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Avalon Hill Philosophy Part 58

Communication seems to be where it's at in
today’s marketplace. Buyers want to know more
than the traditional what and how much of
classic advertisements. Now it's why, where,
when and how as the consumer demands
behind the scenes information on the product;
whatever it may be. The most obvious example is
the oil cartel which spends millions on television
advertising—not to praise their products to an
already addicted populace, but to convince their
audience they are indeed performing a public
service by finding new sources of energy and
thus, incidentally, justifying high price in-
creases. Whether you call it a survey, poll,

" feedback or whatever (to quote Archie), getting

the word to and from the consumer is the height
of fashion. Wargame companies have been
quick to pick up this tack and communicate with
their customers through all sorts of sophisticat-
ed guestion and answer devices on a regular
basis. Consumer responses are all mashed into
the form of an ultimate aggregate buyer, decked
out in computerese, and painted black and white
for public consumption. Invariably the message
is the same and translated freely bears a striking
resemblance to “what's good for General
Motors, is good for the USA". Where have |
heard that before?

All of this is a rather convoluted way of
saying we are influenced by your letters. Like
any corporation we receive hundreds of con-
sumer comments every week. And like most
corporations, 95% of them find their way to the
circular file with little difficulty. They're all read,
however (some are even answered), and we
wouldn’t be human if we didn't let at least some
of them influence our thinking. One such
provocative penwielder isthe inspiration/cause
for this column and his frank view of the gaming
scene is reproduced below in entirety. Printing
this letter does not necessarily constitute
agreement with the points raised, but rather
recognizes that such viewpoints exist. Our
detailed response is not intended to denigrate
other viewpoints or even suggest that our way of

-doing things is necessarily any better. It is

intended merely to show our viewpoint on the
subjects involved. Doubtless there are those
who will write this off as more “chest thumping””
onour part, but that's the risk you take wheneaver
you offer an opinion. Here's John Alsen’s . . .

Dear Mr. Greenwood:

As usual, | eagerly awaited the most recent issue
of the "General”. This afternoon while reading it |
remarked to my wife that had things gone differently |
would have been heading eastwards to Baltimore to
Origins Il. She replied that there would be other
chances in the future. | had to ask myself "Is there a
future in the hobby of wargaming?”

If | interpret recent events in the hobby correctly |
feel | will be enjoying another hobby with my sons ten
years from now. The events which concern me most
are the proliferation of wargame titles and the
deterioration of the quality of these games. One could
argue that one follows another. But my personal
experience leads me to believe that the two are
separate problems. | would like to plead my case to
you.,

First, the proliferation of new titles. The most
obvious effect is the flooding of the marketplace. Itis
nolonger possible for the hard core gamer to afford all
the titles available {presuming hard core is synono-
mous with collector). Not only is expense a problem

but the gamer is hard pressed to make an intelligent
decision on whether to purchase a prospective title or
not. It is now impossible to judge a title on the basis of
manufacturer and/or designer. And, this hobby of
ours is not large enough to support a comprehensive
periodical on ourselves. Lastly, there is a lack of
qualified neutral reviewers. These statements could
be subjects of separate essays in themselves and my
statements are my conclusions.

Another effect of the proliferation of new games
is the lack of opponents to play any title. These many
games promote game-hopping. | even find myself
putting away a title without sufficently learning it.
This is very easy to do when you know no one who is
able to play your game. You may say | do not search
out opponents. However, as a member of AHIKS and
vice-president of the Ye Olde Guard Wargamers Club
opponents are not hard to come by. | still find many
titles which eventually catch more dust than other
wargamers. As a result | find many good titles
disappearing due to a lack of players and lack of
knowledge of which titles are worthwhile because of
ineffective reviewers and the sheer weight of num-
bers.

Lastly, the numbers have contributed to the low
quality of the games. Wargames are like novels. A
good author rewrites his work several times. Yet, new
wargames come out within six months of their being
mentioned. This hardly leaves enough time to
research, design, playtest and produce a quality
boardgame. Do you agree?

The second item is the low quality of the games.
As | said before this is a separate and distinctive
problem. Surely, the mass of new games contributes
to this. But, it is my opinion that the reason lies
elsewhere. Two factors are readily apparent. First,
the managements of the wvarious producers of
wargames seem totally oriented towards new
products. Second, the designers and developers of
the new titles are, as a result of the first factor, more
concerned about deadlines and quantity rather than
quality. Let me give my reasons.

