts. There 
may well be an unexpected paucity of time if he 
does not carefully look ahead as to what is 
needed in the way of sieges. If he has foolishly 
allowed Roman forces to concentrate in the forts 
it will be difficult to storm them and a Iengthy 
siege will be required. When Cerialis attacks with 
his nine legions the strategic situation reverses 
and it is the Batavian attempting to concentrate 
in the forts, and, equally impottant, seek to keep 
some Gauls and deserters west of the Rhiie and 
thus thwart Roman victory mnditions. 

In the Batavian Revolt Rome had forgotten 
the old rhetorical question, "quis custodiet ipsos 
custodem?" (who guards the guards?), and had 
nearly allowed the internal chaos which followed 
Nero to  bring about the elimination of its 
northwest provinoes. As it was, Rome would 
survive as a vibrant power for almost two more 
centuries, until the arrival of the barbarian 
nomad-horsemen from the East. In 70 A.D. as 
Civilis was being crushed, the Huns were already 
on their way. Sic transit gloria del Roma. - 

A. H. Philosophy . . . cuntintard fronl pnge 2 

Regional Director. The 350 members of AHIKS 
are fairly evenly divided into the four Regions. 

SERVICES OF AHIKS 

Introductory Booklet The "booklet" is actually 
a series of loose pages that can be put in a 
looseleaf binder. Pages are occasionally updat- 
ed and some are  added. The booklet includes a 
brief history of AHIKS, a section on howto PBM, 
a section on how to use the ICRK (Individual 
Combat Resolution Key}, uniform grid coordi- 
nates for games without them, a copy of the 
constitution, and a sheet  for outlining a game 
question to the Judge (new ones are sent with 
the Judge's answer). More sections will be 
added to the booklet a s  their need becomes 
known. One possible addition would include 
player aids to PBMing. 

The Match Coordinator The main function of 
one officer is to match opponents. Members 
who want opponents for certain games write to 
this officer. If he is not able to f i l l  the request 
from other orders on hand, he wifl advertise for 
opponents in the newsletter. Some of the 

requests for more obscure games are  very 
difficult to fill ,  but usually patience is rewarded. 

The Match Coordinator also tries to match 
opponents who wish to play under AREA 
ratings. 

The Match Coordinator in 1975, Dave 
Turansky, initiated an AHIKS rating system, 
also, for those members who wished to be rated 
within the Society. Many members are not 
interested in ratings, but others are. Dave's 
system keeps everyone happy. 

The Judge When opponents disagree over a 
rule in a game, they are urged to solve the 
disagreement themselves. In the relaxed atmos- 
phere of AHIKS, many do. Some solve their 
disagreements and continue playing but still 
want an "official"viewof the problem. There are 
others who honestly cannot come to a mutual 
agreement on a rule. For these members, the 
Judge arbitrates the dispute. This allows the 
game to progress without long delays. 

In the last few years, the number of games 
has become astounding. How the Judge over 
those years, Tom Oleson, has kept up with them 
is even more astounding. But even he is about 
reaching his limit. AHIKS may in the nearfuture 
have to have a judge for each game company. 
Even that may leave too many games for one 
man to handle, in which case, further break- 
down may be needed. 

ICRK For each game assigned, a member 
receives an ICRK (Individual Combat Resolut~on 
Key}. The ICRK allows members to resolve 
combat immediately and without any possible 
cheatrng. 

The ICRK consists of 20 lettered columns; 
each column has ten "die rolls." When one 
opponent makes out h i s  attacksheet, he will ltst 
one column and one roll in that column per 
attack (for instance, attack #3 may call for B-7). 
The defender, when h e  receives the 0 0 B  sheet, 
will fill in the die results, clip the column, and 
return it to the attacker for verification. 

There has  never been any incident of hanky- 
panky with the ICRK, mostly because of the 
members, but also because of safeguards in the 
ICRK system. Each ICRK is a unique, cornputer- 
printed sheet. Each column is coded for one 
ICRK, which is assigned for one game, and the 
"rolls" in each column are totaled at the foot of 
each column as a double check. 

The ICRK allows members to use a one- 
through-six system without conversion, and it 
allows them immediate resolution and simple 
verification. 

Figure 1 K N 

128 128 

1-2 1-2 
2-2 2- 1 
3-2 3- 1 
4-1 4-5 
5-3 5-6 
8-4 8-3 
7-4 7-3 
8-5 8-1 
9-5 9-4 
0- 1 0-1 

29 26 

Figure 1 shows part of an ICRKsheet Includingcolumns"K"and 
"N:'The entire sheet contains A-T wlumns{20 in eII].The letter 
at the tw indicetes the column. The second line ("128") 
Indicates the number of this ICRK-no two are the same. The 
number at  the bottom I S  thesumofthedie rollsforthstcolumn. If 
N-8 were indicated for an attack, the result would be a "roll"of 
1. The defender would clip the entire column Nand mail it back 
to the attacker for results confirmation 

Conriizued on page 2 1, column 3 
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NITIAL IMPRESSIONS OF """ -2- 

by Dean Miller 

C 

possible the Russo-German struggle of 194145, playtesters at AH must have been mncerned 
which would permit us to understand what took about play balance. They have added three 
place, and more fascinating, what might haw optional rules better to provide that result, allof 
taken plaoe. It does not constitute in any but the which appear to  favor the Russian side. These 
most general manna a duplication of the ac tud optional rules are of no harm, as they are just 
conflict. No one gets to the gates of Moscow by that - optional. But the AH people also tinkered 
December of 1941 in STALINGRAD, except with the aulornatic victory rule, and in so doing, 
against the most inept of opponents. Break- managed to add some extremely unrealistic limi- 
throughs and encirclements such as characterized tations upon what the German player wuld 
the early stages of the war are not possible. Air subsequently do with units which participate in 
units and sea movement are not contemplated. an automatic victmy. The result is that the rules 

tions New mmes have come out over the years matic victory seriously limit the German's ability 
which have also answered many of the requests to effect breakthroughs, and have the effect of 
of our group, but have always managed to fall forcing him instead to attempt to win in the 
short in some important respect. BARBAROSSA critical first few turns through hrge smle attri- 
was on too small a s d e .  WAR IN THE EAST tion. This makes for an interesting game .- 
and XIRANG NACH OSTEN were too big. Most perhaps one that is more balanced, although I 
of the 0 t h  good ones dealt with only one will dispute that - but it also makes for a less 
campaign of the war, or included the whole realistic game. Frankly, it is a return to the 
European war in their coverage, KURSK and STALINGRAD type of game. Thus AH may have 
MOSCOW CAMPAIGN exemplifying the former; only managed to create another game which is 
and WWII and THIRD REICH the latter. most =tidying to the game players rat her than 
R USSIAN CAMPAIGN may be the answer. the historical simulators, if you will. In any 

The game f mtures all of the items listed above event, for either group* what follows will be my 
as misfing from STALJNGRAD, plus m y  more. a"ai~sis of how t o  play the game and win- 
~ i k ~  STAWNGRAD, it is a corps level game, and The German wins if he occupies or controls 
mverg mu& the scale, which many of us e*'Y city on the mapboard, or occupies Mo-w 
believe is ideal. Of the other new features, a more and eliminates the Stalin piece. For purposes of 
f i s t o r i w  accurate OB, an automatic victory strategic planning, he should think in terms only 

stic victory mnations are of accomplishing the former, as to accomplish 
tabb. ~h~ game was deveI- the latter, he will require the assistance of 

DC-. F~~ the first couple opponent ineptitude. If the German is to win, he 
it was relatively rare in must do it early in the game - he had better plan 

on doing so before the end of 1942. After that, 
the Russian's increasing sbength is at such a 
phenomenal rate as to preclude much oppor- 
tunity to win, and the strategy must change to 

.damned good one. It does not live up to the JEDCO rules they have created a good sized one by occupying Berlin and destroying theHitler 
expectations which motivated its purchase by the themselves - a t  least in the eyes of the gamer- piece. Neither of these is easily accomplished, 
amateur historians among us - the desire to historian, which is the very group who have most although the Rusaian's task is easier, in my 
'recreate in as accurate and realistic fashion as anxioudy awaited this game. It appears that the opinion. I 
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i n  his first moves, the German must make a 

strategic decision - whether to go for a break- 
through, or to try to kill units. The former is 
tempting, but my opinion i s  that initial restraint 
is a better policy - particularly in view of  the 
crippling limitations which have been placed 
upon the use of automatic victories. The German 
is better served, in the first two turns at least, if 
he destroys as many Russian units as possible. 
Even if the German should get to Moscow before 
year end, if a significant number of original 
Russian units still are in existence, he is in 
trouble. Beginning with the third turn the flood 
of new Russian units joins the steady parade of 
his ample replacements. If these serve to augment 
an already significant number of remaining origi- 
nal units, the Russian can begin going over to the 
offensive almost immediately, and the probably 
over extended German forces are in peril. Taking 
Moscow or Leningrad before the end of 1941, 
therefore, while desirable, can only be accom- 
plished if at all, at great risk, unless the German 
obtains better die rolls or greater Russian inepti- 
tude than he is entitled to except. 

As early as possible, the German must start 
taking replacement cities. This is the second way 
he can hurt the Russian - by  Iirniting his 
capacity to generate replacements Until this can 
be done, the flood of replacements which he will 
face at the beginning of each turn serves as an 
effective check on his progress. The easiest such 
cities to take are: (I)  Kiev; (2) Kharkov; and (3) 
Stalino. The first few moves should have as their 
objectives the capture of these cities, and the 
German's resources are better spent if they are 
approached in this order, rather than Moscow 
and Leningrad first. 

In addition to being easier to take, these cities 
are more consistent with the longer-term strategy 
which the German should adopt. Look at the 
map. See how many Russian cities are in the 
south. A11 must be taken to achieve victory. In 
the process or  taking these cities, the German 
removes them as locations for the new worker 
units as they come onto the board. Finally, note 
that there axe two oil fields in the South. 
Possession of these hexes can have a tremendous 
effect on the German capacity to wage a oontinu- 
ing. blitzkrieg, as they pwmit a greater replace- 
ment of the panzers. Thus, the major effort of 
the German should be directed to southern 
Russia. 

Because of the terrain and initial unit place- 
ment of the Axis forces, an early drive into the 
Ukraine is difficult t o  mount. The weak forces in 
Rumania are not capable of attacking across the 
rivers they face. Army Group South faces a 
formidable rough terrain and river wmbination 
of defensive positions in the narrow area through 
which it must proceed. This makes rapid progress 
impossible, particularly in view of the limited 
resources available to it on turn 1, phase 1. 
Diversion of units from Army Group Center is 
necesmy to help out if this is the direction in 
which you wish to push, and this must wait until 
after the initial attack. 

Accordingly, I prefer to approach the South 
indirectly with AGC, augmented for the first few 
turns with the SS Reserve, and the 40th Panzer. 
This group should drive just north of the woods 
before Minsk, from thence to the Dnepr between 
Smolensk and the Pripyet marshes, and then to 
the south, one wing perhaps diverting to threaten 
Moscow through Tula if opportunity presents 
itself of making such a move. The main thrust 
must be a t  Kharkov and southeastward, with a 
wmplementary drive at Kiev to cooperate with 
AGS. Because of the breadth of the area which 

opens up to this Group at this point, all Reserves 
shouid be given to it, except, of course for the 
Axis reserves which must join or support AGS 
simply because of the limits on where they mn 
start. 

In this grand strategy, the other Army 
Groups' roles are wordinative to the major r o k  
of AGC. AGS must plunge ahead, break through 
the unfavorable terrain SW of Lvow, and drive 
toward Stalino, with one wing taking Kiev. The 
units in Rumania, too weak to accomplish much 
on their own, should be initially positioned so as 
to hold a line on the Prut; with their excess 
strength working with AGC along the Hungarian- 
Rumanian border to  make the breakthrough into 
the steppes. The Rumanian Mountain and Panzer 
Grenadier units particularly can help this latter 
effort. The border forces, plus Rumanian rein- 
forcements, w i U  simply follow the retreating 
Russians along the Black Sea mast as AGS 
provides the muscle. 

Army Group North must move straight East, 
south of Riga, break the Divina river line, and 
threaten Leningrad with one wing while pro- 
ceeding through the Divina-Dnepr funnel toward 
Muscow with the remainder of its forces. Theirs 
should be the principal responsibility for Lenin- 
grad and Moscow from the frontal approaches. h 
this, AGN should move with deliberate speed, 
being aggressive, but not taking undue risks of 
losses through exchanges. This group is going to 
have to spread itself thin somewhat to cover 
AGC's left flank as that group plunges into the 
south - in the process, it should not impose a 
drain upon the supply of reinforcements. After 
Jxningrad, the left wing should join the Finns in 
a drive on Archangel. 

Finnish forces are too weak to mount an 
offensive. They should remain in threatening 
positions so as to hold at least two Russian units 
against them. As AGN approaches Leningrad, the 
Finns should attack in conjunction therewith. 
Thereafter, they should form the extreme left 
wing of AGN, and supply the backbone of the 
drive to Archangel. 

1942 is the year in which the German must 
win the game - if not completely, so closely as 
to leave but a mop up operation remaining by the 
close of the year. Through this year he should 
still enjoy a superiority of his forces over the 
Russians, unless he has been unwise or unlucky. 
Even so, this will be on an ever diminishing basis, 
and subject to local exceptions. Unless the 
German a n  cripple the Russian warmaking capa- 
bility during this period, he is going to lase his 
superiority and have to assume the defensive for 
the rest of the game. 

Prom 1943, on, the roles of the players 
reverse. However, the dissimilar resources of the 
two sides dictates that the Russian player take a 
different philosophy. His vast replacements and 
reinforcements permit him to attack with more 
abandon. Exchanges are never totally bad for the 
Russian. As the game progresses, they are accept- 
able even on an unfavorable basis. In addition, 
the possibility of AE or A1 results are less and 
less to  be feared. They should be risked more and 
more frequently; particularly the latter, since he 
can control the attendant retreats. Just as it is 
desirable for the German to go for eh ina t ion  of 
as many units as possible at the beginning of the 
game, after the turning point it is desirable - 
more so - for the Russian to seek to achieve this 
end. The German can less afford losses, as he 
cannot easily replace them. While he has had to  
be mindful of exchanges and Al's during the 
early stages of the game, the post 1942 Russian 
does not, and he can risk counterattacks with 
increasing impunity. Thus, the drive for Berlin 

should at all stages be a war of attrition. The 
Russian should go for units, not real estate, in 
1943 and 1944. He should not be concerned if he 
i s  not recapturing the cities needed for victory 
very rapidly, if he i s  eliminating lots of Axis 
units. The end, if it is victory for him: comes 
quickly. When the Axis i s  so weak that a defense 
can no longer be maintained. it becomes a 
slaughter. At that point, the end of the game is in 
sight, and occupation of the objective cities is 
more a matter of transport than of overcoming 
serious opposition. By 1945, the Russian should 
develop a two- pronged strategy - companion 
drives lor Berlin and Bucharest. While the terrain 
should make the latter the more difficult goal, his 
troop anocation to either objective should be 
flexible, according to the German dispositions. 
He should not overlook the appearanoe of the 
garrison units, which can tip the balance in a 
dose game. The Russian should also remember 
that any remaining Hungarians will disappear as 
soon as he puts 5 units in the country. Finally, he 
should keep in mind that the alternative condi- 
tion of victory may be easier for him than it is 
for the German. At this stage the Hitler piece 
may have no place to go. If it can be trapped on 
the board edge and eliminated, then only Berlin 
need be taken. An ideal result would be to trap 
Der Fuhrer in Berlin! 

For the German, 1943 is a year in which a 
painful decision must be made. As that year 
progresses, it usually becomes obvious that he 
isn't going to  win. His realization of that fact and 
resultant strategy and tactics determines whether 
he will lose. As clear weather arrives, the German 
is tempted to  take the SS and try once more to 
use his superior mobility and individual unit 
strength and mount an  offensive. Such an initia- 
tive, while it may have more immediate success, 
bears a great likelihood of becoming a Kursk. If 
the German instead realizes soon enough that he 
can no longer win, and turns to a defensive 
posture, he is almost guaranteed a draw. His 
superior mobility permits a more flexible defense 
than the Russian. The second movement phase 
possessed by most of his units permits counter- 
attacks and fali backs to strong defensive posi- 
tions. Thus he can keep the Russian off balance 
and keep down his losses while giving up Mother 
Russia only grudgingly. And that strategy will 
produce a draw, which after all, was the best 
most of the German generals hoped for after 
Stahgrad. 

Several special characteristics of the various 
pieces must be taken into account for the most 
effective tactics. Stuka units can be employed to 
advantage in several respects. They of course are 
invaluable to assist in achieving automatic victo- 
ries However, the gamer should not overlook 
other potentials. For one thing, consistent with 
the "unit killing instead of breakthrough" strat- 
egy, AV's should be held to a minimum so as to 
permit attacks on more units - particularly when 
you consider how many units an AV ties up  
under the AH rule mentioned at the beginning of 
this article. An excellent means of employment 
of Stukas is in forcing doubled positions. Obtain- 
ing odds which are not prohibitive against a 6-3 
or 5-3 behind a river may be impossibie without 
tying up all of the German units. But if enough 
are put info an attack against a doubled unit to 
get a 1-2 or 1-1, a Stuka added to the attack 
makes it a 3-1 or 41,  respectively, and facilitates 
forcing such positions with a minimum of units. 

The Russian player must keep the devastating 
effect of the Stukas ever in mind in making his 
dispositions, particularly initially and in the early 
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In THE R USSIAN CAMPAIGN general strat- Russian units and take Tula; or 4) get close to south if things are going well there and a debacle 
egy is built around the need to break the enemy Stalino and Kharkov (from the south) and is possible; 2) go to Leningrad if needed to take 
army - to reduce it below its ability to defend probably take one of them;or 5 )  secure Dnepet- that city; 3) move to Bryansk and winter there. 
itself. The Russians start the game with large mvsk and possibly take Rostov andlor Stalino. At the start of the game there are 8% replace- 
resources of space, units and time (time is on the 

at least Leningrad in 1 94 1 or the Russian player 
it can defend itse& he must be particularly can convert the north into a vast unbreakable 
cautious in 1941, when his units are scarce. In The first thing to is 

progresses and the Russian Nmy whib the on turn 2 can create an insoluble problem for the German attack capability dwindbs the Russian Russians uound Rostov and Stalino. If it boks It is generaUy NOT worthwhile to go up 
a'tacks must Bow in number and risks like this Black Sea ploy will woxh (it i s  usually a finne.1 to get at Moscow. In my experience, 

Now let's see what tactics are required to German units. Bryansk widens the front against fightfox Bryan*. 