The orientation towards new products are evident
in the various house organs and in talking with
employees of the various companies. MOVES, S&T
and the GENERAL all lead off with a column stressing
chest thumping and what new games are quickly
coming out. Granted, it is nice to get the official word
on the internal activities but why is there the obvious
race to out do the other guy? | remember my second
issue of the GENERAL. It emphasized the work
behind the scenes as a resultof the game RICHTHOF-
EN'S WAR. | believe this is the last such article to
appear in any magazine on what preceded a game
rather than what is to follow a game.

Wargame company employees also display this
future orientation. In a conversation with Jim Cumbo
of Rand/Morningside he could tell me definitly when
the new titles would be out. But he could not be
precise on whether or not the ambiguities of a
previous title, HITLER'S LAST GAMBLE, would be
corrected. In a conversation with Irad B. Hardy of SPI,
he could not answer a question on PANZERARMEE
AFRIKA, a game which he developed.

Because of the management’s orientation, devel-
opment and design of the games have suffered. Just
sample some recent items: 1) Before the ink was dry
on the rules of GDW's THEIR FINEST HOUR they had
to rewrite the rules. 2) Why, in only my opponent’s
second game of THIRD REICH was he able to
parablitz London while AH playtesters never thought
of it? 3) As for SPI they had to immediately announce
errata sheets for GLOBAL WAR and WW3. To be
sure, these are a few of the most obvious errors of the
last year or so. | realize that simulating a real event is
hardly an exact science but | feel | am entitled to a
certain degree of completeness when | put my ten
dollars on the counter. Recently this has been a 50-
50 proposition. Let the buyer beware.

. Coni'd. on Pg. 32, Col. |
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TOBRUK

COMBAT EXPANSION AND COMMENT

et AT

Since its release in July of 1975, TOBRUK has
been surprisingly well received throughout the
wargames community, although not without
criticism. In general, players have welcomed the
shot-for-shot, man-for-man realism of the game
even when such realism tends to slow down play
occasionally, as those who try 1o wade through
scenarios Eight or Nine can attest, and most players
welcome the truly innovative combat system as a
refreshing change from the avalanche of games
which have glutted the market in recent years. Some
of the criticisms, however, are valid and well thought
out and therefore deserve comment—not to refute
them, but to explain further the assumptions and
data behind the items to which they are directed.
Perhaps by sharing these comments with all
GENERAL readers, a better understanding of the
game system may be achieved.

COMPLAINTS
Too Much Dice Rolling

The most common single complaint which
reviewers and playvers alike have expressed concerns
the amount of dice rolling necessary in the
resolution of armor-armor combat. This was
especially true before the inclusion of the AFV
Initiation rule which forced plavers to wait until a
target was within “effective range” before opening
fire. There really is no solution to this problem
within the shot-for-shot philosophy of the game. It
has been suggested that, especially for the first
scenarios where such advanced rules as Dueling and
Ammunition Limits do not apply and round for
round resolution is not required, a simplified
combat system be used such as rolling once for each
engagement and comparing the result to a required
number for each target to damage it. Even in the
early scenarios, however. just too much is lost in
doing this. It would be difficult to allow for varying

levels of damage (K. M, or F), for varying rates of

fire between acquisition and continued engagement

by
HAL HOCK

of a target, for improbable but realistic battle results
such as a crew abandoning a vehicle which is not
burning, and above all, more conlusion would be
generated by including two completely different
combat systems in the game than any benefit which
might be gained in the long run. Round-by-round
evaluation is simply too much a part of TOBRUK 10
be replaced or altered without bringing on unwant-
ed problems. Finally, it can alwavs be asked if extra
dice rolling is too high a price to pay for the realism
which it provides.

There is No Terrain

A number of critics of the game have noted that
indeed the desert areas surrounding the port of
Tobruk are not completely flat, but are broken by
low ridges which could be used for cover by AFV’s
in the battle. Of course this is true. although most of
these ridges are nowhere near as prominent as movie
scenes often portray and are really difficult to even
spot. The Undulating Cover optional rule is meant
to simulate the common practice by both sides of
searching for and obtaining cover behind these
slight ridges and please note that, with patience,
entire large units can usually find it during play.

Over and over again during design and playtest
ofl TOBRUK and us predecessors it was found that
any more noticeable terrain than this caused each
scenario to devolve into a battle of possession waged
over the leature. In each case. little was discovered
by players of tie true relative value of weapons.
which is what the game is all about. The only
possible solution was to reduce {urther the scale of
the playing board to allow for open space and
terrain to be mixed, but this solution brought about
unresolvable problems in computing artillery
effectiveness and tended 1o make the company-
battalion unit scale of the game unrealistic. As
before, its inclusion of the terrain was just not worth
the cost.

But, there are undoubtedly those readers who
find the above discussion hard to accept and for
them the addition of prominent ridges can be tried.
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with the centerline indicating the crest. If desired,
several of these formations may be spotted across
the map but it is suggested that only one be initially
used. When several are used it is suggested that their
crestlines run roughly parallel. Their effect upon
play sounds simple but at the scale of the mapboard
may be overwhelming. Very simply. they affect:

e Movemeni: All vehicle units expend two move-
ment points for every hex totally inside of a ridge
outline which is entered during movement even if
this movement is parallel to the crest. Personnel
units may enter one ridge hex every turn and are
considered in Assault cover state when doing so,
but may never run into a ridge hex. No heavy
weapon unit may be manhandled onto or through
a ridge hex, although man-portable units may be
carried as usual. Entrenchment may be placed on
ridge hexes.

And they affect:

e Combat: Any AFV unit lying ona hex containing
a crestline is considered to be in partial defilade
from enemy units lying on the opposite side of the
crest; that is, from units lying on hexes which do
not contain crestline and are across the crestline
from the hexside which the unit crossed to enter
the crest hex. As an example:



AFV A" is in partial defilade from vehicles *B
and 'C" but not from *D" or *E." By definition, partial
defilade means that a portion of the vehicle unit is
below the crest and hits upon that portion during
firing are ignored. For most AFV's, this portion is
everything except the turret, gun mantle, and gun,
but for a Grant tank wishing to use its 75 mm M2
weapon or the Semovente. this portion is the lower
hull only. Moving from one side of a crestline to the
other side may be done only in the movement
portion of a turn and is considered as movement of
one hex for combat purposes.

Non-AFV's lying behind a crestline on a crest
hex as defined above and all units lving behind a
crestline on other hexgs are considered to be in full
defilade and are assumed to be invisible from enemy
view. Under very special circumstances when
utilizing the camouflage optional rule (see below)
this may mean that such units may be removed from
the board.

As mentioned above, these rules are fairly simple
to implement but their impact in the game may be
decisive. As an alternative, a modification of the
Undulating Cover rule may be used which has been
shown to be effective in the past. This modification
involves the penciling onto the board of regions of
undulation varying only in their “roughness” as
simulated by the required die roll for vehicles to find
cover in them. As an example:

The above stretch of terrain on the board might
represent an area of completely flat desert with the
three marked regions requiring die rolls ol 1 1, 2, or
3;and I, 2, 3. or 4 to find cover in them respectively.
The size, location, and “roughness™ of these regions
could certainly be decided upon by mutual player
consent before the game and properly set up can add
greatly to most games. This Variable Undulation
scheme probably represents the most accurate
portrayal of the actual TOBRUK-GAZALA-BIR
HACHEIM topography as depicted by the National
Geographic studies of the area to which any
interested reader is referred.

Finally. for those players who prefer to leave the
TOBRUK playing board perfectly flat as originally
confligured, the photographs illustrating this article
are presented for the purpose of showing that this
may not be a bad idea after all . . .

The Rates of Fire are Unrealistic

Several individuals have commented that the
rates of fire of some large caliber weapons in the
game may be incorrect. Obviously, the actual rate of
fire of any weapon is a function of many variables
but to include these variables in the game would
have been unreasonable. The more obvious influen-
cing factors were considered wherever possible but
subjective and highly varying factors had to he
ignored. These included:

Crew-to-crew differences in training
Fatigue build-up during long engagements
Weapon mallunctions