Your opponent does. 
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going. No position is impregnable! If the remove a unit of his choice. Thus, it is advisable ; 
German can gat a 1-1, the addition of a Stuka to include a weak unit in each attack in which an 
will give him a 4-1, and permit him to k virtually exchange is a possibility. An ideal unit to keep in 
assured of taking the position. And if he mn mind for this is one of the Axis units - 
muster enough troops for a measley 1-4, the particularly the weak ones with low movement 
Stuka changes it to a 2-1. which is a respectable factors. With their inability to move during the 1 
risk for him to take with a minimal troop second impulse, they are most expendable. An 
commitment. Thus, the Russian should go for exchange of an Italian 2-3 for a Russian 6-3 is a 
defense in depth, rather than trying to  construct very good deal, obviously. 
a stong h e .  Put the weakest units in front - h e 2  The DS (Defender Surrender) result causes an 
only be able to  AV a limited number of them, enemy unit to  be no longer available for replace- 
and it will tie up a large number of his troops ments. This, for the German, isn't much comfort, 
when he does. To the extent he has fn use because the wealth of units possessed by the 

advance into your territory. Further, keeping the unable to supply replacements by reason of 

1 
infantry for automatic victories, it slows their Russian is such that very seldom will he be ! 
larger units in the rear lessens the chances of a having had his units removed through surrenders. ' 
breakthrough. If the German has to attack them Thus, in my opinion, it is not worth the 1 
on the second phase, he does not have the benefit expenditure of the added units neaessary to , 

of the Stubs,  and an AV, which usually is produce odds that increase the likeIihood of a DS 
essential to  getting through into the clear, be- result. The additional units can better be used for 
comes much harder. This is especially apt in view added attacks. It is more important for the 
of the automatic victory rule in the AH game, German to eliminate more Russian units with 
which tends to  force the German to use it only fewer DS's, than to eliminate fewer of them with 
on the second phase. The Russian should try, more DS's This is also somewhat true for the 
therefore, to p~esent the German with an endless Russian player, although less so as the game goes 
succession of deployed units with which he will along. The German has fewer units, so that 
have to  mpe, at odds which will force him to risk removing them from availability for replacements 

do not like the AH limitations on automatic the rare or special capability units on each side. 
victories. Even with its limitations, however, it The SS units, the mountain units and the 
can be profitably used. It is easier in the fust panzers, for the Germans, and the armored units 
phase, because St&s can be used to get the and Guards units for the Russians, are or may at 

ccomplified on this game progresses. After game turn 2, the German 
ons, but a n  permit has to reckon with their appearance- Since supply 

the G e x m  to  break through a defensive line and can be traced to  a friendly city, the effect of 

Occupy some important objective- partisdna is not as severe as if it must come from 
Germany. Nevertheless, the inf reduction of parti- 

If possible, the German should give preference sans makes supply an ever present problem for 
to  attacking Russian armored or guard units. the German, and requires a constant commitment 
These are the only ones which have a second of troops behind his lines. The SS Res unit could 
movement impulse. A Russian who cannot make almost be renamed the G e r m  anti-partisan 
many 2nd impulse moves is severely hmdicrapped goup, as that quickly becomes its principal 
in shifting defensive units 01 mounting counter- employment. In the semnd impulse of each turn 

the German should move this unit to a position 
In moving units, arrange the infantry so as to where it will have the greatest effectiveness in 

take the routes which will go through wooded i m p e h g  the creation of partisans - particularly 
areas. The same, of course, goes for mountain where they might put a front line unit out of 

rouering them. The indirect appxmch 

s, on the next phase, or wiil force the movement on the first phase of the next move, ssence of Blitzkrieg. 
I defender to attack, hopefully at unfavorable and attacking with them on the second. If the 

Ms move. For that reason, I try to  German will ensure that no partisan unit can be 
I 

bypass units in woods on a first phase, then hit created in a city immediately behind the front, or 
them with a no retreat attack on the second. on a rail line between such a city and the front, 

attacker controls all retreats, an AR he can eliminate any partisan unit created further 
ften be handled in such a way to leave to the Tea* on his initial. phase if he has a unit on 

surrounded, so that on a 2-1, only a a railroad hex in this area at the beginning of the 
be bad, and even it might be turn. The unit merely moves adjacent to the 

rman army in Russia. Russian units which axe alone. The exchange rule units in cities close to the original border such as 
e removal of a unit having factors Brest or Lvow, to assist in the event that two 
efending unit, if an exchange is pmimns me geated on the same line. He should 

rolled. The requirement is only that each player not let partisans panic him. Remember, all a unit 
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j needs is a supply line to a friendly city - not to  
:the board edge. Thus, only the partisans which 
:&re placed relatively near the front are likely to 
:be lethal, and they can usually be eliminated by 
regular movement. Nonetheless, partisans can 

I delay the flow of reinforcements and replace- 
! ments. They mn also tie up or delay the transfer 
[of  German units, and thus be used to munter- 
' b a h c e  the German's mobility. In this respect, 
I the Russian can most effectively use them in 

mjunction with offensive or defensive actions, 
j to assure local supremacy and obtain the initia- 
; tive. 
! The Russian paratroop units present similar 
i problems and opportunities, depending upon 
[your side, as the partisans. But because thew 
units have a ZOC and must be eliminated by 

!combat, the German must employ different 
: wunter-measures. While these units can't be 
: dropped in German ZOC's, woods or mountains, 
!!they can in cities and swamps, somewhat anoma- 
:lously. About the most the German can do, if he 
I still is going to try to  deal with the forces in front 
i of him, is to try to limit the harm which can be 
caused by an airdrop. Cities within the 8 hex 

:range of the Stakva unit during a snow month 
should be garrisoned. JY possible, a chain of 
ZOC's should be maintained from the front lines 

40 any such citiea Since the German offensive 
tapabilities in winter are quite limited, this 

-necessity almost dictates a defensive posture in 
'the area near Stakva during snow months. For 
the Russian, the parachute units can be very 
effectively employed in his winter offensives. 

'They can be dropped into positions to  block 
German lines of retreat. They may be utilized 
multiply with partisans so effectively to  block a 

:supply line as to  prevent the German from 
clearing it. Either mechanism can result in the 
elimination of Nazis. These units may aiso be 
employed defensively, as in the first winter, to  
stall the German advance, although this should 
only be a last resort, as the units rn only be 
dropped once. 

Sea movement is another addition found in 
this game. While some of the limitations are h d  
to understand, particularly those on the Germans 
in the Baltic, the possibilities opened by this 
capabiIity should not be overlooked. For the 
German player, sea movement is best used to 
supplement troop movements in winter, when 
railroad moves are limited. It can be particularly 
helpful to bring replacements to  the northern 
front after Leningrad is captured, with but a 1 in 
6 chance of loss. In the Black Sea this is also 
upeful, after one or two of the ports are captured. 
Invasions may also be attempted, but the German 
must be mindful of their limitations. An invading 
unit muat either h k  up quickly with its advanc- 
ing army, or capture a city. Playing the German 
side, I have found an invasion useful to assist in 
forcing an approach to  Krasnodar in the drive for 
the Caucasus oil fields, for example. 

For the Russian, sea movement is a more 
viable maneuver, simply bemuse of the greater 
expendability of his units. An invasion can be 
attempted with a throwaway unit to  muse a 
temporay embarrassment, particularly if the 
German leaves one of the coastal cities ungarri- 
soned. One invasion (remember, only 2 per game) 
should be reserved for the endgame period of late 
1944- early 1945 to  assist in the march on 
Bucharest. The terrain around this city is con- 
ducive to a defense; with the moun?ains and river 
co~lgurations permitting successive defensive 
lines in doubled positions. An attack from the sea 
can extend the defender's resources at a time 
when he is likely to be hard messea for man- 

power. Sea transport may also be used by the 
Russian with more frequency than the German, 
such as to augment bypassed garrisons, and to 
speed the flow of new units to  the front, 
particularly as the game progreases and his 
capability of accepting losses increases. 

So much for the strategy and tactics of 
victory for each side. Roperly applid, the 
foregoing principles will result in a Russian 
victory more often than one for the German 
player - but most often by f a  it will result in a 
draw. Perhaps this is not an historically iealistic 
ratio. Of course, no one,really knows what it 
would have taken for the Germans to defeat 
Russia, so the question is not wrnpletely suscep 
tible of analytical evaluation - as a matter of 
fact, no one cran be certain what it would have 
taken to  achieve a stalemate ox draw. For the 
"@me player" garner, it is immaterial - he is 
interested only in playing a game, and balance is 
foremost to  him, with historical realism of minor 
importance, once the game is designed. But to  
the historian warpmer, to  wMch group I belong, 
it is troubling that the game as presently h i t 4  
by the Automatic Victory rule does not permit 
the tactical duplication of what was available to 
both combatants in the actual conflict after 
which the game is patterned - the breakthrough 
and exploitation thereof. For that reasbn I 
submit that the AH rules to R USSKdN CAM- 
PAIGN should be modifid by adding a revision 
to  Section 16, to read as follows: 
16.1 (no change) 
16.2 (Substitute "impu&" for "turn" in line 4. 
16.3 Add "on that impulse" after "attack" in 
line 4. 
1 6 4  Delete entirely and replace with: "Units 
attacking at 10-1 odds may move in the second 
impulse if permitted by the Movement AUowance 
Chart and particimte in mmbat or Automatic 
Victo~ies again." 

While we're suggesting modifications to pro- 
vide bases for a bettm recreation of the 1941-45 
conflict, let me offer another, of a less critical 
nature. As noted above, after Stalingrad, most of 
the German generals came to believe that the best 
which could be hoped for on the Russian front 
was a stalemate, and their strategic and tactical 
recommendations usually xeflected this conclu- 
sion. For that Teasan I have regarded a drawn 
game as also being a German victory, aheit a 
marginal one.. I therefore suggest that the victory 
conditions be so amended. This should be 
coupled with the utilization of the optional rules 
- at least 26.2 and 26.4. (I'm not convinced that 
26.3 is soundly p~emised - such a distinction 
bdween armored and infantry units makes more 
sense in a tactiml level game than one at a 
strategic h l . )  

Either way, R USSIAN CAMPAIGN is a great 
game, which I'm glad to  see on the Avalon Hill 
bandwagon. It guarantees that we will be able to  
enjoy it  over the years, not just the next monfh! 

**** Q 
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PANZERBWTZ . . . Coniinuecl from page 23 

long. These weapons were inadequate against the 
T-34 and the KV-1 .and more than one author has 
blamed this technical limitation for the failure of 
the German invasion in 1941. By 1942, most of 
these machines had been upgunned with the 
50mm L60 piece, the same A-T gun provided in 
the pme. The other main battle tank was the 
Czech Pzkpfw 38(t). This tank was armed with a 
37mm gun and, in combat mpabilities, was very 
similar to  the Pzkpfw III with the 37mm gun. As 
support vehicle, the Germans used the Pzkpfw 
IV, armed with a 75mm L24 howitzer. Finally, 
there was a light tank, the Pzkpfw 11. This tank is 
identical to the Lynx, so this counter can be 
used. 

Let's suppose that we want to use some of 
these units to sirnulate 1941-vintage battles. The 
necesmy oounters have been provided in the 
middle insert section of this magazine. Those not 
included are provided in your PANZER 
LEADER andlor PANZERBWTZ sets. Then we 
must decide on the force levels for each side. The 
tables in the PANZERBLITZ Campaign Analysis 
booklet are very useful for this purpose. We only 
have to replace the more modern machines with 
the 1942 units as needed. Following are some 
situations using these units. 

Rdcrencps: 

Fighting Vehicles of the Red Army-B. Ptrrct 
G e r m  Tanb  of World Ww 11-F. M.  von Senger und Etterlin 
Infnri!ry W w p o n s J .  Weeks 
Tka G l a s  1939-45-1. V. Hogg 
Grmudes awd Mortar+[. V. Hogg 
T-34-D. Orgill 
me D e J m  of MOSCOU-G. J u k  
Panx@~ Division-K. Macltscy 
Strategy & Tucrics+No. 28) 

I the same opponent day after day? You may 1 
be g w d  in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by maill PBM is an 
easy4o-learn and convenient-to-use system of 
playing fellow garners across the nation. A 
special CRT and combat resolution -system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. I t  has made better garners of 
many who have tried it, and all tho= who 
have mastered it. PBM is the only way to 
participate in the many national tourm- 
ments held regularly for Avalon Hill games. 

Each kit sells for $4.76 postpaid and 
includes enough materials to play virtually 
dozens of gmes, including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
sfmiat charts and CRT's for postal play. 

Kits are available for the following garner: 

KRtEGSPlEL 
* LUFTWAFFE 
+ AHZIO 

PANZERBLI 
* STALINGRA 

WATERLOO 
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JUST ONE MORE HEX . . . By J. Richard Jminen 

FORCED MARCH TABLE ANALYSIS following table summarizes the optimum case for 
both situations: (Whenever two Forced March 
attempts give the same probability of success, I 

Attmpmd Paw March (in MP) by ~ r i h m  

The Forced March Table of 1776 is another 
feature of that popular game that lends itself 
quite readily to mathematical analysis. The 
principal question always seems to be: How far 
should I attempt a Forced March in order to 
minimize the opponent's chance of catching me? 
The answer is not obvious as the further you 
attempt to Force March, the less likely is your 
chance of success. The problem is further com- 
pounded by the fact that in some cases one-half 
the units invoIved are eliminated. (See Table I for 
a description of the Forced March Table.) Other 
factors that may have some influence on a 
Forced March we terrain, tactical or strategic 
considerations, and the ability to roll a one or a 
two. For purposes of this discussion, however, we 
will assume that one player is always trying to get 
as far away as possible from his opponent and 
that terrain and other effects can be ignored. This 
implies that both forces will be using all of their 
available movement points. 

Since it is generally the case that the 
American player is trying to escape the British, I 
will treat this situation first. The chance o f  the 
British successfulIy catchhg the Americans 
(assuming the British are willing to Force March 
in order to engage the enemy) is strictly a 
function of the original distance apart (in Move- 
ment Points) of the two forces and the number 
of Movement Points that the American attempts 
to Force March. Following is a table that 
summarizes the chances for the British: 

have listed the lower numbered Forced 
March first.) 

American Optimum Forced March Table 

MP Risk Acceptable Risk Not Accept 
Apmt Opt. FM 96 Opt. FM % 
0 5 .44 2 .47 
1 6 .33 1 .39 
2 5 .19 3 -28 
3 4 .19 2 -25 
4 4 .17 3 .I9 
5 2 .08 2 .08 
6 1 .O 6 1 -06 

Apart 5 33 33 .25 .25 .19 .19 .19 .17 
6 1 :33 122 .22 .I9 .17 .17 .I7 -17 

As expected, the British have a lot of trouble 
when they are trying to elude the Arnerims. In 
some extreme cases it might be justified to accept 
the chance of a unit-costing Force March as it 
increases the chance of escape considerabIy. 
When only zero MPs apart (you are both on the 
same hex), you gain 14% by going for the 
maximum Force March. 

As an example, assume that an American 
force was two MPs away from a British force. 
The above table indicates that the American 
should attempt a Force March of 5 in order to 
minimize the chance of the British player 
catching him. If the American is not willing to  
take the chance of losing some units due to a bad 
Forced March, he should attempt to only Force 
March 3. This, however, gives the British player a 
28% chance of catching him, as opposed to a 19% 
chance with an attempted Force March of 5. 

Although rare, it does happen that the British 
player tries to escape from the American. Be- 
cause of the discrepancy in the Movement Allow- 
ances, it is much harder for the British to escape. 
The following tables reflect these facts: 

One case that is not covered by the above 
tables is when one of the forces contains Tory 
Militia. As their movement factor is 8, as opposed 
to the British standard of 7,  there is a d g h t  
change in the computations to allow for this 
difference. Whenever one of the forces involved 
(it doesn't make any difference whether they are 
the pursuers or pursuees) is Tory Militia, add one 
to the actual distance separating the two forces 
and use the British Optimum Forced March 
Table. If one of the forces contains both British 
Regulars and Tory Militia, you have even more 
problems, but I'm sure you will be able to solve 
this without my help. 

British Optimum Forced March Table 
Attempted Force March [in W) 

by Americans Risk Acceptable 
Opt. FM % 

7 -64 
6 .64 
7 -39 
7 .31 
7 .17 
7 .17 
4 .17 
2 .08 

This anaiysis is not guaranteed to improve 
your game to the extent that you will always 
win, but it may provide you with that one extra 
Movement Point that sometimes is so desperately 
needed. 

The table itself is easy to read. All one has to 
do is determine the distance apart (far left 
column) and cross index it with the Forced 
March attempt by the Americans (top row). The 
resultant figure is the chance that the British have 
of successfuUy mtching the Amerimns. For 
example, if the two forces were separated by  one 
movement point and the American attempted to 
Form March 3, the British would have a 42% 
chance of reaching him during his turn. The table 
only lists up to 6 in the "MP Apart" column 
because if the Americans are seven or more MPs 
away from the British there is no chance that 
they will be caught (proof left to the reader). 

The next logical step would be to summarize 
the data into an "Optimum Forced March Table" 
which would indicate the Forced March attempt 
to be used in order to minimize the chance of 
being caught. However, one must take into 
consideration the losses that may occur due to an 
unfortunate die roll. If escape is the only factor 
to be considered, then the uptimum values would 
be those entries in the table that yield the lowest 
percentage. But if the possible losses are not 
acceptable risks, then one would only examine 
the first four columns of the table as these are 
the oniy ones in which there is no risk. The 

I Forced March Table 
ATT 1 DIE DIE 

ATT I 

KEY: 
number of Movement Points gained i~ 
'KE' means half (rounded UP) of all 5 
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sides to find the probable strength at thecommence- 
ment of surface combat. 

SPECl.4 L: if the surviving U-Boats will fire at 
aircraft carriers, then for every four negative U-Boat 
points remaining, one carrier will be assessed only 
-3 per air point instead of 4. 

EXAMPLE: Two British 3-38s  and the Hood 
(447) are fighting two German 3-5-7's. The British 
also have the Courageous in the area providing two 
air factors. The German player wants to knowwhat 
will happen if he puts 3 U-Boats into that area to 
help out. The situation looks like this: 

Surface: 
Air: 
U B; 
UB Phase: 

British- Gerrnan- 
QObp, 32kp 32bp, 26kp 

-8 bp 0 
+6 -12 

-6 

I f  the German applies his U-Boats to thesurface 
fleet the British are left with 34bp, the German (after 
air) 24bp. If he applies them to the carrier, the 
carrier will get -3 per point at a cost of 4 UB points. 
The Germans will be left with 26bp, the British (after 
remaining U B  go against surface ships), 38bp. The 
Germans do slightly better by addressing all their U- 
Boats vs the surface fleet, but they will probably lose 
in any case. If they added a 2-2-5, they would have 
about an even chance to win. 

Now let's look at Chart C and check the 
probable ratio of forces throughout the game. 

Chart Cdeals only with surface craft; the U-Boat 
and air units have to be analyzed separately. 

U-Boats decrease the British strength by 4 per 
boat, plus I for the British for each Anti-Submarine 
Warfare (ASW) point in that area. Turn by turnthe 
ASWJUB ratio is2.9,2.5,2.4, 1.8,2.0, 2.1,2.1,2.1. 
If the British attempt to hold three areas oqthe first 

turn the UBs can expect to reduce British surface 
strength by one point. If they attempt to hold two 
areas, they should expect no U-Boat losses. It is 
always assumed that the U-Boats will clump 
together and hit the weakest area. 

Air power must be handled differently because 
only that part engaged will affect the German forces' 
strength (while all surface craft affect the British 
strength). Assuming that the British willattempt to 
break their carriers into equal groups, and that they 
will try to occupy a number of areas equal to their 
battle ratio rounded UP (so that with a battle point 
ratio of 2.5 they will stretch to cover 3 areas), the 
effect of the carriers becomes: 

TURN Vs. ~ e r m a n s  
1. 3.3 1.5 2.5 

2.4 (two areas) 
2.3 
2.4 
2.4 
2.5 
2.5 
2.5 

So WHO CARES???, you scream. 
Well, I'll tell ya. The British/Gerrnan ratio 

indicates how many areas the British can afford to 
cover AND DEFEND AGAINST THE GER- 
MANS. Admittedly, these ratios are based on both 
sides being at full strength, and casualties will make 

I 
,>,, + batale kj&.& ;::=?: < + * > < < <  wkirlirrs 
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Each anti-sub point 
averages +1 towards cancelling U-Boat points ONLY. . 

NOTES: Battle are a ship's value towards winning a given b a ~ l  
Killing points are a ship's value in giving and taking hits 
Numbas in pamihews indicate raluc WITKWT the Germ $4 Other G e m  numbers include the German Fire bonus 
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3-3-3 L 13 
Each anti-sub point 

averages +1 towards cancelling U-Boat points ONLY. . 
1-2-4 8 2% 
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the later parts of the charts useless+xcept insofar 
as they show what kind of strength ratio will tend to 

I 
occur later in the game. The early parts of the chart 
show how many areas the British can contest and 
still have a better than 50% chance of winning., 
Against Germans only, on turn they can hold three 
areas with a 50-50 chance of surviving. Ifthe British 
attempt to hold the South Atlantic they will haveta 
face the Italian Cruisers as well; and they can safely 
contest only one other area. If the British try to go 
into the Mediterranean, they will be outnumbered 
2-1 anywhere else they try to hold. 

To put it simply, if the British ratio is 3.0 over ~ n e  
Germans, than the British can divide into 3 groups, 
each of which is equal to the whole German fleet. 

Now, in terms of battle points (bp) the British 
are clearly outmatched. Throughout the game they 
can never hold down more than 2 areas without 
being at a disadvantage in the battle (OK, so on the 
first turn they can handle the Germans in 3 areas. It's 
a long time before they can do that again). Holding 
2-or wen 3-areas a turn leads to a POC 
catastrophe for the British, so they cannot plan to 
win by winning battles. 

The big British advantage is in ship-killing 
ability. Their killing ratios are always superior to 
their battle ratios; the lesson is clear. The British 
must mlculate to win by attrition of the German 
forces. This requires a somewhat chancy strategy in 
the beginning: settling for inferiority in battle 
points, but Ioading the killing points so that the 
Germans get hit with crucial damage. I 

h 
There are two other game phenomena that minfurue ! 
this strategy: Britain is airstrike proof, while ! 
German ships can be bombed while they repair; and . 
equal attrition of forces is hugely in the British : 
favor. I f  the British battle ratio is 2.5, the Germans 
must kill 2.5 times as many British as the Germans 
lose; otherwise the lesser British casualties willpush ' 

the ratio up. 
Thus, as a general principle in the game, the 

British should arrange their forces so that either the 
kill ratio or the battle ratio is overwhelmingly , 
superior, no matter where the Germans go. 