Ammunition handling problems

Varying times and states of acquisition

Il any player feels that his understanding of these
effects is sufficient for an alteration of the rates of
fire used in the game to be made, he by all means
may do so. No highly varying part of TOBRUK or
its data, especially in arcas such as rates ol [ire,
morile, etc., is claimed to be loolproof or without
error and players who feel that their analysis of
some number is more realistic than that used in the
game can certainly use their own data during play. It
might be pointed out. however, that massive
research did go into every rule in the game wherever
possible and any alterations ol these rules should be
done with care. Chart A illustrates this point for the
case at hand, that of weapon rates ol [lire:
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In the above figures, note that in general ATG'S
were given full assessed ROFs in the game whereas
AFV's were reduced. This was hecause it was
assumed that ATG's were employed in prepared,
fixed positions with anti-dust measures (oiling or
watering areas of muzzle blast) in effect and
therefore, no ROF reduction could be realistically
expected exeept lor the 88 whose muzzle blast was
so large that any dust settling measures are assumed
ineffective. while AFV's undoubtedly suffered from
dust and exorbitant heat, which reduced ROF. OF
interest. also note that no ROF figures appear for
certain British weapons and in these cases careful
estimates had to be made.

The Board is Not Geomorphic

Some people have noticed that in some scenarios
the edge of the board acts as a signilicant “terrain”
feature inasmuch as victory or loss may be
determined by how many units cross it and therefore
get away. There is no general solution to this
problem because in most cases the passage of large
numbers of [riendly units across such a line so far
behind enemy positions would indeed constitute a
victory. In some cases, however, suchas in Scenario
2. where the carriers may get away simply by
crossing the board edge and therefore escape.
continuing the battle bevond the board edge may be
worthwhile. 1t was short-sighted not to design the
board sections to be geomorphic to allow for this,

WEAPON RATES OF FIRE

Game ROF's Comments

CHART A
Weapon Published ROF's
(rpm) (Cont. rpm}

AXIS:
792 ATR 6§ - 15 10
28/20 mm PAK B 12 10
20 mm BREDA 220-250 (cyelic) 30
47 mm M13 40 12 -5 8
47 mm ATG 7-14 14
50 mm short B - 16 8
50 mm long 8- 16 8
50 mm PAK 12 - 16 14
75 mm L; 18 4.8 4
75 mm short 8- 10 6
76.2 mm (r) 10 - 15 b
75 mm LIG 12 10
B8 mm FLAK I5-20 14
BRITISH:
S5 cal ATR 16 - 15 14
37 mm 15 20 12
2 pdr ATG 240 - 22 22
2 pdr Tank pun No Data

Available 12
40 mm Buolors 120-140 {evelic) T0
6 pdr ATG 15 - 20 14
75 mmih ATG [ 12
75 mm M2 No Data

Available 6
3" howitzer No Data

Available ]
25 pdr Arty. 3-8 6

Manual Feed

Manual Feed

120 rpm practical ROF against aircraft

Cramped, uncomfortable two man turret hindered firing

Note that the published ROF's are “practical” numbers
for varying terrain conditions with corresponding
“theoretical™ values which are much higher.

Semovente wis also cramped and uncomfortable

Figure of & rpm scemed high for support piece

The 10 - 15 range was for the ground-mounted ATG and
seemed too high for the Marder 111 with only a two mun
guncrew

Game ROF slightly reduced due to dust (see below)

Reduced in both Grant and Stuart turrets because of two
man crew (commander in Grant directed both guns)
Tripod platform and assumed dust-free position (see
below) dictated very high practical ROF

Nowhere in the available literature were the tank-
mounted 2 pdr ROF's stated, so estimates were made
Very stable cruciform platform allowed [ull “practical™
ROF 10 be realized in the ground role, Very high Royal
Artillery standards of training contributed greatly,

New weapon in Gazala battles with no prior training
time reduced achievable ROF

Some sources give a “burst™ capability of 20 RPM

Estimated

Estimated
I'his rate could only he sustained for short times
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but a clumsy joining of any section to the edge in
question probably will suffice for most cases and is
recommended when both players concur,

The Movement Factors are Unrealistic

As in the case ol rate of fire, considerable
variation exists in the movement values used for
vehicles in the game compared to published
specifications Tor these vehicles. One additional
constraint arose in the necessity to model vehicle
rates in units of hexes per ume period which really
meant 75 meters per 3 seconds or 5.59 mph per hex.
his reguired much averaging as the following table
shows, As above. should any player leel that s
assessment of these hgures is better than those used
i the game. there is absolutely no reason not to use
his data during play. All figures are in miles per
hour.