A final note on this point: what makes this risky 
is the factthat the loser ofa battletends totakeextra 

I 
casualties when a few ships remain and try to escape. . 
This effect is minimized by kill ratio superiority. 
because killing points tend to indicate relative hits- I 
the inferior killing point total will take more hits, 
which means even if they win the battle they will 1) 
have their speed lessened, and 2) Germans that have 
taken a hit will lose their German bonus, making 
them considerably less dangerous. 

There is one more point that sticks out from the 
ratio charts: The British cannot afford togo into the 
Mediterranean until the Italians have been whittled 
down. You had probably figured that out by 
yourself, but it's nice to know exactly when it is safe 
to shoot for the Mediterranean: assuming that the 
British want to hold two areas in the Atlantic they 
can go into the Mediterranean when Axis losses in 
points equal about one third of the British full 
strength at that point in the game. This runs about 
100 battle points, which means that five Axis 
Capitol Ships must be out of action-more if the 
British have taken losses. 

Now, assuming you are going to try this plan of 
forming kill groups and battle groups, which areas 
should you plan to hold by battle? Obviously, th 
North Sea. It would be wise to make sure that thi 
area is as safe as mn be afforded. What other areas? 
Well, the North Atlantic is sort of meaningless to 
control (except for its victory points); this area is 
ripe for a kill group, blastingany German attempt to 
pick off the extra points. The South Atlantic is nice 
to control, but the presence of the Italian cruisers, 

I 
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GERMAN FLEET ITALLAM FLEET BRITISH FLEET 
Battle K i  UE Air Battle Killing Battle Killing Aim UB Bartle Ril 

1. 
2. 
3. 
4. 
5 .  
6. 

7&8. 

CHART 

TURN 

1. 
2. 
3. 
1. 
i. 
I. 

1. 
8. 

C 

BMTISH/ALUES 
(Average Luck) 

276 228 
306 250 
330 2 72 
359 300 
383 323 
392.5 332 
398.5 337 
403.5 341 

GERMAN 
FLEET RATIO 

GERMAN 
& ITAL. 

GERMAN& 
IT. CRUISERS 

119 62 
150 94.5 
171  123 
181 126.5 
181 126.5 
181 126.5 
181  126.5 
181 126.5 

makes it hard todo so. Again, it is anice place to gut 
$ kill group, especially in the early game when the 
German player is tempted to run there to circum- 
:vent the North Sea blockade that should immediate- 
ly spring up. The Barents is possibly the most 
complicated area on the board, especially at the 
start of the game. The British position is complicat- 
ed by the presence of German air power and by the 
fact that the British can get there with only their 
fastest units until Russia enters the game. Eventual- 
Iy the British have to contest it for the sake of the 
convoys, but they should wait until they have the 
Russ'ian port and enough fast ships to make a fight 
of it; with a secure North Sea blocking the German 
path to the South Atlantic, the British should be 
able to concentrate there for a showdown that will 
lock the Germans into their home ports onceand for 
all. 

The German stratem has to react to the exact 
Britishplacement, so general rules are hard to make. 
They should blow open the North Sea whenever a 
chance arises to win a battle-but be careful of 
getting into a kill point disadvantage. Winning the 
North Atlantic is strategically barren for all its 
victory points; &fore you go there, make sure that 
you are not giving up strategic advantages in ship 
kills or blockades. The South Atlantic is more 
valuable, but the German player must be CER- 
TAIN that the areais not controlled by the British- 
U-Boats or battle points must assure that the zone is 
at least uncontrolled, or the British can concentrate 
there and squash whatever comes out from the 
neutral port on the next turn. Battle points are the 
crux here, although, as always, the Germans must 
be careful not to give up strategic ship kills nor 
blockades for the sake of anadventure. The Barents 
is German territory, but sooner or later the British 
are going to try for it in strength. That point can 
easily be the crisis of the game, since the British have 
enough strength to hold two areas at once-the 
Barents and the North Sea. If the Germans have 
been point gathering they can survive this blockade, 
but it is more likely that British victory will come 
with control of the Barents. This is the point where 
battkis probably mandatory, if not at once thenjust 
as soon as the British can be whittled down by air 
strikes and U-Boats. The ship kill ratio crunches 
here; this is the point for which the Germans have 
been saving their ships and chipping away at the 
British. 

Finally, the point ratio system gives the German 
player a fast rule of thumb: when facing a battle 
group, make sure you have a safe port; when facing 

a kill group, make sure you win the battle. Battle 
groups tend to not cause many casualties, so a battle 
group can be fought and escaped-if there is a place 
to escape to (a British battle group in the North Sea 
really doesn't stop sending the German fleet to 
France, for example). A kill group does cause 
casualties, however, and if you lose a battle to a kill 
group its units will exact a fearful toH as you try to 
retreat with ships slowed by damage. 

Oh, yeah, and all of this discussion is based on 
average performance; as I'm sure we all know, 
WAR ATSEA is a game where a few die rolls can 
make a BIG difference. 

Now that we all know how best todetermine our 
relative chances for success, let's complicate the 
matter by adding the following variant situation. 

WAR AT SEA 
IN THE MEDITERRANEAN 

WAR A T  SEA'S strong point as a simulation is 
its recreation of the strategic level of naval combat 
in the Atlantic during World War 11; individual ship 
battles are crude and luck-infested, but the total 
interaction of the fleets does a nice job of showing 
the strategic struggle for the seas around England. 
Consequently, criticism about the game's lack of 
realism in individual ship actions is justified-but 
not particularly important. Since the game is 
strategic in nature, it is the strategic aspects of the 
game which should be considerd whenjudging the 
accuracy of the game. 

Generally, the game does reflect the strategic 
choices open to the combatants in the naval war- 
with one important exception. During the war, 
there were definite strategic motives that made the 
British want to control the Mediterranean, and 
there were definite factors that made it possibIe for 
the British to overcome the Axis forces there. In the 
game, on the other hand, the British getmurdered if 
they try for the Mediterranean--and even if they do 
gain control they show little profit. Effectively, the 
British player stays out of the Mediterranean until 
his air strikes have whittled the Italians down to 
manageable proportions (if this ever happens). The 
British player can't do anything else, and he really 
doesn't want to do anything else. 

It was very different in the actual history of the 
war. The Atlantic was the vital theatre for the 
British (possibly for the entire war effort, according 
to Winston Churchill and other writers), but the 

Mediterranean was crucial to the British both 
offensively and defensively. Control of the Mediter- 
ranean broke the supply line of the Axis forces that 
were threatening Suez, and control of the Mediter- 
ranean also allowed the Allies to attack the "soft 
underklly" of Europe-which not only drove Italy 
out of the war but also forced large German forces 
to be diverted to defend the long coastline. 

Clearly, if the game is to reflect the British 
strategy at sea, the British should be motivated togo 
into the Mediterranean, and given a chance of 
survival when they do go there. Obviously, the best 
way of pushing the British player in this direction is 
to recreate in the garnethe factors thatwereactually 
present historically. 

So I would like to suggest the following variant: 

I. CHANGES TO THE MAPBOARD 
Add the port "Gibralter" at the eastern end of 

the Mediterranean. This port borders on the South 
Atlantic and the Mediterranean, and disabled 
British ships can return to this port from either sea 

area .  Gibralter has one point of repair facilities, and 
cannot be bombed. Other rules concerning rnove- 
rnent to and from the Mediterranean remain the 
same. Gibralter is a British port only, of course. 

11. ADDITIONAL UNITS 
A. THE FRENCH NAVY 

Units: hnkerque (4-3-7), Sfrasbourg (4-3-7). 
Algerie (I-I-7), Tourville (1-1-7) 

The French Fleet belongs to the Allied player 
and ia available on turn 1; it must start based in 
Malta (which represents its actual base in Oran). 

At the end of the first turn the French ships roll 
for defectionfiust like the Italian shipsdo under rule 
15.7 in the rulebook). However, if the Mediterrane- 
an was controlled on the first turn, the player who 
controlled it may choose to destroy the entire. 
French Fleet before it rolls for defection-he must 
make this choice before any French ships have 
rolled for defection, and he must destroy all the 
French ships at once, leaving no survivors. If the 
Mediterranean was not controlled, or the player 
who controlled it decides to let the French ships live, 
then the French ships must roll for defection. 

French ships that go over to the Axis return to 
Italy a t  the end of turn I and are Axis ships 
thereafter. Ships that remain with the Allies return 
to Malta or Gibralter and remain Allied for the 
remainder of the game. 

No matter whose side they are on, French ships 
may sail out of the Mediterranean and dock at any 
friendly port. 

Facsimilies of the proposed counters can be 
found on the center spread of this issue. 

B. THE SOUTHERN CONVOYS 
Units: Tiger (I-3-3), Torch (1-3-3) 
The 'Tiger" convoy represents the convoy of 

tanks that the British snuck through the Mediter- 
ranean to reinforce the British in Africa late in 1941. 
This convoy must start in Britain, is available on the 
second turn, and is worth 3 victory points when it 
arrives at MALTA. If disabled en route, it must 
return to Gibwlter. 

The 'Torch" convoy represents the convoy that 
made the North African landings at Casablanca in 
Iate 1942. This convoy starts in the USA, is available 
on turn 5, and is worth 3 victory points when it 
arrives at MALTA. If disabled en route, it must 
return to England. 

The Tiger and Torch convoys do nor receive 
points for entering England. 
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C. THE ITALIAN FROGMEN 
The Italian navy had a small group of frogmen 

who crippled the British fleet at Alexandria in a 
surprise raid in December 1941. 

Unit: Frogmen (I-0-Med.) 
This unit is available onturn4; it functions like a 

U-Boat except the first time it is used it attacks 
before the British maketheir anti-U-Boat attacks. If 
it survives, thereafter the frogman unit functions 
like another U-Boat counter. In any case, the 
frogman unit can be used only in the Mediterrane- 
an, and it can never be replaced once lost. 

111. VICTORY POINT CHANGES 
Control of a sea area was more important if 

there were military operations in progress that 
required control of that sea area. Double the victory 
points awarded for controlling the following areas 
on the specified turn(s): 

TURN: AREA: CAMPAIGN: 
1. BA RENTS Norwegian campaign 
2. NORTH SEA Operation Sea Lion 

(German invasion 
of Britain) 

3. M E D .  Crete 
5. MED. The Crisis in the 

Italian supply line 
to the Western 
Desert 

Operation Husky (in- 
vasion of Sicily) 

MED. 

The Mediterranean is now worth THREE 
victory points to the Axis player. This doubles on 
the appropriate turns. 

IV. RULES CHANGES 

WAR A T  SEA was originally designed to 
provide the players with the relative forcesavailable 
(assuming a more aggressive Axis naval policy) at 
the outbreak of hostilities. It made no effort to add 
or remove ships from the OB which were later 
dispatched to other theatres of operations. Instead, 
it just relied on a 'law of averages' technique to omit 
ships which were largely utilized elsewhere. We will 
amend this slightly by adopting the following two 
rules. Players will find they have drastic effects on 
play balance. 

The Prince of Wales and Repulse were sent to 
the Pacific to reinforce Singapore just before the 
outbreak of the Pacific war. They were sunk by 
Japanese air attack in the initial onslaught. To  
reflect this the British player must remove two 
British units from the game immediately before the 
start of turn 4. He may choose which ships to 
remove EXCEPT that he must remove the Prince of 
Wales and/or the Repulse if they are still in the 
game a t  that point. 

The ltalian player must roll to free ships sailing 
from Italy, just as the Russians roll to sail from 
Leningrad. Each turn the Axis player rolls a die for 
each Italian ship that starts that turn in Italy; on a 
roll of 5 or6that ltalianship may sail that turn. This 
reflects the passive leadenhip of the Italian Admi- 
ralty. 

The ltalian frogmen unit may go to sea without 
rolling; ltalian ships may sail freely from ports other 
than Italy. 

DESIGN ANALYSIS 
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KINGMAKER DEVELOPMENT NOTES 

By Mick Uhl 

I'm the type of person who has to know why a 
certain thing works before he can comprehend its 
significance. That, sometimes, makes life pretty 
difficult, especially when it comes to things nobody 
really understands. Back in 1965, 1 decided to 
subscribe to the GENERAL for 3 reasons: 

I. to keep up to date with the "works in 
progress"; 

2. To stay attuned to the latest errata and 
"questions and answers"; 

3. and most importantly, to get a look at the 
reasons for some of the design decisions made 
concerning my favorite AH games. 
It is one thing for me to understand how a certain 
rule applies. It is much easier for me to apply that 
rule if 1 understand the reasoning behind it. 

I would like to give you a brief glimpse at  some 
of the design and development decisions behind 
KINGMAKER, and, hopefully, impart, in the 
process, a better understanding of the reasoning 
behind them. 1 think it will make rules applications 
easier in future games. 

TIME LENGTH 
One important point that Andrew McNeil, 

designer of KINGMAKER, stressed during our 
lengthy correspondence was that the turn length for 
the game is not constant. He states in one of his 
letters; "But the turns or rounds of play have no time 
span. They are not weeks or months oryears."This 
explains why a piece summoned by a raid and revolt 
card can be moved immediate1.v (i.e., picked up 
bodily from one place and put down in another). In 
a wargame, this would be ridiculous as would the 
summoning of Parliament and all that follows it. 
But if you realize that there are no fixed time periods 
then it can be understood. The time has passed 
between the players' moves, if you like, just as it 
would in a film. Mowbray and Neville may still be 
besieging Corfe, which is where they were left at the 
end of Player A's move, but Percy, who was part of 
that force, has left them and marched north to 
defend the borders from the Scots by the time Player 
B starts his move. You could say that 6 weeks have 
passed, if you like. But if the raid and revolt card 
only entailed a small distance, then you could say it 
took only a few days. It doesn't matter and it isn't 
the same for every player. Time is flexible. Hence, 
also, the use of free move cards. Although they 
represent the favorable wind or the forced march, 
they also represent the speeding up of time." 

With this in hand, it is easy to perceive the 
summons and movement rulings for Parliament. 
Since the time required for a Parliamentary turn is 
assumed to be a fairly long period of time, any 
Noble on the board may be summoned from 
anywhere including aboard ship or on an island (the 
messenger could get the summons to a Noble 
anywhere on the mapboard in this period of time). 
There are but 2 exceptions and both involve Nobles 
who are unable to move to Parliament (i.e., on an 
island or Calais without a ship to transport them, or 
"under siege"). Even a Noble on an island or Calais 
without a ship could attend if another player is 

willing to loan one of his vessels. Being allowed 
unlimited movement during the Parliament period, 
ships have the privilege of landing at any port to 
which they legally could land. 

DEFINITION OF NOBLE 
Another point, although mentioned in the 

"Designer's Notes", which needs reemphasis is the 
dual role of the Noble. He represents himself plus, as 
the head of the family, the relatives of his family and 
the family's power. If the head is killed, the power 
reverts to the next in line in the same manner as the 
throne of a monarchy. A Noble can be killed over 
and over and still reappear in the game since it is the 
new head of the family whom he represents. He can 
have two or more bishoprics awarded to him since, 
in actuality, they would not all go to him but to 
relatives. In fact, within this definition of a Noble, 
there is no historical reason why he could not be 
awarded more than one office and title, each being 
given to a relative. It was simply not done in the 
game for playability sake. 

PLAYABILITY 
One of the major criticisms directed toward the 

AH version of KINGMAKER after it appeared 
concerned the advanced combat system; the specific 
complaint being that it did not fit in with the spirit 
of the game. Admittedly, this is true. The decision to 
place this combat system and the Optional Victory 
rule into the game evolved from my attempts toalter 
the playability of the game. Throughout the play- 
tests, the flow of play consistently degenerated into 
a stalemate once all the crown cards had been 
diatributed. Muchanalysis was put into determining 
exactly what in the game mechanics caused this to 
occur and how best to solve the problem without 
altering the game's flavor. Our conclusions indicat- 
ed that the defensive syndrome was thoroughly built 
into the game's structure. The balance of gainversus 
loss tipped the scale firmly in favor of the defense. 

For example, the troop bonuses offered by many 
of the office cards and by the garrisons of the 
fortified towns and cities channel players into a 
"stay in p1ace"strategy in order to takeadvantageof 
the strength bonus(es) offered. In other words, a 
player usually maintains a higher troop strength 
sitting than he does moving. To alter this aspect of 
the game was considered too radical a step and 
consequently was not contemplated. A solution had 
to be found elsewhere. 

The other area of play which promoted the 
defensive syndrome was the combat system. A 
player has to get at least a 2-1 strength superiority in 
battle just to acquire a 50% chance of w~nning. This 
becomes increasingly more difficult in the later 
stages of the game when large numbers of troopsare 
in play. Even success in combat does not always 
mean improving your chances of winning versus 
your opponents. For, if another strong faction is in 
play, your victory helps him as much as yourself 
without his entailing any risk. The potential losses 
due to "Nobles Killed" duringcombat, also increase 
as the game progresses as more and more Nobles are 
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THIRD REICH RULES 4th EDITION BASEBALL 

Thesecond Edition of theThird Reich rules is 
STRATEGY NOW AVAILABLE 

now available for S2.00plus 50C postage. These BASEBALL originally published 
rules have not been rewritten, ~h~~ are in in 1960, is now available in it's 4th edition. The 

the original lengthy and somewhat ambiguous game had been restructured and repackaged in 
style. Those expecting a crystal clear revision 1974 to accomodate the bookcase format. Over 

be disappointed, and should not order the 500 playtest games later. the Avalon Hill 

ision. Baseball Strategy league discovered apparent 
What the second edition does have is a 5 flaws in the remake. The game developed into a 

page Appendix of Questions & Answers on scoreless pitching duel between ace pitchers 

play-many of which have appeared in the and expert defenses with super defensive p lap  
GENEHAL previously. Marked in the margins of being the rule rather than the exception. 

the rules themselves are 35 changes to the The new version puts more offense into the 
actual copy. All of the important changes have game and allows for intentional walks, stretch- 
been published in the Design Analysis column of ing base hits, and increasing the negative 
Vol. 13, No. 2 of the GENERAL SO that previous effects on tiring or ineffective pitchers. 

owners need not purchase a new set unnecess- Owners of the previous bookcam edition 

arily. need not purchase an entire new game to 

HEX SHEETS REVISED 
update their set. A new playing board will dorhe 
trick, although a purisr should also get the 

The standard 5/8" (for use with Wcounters) slightly amended rules to complete the updare. 
hex sheets have been reprinted and now include Plthough the basic matrix system of the game 
the AH numbering system which features a remains largely untouched, a variable die rolf 
combination let ter-numb identification num- has been introduced after the matrix phase to 
ber printed inside each hex. These sheets are add further variety to the range of results for 
22"x 28" and sell for $1 .OO each or four for each interaction of the offense and defense. 
$3.00 or twelve for $7.00. Usual postage Owners of the 3rd edition should be sure to 
charges apply. update their present sets. 
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A.R.E.A. 
FACTS TO REMEMBER: ' . 

- .  

1. AREA members are responsil3e%r the-care 
and maintenance of their membership materi- 
als. Lost cards or victory sheets must be 
purchased for S f  .OO apiece. 

2. ALWAYS include a stamped, self-addressed 
envelope whenever you expect a reply of any 
kind. 

3. Whenever you change your address your 
AREA number changes also. You must return 
your old AREA membership card along with the 
61 .OO fee for an address change and a stamped, 
self-addressed envelope. 
4. Once you have played 11 or more rated 

games you are considered a Verifiedplayer and 
your points gained or lost in a match are halved 
to stabilize your rating. 

5. Whenever submitting a victory claim it is 
important to identify yourself as a Verified 
(1 1 + rated games) or Provisional (less than 1 1 
rated games). Do so by printinga capitaIVor Pas 
the case may be before the name of each player 
on the Victory Claim. 
6. Keep AREA correspondence separate from 

other mail to Avalon Hill and address it to the 
attention of AREA technician Ron La Porte. 
7. All decisions of the AREA technician are 

final-there is no appeals process for what you 
may feel is a mistake in your rating. 
8. Those who request Match service from 

AREA are required to play the games they have 
requested. Failure to reply to an individual who 
has been matched with you by the matching 
service is grounds for dismissal from the AREA 
pool. 

9. Players are reminded that the purpose of 
AREA is not to determine who the best players 
are-but to promote mature and friendly play. 
Those who act in an offensive manner, cheat,or 
drop out of games without the courtesy of a reply 
are subject to dismissal. Once dismissed their 
AREA numbers will be published as invalid. 
10. Players are urged to file complaints with 
AREA only as a last resort. Those who criticize 
too freely and for little cause are just as aptto be 
expelled themselves. Always try to settle 
disputes amiably and give an  opponent a one 
mpnth waiting period plus a warning letter 
before complaining to AREA. A copy of your 
complaint must also be sent to your opponent. 
11. Ali AREA members are subject to the 
general rule of thumb that if a move is illegal it 
must be returned to the opponent for correction. 
12. AREA members who post no games played 
over a 3 year period are subject to expulsion. 
13. You can obtain a listing of other AREA 
members in your vicinity by requesting "same 
and forwarding a stamped, self-addressed 
envelope and $1.00 fee." You will receive the 
addresses of the four nearest members by Zip 
Code listing. There is no guarantee that the 
members listed will be receptive to your 
proposals or previously unknown to you. No 
refunds or alternate names are available. 
14. The TOP TEN listings in the GENERAL will 
rely heavily on Qualifiers. Just because you 
have a higher numerical rating doesn't make 
you eligible for this ranking. 

The 
AVALON HJL 
Game Compang 
4517 Harford Road, 
Baltimore, Md. 21214 , 
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Current Parts List 
ACQUIRE ................ 
Gameboard . . . . . . . . . . . . . . . .  
Set of  Tiles . . . . . . . . . . . . . . . .  
Money. set of 4 packs . . . . . . .  
Stock Cert . .  set of 7 packs ... 
Info . Cards. set of 6 . . . . . . . . .  
Rules ...................... 

BASEBALL STRATEGY . 
Complete Box . . . . . . . . . . . . . .  
Board (REV.76) . . . . . . . . . . . . .  
RuleslManual Sel (REV 76) . 

RedlBlue Roster 150 Cards) . . 
7 Red Pltch Cards . . . . . . . . . . .  
Scorepad . . . . . . . . . . . . . . . . . .  
Set of 6 Pawns . . . . . . . . . . . . .  

Mapboard . . . . . . . . . . . . . . . . .  4.00 
. . . . . . . . . . . . . . . . . . .  Counters 1.00 

. . . . . . . . . .  RuleslManual Set 2.00 
. . . . . . . . . . . . .  O I A  2 Gard Set 1.00 

TRC . . . . . . . . . . . . . . . . . . . . . . .  -50 
. . . . . . . . .  Battle Results Card .SO 

German Troop Counters . . . . .  1.00 
Set ot Tactical Maneuver Cards -50 

CHALLEMGE BRIDGE .. 17-00 
126 Page RuleslManuai 

Volume 1 ................. 7.50 
Deal Indicator Card ......... 1.50 

. . . ..... IBM Deal Cards Uol I 5.00 
Deck of Playing Cards 

................. Volume 1 4.00 
.............. Card Selector 4.00 

Complete Yol . II RulestMan- 
................... ual Ki t  10.00 

B U S I N E S S  STRATEGY . 10.00 
Complete @OK . . . . . . . . . . . . . .  2.00 

. . . . . . . . . . . . . . . . . . . . .  Board 4.00 
. . . . . . . . . . . . . .  Rules Set o l  2 2.00 

Scorepad . . . . . . . . . . . . . . . . . .  1.00 
. . . .  Set of Cl~mate Cards (18) 1.50 

. . . . .  Package of Play Money -75 
. . . . . . . . . . . .  Set of 16 Pawns 1.00 

. . . . . .  BASKETBALL STR 
Complete 80% . . . . . . . . . . . . . .  
Board . . . . . . . . . . . . . . . . . . . . .  
Rules . . . . . . . . . . . . . . . . . . . . . .  
Player Counters . . . . . . . . . . . .  
Set of 2 Pawns . 2 Dies & 

. . . . . . . . . . . .  2 Score Chips 
Pad . . . . . . . . . . . . . . . . . . . . . . .  

. . . . . . . .  Set of 9 Delense Crds 

AFRIKA KORPS* . . . . . . . .  
Complete Box . . . . . . . . . . . . . .  
Mapboard . . . . . . . . . . . . . . . . .  
Counters . . . . . . . . . . . . . . . . . . .  
RuleslManual Set (REV.75) . . 
TRC . . . . . . . . . . . . . . . . . . . . . . .  
Situation Card . . . . . . . . . . . . . .  
CRT . . . . . . . . . . . . . . . . . . . . . . .  

CHALLENGE FOOTBALL 
Gameboard . . . . . . . . . . . . . . . .  
Ru!es ...................... 

. . . . . . .  Set of 3 Vinyl Pockets 
... Set of 6 PlaylCoirar Cards 

. . . . . . . .  Yard Marker L Ruler 
......... Set of 3 Shift Cards 

Special Crayon ............. 
Tabulator .................. 

. . . . . . . .  CAESAR ALESIA 12 00 
Complete Box . . . . . . . . . . . . . .  2.00 
Mapboard . . . . . . . . . . . . . . . . .  6 00 
Rules Manual . . . . . . . . . . . . . .  2 00 
Roman Troop Counters . . . . . .  1.W 

. . . . .  Gal l~c Troop Cou~llers 100 
CAT . . . . . . . . . . . . . . . . . . .  .... .XI 

. . .  Offboard Movement Charl 75 

ALEXANDER . . . . . . . . . . . .  
Complete Box . . . . . . . . . . . . . .  
Board . . . . . . . . . . . . . . . . . . . . .  
Manual with Rules (REV.76). . 
CRT . . . . . . . . . . . . . . . . . . . . . . .  

. . ........ Counters (REV 76) 

B L I T Z K R I E G '  . . . . . . . . . . .  
Complete Box . . . . . . . . . . . . . .  

. . . . . . . . . . . . . . . . .  Mapboard 
Red Troop Counters. . . . . . . . .  

. . . . . . . .  Blue Troop Counters 
Manual with Rules (REV 75) . . 
Attrit ion Table Card (REV.75). 

. . . . . . . . . . . . .  O I A  2-Card Set 
. . . . . . . . . .  Time Record Card 

ANZlO '74" . . . . . . . . . . . . . .  
Complete Box . . . . . . . . . . . . . .  
Board . . . . . . . . . . . . . . . . . . . . .  
Manual with Rules . . . . . . . . . .  
Counters . Gr .. Allled . . . . .  EA . 

. . . .  Play~ng A ~ d s  Card Set (6) 

... CAESAR'S L E G I O N S  9.00 
Complete Box . . . . . . . . . . . . . .  2.00 
Mapboard . . . . . . . . . . . . . . . . .  4 09 

.......... Manual wlth Rules 2 00 
Con . Movement b Am bush Card . 50 
Roman Troop Counfers . . . . . .  1.00 

.... CHALLENGE GOLF 10.00 
Boardslspecify A. B. or C EA . 3.00 
Rules ...................... 1.00 
Play Chart ................. 2.00 
Score Card ................. 2.00 
"T" Distance F~ndar . . . . . . . . .  2.50 
Special Crayon ............. 1.W 

. . . . . . . . . . . . . . . . .  BULGE* 
.............. Complete Box 

VARIANT COUNTERS CHANCELLORSVILLE . . 9.00 
Complete Box . . . . . . . . . . . . . .  2.M 
Board . . . . . . . . . . . . . . . . . . . . .  4.00 

. . . . . . . . . .  Manual with Rules 2.00 
. . . . . . . . . . . . . . .  TRCIOB Card 50 
. . . . . . . . . . . . . .  CRTITEC Card 50 

. . . . . . . . . . . . . . . . . . .  Counters 100 

. . . . . . . . . . . . . . . . . .  CHESS 24.00 
Board ..................... 5.00 

...................... . Rules 1 00 
Complete set of Playing 

P~eces ................... 18.00 
Panzerblitz 1941 

............... CONTIGO 10.00 
. . . . . . . . . . . . . . . . . . . . . .  Rules 100 

..... Set o l  22 Playing Pieces 4.00 

. . . . .  Set of 64 Glass Nuggets 7-00 

. . . . . . . . . . . . . . . . .  &DAY* 900 
. . . . . . . . . . . . . .  Complete Box 2.00 

. . . . . . . . . . . . . . . . .  Mapboard 4.00 
Troop Counters . . . . . . . . . . . . .  1.M 
RuleslManual Set . . . . . . . . . .  2.00 
Order of Battle Card . . . . . . . .  9 
TRC . . . . . . . . . . . . . . . . . . . . . . .  50 
CUT . . . . . . . . . . . . . . . . . . . . . . .  SO 

OlPLOMACY . . . . . . . . . . . .  
Complete Box . . . . . . . . . . . . . .  
Board (REV 76) . . . . . . . . . . . .  
Manual with Rules . . . . . . . . .  
Bas~c Rules Sheet . . . . . . . . . .  
Play-By-Marl Sheet . . . . . . . .  
Se l  of 8 Wooden Pieces (speci fy  

color & shape1 . . . . . . . . . .  
Conlererlce Map . . . . . . . . . . . .  

................... EVADE 4.03 
...................... Rules 1-00 

Set of Metal Playing Pieces .. 3.00 
Set of Magnets . . . . . . . . . . . . .  1.00 
Board ..................... 2.W 
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: READER BUYER'S GUIDE I : 
I 
$ 1 ~ :  RUSSIAN CAMPAIGN 99.00 
! Corps Level Simulation of entire I Eastern Front; 1941-1945. 
* 
: INSTRUCTIONS: Raw al l  cate~ories by placing a i number ranging f rom 1 through 9 In the  sp. 
: propriatn Wac- to the ri&t I1 equatlng exesl- : Imt; 5.awrage. a d  Btnrrible). EXCEPTION: 
I Rats i tem No. 10 in terms of minuts$ neeeorsw 
1 t o  piny game ac worded in 1Grninute incre- 

men& EXAMPLE: If you've found that l t  takas ' two and a half hours to play FRANCE 1940, you ! .-Id give it s GAME LENGTH rating of "15." 

j Participate in these revisws on ly  i f  you  are 
farnlliar with the game i n  question. 

j I. m s i ~  bsl i ty  
2. Mapbrvl -, - A-.. . - 

1 3. Cornpnmwts 
j 4. Ease of Understsnding 
j 5. Enuplelrness nf Rules 
1 6. Play Balancu 
J 1. ledism 
; 8. Eltitement lml 
i I. overall value 1 111. Gamu L@ 

The review meet may bn cut cut, p h o m c o p i d .  
o r  rnersly drawn on s separate sheet of paper. 
Mait I t  to our 4517 Hadord Road a d d r w  with 
your contest enuq or opponents wanted ad. Mark 
audr correspondence t o  the attention of the R & 
0 Deeartment. 

I 

I Lml ta be nviwd next: 

I. Wanlads wUl be dccepred only when prtnred on llrisrurm. 
I. Fur Sale. Tmdc. or Wxntrbt+Buy adr wll k accapvd unly lvhrn lhay arcdcal~ng with collwrm'r ~lrrns(gamc~ 

no longer milable hum AlT) and an  accolnpand by a loken 25c lee. 
3. lnacrl cupy hvhcrt rcqukrcd rln lhncr prwided and prinr n m e .  address. w d  phunc number whew provdcd. 
4. Ncalneas counls: lfilleglhle yuur ad w l l  nul he kxepled. 
5. Adr wdl be wlcccplcd only un lorn5 Fmm ~ h c  preceding l w c  txccpl ~n thmc csrtn where nuOppunmta-Wantcd 

form appeard m lh prafediy i w e .  

6. So thsl sr m n y  ads csn be m t t d  ar pt&blt wilhln our Hrnilerl *ace. we requeal you usc the tollmmg 
ahbrcviat~ons In wordlngywr ad. Likcuiwwith Slate ahbrcvial~onr. 
Alnka Korps = AK: Alexander the Great = Alex: Arwio: Baaebdl Slrategy = BB St: Baltle or Ibe Bulge = BB: 
BahtbaU Strafcgy = BK St: Blur: W h y  = DD: FwtBdl Strategy FTSt:  Fiance. l940= FR'4CkFacc-lpFxe 
= FTF. CetIyrburg = Lctt: Luadalcaoal = Cusd. Jutlsnd - JUT: Kricgp~cl= Kricg: Luftwaffc = Luft. Midway = 
M i d  1914. Orwns 01 Wl = ORlC: Ouldnor Suwrvsl = Out: Pamrblitz = PAN; Panaer kader = Pan W: 
Playay-Mail - PBM: Play-by.Phrmc = PBP; Rlcl~tholen's War = RW; 1776:SWlngrwd = 'Grad:Tactlcs II =TAC: 
Third Rcich = 3R.Walcrloo. W a l  

HOW TO COMPUTE SHlPPlNQ 
a) If you live in USA, and line (A) is: 

Up to $1.00, add . . . . . . . . . . . . . . . . .25 
from $1.01 to $3.00, add . . . . . . . . . .50 
from $3.01 to $5.00, add . . . . . . . . . .75 
from $5.01 to $7.00, add . . . . . . . . . .90 
from $7.01 to $10.00, add . . .. . . . . 1.00 
from $10.01 to $15.00, add . . . . . . . 1.25 
$15.01 and up, add . . .. . . . . . . . . . . 1.40 

. . . . . . . 

CONTEST NOa 73 
It's the German May 1943 turn and victory is in sight - if the 

Germans strike quickly. Mosmw has been taken so the Germans need 
only to destroy Stalin to win the game. 

Can you move the German units pictured so as to  GUARANTEE 
the destruction of Stalin? 

Write down the first impulse and second impulse positions of all the 
German units, and all of the German attacks and retreats (if any). 
Assume the worst die rolls possible for the Germans - and still it is 
possible to GUARANTEE the destruction of Stalin. 

SPECIAL NOTES: no German unit may enter a hex numbered "1 1" 
or less - the Germans may not enter I11 1 nor JJ11, for example- 

The German corps at PP16 used the only invasion so far in the game 
last turn. 

German units: 1st Impulse: 2nd I m p u k  
1 SS 
2 SS 
3 Rumanian 
11 inf. 
59 inf. 
30 inf. 
34 inf. 
35 inf. 
1st wv. 
14 pzr. 
57 pzr. 
48 pzr. 
40 pzr. 
39 pzr. 
47 pzr. 
52 pzr. grnh.  
22 Mt. 

I 
I 
I 

I 
I 

I Attacks: 1st Impulse: 2nd Impulse: 
I 1. 
8 A I 

illustration on Page 17 

If no one submits a solution that GUARANTEES Stalin's elimina- 
tion, the winner wiH be the solution that has the best probability of 
eliminating Stalin. 

In case of ties, the solution that has the fewest average German 
casualties will win. 

Name I 
I 
I 
1 ISSUE AS A WHOLE:. . . . . . . . . .(Raterrom I' to  1 0  with 1 qualing excellent. IO= ttriible) 

Address City 1 
I n m  9 Anlcln 
1 1  NAME 
I t  
4 ADDRESS 

Zip Phone I s CITY S T A T E Z I P -  
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required to fight a battle or siege. And during any 
attack, they risk severalambushes while they remain 
in the open. All this coupled with the fact that 

' several successful battles are necessary in order to 
win, usually, prompts players to sit in strong 
defensive positions and let some other player do  the 
dirty work. The best solution to the stalemate 
situation was thought to lie in the combat 
resolution. As a result, I developed Advanaed 
Combat. It may seem to be out of step with the 
simple game mechanics but it does solve two 
problems. It puts more weight in the attackers 
,balance pan by giving the larger force a better 
! probability of success and it drastically reduces the 

probability of an indecisive or postponed combat. It 
I was included in the Advanced Game (which, in 

itself, is no more than an oversized oprionalrule) to 
k used by those who want their games to move 
more quickly once all the crown cards have been 
distributed. 

REFUGE 
Another situation which sometimes causes 

stalemates and which had to be resolved concerns 
taking refuge at sea or on an island. Once there, a 
force can only be attacked by invasion and that 
depends on how iarge a fleet the opponent(s) can 
gather. If the hiding faction controls a large portion 
of the ships, it can prove impossible to dislodge 
them. In this case, a solution was felt to be reached 
by giving a player the opportunity to win the game 
without having to eliminate all the rival heirs. The 
result was the Optional Victory Rule. It can only be 
accomplished by a faction which remains in 
England and is sufficiently difficult not to be 
completed in less than 5 or 6 turns. If an opponent 
decides to take refuge outside of the mainland, all 
one would have to do  is capture enough cities and 
towns by siege to  in at least 79 votes in Commons. 
Once Parliament is summoned (and you may have 
to wait until a "Parliament Must Be Summoned" 
card for this), the opponent must come to 
Parliament or lose even though he may have a royal 
heir. 

CLARIPlCATlOMS 
I .  Preston is a port. Theanchor symbol was omitted 
from the mapboard but note of its function asa  port 
is stated on the back cover of the rules manual. 
2. The port of Penzance is inclosed in one sea square 
(e.g., a ship can sail from Milford Haven to 

' Plymouth in one move or vice versa). 
- 3. In  the mapboard Terrain Key, under "ROAD, it 

should state " . . . blocked by neutral or hostile 
town or castle." 
4. On p. 3 of the rules manual, under "Battle", it 
should state that there are "5 steps . . . to resolve 
combat", not "6". 
5. On p. 3 of the rules manual, under "Siege", para. 
I ,  the second sentence is amended to read: "If any 
Noble(s) is inside, he may add his strength to the 
garrison.". 
6. Add to the last paragraph of "Commision", p. 8; 
"It is, then, placed on the discard pile.". 
7. On p. 9,under "Optional Victory Conditions", 
modify the first sentence to read; " . . . (half the 
total vote plus one. i.e., 79 votes) . . . ". 

QUESTIONS AND ANSWERS 
1. Can more than one Noble be sent on a 

, commission? 
A. Yes. The restriction of one card per Noble refers 
to the Nobles being named on the Raid and Revolt 
card and not to the number of Nobles who are being 
substituted for that Noble. 

2. Are the city votes.considered as town votes for 
determining most town votes in Parliament? 

A. Yes. 
3. When Parliament is called because there is no 

sole crowned King, who is considered to have called 
Parliament for purposes of proposing Titles, Offices 
and Bishoprics? 
A. The Chancellor if attending (he also gets the 
King's 20 votes unless Henry is the sole King), 
otherwise the next in order of distribution. See 
Optional Parliament, rule 4 of the rules manual. 
4. In the advanced game, what happens to Richard 

of Gloucester if Calais is captured by the French? 
A. He is expelled into the open and may be captured 
by the first Noble who lands on the continent. 
5. Does the King (Queen) get 10 votes for being the 

head of his (her) Royal House in addition to the 20 
votes for King in the House of Commons? 
A. Yes. 
6. Exactly which sea squares reach a port? 

A. The sea square whose coastal border is closest to 
the anchor symbol of the port inquestion. There are 
2 exceptions: Calais borders sea square at F-6, and 
Fevensy borders the sea square at G-5. 
7. Exactly what happens when the advanced event 

card "Parliament Must Be Summoned" is drawn? 
A. The player who drew the card must immediately 
choose any legal town or city as the Parliamentary 
site. Nobody is required to attend in which case 
there is no Parliament. If at least one Noblechooses 
to attend, Parliament is in session. Parliament runs 
as explained in "Optional Parliament", p. 8 of the 
rules manual. If the Chancellor is not in attendance, 
the player controlling the greatest number of votes 
in both Houses has first opportunity to distribute 
the Chancery. Upon conclusion of Parliament, the 
player may continue his turn. 
8. In ambush attacks, do  you use both rows of the 

"Nobles Killed" Table for each ambush, one for the 
selected piece and the other for the rest? 
A. No. Theambushing player chooses which type of 
ambush he wishes to make. He cannot do both. 
9. Can a Noble aboard a ship be commissioned by 

a writ? 
A. No. 
10. What  happens to mercenaries at sea if told togo 
home by an event card? 
A. They ignore the card. 
11. What is the difference between the terms 
"majority" and "most" in the Parliament rules? 
A. "Most" is defined as beinga majority of the votes 
that are actually cast. For example, if only 15 votes 
are cast in the House of Lords over the question of 
whether Courtenay should receive the office of 
Marshal of England and he receives 8 votes 'yes", he 
would have the most votes. "Majority" is used once 
and is defined as being half the total vote in the 
Commons plus one, or 79 votes. 
12; Does Plague Calais have the same effect as an 
ordinary plague? 
A. Yes, except that it is used in the Advanced Game 
only. It is important to note that a plague only 
affects the town or city named on the card and never 
the square in which it is located. 
13. When can a Noble in an alliance be allowed to 
attack? 
A. The only restriction in an alliance is that a Noble 
can never move or attack in more than one turn ina  
round. This mean's that a Noble cannot move twice 
in a round or attack twice in a round. He can move 
in one turn of a round; form an alliance; and, then, 
attack in another turn of the same round or vice 
versa. A round is defined as encompassing the 
consecutive turns of every player starting with the 
player who made the initial move of the game. 
14. Must ships at sea with passengers which are 
summoned to port by a raid and revolt card be 
required to go? 
A. Yes. Unless the Noble who is called in associa- 
tion with the ships is also at sea. Q 
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A. H. Philosophy . . . continued from page 6 

0 0 B  Sheets With each game assignment, a 
member also receives two 0 0 B  (Order of Battle) 
sheets. The AHlKS 0 0 B  sheet allows up to 16 
moves to be recorded on one side and up to 78 
combats to be recorded on the reverse side. For 
many games, one sheet is enough; if more are 
needed, they need only be requested. 