Muximum Cross Country
AFY Road Speed Speed Game Speed

BRITISH!

Stuart 34 - 36 15 20 b
Crusader 28 1215 22
Grant 2.2 10 20 17
Valentine 15 b I
Matilda 15 6-8 1
AXIS:

PZIILH,J 25 £ -2 17
PZ IV. E 26 10 - 12 17
Marder 111 26 9-11 17
MI1340 19 =20 8.9 I
Semovente 20 7-8 ¥

Note that the game speed 1n general is higher than
the purely cross-country figures and lower than the
road rate. This was due to the assumed flatness and
relatively solid surface over which most of the
battles occurred. Additional items of information,
such as the fact German tank attacks occurred at
about 15 mph, were used to further rationalize the
higher game speeds.

“Burst 'on Target” (BOT) is a Modern Term

And so it is, having been coined about 1954, The
tactic of adjusting fire based upon observed hits,
however, was universal as illustrated in the
following passage from Take These Men by Cyril
Joly:

“Driver, halt, * | order. “Gunner. two-pounder —traverse left—
on—tank —German Mark I11—eight five zero yards. Fire.” | watched
Basset ¢ .refully turn the range-drum to the right range, saw him turn
1o his telescope and aim, noticed out of the corner of my eye that King
was ready with the next round, and then the tank jolted slightly with
the shock of the gun firing. Through the smoke and dust and the spurt
of flame | watched intently through my binoculars the trace of the
shot in flight. It curved upwards slightly and almost slowly, and then
seemed to plunge swiftly towards the target, There was the
unmistakable dull glow of a strike of steel on steel. “Hit, Basset! Good
shot! Fire again,” 1 called, Another shot and another hit, and 1 called,
“Good shot; but the bastard won't brew.™ (The Mark 11 later brewed
Joly's tank.)

Certain ammunitions such as the 28/20 mm PAK
APCNR round mounted nosecaps which emitted a
flash upon impact to help in this sensing.
The Alternating Fire Procedure Causes Unrealistic
Firing

Some people have claimed that the game
procedure of alternating weapon for weapon fires
produces unreasonable situations in which vehicles
or weapons which have not fired emerge as prime
targets within a fire turn, Although these situations
should average dut to provide both sides with equal
bonus or loss, there is no reason why players cannot
secretly record weapon-target pairings in writing at
the end of movement, conduct the firing based upon
these plans. and allow every unit to fire. This
simultaneous resolution would, of course, be very
costly in terms of time, but at mutual player consent
might be worthwhile under some circumstances.
The Italian Morale is too High

Morale is the single most subjective area of the
game inasmuch as no really hard data exists. The
common visage of hoards of Italians surrendering

en masse to the British does not occur in any game
scenario and this is no accident. The Italian units
involved in all but Scenario 2 are drawn from the
Italian XX Corps mobile divisions which were the
pride of the Italian desert army. Rommel himself on
many occasions highly praised the courage of these
troops, and their weapons and supplies were always
the best. Nonetheless, these morale estimates are no
more chiscled in stone than are the ROF or speed
figures and certainly any player can change them in
piay should he wish. The average Italian “pure
infantry™ unit weuld probably have a morale level of
between ¥ and 4 that used for game units and it 1s
oceasionally interesting to play Scenario 2, for
example, using this reduced level,
There are Artwork Errors

Of course there are some artwork errors, but in
general, the silhouettes are accurate down to the last
knob. For purists who must know, obvious errors
occur in the Stuart, Valentine, Crusader G52
pdr., 50 mm mortar, and Stuka counters.

There Was No Such Weapon as the 150 mm K18 in
the. Desert

The author has had an interesting exchange with
one TOBRUK player who, through his own
research, has concluded that no 150 mm KI8
weapons existed in the Afrika Korps. As to whether
the weapon itself existed there can be no doubt, but
the question of whether it appeared in Rommel's
Army Artillery (Artilleriekommando 104) remains
unresolved. Its inclusion as such in the game was
based upon the assessment of the British Official
History, but this record is known to have occasion-
ally erred and so any facts from readers with
knowledge in this area would be appreciated.

QUESTIONS:

In addition to the above complaints, many
questions have been posed to Avalon Hill by
TOBRUK players. Below are listed the more
commonly appearing of these inquiries.

Why does APCR ammunition produce lower
casualties in vehicles which have been pierced?