. d I I I 1 1 t I  
7 CP. . ~ ~ I ~ L L I ~ ~ L L I ~ I F F I ' ~ ~  1 1 1 

The above is a portion of an AHIKS 0 0 8  sheet for THE BATTLE 
OF THE BULGE. showlna the f~rst four American Turns. Each 
unit is accounted for; so nonc arc forgotten. The actual shtei ir 
81hx 14 ~nches. Combat ix morded on the reverse s~de. The 
German player has hisown 003 sheet.Swenteen mwescan be 
recorded on one sheet. 

The KOMMANDEUR The Kommandeur {usu- 
ally called "the K") is the newsletter of the 
Society. Over the years its publishing schedule 
has run from rotten to very good, depending on 
the editor and any personal problems he may 
have experienced. Starting in 1976, Pete 
Menconi has been putting the K out every two 
months, and it has been a quality effort. It 
contains articles from all of the officers, game 
reviews, comments and observations from the 
members, notices, a Swap Shop, and the I~ke. 
Back issues are available from the Archivistfor a 
nominal fee. 

Some of the more notable members of AHlKS 
are: Don Turnbull, winner of two Charles 
Robens awards; Richard Berg, author and game 
designer (TERRIBLE S WlF T SWORD); Malcolm 
Watson, who is SPI-UK; Tom Eller, game 
designer (MANASSAS); Tom Oleson, author, 
redesigner of ANZIO, and top AREA player; Joe 
Angiollilo, author and game designer (FOUR 
ROADS TO MOSCOW]; Omar DeWitt, author 
and game designer (EYLAUJ.. Mark Sa ha, author; 
Don Burdick, author; Dean Miller, author; Ralph 
Vickers, author; to mention only a few. 

Members of AHlKS are 21 or over. The age 
restriction is not because they feel older players 
are better players, but because they have found 
that they are more settled and tend to be more 
reliable opponents. Dues are $8 a year; these 
are pro-rated (if you joined in July, you would 
pay $4 for the first year). There is a once-only 
initiation fee of $5. All services of the Society are 
included in these figures. 

If you are interested in joining AHIKS, write 
to the appropriate Regional Director for applica- 
tion forms. Send no money until you receive the 
forms. Please ask for formsonly if you are 21 or 
over. 

Western Region (west of Mississippi River 
and west of Ontario): John T. Ratzenberger, 
3224 Ella Lane, Manhattan, KS 66502. 

North East Region (north and east of Penn- 
sylvania, New Jersey, and Ontario inclusive): 
Mike Truex, 304 White Road, tittle Silver, srlJ 
07739. 

Eastern Region (east of Mississippi River 
except North East Region): Jerry Schott, 720 
Pine Ridgea Drive, Plantation, FL 3331 7. 

European Region (Great Britain, Europe) 
write their Secretary: Alan Youde, 5 Valiance 
Road, Wood Green, London N22. GB. 

Those who live in other areas write the 
i nearest.address above. 
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MIDWAY 
AMERICAN: Mick Uhl 
JAPANESE: Don Greenwood 
COMMENTARY: Thomas Hilton 

MID WA Y has always been one of our favorire 
mediums for rhe SERIES REPLAY fealure. The 
swpense, smuoth flow* of play, and easily discermi- 
ble srraregies srand ir in goodstead~ur play analysis. 
The recent movie of rhe same nome Ians stirred 
considerable interest in the game so ir appears 
appropriaie ro [rut out the old set for one more 
round. 

The game was plqved utilizing full rournamenr 
and oprional rule3 wirh zhe exceprion oJihe crippled 
ship rule {much to the larer regret of the Japanese 
player). In addirion, two rule changes were decided 
upon. The firsf was ouilun.ing oykamikaze attacks.. 
The second was adherence ro lhe previously 
published rule ~hai  permitted both sides to with- 
drawships oflzhesearch bomdfrom i h ~ i r  respecrive 
edges wirh the added stipulation ihai the American 
fleet could nor ieave h e  board until ii hod 
undergone ai leusf one air attack west of Midway. 

0500 June 3 
AMERICAN COMMENTS: My basic strategy is 
to get the first strike on the Japanese carrier fleet 
before nightfall of the fint  day and concentrate 
exclusively on the destruction of his carriers. The 
idea of allowing a limited counter strike early in the 
game to release me from the agreed Japanese air 
strike restriction against leaving the board also 
appeals to me. Allowing him such a blow will give 
me freedom of action to leave the board when 1 
wish. It goes without saying that much of my 
strategy will be dictated by reactions to his moves, 
but I assume that he won't make any real progress 
towards Midway until he consolidates his various 
fleets. This means that I must steam full speed 
ahead without thought to deceptive maneuvers to 
evade his search patterns if I am to strike his carrier 
force before it can combine with the protective 
screens of later arriving Japanese forces. This 
strategy should give me the best chance of striking a 
telling blow and also freeing me from the artificial 
restrictions against leaving the board later in the 
game. In so doing 1 avoid the possibility of surface 
combat against his battlewagons-a very real threat 
once my supply of torpedo planes is exhausted. 

MOVE: Flccl to GZE 
SEARCHES: A l ,  A2. A3. A4 

OPERATIONS: Ready AC 

JAPANESE COMMENTS: Having given this 
same opponent a perfect example in our last 
encounter (See Vol. 11 ,  #3) of how the American 
player can utilize his superior search capabilities 
combined w~th  his knowledge of Jap intentions to 
toy with the Jap fleet as it makes its eventual 
advance toward Midway, I'm sure I can expect the 
same now that the shoe is on the other foot. 
Therefore, my gameplan is to maintain a direct 
course for Midway after hooking up with the Aiago. 
I will not attempt evasive maneuvers but rather will 
concede the first strike to the Americans hoping to 
get lucky with my search patterns and trade him 
blow for blow in the ensuing slugging match which I 
hope to win. 

My initial placement is aimed at avoiding a 
northern cut-off search of the board-hopefully 
enabling me to double back into A4 after he's 
searched it in hopes that he will search the southern 
B row on the second turn. 

MOVE: Fleet to A5C 
OPERATIONS: Ready AC 

0700 June 3 
AMERICAN COMMENTS: Having missed with 
my initial search 1 know he has started in the 
southern half of the board and will pattern my 
search so that his only successful evasion will be to 
stay in the southeast corner. I will continue my own 
fast linear course; angling down the board to meet 
him only if he takes an extremely southern tack. 
MOVE: Fleet to FZF 
SEARCH. A4. B4. 85. 36 
SIGHTING: Enemy fleet In A4F 

JAPANESE COMMENTS: So far so good. The 
fact that he didn't find me dictates my next move. 
Had I been located 1 would have moved into the B 
column so as to be able to search the Frow where he 
could now have conceivably advanced. The fact that 
I can't launch an effective search this turn should 
indicate that I have remained in the A column but by 
that time 1 will be in the third row and perhaps out of 
his search. I will continue this charade of attempting 
to hide until he finds me or I hook up with the 
Atugo. Once he locates me the strategy will vary 
considerably. 
MOVE: Fleet to A4F 

0900 June 3 
AMERICAN COMMENTS: Having spotted the 
enemy with a strong likelihood of keeping his 
movements under surveillance I can now transfer all 
my fighters to the Enrerprise which 1'11 keep always 
out of his range. In this manner 1 can be assured that 
my fleet will enjoy the best possible defensive 
posture with superior protection in any first day 
action. Although my strike capability will be 
impaired 1 feel I can less afford to lose ships of my 
own than possibly eliminate one more of his. 
Although I would certainly like to make an 
unreturned first strike, I will not allow the 
possibility of a simultaneous Jap attack deter me 
from attempting to strike kforenightfall now that I 
can move with confidence that I am operating with 
the best possible defensive make-up. Although full 
speed ahead increases my chances of detection I am 
proceeding nonetheless. 

MOVE: Fltel to FZD 
SEARCH: AS. B5. A4. B4 
SIGHTING: Enemy k e t  in W E  
OPERATIONS: Transfer 6F from Midway. 9F from Homn~f ,  and ZF 
rrom Yorkrvttmo lo Enlerprlse. Transfer from Enr~rprise--6DB to 
Midway. 5T and 4D0 to Horner and ZDB to Yorkrown. 

JAPANESE COMMENTS: So much for the 
charade-now to advance into the Brow toattempt 
to get a fix on him. 1 will concentrate my search in 
the south for I plan to use the bottom of the board as 
a wall to my back during my advance on Midway. 
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This prevents any attack from thesouth and cutsmy 
defensive search perimeter in half, and increasesmy 
chance of finding the U.S. fleet as it moves into 
attack range. The problem therein is that it 
eliminates my own southern evasion possibilities, 
but remember 1 plan a straight advance on Midway 
and expect to be spotted the entire time anyway. 

MOVE: Fleet to B4E 
SEARCH: SF. 6F. 7F 

1100 June 3 
AMERICAN COMMENTS: I am faced with the 
possibility that he might be able to launch an 
airstrike during the next three turns if we both 
continue in the same direction. Having not sighted 
me to date however, his probable intention is to 
move to A as he certainly has no wish to take an 
unreturned strike with so little support this early in 
the game. 1 havenot split the Enterprise off from the 
main body because I don't want him to suspect what 
I'm doing until it's too late. I'm sure we both want to 
launch 1700 air strikes so we can lose our foe in the 
dark. 

MOVE: Flccl to E2E 
SEARCH: C3, C4, 83, B4 
SIGHTING: Entmy neet in B3H 
OPERATIONS: Ready AC 

JAPANESE COMMENTS: Having been spotted 
again, I am moving north in hopes of drawing 
attention away from the south where my ultimate 
advance will take place. In the meantime I intend to 
demonstrate just outside of his maximum possible 
strike range while continuing my shot-in-the-dark 
searches. 

MOVE: Flaet to 03H 
SEARCH: E4, FA, F4 

1300 June 3 
AMERICAN COMMENTS: No pre-search com- 
mentary. 

MOVE: Fleet to DZF 
SEARCH: 83. B4, A3. A4 
SIGHTING: Enemy fleet i n  A3F 

JAPANESE COMMENTS: His hypothetical 
maximum advanae forces me to withdraw from the 
preferable center column of B with it's increased 
evasion possibilities and into A3 where 1 plan to 
combine with the Mikuma group next turn. The 
move to zone F as opposed to C gives me a 3 3 4  
chance of evasion on the next turn should I care to 
exercise it. His second announcement of readying 
aircraft last turn meant that he has transferred 
planes from Midway and is now ready to strike at 
any time. My searches must now be aimed at the 
possibility of a maximum advanceas the danger of a 
first day strike at 1700 before 1 hook up with the 
Atago is very real. 1 do not feel he has taken his 
maximum advance but is lingering somewhere in 
the E column. Safety dictates that I pursue the 
conservative strategy however. 
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MOVE: Flctl  to A3F 
SEARCH: ID. ZD.3D 
SIGHTING: Enemy fleet in DZF 

1500 June 3 
AMERICAN COMMENTS: His moves indicate 
that he is preparing to link with his cruiser force 
entering next turn. He i s  being careful to stay out of 
my range, but by continuing my maximum advance 
1 can guarantee a strike at 1700 if he continues back 
towards the board edge. Now that I've been spotted 
I will split the "Big E" From the fleet and prepare to 
meet a possible enemy air strike. 

MOVE: Fleet to DID. Enrerr)rr>e to E3B 
SEARCH: A2. AJ. A4. 03 
OPERATIONS: All Fighlen CAPover D3A: IUTand 1 hDB toB4B 
5T and 14DB lo  B2H 

I am in a terrible position as 1 have been spotted 
within range of the Japanese fleet yet ftliled to locate 
him. This speaks well as a lesson against overag- 
gresssiveness. My only solace is that if he attacks me 
this turn, 1 will probably beable to hit him next turn. 
The only problem with that theory is the matter of 
how many carriers will be floating from which to 
launch my strike. 1 must give the survival of my own 
fleet primary consideration. If I launch my fighters 
as CAP now and he delays his strike until 1700, I'm 
in serious trouble. He could still hit me next turn 
and force me to abort my own attack by keeping his 
fighters on CAP. Ifhe doesn't attack this turn I have 
a 50% chance of escaping his follow up search but 
that isn't a very large safety margin in a factor as 
important as this. On the other hand were 1 to keep 
my planes on deck and he did attack this turn he 
would have an excellent chance of knocking out a 
carrier-even in the face of my fighter superiority.. 
This leaves me with thevery unpalatable recourse of 
a one carrier strike against a fleet with full CAP. 
Both options are unacceptable-a moredrasticstep 
is needed. 

Looking at his possible locations I see he can be 
in one of four possible zones-B2G or H or B4A or 
B. As he probably did not realize this situation 
would occur during his move, I am betting that he 
did not move into A or G as these zones would 
guarantee that 1 could spot him next turn if spotted 
this turn. This leaves me with two possible target 
zones and I am inclined to pick B4B as thisis a more 
central position with which to attempt escape 
during the ensuing night turns. Yet, if I'm wrong it 
means the game. The advantages of launching an 
attack against both suspected target zones are 
fivefold: 

I. I probably wouldn't do better next turn when 
you consider the probable loss of aircraft on a 
carrier loaded with readied planes. 
2. 1 feel conhdent that my chances of locating him 
in one of the two suspected zones is far better than 
the straight mathematical chances of 50%. 
3. He will not expect a strike during a turn in which 
he was not sighted and may even have readied 
aircraft on deck. Certainly, 1 would not expect to 
encounter any CAP. 
4. A successful guess relieves my carriers of readied 
planes and lessens the risk of putting up CAP this 
turn. Even if he decides to wait until next turn to 
attack inan effort to fake my CAP into theair 1 will 
have hit his fleet first with readied planes on his 
decks instead of vice versa. 
5. There is no 100% guarantee of spotting his fleet 
next turn anyway. If I'm going to risk losing a 
carrier (and therefore it's planes) 1 want to lose the 
planes in combat-not on the deck of a sinkingship. 

Taking all this into consideration I've decided to 
half my gamble; sending the larger force to B4B and 
a smaller one to B2H.  

JAPANESE COMMENTS: 1 was amazed to spot 
him in D2 last turn as 1 presumed hisadvance would 
be more subtle. If 1 advance or hold my position a 
battle is possible, but I think that he would 
withdraw after being observed. An equal exchange 
of blows is much to my advantage and I feel 
confident that, realizing this, he'll withdraw leaving 
me to combine my forces and pursue my southern 
advance as originally planned. However, my 
searches will be repeated in D to guard against the 
remote possibility of an unreturned strike this turn. 
The search at E3 is a concession to my gut instinct 
that he has withdrawn. An enemy advance into 1 D 
cannot hurt me anyway. My own advance into B4is 
a bold step for a conservative player such as myself. 
If there is an exchange of strikes this turn I will give 
up the additional shielding of the Mikutna group 
now entering. However, this is the strategy-I am 
known for conservative play and he will expect me 
to combine with the cruisers-thus wasting his first 
3 searches in A giving me a 67% chance to escape 
detection. If this happens and he has boldly 
advanced I would be guaranteed an unreturned 
initial strike. That could well sew up a victory on the 
first day! Ina  mutual strike swap my losses would be 
horrendous with so few shielding ships for my 
carriers but the aircraft losses would be fulfilled in 
my ownvicious wave attacks against his fleet. This is 
a gamble which is unlikely to end in more than 
conjecture but a nice theory to contemplate 
nonetheless. The prospect of an initial strike against 
the American fleet is too good to pass up-I will 
advance back into B. 
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MOVE: Carrier force to 848. Mikuma group to A5E 
SEARCH: DZ. D3. E3 
SIGHTING: Enemy k c 1  in DZD, Carrier in E3B 
OPERATIONS: All aircraft to D2D 

My early elation at finding the enemy and not 
being discovered myself has k e n  tempered by 
reflection on the unusual splitting of his forces. His 
strategy is at once obvious and excellent!! By 
withdrawing the carrier he need protect only two 
carriers while using the third which is out of my 
attack range to CAP the attack fleet. This will 
probably result in his getting an attack of his own off 
next turn as my evasion possibilities are slim. I am 
almost tempted to try to fake his CAP into the air, 
movesouth next turnand hope to spot him again for 
a 1700 raid. However. the thought quickly vanishes 
as his chances of evasion are good and I will not 
disdain the chance of an unreturned first strike. The 
question now becomes one of fighter coverage. I 
have decided not to try anything cute such as 
sending an unescorted attack force while rnaintain- 
ing all fighters as 1700 CAP against his counter- 
strike. lnstead 1 will send my entire force and gamble 
on sinking a carrier. If I succeed the loss of aircraft 
should cost him the game. If 1 fail-his return strike 
will undoubtedly do better than mine as I have more 
vulnerable targets. However, I can take solace in 
that I will be able to combine with the cruiser force 

. before the strike and that there will be no readied 
aircraft on my decks. All inall, the first day has gone 
better than 1 had hoped-regardless of the outcome 
of the impending airstrike. 

BATTLE RESUETS-1500 June 3: The Japanese 
player is surprised to find no aircraft on thedecks of 
the enemy carriers, deduces what has transpired, 
and immediately shifts the focal point of his attack 

- from the coveted but empty carriers to the more 
exposed escort vessels in an attempt to save more 
of his attacking planes. The U.S. CAP aids the 
defense greatly however and only the Porrland is 
sunk although the Minneapolis, New Orleans, and 
Arlmra are crippled. Two additional hits are scored 
on both the Northampron and Yorktownat a cost of 
17 T and 8 DB. 

The American is delighted to find the Japanese 
carriers in B4B without CAP. He sacrifices allof his 
torpedo planes and 1 1 of 16 DBs to sink the Hiryu, 
and secure 3 hits on the Akagi and 2 on the mu. 

AMERICAN COMMENTS: Considering the 
predicament 1 got myself into I am quite pleased 
with the outcome of our exchange. Had 1 guessed 
wrong I might be in a bad way, but as it is now I have 

, a 5 point lead. My strategy now is to avoid further 
cornbat and thereby protect my battered screening 
force, move toward my edge of the board, launch 
one more strike (from Midway if possible), and 
escape off the board with a lead in points that can't 
be overcome by the loss of Midway. 

MOVE: All ships convcrgc on 03C 
SEARCH: B3. C3. C4. B5 
SIGHTING 4 cruisers in B5E. carrier force In C4A 
OPERATIONS: Ready AC 

JAPANESE COMMENTS: His "guesstimate" 
attack on 34B was both unexpected and costly. He 
now has a 5 point lead which, fortunately is not 
enough yet to enable him to run and hide. 1 will 
revert to my original strategy of combining forces 
and pursuing a southern advance on Midway. Asall 
his planes flew last turn there is no need to combine 
forces until 0500 June 4 and I'll use this lull to throw 
him off the track by advancing my forces. 
MOVE: Carrier force to C4A. Mikuma noup to B5E 
S U R C H :  C3, D3, E3 
SIGHTING: Combined enemy fleet in D3C 
OPERATIONS: Ready AC 

NIGHT June 3-4 
AMERlCAN COMMENTS: My position is notan 
ideal one for avoiding detection. 1 fear a follow-up 
raid which could knock out my cruiser screening 
relatively easy. His last location indicated that he 
was trying to close with me. Therefore, I am moving 
due south as 1 believe that to be the direction he 
would least expect me to proceed. 

MOVE; D31 followed by D4F 

JAPANESE COMMENTS: The loss of 21 squad- 
rons in this attack makes carrier loss almost 
irrelevant insofar as reduction of strikepower is 
concerned. If 1 can knock out his damaged cruiser 
screen in the next attack without allowing him to 
grab more than a 9 point lead in sinkings I stand a 
good chance. I calculate that he'll get 6 points for 
Midway before it falls-thus giving me the 
maximum 9 point edge. Thisis important for it is the 
only thing that will keep him from hiding or leaving 
the board. Proceeding south to rendezvous with 
Mikuma and Atago groups. 