The piercing core of APCR is composed of sintered
tungsten carbide and is of smaller diameter than a
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full-caliber round. Although when piercing very
thick plates the APCR core will shatter like any shot
and be highly lethal, this lethality still does not
match that produced by APCBC rounds which
explode inside the target. In addition, APCR cores
passing through thinner plates in general will not
shatter and may continue to fly straight through the
target and out the other side. This phenomenon was
often observed by gunners during the war and in
such cases the lethality of the perforation was
considerably reduced.

Can APCR ever be used against targets besides
Matildas, Valentines and Grants?

During 1942, shortly after the Gazala battles a
severe tungsten shortage in Germany forced Hitler
to prohibit the further manufacture ol tunsten-
cored ammunition in all but the smallest calibers.
But, even before this edict went into effect, tungsten
ammunition was regarded as a luxury and the
tactical doctrine for its use was very strictly
enforced. This doctrine at first stated that only
Matilda tanks were to be engaged with APCR and
then only at very short ranges, but later the doctrine
was expanded to cover use against any “heavy”
tank. German field discipline being what it was at
this time probably meant that this doctrine was
carried out in the actual battle. However, APCR
damage entries are made on the charts for the lighter
British AFVs because it is assumed that APCR may
be used against these targets whenever other AP
ammo is exhausted.

The M 1340 tank was diesel powered. Why then is it
so inflammable when pierced?

Most fires in AFVs occur not from stored fuel
sources but from the ignition of stored ammunition
or from fuel and lubricant spillage lying on the hull
bottom under the fighting compartment floor. Both
of these key sources of potential fires are very
difficult to prevent in the field: the first being a
function of the ammunition storage arrangement of
the vehicle and the overload doctrine of the unit to
which the vehicle belongs; and the second being a
function of the maintenance standards set by the
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vehicle crew. The Germans were very aware of these
facts and strictly enforced a doctrine ol no ammo
overload (which there is record that some crews
ignored) and of strict maintenance (which really
does not completely prevent lubricant and spillage
build-up enough to stop fires upon penetration).
The Italians, however, and to a lesser extent the
British, were not as aware of these problems. The
M13/40 was especially vulnerable having a very
complex (and therefore oily) engine—drive train—
turret traverse setup and having a large number of
rounds of ammo crammed within its confined space.

What is the real difference between Registrations,
Concentrations, and Barrages’?

These three terms are modern nomenclatures for
general artillery tactics which have existed since the
beginning of observer-directed fire during World
War 1. They refer to the amount of “shooting-in™
(British term) which has been done by the firing
battery in the case of Registrations and Concentra-
tions, or the immediate call for high-intensity
interdiction fires for the defense of a ground unit in
the case of Barrage. Registrations involve the
shooting-in of only one weapon (often called the
registration piece) in a battery for close estimation
by the FO of where the battery volley will probably
land while Concentrations mvolve the shooting-in
of the entire battery in this way for precise location.
Barrages may be shot-in but their function is not
necessarily Lo be precise but rather to be instant and
lethal when needed by a unit hard-pressed on the
defense. The term “barrage” has often been used
incorrectly for other types of fire but the tactic is
almost universal.

Why isn't it possible to shoot HE from direct-fire
weapons out bevond the *12” dice roll range?

The rules are ambiguous but should reflect that the
HE ranges in general were much greater than those
for AP, The reason for the restriction is one of
simplicity inasmuch as the 12" range for most of

the weapons is pushing the limit of visibility anyway.

The rules state that AFVs can be made to “button
up” and lose acquisition when under HE fire. Is
there a bottom limit to the amount of fire necessary
1o cause this?

Yes. The shellfire should produce at least 30
fragmentation factors against the target to force
button-up.

Can captured personnel be executed to obtain
higher point talleys for completely destroved units?

Absolutely not. Good Lord!

This last question illustrates that there were certain
tacit assumptions in the Tobruk rulebook. Anyone
attempting to defeat or short-circuit the rules system
can easily do so. But then, if that’s your motivation,
why bother playing the game at all?

ERRORS AND OMISSIONS

e It is implied in the rules that a weapon unit
may be destroyed by an overrunning AFV ar any
time and this is not necessarily true. If the weapon
unit is in a hex which is undergoing smoke shell
bombardment. it would be difficult to find and
therefore it cannot be destroyed, although overrun
of personnel can still oceur normally.