MOVE: Both fleets move to 8433 and then to B5E 

0500 June 4 
AMERICAN COMMENTS: No p ~ s e a r c h  w m -  
mentary . 

MOVE: Fleet to D5C 
SEARCH: D3. D4. DS. E4 

I never expected him to let me get to my edge 01 
the board and, as a consequence, he hasspotted me. 
As I have little defense against this attack, I am in 
great jeopardy. This time he may well get an 
unreturned strike in as I have no idea where he is. 
Hopefully, he will try to fake my fighters into theair 
first but I think he realizes that he can gain the upper 
hand by attacking this turn. Since a concerted 
attack at this point will definitely lose the game for 
me no matter what I do, 1'11 take the chance he is 
bluffing. 
JAPANESE COMMENTS: Having completed the 
rendezvous, I atimate arrival at Midway at 0700 
June 5th with a raid scheduled for 1700 against the 
island at maximum range. This will allow no 
alterations in course other than diagonal advances. 
The cat and mouse game begins anew. My searches 
are directed at mid-board so as not to risk giving 
away the southern advance prematurely. 

MOVE: All threc flctts combine st A6C 
SEARCH: 3D. 4D. SD 
SIGHTING. Encmy fleet in D5C 

I was amazed to find the U.S. fleet on my first 
attempt while remaining hidden from his own 
search. I'd gladly launch another strike now but he's 
out of range. My only course of action is to make 
him think I'm holding back my strike intentionally 
in an attempt to get him to commit his CAP 
prematurely while advancing at full speed. Hopeful- 
ly, I can keep him under surveillance while 
shortening the range. 

0700 June 4 
AMERICAN COMMENTS: I've been so preoc- 
cupied with my own fleet that it just dawned on me 
that perhaps he didn't pursue me after all. My 
searches this turn will be aimed at finding the Aiago 
with special emphasis on determining if they've 
linked up with the carriers. 

MOVE: Fled to W E  
SEARCH: 83. 84. B5.86 
SIGHTING: Combined enemy k t  In M E  

JAPANESE COMMENTS: I wonder how long I 
have before he attempts to pickup the Aragogroup. 
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If 1 can remain undetected throughout theday I'll be 
both amazed and victorious! My failure to fake his 
CAP into the air last turn is worrisome, mainly 
because 1 probably won't lx able to maintain 
contact long. CAP or not, I will attack if given the 
opportunity, for a successful unreturnd U.S. strike 
will give him the points he needs to run and hide. 

M O V E  Combined fleer to W E  
SEARCH: D4, D5. E4 
SIGHTING: Enemy fleet in EAE 

0900 June 4 
AMERICAN COMMENTS: Great! M y  search 
revealed that he did not turn back to rendezvous 
after all. Now all 1 have to do is move to the west 
edge, launch a strike, and leave the board. He 
must take Midway by 0700 June 8, or he loses. He 
must come to me eventually. I'll continue my 
westward trek, keeping out of range, until he 
commits himself to reducing Midway. 1 am 
transferring all my fighters to Midway so that I can 
provide CAP for the island without revealing the 
location of my fleet. 

MOVE: Fleet to F3G 
SEARCH: C7. C6, C5, B5 
SIGHTING: Enemy F l ~ t  in CfA 
OPERATIONS: All fighters to Midway: 7Tand l9DB lo Hume!. 12 
DB to Enlrrprise - 

JAPANESE COMMENTS: Well, I lost the golden 
opportunity last turn. Had 1 ducked down into B7 
he may have been totally in the dark as  to my 
whereabouts. Now the advantage is back with him 
and all I can attempt to do is maintain a search 
barrier through which he must pass to attack. 

MOVE: Fleet to C7A 
SEARCH: D5, W. E5 

1100 June 4 
AMERICAN COMMENTS: None. 

MOVE: F31 
SEARCH: C7. C6, 88, B7 
SIGHTING: Encmy F l a t  in C7F 
OPERATIONS: Ready AC 

JAPANESE COMMENTS: I assume his failure to 
strike last turn was due to being out of range for had 
he been in E4G or H he wuld have cooked my goose 
with those readied aircraft on my decks. My move to 
the bottom most row of the map insures that he can't 
attack me without coming through my search 
screen-this turn anyway. 

MOY E: C7F 
SEARCH: D5. E5, F5 

1300 June 4 
AMERICAN COMMENTS: He continues his 
southerly course to Midway. 1 cannot risk a surprise 
attack on him at this stage as he is searching the 
areas 7 zones to the north from which I would have. 
to attack from. 

MOVE: G4E 
SEARCH: D7.17. C6. Db 
SIGHTING: Enemy iI& in D7E 

JAPANESE COMMENTS: The fact that he just 
readied aircraft means he was fooling around with 
Midway transfers. I hope I can catch some on the 
ground when I launch my 1700 strike. He must be 
maneuvering for a strike soon and my search screen 
can be penetrated at CS this turn. I'm maintaining 
my present screen nonetheless and trusting to luck 
that he doesn't sail behind me. 1 will again avoid 
CAP this turn unless I find him. 

MOVE: D7E 
SEARCH: D5. W. FS 
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1500 June 4 
AMERICAN COMMENTS: Although 1 am 
movlng south 1 cannot escape his search range 
without an extra move so I'll remain content t o  
prepare myself for his attack on Midway a t  1700 
which will probably be forthcoming. 
MOVE: HSA 
SEARCH: E7. E6. 07. D6 
SIGHTING: Enenly n e ~ t  in E7D 

JAPANESE COMMENTS: His failure to even 
f e i n ~ a n  attack last turn leads me to believe he is not 
even concerned with flanking my search screen, but 
I amextending it to theextremitiesanyway. Hemay 
well be stalking the Yamato groupdue on next turn 
which is fine with me. Such a strategy would put my 
main fleet between him and his friendly edge of the 
board. 

MOVE: E7U 

SEARCH: BS. C5. G5 

1700 June 4 
AMERICAN COMMENTS: That last search was 
too close for cornlort. I'll not risk trading a strike 
with him yet by reducing the range as  he still has to 
reduce Midway to win and 1 can pick my spot 
tomorrow. 1'11 attempt to spot both fleets with this 
search pattern. 

MOVL: GPH 
SEAR( H: E7. A7. Ah. A5 
SIGHTIKC: Carricr fr*rcc In E7F 
OPER.%TIONS: Al l  I~ghlcrs CAI' ovel M~dir.;ly 

JAPANESE COMMENTS: My opponent is 
making one foolish effort for which I a m  thankful- 
he is making no effort t o  fake operationsand put my 
planes in the air. I will attack Midway this turn 
unless I find his fleet in range. In either case he has 
lost his opportunity t o  hit my carriers with readied 
aircraft on board. 1 fcar the real danger is to the 
Yamaro group which has 6 easy points for him to 
knock off in the Hosho and Smrlai. This would 
enable him to win 20-18 11- there was no further 
combat and there is absolutely nothing I can do  to 
safeguard these weak vessels. EXCEPT-not bring 
them on. Technically I must bring the ships on the 
board when stated but under our agreed upon rules 1 
do  not have to kecp them there. Therefore, the 
Yntnnro group will enter and leave the board this 
turn. 

MOVE: Carr~cr lurcc to E71;. Yu~vuro h r c c  off lhr: board 
SEAR(-H: C4. C5. C6 
OPLRAI IONS: All aircraf! tn M~dway 

BATTLE RESULTS: 28 Japanese fighter factors 
attack 29 American squadrons at 1-2; losing 4 
fighters to 3 for the Americans. Midway is reduced 
15 points in a 1-1 attack and now has a reduction 
factor of 5. 

NIGHT June 4-5 
AMERICAN COMMENTS: Now is the time t o  
move my force t o  the board edge and prepare to 
attack when he moves to Midway. My fighters on 
the island will evacuate a t  dawn so I should attack 
then as Midway will not hold out long. 

MOVE: H5A and then tu H51 
OPERhTlOXS: Rcxdy AC' 

JAPANESE COMMENTS: 1 feel confident he has 
opted t o  ambush the Yunraro group out of range of 
my carrier strike force. Although 1'11 miss having 
those fine battleships on the board. even minus their 
weaker accompaniment, it was too dangerous. Had 
they come on alone he would have known that I 
suspected his plans. I want to keep himguessingand 
searching for that group for many turns to come. 

MOVE: F6H and then to GhA 
OPERATIONS: Read? AC 

0500 June 6 
AMERICAN COMMENTS: I am moving slightly 
away from the board edge in case he decides to 
search it this turn. I have a choice either t o  wait one 
more turn guaranteeing my escape or attack now 
and hope he can't manage a counter-strike on his 
turn. 

MOVE: HhE 
SEARCH: l i5.  C3. C4. C5 
SIGHTIYG: Carr~cr  force in GSE 
OPEHA'CIONS: All p1;lnea to (i5E 

If 1 send my fighters up  over Midway and his 
CAP is over his fleet I'll have blown the attack and 
given away my position. He would once again have 
the advantage. If 1 delay a turn in hopes of catching 
all his planes in the air this turn I'mjust pressingmy 
luck. Sooner or later he's going t o  get desperateand 
find me-possibly even with a ship search. There- 
fore I'm sending everything t o  his fleet in hopes of 
sinking enough points t o  enable me t o  get off the 
board. If he hasn't attacked Midway 1'11 have to do 
considerably better than that t o  avoid losing t o  his 
retaliatory raid next turn because he is guaranteed 
to find me ii he uses ship searches. T o  win-he must 
attack Midway this turn with all o r  most of his 
planes while 1 sink 5 o r  more points of ships. 
JAPANESE COMMENTS: My opponent has 
managed to completely lose himseli while pinpoint- 
ing me. 1 open this new day extremely vulnerable to 
attack at any time. Therefore I will send the 
necessary 5 bombers to finish off Midway with full 
fighter escort and disperse the rest to search the 
surrounding area-if only t o  get them oif my decks. 

MOVE: GSE 
SEARCH: 3F. 3G. 3H 
OPI.:RATIONS:S I>Handallrighlen to M~dway;othcr 33squndronh 

pp l i l  up nnd scorch ?.ones in E3. D. ES and E6 

BATTLE RESULTS: The American player set up 
his attack with the idea o l  gaining a t  least 5 points 
while giving the Japanese formation the least 
number of screening factors with which t o  inlei-- 
vene. The torpedo planes were all split into one 
factor attacks t o  maximize the number of 1-1's. 

For his part, the Japanese player set-up his 
forces with only one goal in mind-prevent the 
sinking of 5 points worth of ships. Therefore, the 
weakest ships-regardless of value-were protected 
the most. This explains how the Kaga fell victim to a 
rather weak attack for the sake of saving a cruiser. 
By directing the Kugu's screening factor against the 
other TI and allowing another 1-1 attack on the 
Chokai instead, the chances of  both ships surviving 
the battle were slightly better (2.66 average hits on 
the Kagu as opposed t o  2.83 on the C h o k a ~ ) .  Both 
ships needed 3 hitsto sink and despite the far greater 
value of the Kagu circumstances and statistics 
dictated that the Kugaadd her screening value to the 
Chokai reducing the probable hits on that vessel to 
1.67. The Suzuyu was sacrificed in a n  effort to save 
the other three. All of which turned out to be purely 
theoretical however as the "6" on the 1-3 attack on 
the Chokai would have sunk that vessel also had the 
attack been the I - I  denied by the Kugff's guns. 

0700 June 6 
JAPANESE COMMENTS: The enemy position a t  
H6E really took me by surprise as 1 felt sure he was 
stalking the Yamaro. Hindsight makes me look 
foolish as 1 should have guarded against the raid 
from the board edge but it was just too obvious a 
strategy t o  guard against-especially in light of how 
this same opponent almost did me in on that western 
board edge two yearsago. I was extremely foolish t o  

put so much faith in a hunch and disregard an 
obvious, but nonetheless optimum, strategy. This 
game was extremely close with one more hit my way 
o r  one less in his favor making the difference, but I 
trace my defeat back to the IS00 June 3rd turn in 
which 1 let subconscious habit defeat me by 
continuing the trend of always going to a central 
zone rather than a corner one. My opponent wa? 
able t o  rely on this trend to pull victory out o i a v e r j  
difficult situation that could have well resulted in his 
defeat. 

SUMMARY: The game is now all but over as  there 
is nothing the Japanese player can do  to prevent the 
American fleet from withdrawing prior to another 
attack. He leaves with a 27-18 victory which was 
much closer than the score indicates. Midway fell to 
the Japanese as  was predicted on I500 of the same 
day. 

THE LUCK FACTOR 
Die rolls did not play a major role in this game 

as the overoli luck of both players registered close 
to the norm. TheJapanese player made ten attacks 
in which thedie played a crucial role. The probable 
number of hits for these attacks (one 2-1, and nine 
1-1's) was 13.65 and he actually scored 14. The 
American player made 14 attacks (seven I-J's, 
four 1-2'5, and six 1-3's for a probable hit total of 
12.32 while scoring I I .  

At first glance this would appear as  if the 
Japanese enjoyed a slight edge in the luck 
department. But how d o  you equate the 2 hits 
scored on the Allanla with the two scored on the 
Kaga at @me end? There is something t o  be said 
for having good die rolls at the right times also. 
Had the Japanese player gotten an additional bit 
on the Minneapolis or New 01.leons instead of the 
worthless "B" on the Atlanta he could have well 
afforded to give two ships t o  the last Japanese 
attack and still enjoyed an advantageous position. 
But all in all, the luck of the die played it pretty 
straight this time and only a 12% chance of 
escaping deleat was presented t o  the Japanese 
player by the last American attack, which was not 
decided until the final die roll. 

AREA TOP TEN 
Times Previous 

Rank Name On List Rating Rank 
1. R. Chiang 2 EGK2031 1 
2. T. Oleson 3 HHN1959 2 
3. C. Todoroff 1 CEHI 840 - 
4 .  S. Heinowski 1 CEH1705 - 
5. S. Packwood 1 CEA1592 - 
6.  J .  LeJeune 2 CDEl562 3 
7. D. Barker 1 CEF1549 - 
8. E. Miller 1 CEH1425 - 
9. S. Napolitano 2 C C A l 4 0 9  7 
10 .  J. Garrett 3 EFJ1294 8 

The  above players represent  the 10 highest 
verified ( I  I +  rated games) of the 3,000 member 
AREA pool. Players with a n  opponent  qualifier 
less t h a n  C w e r e  not  calculated among t h e  top 
player ratings. 

The "Times on List" statistic is considered a s  
"Consecutive" t imes  o n  list. If a player slips out 
of t h e  Top 10 for any length of t ime  his next 
appearance  is considered a s  his first. 
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. Mil@ dune 3: Initid sfralegies dictate tho1 the 
' aggressive Americrm admi~ai must p h y  a fau1il.e~~ 
-game and execute his air strikes wirh pre~uion to 
. prrvent being deep-sired by the more c o m r w t i v e  
' 

enemy. In this sorr of siluarion the k d r n  is al!on 
rhe American to seek our and dispatch a dbunited 
foe. 

The opening is the basic I A , 2 A ,  3A, 4.4 sweep 
which covers rn m c h  afea as possible while pinning 

, the Jap into  he S W corner of !he b e d .  Fur 
variation, an Important factor as stereo-typed 

: manewers breed dhuster, a 7A4.4 or a 6A-2A 
: partem is quire eficacious. As Hagumo and his 
: carr~ws were not located a1 0500, n seuch Hext t u r ~  
: stank a 50% chance ownding them. 
= 670701 June 3 ; The Jap mow to 4A nrlmplirtg la 
; bfiit~are throiigh the search scrrn by backtracking 

already covered arms is nor likely ro foot m y  
experienced player. If obviowly didn't. 

/EM@ June 3: The American's shffiing offigfLtsr 
'.eorjer io a carrier our of range is quite eievpr, 

- ' holrever it rneaxs PIP is kissi~tg g o d - b y e  to his i . D@va$rmur$ and Daunrkues, end his ckaplces of 
: vrcrory, if the Jup hsfighters on CAP o w  t h e j k l .  - -The American brtitial strike hod bezttr be Q g w d  * [,on.. 

, .41OQ Jane 3: T9w U.S. search paftem mnihues  
~ ~ e l r n t  /exsly and the LJ.iV. '.probably right ld expect 
im be sighredmm of ihe way. He, in i m , i r m a k i w  
,,as good use us possible of hip hired seorcla 
hpabitities. 

. !,I300 June 3: As with all tacrr'cs and srratqies in 
~ M I D W A  Y Ifme shoufd be used too 46e?1, und 

. although kceprng away from corner squures (A, G, 
r ST, and l) benejits the fia attempting to cva& ike 
; bieareh b~ agording more poxsible subs&qumt areas 

:do move into, certain proclivities in thfs regmd can 
aring if used wirh vegubriry. The 
up the possibility for his awn 

lac has s&it:iennr per~picutity, the 

and a t  ro coniribure to his c a ~ r h '  
e Jug also skoufd haw known t h r  

considering his lusr known position ad R3P*undtke 
U.S. search patterns, he coufd only Be in Sow 

movement and the penchanr mgny good playerrs 
huve for moving into more cenrraI zones and 
nvording rk corms ,  an attack by the U.S.N. into 
B4B loom as a &tinct possibility. 

Showing considergBk acumen during rhe caurae 
of rhe mmreuvers the American realizes his ukuncca 
chance ro send every cd~rier to tke Boltom and ead 

inficrcd on ~ k e  Jap farca but vrrttmfly every air 

would have been sbughrertd. 3Tkc divkioa of 
rces is on inexcusnble muflaf a golden chance. Ar 
ast Afs CAP over kir own fleet was effective nkd 

The J,p wuuId huve &en MU-advh~d 10 CAP 
his force, anMhihting the Ansericuns, md then go 
after the US. fleet at 1700. 
Night J u n e  2-4: The hemy damage to the U.S.  
m i @ r  screen is just begghg fur nfolbw-upsmash 
{he next wrarnirtg, a d  the Americwa knows ii. 
H o w v ~ r  tAe Jop ha3 quife c h r f y  been shaken by 
whur was obviously a nearly fatal mid. Instead of 
keeping with the U.S. CVs, he turns zimid and 
dues not rendemow with CruDiv 7 ar WE bur 
mreazs inro the he ~ l u m n .  
(1900 June $: 7he mup de gtss can Be ndminisrcred 
io halfrke U.S.force, but the Jap is too far to remh 
evm [he nor-roo dlstanr position 01 MC. Thh i s  
mbt' the second iirne the Jap has been "amazed to 
find the enem,v. Two e h n c ~ . t  m y  be ail he gezs. 
6900 June 4: 77ze original $up pian to advance with 
united forces agaitat Midway is now in effect. I h  
American doe8 have thedistinct nhaatageowirp to 
time and  ha^ abifiiy to kavc  ha board. me 3np 
ctlukl have used delayed movement Phis turn 
IjPlavlng only one zvne to 37c) a d  rhw evading the' 
search. Huwwr #/us narrow8 dawn ~ h c  possible 
arm- B6 m 57. Tbe American wwId have faw#d 
him agoin soon enough Thb rn tht Jap losea ail 
contact with {he U.S. flem. 
Remainder of June a: The opposingfleets keep tk@k 
&tance throughmat therest of theday, howeverthe 
Jop has brcome obsessed b j  the thought of an 
"am6ush" of the Yama~o group und en& up 
dpperniely searching the Pmvic for the iwragi~red 
threat. Thn! forct ip sear #$the b e d  hrnediaiely 
ap it entered {so why w t t ~  there eunsbeptwtion dn rhe 
fist place?). Tke Jap wukihavs ar h s l  transferred 
Hmho's uirerajs ro a CY before it deparfed- As it 
happened, he wwred search after seurch and h a  
torally Iost the Amerdcom. Tlie afinck on Midway at 
exweme range is sirictly tornhe. 
0 9 0  June 5: The wbwh is &nsl the Japanese 
fleetporn the U.S. N. which hasadroic&ptacecS i ~ l J  
in &BE, andsuan L M.S. KBga C ai the bottom and 
wirk ft ai/ e h c e  for vietory. f i e  3up's shouted 
Buwer's <equivdenr to Yive L'hpereur!) echo 
across an empty sea as the U.S. I e s  the board, 
and thus en& the game. 
Cnnelusiarw: Str&@ from a 'hir' standpokt the 
game was wry close, &&ten victwypoirnrs behg 
#he  gin 4 vlcrory and thai by nt7 meam a 
tersuiwy when the mtack wm krmched. An ex#ra 
kii or two on fhc U.S. c t a r i w ~  w o d i  have accmd 
ca)tsi&rabP points for the Jup. But although #he 
U.5. strategy was somewhat over a a s s i v e  in 
movemt ,  it w for the seco.artd h n v  of ihe game, 
qfrer  he Bntrk of l3?0, guise KO&, Except for the 
blunder of splirrfng his air f ~ a o r s  h i  turn. a 
possibility created onb by a very wise cottceprim, 
the V.S. executed foerlilas$~ on Beth w r e k  and 
barrh board a)&. 

The Iuprurese sfmtegy wasfixed at the beginning 
of ike game arrd unfortunately (somewhat in 
keeping with the mruul Japanese- mind) was nor 
jlexibk Even a$er bekg giveh a reprieve from the 
ulmosr game+nding merits of 1500 the Jup pdajwd 
with, a cunsiderabk d e g m  of inertia am! lack oj 
iafpirutron. Evmr a modest pwsuil of the U.S. 
cmiw force could have proved ~enniml on the 
hornkg of the 4th to the sf taiericam Tactically, on 
the bottle board, the Jap &d show vjrtual parity 
with the U.S. player, P I I ~  lknt mems excelfernce. 7% 
only quesriomble p l a m m t  invotves the Hiryu ifi 
rke first atiack. me f h k - s k h @ d  c a r r i e ~ t o a  
s ~ & ~ ~ f b l e  to mvil a~racks and should haw 
exch~nged places with ked several skips. 
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PANZE R BLITZ BOOKLETS I 
After hundreds of requests for it, we've 

finally published the best of the GENERAL'S 
many articles on PANZERBLITZ-conventional 
wargaming's all time best seller. Entitled 
"Wargamer's Guide to PANZERBLITZ,' it 
initiatesandmay very well end the "Best of the 
GENERAL" series as no other game has been 
the target of a comparable volume of literary 
attention. 

The 36 pp. manual resernblesvery much an 
issue of the GENERAL except that it is devoted 
10094 to PANZERBLITZ. The articles are taken 
almost exclusively from back issues, dating as 
far back as 1971. In addition, two never before 
published articles appear; Robert Harmon's 
"Commanders Notebook" which analyzes the 
original 12 scenarios, plus Phil Kosnett's 
"Chopperblitz"-a hypothetical variant utiliz- 
ing helicopters with six new scenarios. 

Reprints include Larry McAneny's "The 
Pieces of Panzerblitz"-voted the best article 
ever to appear in the GENERAL, "Beyond 
Situation 1 3"-twelve additional scenarios by 
Robert Harmon; "Parablitz"; "Panzernacht": 
"Blind Panzerblitz"; "Situation 13"; "Champi- 
onsh~p Situations"; "Panzerblitz Conceal- 
ment"; and "Incremental Panzerblitz." Top- 
ping it all off is a complete listing of all errata 
on the game published to date where the 
Opponents Wanted Page once ruled supreme. 

The Wargamer's Guide to PANZERBLITL 
sells for $3.00 plus 50C postage and handling 
charges from the Avalon Hill Game Company, 

, 4517 Harford Rd., Baltimore, MD 21244. 
j Maryland residents add 4% state sales tax. 
k 

DIPLOMACY WORLD is a quarterly magazine 
on Diplomacy which is edited by Walter 
Buchanan. R.R. #3. Box 324, Lebanon, IN 
46052 and subsidized by The Avalon Hill Game 
Company. The purpose of each 40-page offset 
issue is to present a broad overview of the 
postal Diplomacy hobby by printing articles on 
good play, zine news, listing rating Systems, 
game openings, and printing a complete 
fariant game and map with each issue. Subs 
ve $4.00 with single copies $1.25 each. 
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STALINGRAD: THE FINNISH FRONT 
By Mark Saha 

Murk wrote this little variant piece for us 
several years ago before the S T .  LINGRAD rules 
were revised and the replacemen6 rate for the 
Russibn player changed to 4-5-6. This rule change 
plus the now more commonly used "exchange ~t 
attack factors" has a c ~ u ~ l y  unbalanced STA LIN- 
GRAD in favor of the Germans between skilled 
ployers. Therefore, those trying out Mark's rule 
change should be wre to play using the old 4-6-8 
repkcement rates - a good idea in sny case 
against a skilled German player 

Rather than wade through the virtual ocean 
of variants for STALINGRAD, some readers may 
wish to try the following simple variation which 
often leads to some historically accurate, excit- 
ing, and very critical strategic decisions for both 
sides. 

n e  rule: The German player i s  allowed to  
reinforce Finland with up to 8 German mmbat 
factors, as before. Then, on the second turn and 
thereafter, he is allowed to bansfer up to 8 
combat factors per turn from Warmw to Helsinki. 
The units (factors) to be transferred must be in 
Warsaw at the beginning of the turn - but they 
may move their full movement allowance upon 
transference to Helsinki! The German may also 
receive German or Finnish replacements there, 
but he m never receive more than 8 factors per 
turn in Helsinki (replacements and transfer com- 
bined). 

At first, this seems like a Russian catastrophy, 
leading to m almost immediate fall of Leningrad, 
but in fact this is not so, as the German player 
will quickly discover, it takes a while to transfer a 
sizable force in this manner, and the Russian has 
plenty of time and mobility to counter such a 
move. What, then, are the actual consequences of 
this rule? 

Firsr of all, it prevents Finland getting 
knocked out of the war in the first few months 
of the game - unless the Russian is extremely 
lucky, Finland is in the war to stay. Having 
played this variation out  a few times with an 
experienced opponent, the following appears to 
be the general drift (so far): 

(I)  Since there's no "rust turn surprise" rule 
or other gimmicks the Russian should play his 
usual careful defensive withdrawal on the main 
front and hunch an immediate heavy offensive 
into Finland! The objectives of this offensive are: 
(a) at best, with astonishing luck (which almost 
never materializes), overrun the muntry and thus 
liberate this Northern Russian army for service 
elsewhere (b) failing that, a t  least force the 
German to pour German units into Finland to 
stave off such a defeat . . . this drains these same 
German units off the main front where the 
ultimate decision must, after all, be reached, and 
(c) finally, the Russian seeks to drive deeply 
enough into Finland to shorten the front; thus, 
when events elsewhere force him to call off the 
offensive (usually around Odober or November) 
the shortened front will allow him to transfer the 
excess troops elsewhere. 

(2) The German strategy is pretty much the 
opposite: (a) at first, he must pour additional 
German units into Finland since collapse of the 
country would liberate a large Russian force for 
service elsewhere; (b) once the Russian has 
switched over to the defensive, the German 
should continue the buildup and launch a 
munteroffensive . . . as he drives the Russian 

back, the front again widens, and more Russian 
replacements must be drained off from Leningrad 
to fill the gaps; (c) filly, of course, anytime a 
major crisis develops for the Russian anywhere 
else on the board (thus absorbing his replace- 
ments) the German can exploit this with a 
further Finnish offensive toward Leningrad. 

(3) The variables of phy resulting from these 
opposing strateHes are numerous, often subtle, 
and always exciting. For example, (a) let's 
suppose a major crisis develops for the German 
on the Central front on the first couple of turns 
of play..  . suppose he rolls a couple of ex- 
changes at 340-1 and his panzers are badly 
mauled, and moreover his infantry is badly 
chewed up from soak-offs. Under these can- 
ditions, he will be hard pressed to support the 
Finns, and a skong Russian offensive may well 
l e a d  t o  c o m p t e t e  collapse o f  the  
country . . . including loss of German units al- 
ready invested there. This is a real "domino 
effect" and beautiful, to see in action. It's even 
further escalated by the release of Russian forces 
in Finland and usually leads to a decisive Russian 
victory. (b) However, it's also possible that just 
the opposite can occur; i.e., the Russian offensive 
in Finland hits a heavy series of "exchanges" and 
"retreats" while the main German assault up the 
Ukranian slot is rolling nothing but "1" and "6" 
results today. Thus, the Russian can find himself 
deeply engaged against heavy forces in Finland 
whiie his S o u t h e r n  f ron t  is  literally 
disintegrating . . . again a domino effect that 
soon puts the German on the offensive every- 
where, including Finland, for a c l a n  sweep to 
victory. 

(4) Those are the possibilities; but, between 
two experienced players, here's what usually 
happens: the Russians launch a skillful Finnish 
offensive, driving as deeply into the country as 
they can before switching to the defensive and 
transferring excess units to the main front. The 
Germans launch a counteroffensive as soon as 
feasible, but because of the considerable demands 
of the main front on their resources this counter- 
offensive will usually grind to a halt and the front 
is stabilizd. There is usually only minor tactical 
action in Finland for the remainder of the game, 
unless a major collapse by either side on the main 
front allows a resumption of activity here. 

Thus, in such a usual "experienced" game, 
w h  "wins" in so far as the play of Finland is 
wncerned? The answer i s  quite simple: whoever 
has forced his opponent to commit the larger 
forces there, effectively drawing them from the 
main front! 

I like this variation because, when properly 
played, Finland remains in the war as a secondary 
front not especially crucial to the outcome of the 
grne (as it should be); nonetheless, its strategic 
importance is very exciting and very real. . . and 
this variation illustrates more beautifully than 
anything else I've ever seen that unique "domino 
effect" whereby the outcome of a battle in one 
theatre can have further catastrophic effects in 
another distant theatre. 

TIPS ON STRATEGY 

(1) The German player will quickly discover 
to his dismay that, in Finland, Russia has 
absolutely decisive advantages of mobility and 
pupply;. she has an overhnd route into the 

country, complete with railroads and a local 
replacement center (Leningrad). Thus, in good 
weather, the Russian can transfer huge armies 
into and out of this country at a rnoment'6 
notice. 

The German lacks al l  these advantages; and 
for this reason, among others, any German player 
who transfers his heavy Panzer units to Finland is 
either a genius or an idiot, and probably the 
latter. The Panzers in greater Russia t h a t e n  
everything on the board; in Finland, they 
f hreaten nothing except possibly Leningrad. They 
are "pinned down" and can be easily contained 
or destroyed, while little progress is made on the 
main front during their absence. 

(2) However, the German should not pass u p  
his option to support Finland, simply letting the 
wuntry fall, and perhaps evacuating a few weak 
units (evacuation from Helsinki to Warsaw is 
allowed by the same rule). This just puts you 
back in the standard game, which we all know 
the German hasn't won for years (not since about 
1917). 

The Finnish option does in fact give a slight 
compensating edge to the German; not enough to 
balance the game, but at least enough to put the 
issue a little more in doubt. Basically, the tying 
down of strong Russian forces in Finland gives a 
German panzer drive up the Ukranian slot 
slightly better battle odds. . . resulting in lighter 
German losses and correspondingly heavier 
Russian ones. This benefit i s  slightly offset by a 
German shortage of mak-off infantry, sin= most 
of them will be in Finland. But he'll probably 
have a stronger force "in being" for that all 
important summer campaign of '42 and so a 
better chance for victory. 

(3) And the Russian is not without his own 
problems in Finland. The most crucial decision 
he must make there is when to call off his initial 
offensive, and begin transfer south of the excess 
units; if he waits too long and winter hits, these 
units are likely to be "in transit" and effectively 
out of the game until next spring. 

It's an especially difficult decision if, I d e  in 
the season, the Russian sees he may actually have 
a chance to take Helsinki and cause resistance in 
the country to collapse (by isolation & supply 
rule). Should he press onward and go for it? The 
consequences of failure are dire, but so are the 
fruits of victory almost certainly decisive! 
(4) Fia l ly ,  what should not be overlooked, is a 
deliberate and skillful GermanlFinnish with- 
drawal deeper into Finland in late Autumn, 
toward Helsinki, luring the Russians in deeper 
also . . . with the hope of indeed freezing them in 
for the winter. This gives the German an  excel- 
lent chance to force a Panzer decision somewhere 
between Kiev and Kharkov during that same 
wintarlspring - and by the following summer it 
may well be too late for the Russian to do 
anything about it! 

Thus, as you can see, with this variation you 
can no longer imply figure the odds, count the 
spaces, and "play against the board". You must 
observe arefully the extent to which the German 
reinforces or evacuates his forces in Finland and 
try to ferret out the true motives and intentions 
that lurk deep within his mind. What is he reall?, 
up to? Where does he really intend to make his 
play - and take his chances? And this, perhaps, is 
the most challenging and exciting war of them 
all. Q 
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A QUESTION OF BALANCE .Y.,,~,,,,H 

Rave you ever lost a game through no fault of 
your own, but only because the game wasn't 
balanced? Of course you have. How many games 
do you have gathering dust, games which are 
historically accurate, with good mechanics and 
h e  companents, but with the fatal flaw of 
having one side always losing? I bet most of you 
have more than one. There has been a lot of talk 
about play-balanoe in wargames, and many 
attempts to balance games on a case-by-case 
basis. I propose a simple soiution to this problem 
of balance that is guaranteed to balance any 
two-player wargame. 

Rather than play just one game, play two 
boards of the same game simultaneously, with 
you being one side on one board and your 
opponent being that side on the other board. For 
example in STALINGRAD, you, as the Russians, 
do your best to hold off the German assault, 
while, on the other board, you, as the Germans, 
do your best to smash through the Red Army to 
Moscow. Since you both have the same situa- 
tions, the combination must be balanced by 
symmetry. 

It may not always be possible to play both 
boards simultaneously, since this requires that 
both you and your opponent each have a copy of 
the game. In this case you may play the two 
boards in tandem, although this eliminates some 
of the symmetry; there is nothing to  prevent 
your opponent in the second game from copying 
your brilliant Russian setup from the first,for 
example. This also takes longer and reduoes the 
excitement level somewhat. Whichever way you 
choose, both boards would have exactly the same 
optional rules, rule interpretations, and situation 
to maintain symmetry and therefore balance. 

Now you may ask, how do you decide who 
wins the game? If you beat your opponent on 
both boards, you clearly win. But suppose the 
game is really unbalanced, and you win on one 
board while losing {because of imbalance, of 
course) on the other? Who wins? Is it a draw? It 
seems that we are back to where we started. 

Not really. To determine the winner of the 
entire game, establish criteria for how great the 
win is; the side with the bigger victory, wins. Let 
us continue with our STALIIVCRAD example. 
Suppose that you and your opponent both win 
with the Germans. The winner would be the 
player who achieved his victory conditions first. 
If they were both achieved on the same turn, give 
victory by elimination of all Russian factors 
precedence over victory by capturing the three 
cities, Leningrad, Moscow, and Stalingrad. If 
both Germans won by capturing the cities, 
victory goes to the player with the most German 
combat factors left (include replacement factors 
accumulated). If you are still tied {! ! !), the 
winner is the German player facing the fewest 
Russian combat factors at the end of the game. If 
it i s  still a tie, congratulate yourselves on the 
closest game in the history of wargaming, and 
don't worry about who won. 

In short, the criterja for a double German win 
is: 
I)  Turn of victory 
2) Type of victory 
3) German factors left 
4) Russian factors left 

A similar set of criteria can be made for a 
double Russian win: 

Coniirrupd on page 34, column 3 

+ 

VICTORY CRITERIA FOR SELECTED GAMES 

AFRIKA KORPS, British: 

1) Turn of victory 
2) Type of vidory - eliminating all German units beats capturing both fortresses and home bases 

which in turn beats avoiding German victory conditions 
3) Control of more fortresses plus home bases 
4) British factors left 
5 )  German defense factors left 

German: 

1) Turn of victory 
2) Type of victory - eliminating all British units beats capturing both fortresses and home bases 
3) German defense factors left 
4) British fadors left 

BLITZKRIEG, (either side): 

1) Turn of victory 
2) Type of victory - eliminating all enemy factors beats capturing all enemy cities 
3) Number of city hexes controlled 
4) Own factors left 
5) Enemy factors left 

WATERLOO, French: 

I) Turn of victory 
2) French factors left 

P-A-A : 

1) Turn of victory 
2) Type of victory - eliminating all enemy factors beats avoiding enemy victory conditions 
3) P-A-A factors left 
4) French factors left 

BAITLE OF THE BULGE, German: 

1) Turn of victory 
2) Type of vidory - eliminating all U.S. factors beats 50 factors across Meuse, which beats 5 panzer 

units plus Bastogne, St. Vith, Spa 
3) Number of factors (or panzer units) across Meuse 
4) German factors left 
5) U.S. factors left 

U.S. : 

1) Number of German factors across Meuse 
2) U.S. factors left 
3) German factors left 

D-DAY, Allied: 

1) Turn of victory 
2) Type of victory - eliminating aU German factors beats ten divisions across Rhine 
3) Number of divisions across Rhine 
4) Allied factors left 
5) German factors ieft 

German: 

I) Turn of victory 
2) Type of victory - eliminating all enemy units on Continent beats avoiding Allied victory conditions 
3) Number of Allied divisions across Rhine 
4) German factors left 
5) Allied fadors left 

MIDWAY, 19 14, GUADALCANAL, (either side): 

Total points on both boards 

CBANCELLORSVILLE: 

Higher ratio of remaining Union factors to Confederate factors (doubling Confederate factors as 
appropriate). 

F 
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MORE FRENCH ALTERNATIVES by PhB KOsnetf 

THREE the alliance to the game, use the following 
FRANCE 1940 SCENARIOS procedures: 

Allied OB 11 and German OB 2 are used. 

" I 
SUPER-MAGINOT! 

(You may use others, but these are best.) At the 
beginnina of the name, the Allied player rolls two 
dice.  his number (two to twelvej is the number 

Most people with the French Cam- of French units that set up in Belgium, 
paign of 1940 the French defeat 'pan Belgium is considered belligerent from the start 
the Madnot Line- The arguments usuauy go,  of the game, Note that Belgian units may not set "They should have extended it to the sea, seahng 

up France, and British units must the France off from Germany.", "It was a game in France. The Netherlands is neutral. throwback to the days of siege warfare; the In this scenario, the German will hard- 
money been spent the pressed for a big breakthrough. The Allies have 
French mobile forces." more room to conduct a fighting withdrawal, and The second argument in retrospect' un- might even consider a limited offensive toward 
doubted'y correct' Orders of Aachen. The Luftwaffe's superiority will still be Battle 1, 2,  3, 5, 7, and 9 all show the effect the key to victory, though. unon the balance of Dower when the French 
introduce powerful armor and air forces: the MINI-GAME DUNKIRK! game usually becomes an exciting exercise in 
in-fiahtine. and maneuver. with the better air BY May 24 (Turn 8) the Allies had been * " 
commander winning. Pushed back to a small perimeter between the Aa 

But what about the other possibility? The and the Lys Rivers. Pounded by the Luftwaffe, 
Maginot Line as built extended slightly under constantly pressured by tanks and infantry, the 
ninety miles between the Sure  and Montmedy. British and French still managed to  hold the line 
To extend it to the seas at Dunkirk, 240 miles while 338,000 men escaped. 
away, would have required money that France 
simply didn't have. Even if it was extended, the 
Germans would doubtless have been able to 
break through with the aid of their paratroops. 
With almost all the French military budget spent 
on static defenses the Germans would have been 
in Paris in a matter of davs. 

Despite this, in the early thirties there was a 
possibility that such a fruitless undertaking 
would have been attempted. If France had come 
up with an extra ten billion francs, and if they 
had imported men from the colonies to man the 
larger line, and if they had developed mobile 
iorces to back it up, and if the government and 
the military had agreed upon i t .  . . it probably 
wouldn't have been built anyway. But why not 
try it? 

The Maginot Line is extended though the hne 
of hexes444-508-541-70I698-730-877-876-1007- 
1006. This means an additional 25 hexes are 
wvered by the Line. These new hexes are idential  
to the hexes already printed on the map. 

The Germans should use OB 6 simply to give 
the French something resembling a chance. For 
the Germans to win, they must have taken Paris, 
Metz, and Calais or the French get an automatic 
Moral Victory. If the Germans do capture the 
cities, the game is decided on points (with each 
destroyed Maginot hex worth four Victory 
Points). Remember, this scenario's primary goal 
is to show the fallacy of the Maginot mentality. 
Playing the French in this scenario on a regular 
basis could lead to serious feelings of inadequacy 
and paranoia. 

THE GRAND ALLIANCE 

Up until 1936, France and Belgium had had a 
mutual defense pact which would have allowed 
French troops to enter Belgium if war with 
Germany seemed imminent. If this situation had 
existed in 1940, the campaign might have gone 
quite differently. As it was, Belgium (and the 
Netherlands, for that matter) not only refused to 
allow French troops on their soil for fear of 
antagonizing Germany, they refused to discuss 
coordinating their defense lines. This lack of 
wordination was just one more reason why the 
German victory came so quickly. To introduce 

The Allies hold the city of Calais and the Dun- 
kirk Perimeter, which is bordered by the line of 
hexes 1032-1033-1007-1008-983-877-848-845-785- 
782, inclusive (18 hex perimeter). The German 
infantry and air units set up north of hex 849, the 
mechanized forces south of it. 

The scenario lasts four turns. The Allies 
receive five points for each British unit which 
evacuates off the mast, three points for each 
non-British unit, and a bonus of five points if the 
entire BEF escapes. The Germans win if the 
Allies receive less than fifteen points. Sixteen to 
twenty-one points is an Allied marginal 'victory', 
twenty-four points to twenty-seven points sub- 
stantive, and anything higher a decisive 'victory'. 

COMPARTMENTTRAYS 
At last! The long suffered problem of unlt 

counter storage for Avalon Hrll games is 
solved. The Avalon Hilt compartment tray fits 
snugly into the bottom of the bookcase style 
box. A clean plas t~c  cover fits over the mold to 
prevent counter leakage. Each tray hassixteen 
1 '/2"x21/~" compartments %" deep which will 
accommodate up to 400 unit counters and 4 
dice. 

The tray is also usable in the flat box 
games. By cutting off with a pair of ordinary 
scissors three of,the four side panels of two 
trays another perfect fit is arranged for the flat 
box garnes-this time with 32 compartments 
and 5 dice depressions. 

These trays are  available by mail order only 
direct from Avalon Hill. They will not be 
included in new game releases in either the 
retail or mail order line. The trays areavailable 
only in se ts  of 3 and sell for $3.25 per set  plus 
75C postage charges. Postage coupons cannot 
be utilized to order compartment trays. Mary- 
land residents please add 4% state sales tax. 

f 
ALLIED ORDER OF BATTLE ALTERNATIVE NO. 12 
F x t a d o d  MaqinM Lirw 

French extend Maginot Line to saa a t  expense of infentry. Armor forms are dsvmlopad, but air units 
are neglected [all trwps undergroundl. Tha BEF ir strengthened to pmvide a mobile rssem. Our& 
and Belgian forces ere unaffwtwd. 

\ 1 

STARTING UNITS 

British 

French 

x7 x 3  x 2  x9  x6  

Belaians Dutch 
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READER BUYtR'S 6UIg 

rmt: KINGMAKER 

SWlECT: A multi-player quasi-diplomacy game of the War of the Roses 
KINGMAKER was the 27th game to starting rorces to the varrous factions further 

undergo analysrs an the RBG and fared well strengthens a Play Balance ratlng that may 
wrth a 2.60cumulat1ve ratrnggoodenough for never be topped 
8th place on the current list We were pleasantly surpr~sed bythemapbosrd 

The game placed In the top half of seven rating, havrng feared a hostrle response to the 
ratlng categories, fa~ l~ng badly In Complete smaller AH board The h~gh product~on wstof 
ness of Rules 12Olh) and Realism 11 8th) The the Crown and Event cards necess~tated a 
former came as a surprrse as our nutmall on small ba rd  ~f we were 10 hold thepr~ceat $10 
thts game has h e n  especlally ltght wlth The problems caused by the smaller board 
relat~velyfewproblemsd~scowered~ntherules were tncreased by 0 subsequent need tc 
presentatlon. This is especlally distressing Increase the slze of the counters to avoid d~e  
consider~ng ths efforts made vla the Sample cutting problems. Looklng back on the matter, 
Game tofunher illustrate the formally present- KNVGMAKER should have probably beendone 
ed rules We had cons~dered our rules a major on a 3 ply board but that s hjndsrght and the 
rmrpovement over the Engllsh presentation clar~f~cations made on the AH verslon seem to 
end are indmsd toconsider thlsrelat~uelypoor have more than compensated for the de 
ratlng a reflection of the dlfflculty players had creased s~re  of the AH playrng surface 
adjusting to thls totally new game system 
rather than due to any serious shortwmlng in 
the rules Th~s theory 1s seem~ngly rernforced 
by the relatrvely p r  showlng In the Ease of 
Understanding category The Realism rating '. rbSiCaI aQalitJ 2.26 
was more palatable as it was expected that 2. Rapbnild 2.84 
players would flnd rt dlfflcult to grasp the 3. Compenelts .2.34 
pr~nciples of an abstract turn w ~ t h  no set tlme 4,  tgg If gnderStandjls 
equivalent 

2.83 

KINGMAKER shattered the previous rec- 
5. k e l k n e s s  af l l l e s  3.07 

ord for Play Balance by besting WSdlM by '' Ymea 1.86 
21 The multr-player aspects of the ~ a m a  1. Alal im 3.65 
preclude any type of Play Balance problem 8. [~Ci f l l l ln f  h e 1  2.14 
Whenavar a player becomes too strong 9, 0 ~ ~ 4 1  vh, 2.41 
dtplomacy takes over and thefreld lo~nsforcss 
agarnst the leader The random deal~ng of lo' 3 hr, 22 min. 

I 
BATTLE OF THE BULGE: 

Q. Uiiliring thc optlonal wathcr rulc. 1:. ~hc  
German movement rate rflected the day the 
wcnlhcr changcs or thc day aftcr? 
A. The day after. 

Q. M u a  unit5 advancing ancr combal adhere lo  
terrain reslrictionx'? 
A. Yes. 

a4 !.A . W E  . . . cuntinueil from pure 31 

1) Time of  victory ( t h y  can win at any t ime by 
eliminating all German units or at the end ofthe 
game by avoiding German victory conditions) 
2) Number of cities (Leningrad, Mosmw, 
Stalingrnd) that they have at the time o f  victory 
3) Number of Russian factors left 
4) Number of German factors left 

Think about what this does to the game now. 
I f  you win as both sides, you certainly have 
overcome any imbahw in the gama I f  both 
Germans are winning, the situation bewmes a 
ram to conquer Russia. I f  both Russian% are 
doing well, they now have the burden of counter- 
attacking. because if your opponent goes on the 
offengive and w i p b  out the German army while 
you merely sit safely behind your river lines, he 
will wm the game, even though you win one 
board. 

A system like this does great things to games 
like FRANCE '40, 1 always Liked its mechanics, 
but the hi%lorical situation is too unbalanced, and 
the other situations are too ahistorica1.a~ well as 
ding little opportunity for a war of movement. 
Fortunately. FRANCE '40 lends itself very well 
to this duplicate system. Just add your poinm as 
the German to three times your points as the 
Allied player, and compare that total to your 
opponent's points Even i f  you demolish the 
French Army, you still have to do i t  better than 
your opponent demolishes your French Army. in 
order to win. Rather than a dull one sided 
slaughter, FRANCE '40 becomes an exciting race 
to Paris (a two side3 slaughter, if you will). 

Most games will lend themselves to the 
criteria system, similar to the one suggested for 
STALINGRID almva. Games with victory by 
points fit easily into the FRANCE '40 duplicate 
system. There are two way' to treat the level o f  
victory (Marginal, Tactical, Decisive) system of 
PAAVZERBUTZ amd PANLER L E.4 DER, Either 
award 1, 2, or 3 p l n t s  to the level olv idory 
(Marginal = 1, etc.) and add points i n  this way, 
or conErt the results directly to points rather 
than to a level o f  victory. For examplt, i f  the 
level o f  victory depends on German units 
eliminated, give a point for each German unit 

German un~ls may no[ attack evcn llwrllclpating eliminated instead of awardin. levels o f  vicrnrv 
in  a combat with non-isoldled Ciermall units 

Q. Ilndcr whnt c;rsch may n unlt Ieavc o road 
rrlugh tcrrain lieu tn enter a non-roupli [errain 
hcn'? 
A. .A unit may never cntera non-rough tcrmin hex 
lrom a rnad rough Icrrain hex unlrvr it vtaried it.; 
muvc in thal hcx. or ~t cnlcrr  hut hcn along thc 
rmrl 

---- - -- - -  - -  ---, 
For aertain numkrers o f  k i t s  eliminated. Then 
total the points that you and your opponent 
receivcd on both boards to determine the winner. 

Carrying t w  a bit farther, this duplicate 
system can remove other imhlancing factors in 
addition to inherent play-balanm. Of course I 
refer to luck. Reducing the luck in combat results 
has been treated in previous articles. There are 

Q. Must a unu(sldeiend~ng~naIonressabtdc by u 
contact and eithcr withdraw or counte~attack as a 
result'! RI!SSIAN CAMPAI(:IC: 
A. Nn The unit mav remain in the lorlrerr and 1s 

T m  GENERAL 
Good examplei of this are die rolls for supply in 
AFRIKd KORPS and die rolls for weather in 
STAUNGRAD. Let's go back to our duplicate 
game of STALINCRAD. Playing simuItaneously, 
both boards move along at the %me rate, and the 
die rots for weather come at the same time. 
Merely roll the die once and use that result for 
both games. This keeps the chmce in the game, 
but makes Lady Luck somewhat less fickle. The 
mud slowiw you down on one board is alm 
bogging d o m  your opponent on the other. True, 
i t  may be more critical on one board thm the 
other, but that in not quite the same thing as you 
stting mud while your opponent breezes along 
in warn Russian sunshine 

1 s w a t  using this unifled die roll for supply 
in AFRIKA KORPS; went her in STALINGRAD. 
RUSSIAN CAMPAIGN, ANZIO, BLITZKRIEG, 
and BATTLE O F  THE BULGE: French inter- 
vention in 1776: defections in CAESAR'S 
LEGIONS (Scenario 5); and Forts In ANZIO. 
Note that this does not apply to a tandem system 
because the element o f  chance would be 
eliminated in the second game but not the first 
Also, do not use this for die rolls that may occur 
at different times in different games, auch as 
second invasion reaction in 1st edition ANZIO. 

Thii system is ideal for tournament wm- 
perition, sinw i t  removes all the lack of play 
balance in a galnu and mme of  the imbalane due 
to luck (without removing the luck). I t  should 
algo make tournament pmes easier to adjudicate. 
You may not be able to tell if the German player 
is winning, but in most cases i t  will be obvioua 
that one German player is doing Wtter, or at 
least not quite as bud, as the other German. I t  
could also lend itself to tmm play, in which a 
team supplies a different player for each board o f  
each @me. The victory in each game now 
depnds on the skill of both teammates. (1 would 
like to see team matches in which teams compete 
in thr@e, live, or seven different games, ach 
wnsiststing of twa boards. The captain of ach  
team can substitute players on a turn basis, saving 
the experts for critical moments. . . "Coming in 
for the Brooklyn Panzers as the U.S. player in 
BULGE is theb star M e n m a n . .  . "  but I 
digress .I 

Whether you use the duplicate system in 
tandtm or the simultaneous method. vou will 
fmd that the results of your prn& depend 
more on your skill and 1- on the design of thd 
game: and previously hopelea games m now 
exating. Use your imagination in determining 
liaoi-y criteria, but bt consistent with the 
objectives given in the Conditions of Victory in 
each game. Suggested criteria for selecM games 
are given below. Perhaps mme day ruim will 
. . . . . . . 

many other die rolls- inherent in the dtuations lnclube buPuca* nctorY cnteoa. 
that always occur at the same time in each game. 0 

AVALON HILL RBG RATING CHART 
undcr no oh l i ~ t i un  tu couetentlack. p. Hurl  all nece.iaan. .;oak-ullu he made prmr to The games are ranked by their cumulatrve scores which is an averaQe of the 9 categories for each 

cncvuting no A V  atlack ur ma!. ~ h c  A V  he used l o  game. While it may be fairly argued that each category should not weigh equaliyagainst the others. 
Q. Are units in Furmesses slill aubject to an unwcu,,ied hex t,, .i41. k.o(j [rr,m' we use i t  only as a generalization of overa[l rank. By breaking down B game's ratings into indlvlduel 
Engagcd combat rcsult? A. Beiorc rnovcmcnl can bc madc thruuyh lhc A V  categories the gamer is able to discern for himself where the uame is Strong or weakin thequalities 
A. No. vituatinn all nemr;!.ary anak-ul'i* must he made he valuesthe most. Readers are reminded that the Game Lengh c a t w r y  is measured in multiples of 

Q. Arc imlatcd units pcrmittcd tu attack'? Q. M~,, player voltlntarily move units Om fen minutes and that a rating of 18 would qua1 3 hours. 

A. Yea. unlwthenptional Germanaupply rule(p. thc board'? 
16 or manuall i:, hcing uked, in which case. isolald A. Nn 

m -. 
t 

WARGAMING T-SHIRTS 
Ths wargaming 1-shirts ate now available and The back sports an enlarged, silk screend 
although these black and white photos do not version of the Avalon Hill logo The neck and 
portray the vivid colors snd sharpness of the sleevesfeatureattraffiv~redwllarsm present 
artwork youcan takeourwordthattheseshins s very pleasing overall appearance. 
sport an exact full color likeness of wargam- 
inn's most widely remgnized bw w e r .  The shirts sell for 85.W each plus the usual 

postage charges based on the dollar amount 

"':T of your total order. Be sure to specifV size. -" ~ r i . l a < ~ + z i d e n t r  add 4% State SBlm Tax.  

- Small Large 

- Med~um - Xtra Large 

7. PANZERELITZ 2.58 2 . 0  300 2.03 4.03 3.00 3.06 2.05 2.07 2.05 14.0 
; 3 & : ~ ~ , $ ; y 2 ? ; y ~ ~  , -. *.. 

9. CAESAR0SLEG+OMS 2.14 2.32 2.36 2-31 2.14 2.23 3.73 3.05 2.88 2.73 13.5 
'79: , : 'cHe.c& 

*7 : '& t l~~~. :+ '<g$; ! : ;~  
19. TOQRUK 

23. STALINGRAD , , , - - <  3.44 3.43 3.74 3.40 2.07 2.52 4.37 5.15 3.28 3.04 2C.O .m -,TACT& 1E.- ...: : : : : - : ' . . ; : ~ i ; j : ~  ~ : V ~ ~ : : ~ ~ $ ~ 3 ; ~ : v ~ ~ r j ~ ~ q ~  
25. 1914 3.87 3.18 3.40 3.26 5.46 4.32 3.86 1.95 5.48 3.86 55.0 
28.' , ~ ~ ~ ~ y g w g , . ; :  ;,: ;:j: ,:m ;:&@ y,w; ; !$&f$  ~ ; ~ > ~ ~ & ~ ~ ~ ~ ~ ~  
27. KRtEGSPlEL 4 04 3.77 4.20 3.85 2.13 2.94 2.93 1.09 520 6.20 9.8 
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Vol. 13, No. 2 of the GENERAL polled a BULGE enthusiasts will recognize the name 

Joachim Peiper who commanded the famous 
PEIPER regiment 110-5) of rhe 1st SS Panzer 
Division. Peiper died in a firefight July 28th with 
unknown men who attacked and burnt his house 
in the 'French town of .Traves. Peiper had been 
santenced to death by an American court in 1946 
for the murder of 71 unarmed Americen 
prisoners in the vicinltjr of Malmedy in Belgium. 
The sentence was changed to life imprisonment 

Fi~hting Sails.. ................................. 424 and Peiper was released in 1957, only to be 
W d e n  Ships vs Europe ........................ 299 arrested again for the mass murder of inhabitanb 
Series Replay Dlplomeey ........................ 154 
Core & Feeding d e Square R i ~ g c r  144 

of Bows, Italy. Set free in 1969, Peipertiired the ............... 
Design Anatysrs.. ............................... 95 last 7 years of his life in Traves whera he was the 
Avelon Hill Philosophy.. ......................... 84 recipient of several death threats. 

The solution to contest number 72 relied on. 
two considerations: cutting down on British 
mobility and minimizing French losses. Since 
the British are assumed to have best play and 

rdon Stone. Burt Labelle, and Mike die rolls, they win if the ~~~~~h allow an 
even fight to happen, so the French must 

The Annual 'Outhern Wargarners carefully maneuver to get into a situation that 
tournament was held On July maximizes the greatest French advantage: 

in Taking the chainshot fire at 3-hex range, outof rangeof the 
plaque for first was Schund'er Of carronades. Most of the solutions recognized 

that it was imperative to cut down on the British 
mobility so that British "best play" was mini- 

mized; most of the solutions failed because they 
let the British get too ,-lose, where the British 

carronades could get one crucial extra turn's 
worth of fire in. 

The first order of priority is to prevent the 
British from turning to catch the wind (British 
move "R") by threatening to rake their stern if 
they do. The proper first move is l(FS)R. Other 

Simulations Society. moves are inferior because they allow the 

STRATEGY OLYMPICS-Now in its 3rd year, British to get a close-range shot using carro- 
WINTER WAR IV. the 4th Annual convention nades; 1 R is better, even it gives up a this event runs continuously throughout the of the Conflict Simulation Society of the turn of fire if the British go .,L;, ~ t , ~  nen correct year' is in the A'H. classics University of Illinois, Urbana, will be held in the ,,, is " ~ 1 ~ 1  

from then on the ~~~~~h plus a variety of other adult games. 
WORLD WAR VI-January 8th & 1 5th will 

Building Jan I 4 - l 6 .  Among just stay 3 hexes away; they have just enough 

see the 6th year of competition in a variant of the many scheduled events are firepower to destroy the British rigging k fo re  

RISK using simultaneous movement. in DIPLOMACY, WS&tM, and PANZER- . the French gunnery is reduced to ineffective- 
GRAND pR,X C,RCU,T-The month of Febru- 

BLITZ' LEADER. Further information is avail- ness (table 3 is ineffective because w e  assume 

ary will see the 5th year of competition in a able from Rusty Rutherfordo loo5 So. the French roll as badly as possible). If the 

variant of our old LEMANS game. Players build Race Urbana~ IL 61801 12' 7-367-9504). French took just one more gun hit they would be 

cars according to their own specifications for ineffective before the British would strike- 
races on 5 different tracks. whichmakes it imperative to get out of carronade 

range on that first move. Of course. the British ,, can bring down the full sails by concentrating on 

assembled unhinged. In the past lhe French rigging On turn 2-but in that case 
rs have complained that their map the gunnery is not threatened, and the 

were hinged off center or that the French superior mobili~(since they are before 

pe was ripped. Under the nsw system thewind while the British must be into thewind 

11 just bun the sections together in a lo be able to fire On turn 2, all0ws the French 

- stand aff and destroy the British rigging safely. 

"1RZ" is a close second choice for the 
LcIVerne, Santa Ana, CA 92704. second move; second. because it allows the 

The much publicized (in some quartars) British to  move "R," "R" and be heading in the 
opposite direction to the French-hich means 
that eventually they can get away. After "1 R," 
the preferred first move is " R I , "  since it at least 

$1.00 from the price of Midland Hotel was canoelled. Harry Galloway, a minimizes British fire at that range. And of 

CAESAR'S LEGIONS, spokesman for the hotel, said he did not know course, the French have to load chainshot and 
NCE, 1940, CHANCEL- the reason for the cancellation. Efforts to reach fire at riggingthroughout the battl-that's their 

and AR~ZIO. Other Gordon Anderson. organizer of the tournament, only way of firing effectively with worst luck. 

o the discount. were unsuccessful. Fortunately, the GENERAL. Chainshot at a range of 2 bringsdown the British 
did not publicize this event. However. it serves ss saits on the first turn-ands sets uptherest of the 
a good warning to  our readers that we cannot solution. 

Interest Group Baltimore and the Avalon Hill vouch for the authenticiw of convention an- The winner of Contest #72 was Robert 
design offices have moved to 9009.  Paul St. in nouncements which appear in these paps. The purnell of sari ~ ~ ~ ~ ~ i ~ ,  TX; follwved bv A, 
Baltimore. The gaming public is invited to attend INFILTRATOR'S REPORT merely acts as a ,-arlson, ~ , ~ ~ ~ ~ ~ ~ l i ~ ,  MN; C, wmd, ~ l ~ ~ d ~ l ~ ,  
the Saturday game sessions every weekend medium through which the hobby can make MO: D, corey, ~ ~ ~ k ~ ~ ~ ~ ,  NJ; J. wirt, chula 
from 10 to 5. Half-price, damaged games will be announcemento of interest to ths readership. I t  i s  vista, CA; R. cupPola, sari ~ ~ ~ ~ ~ i ~ ,  TX; R ,  
available for sale at this location, but parts, up to each reader to contact the source given and ~ ~ ~ ~ t ~ ~ ,  ~~~h versailles, p k  S. H ~ ~ ,  lndio, CA; 
magazines, and new game purchases must be make his own judgements on the relative reliabili- V+ ~ ~ l ~ ~ ~ ~ ~ ~ k ~ ,  ~ ~ ~ h ~ i l l ~ ,  TM; and B, willard, E, 
made by mail for the time being. ty and quality of the proposed events. Hartford, CN. 