® The GM hit entry on the Matilda 11 damage
table for the 50 mm short (APCR) round should
read in part K/C2 < 2Zinsteadof F/C2 £ 2asit
now does.

e Also on the Matilda 11 table, all front LH hits
should have the “M™ component of their entries
replaced with a “C|™ instead. This is because the
Matilda does not have a front mounted trans-
mission as was mistakenly calculated in the original
charts. The “CI™ result reflects the driver being
rendered as a casualty and the rest of each entry is
close enough.

® The Weapon Hits < 40 mm rule in Scenario
8 is not correct as it currently reads. It should read
that all 4 P hits at or below 40 mm in caliber and all
HE hits at or below 20 mm in caliber are evaluated
using the extra chart. Hits by 37 mm or 40 mm HE
rounds on any weapon should be powerful enough
to blow away the entire gun-shield and therefore be
an immediate catastrophic kill of weapon and crew.

e [n the 20 mm Breda entry on the Grant "R”
column, it is stated in part that an F(P3) = 7is
scored. This should be, of course, be F37(P3) = 7
instead.

e The "12" column of the Area Impacted table
of the PZ 111 H should read:

Fromt—GM
Flank—R
Rear—R

and the same column of the PZ 1V E should read:

Front—GM
Flank-— TUR
Rear—R

On both of these vehicles protective rails were
overlooked when their turret ring vulnerabilities
were originally evaluated.

e [orthose players who still have the earliest set
of Damage Tables, the *R’ column on the PZIIT H
reads:

WEAPON FIRING R

Boys ATR F < 4

2 pdr. K/C2 = 10

F/C2(P3) = 1|5

37mm M6 K/C2

40mm Bofors K/C2

6 pdr. K/C3

75mm () K/C3

75mm M2 K/C3

25 pdr. K/C3

e On the GRANT Damage Table, for the 50
mm long:
Flank—UH shonld read:
K/Cl = 15
C3(P4) = 20
and Flank—LH should read:
K < 15
M(P5) = 20

® On the STUART Damage Table. for the 50
mm long APCR Flank—LH should read:
K = 22
(P4) = 28
e In Rule VIII. B.2.. it is stated that Forward
Observers do not affect the morale of other units in
any way and this is incorrect, They affect all units
exactly as any other HQ units do.

NEW GAME UNITS

One TOBRUK reviewer summarized the
feeling of many plavers upon opening the box by
saying that his first reaction was that much of the
game was missing. He was referring to the exclusion
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from the game of all vehicles and weapons which
have limited combat value and therefore would have
served little in the game bul to increase complexity.
The most notable class of these units is the armored
cars, but others could have been included which
were in common use at Gazala but were not because
the game was complex enough as it was,

For readers of THE GENERAL, however, who
are supposedly dedicated enough to realism to
require extra game options even at the cost of
plavability, listed below are the “marginal combat-
ants” in the Gazala battles and rules for their use.
Yes, others besides those listed did appear in very
small numbers but until strong player response
requests their inclusion, they will be ignored for
now,

Armored Cars

Both sides in the desert war made extensive use
of armored cars [or reconnaissance purposes. Note
they were not used very much for combat purposes
because, compared to the main battle tanks and
ATGs used by each side, the armored cars simply
could not stand up. Speed alone cannot hope to
compensate for the light armor and weak firepower
of these vehicles—as inclusion of them in any game
scenario or Firefight will show. For purists who
choose to include the very complex “Camouflage”
and “Visibility” Experimental Rules listed below,
the inclusion of armored cars can make TOBRUK
an even closer simulation of desert war.

In general, both sides operated armored cars
separately from main battle elements and used them
strictly for reconnaissance. Occasionally, there was
no choice but to use them to fight the enemy's
tanks—Scenario 5 in the game is a good example
where an entire regiment of cars was trapped with
the 150th Brigade—but losses in such encounters
were usually unacceptable and so avoided. An
interesting clash often developed when one side
would send an armored car unit to repulse the recon
of such a unit from the other side. The basic unit of
the 8th Army was the Troop consisting of one scout
car (machinegun armed) and three armored cars.
Four of these Troops made a Squadron and three
Squadrons a Regiment. As in the case of every other
type, however, full-complement units were nonex-
istent in the battle and reduced or even scratch units
were the norm.

The basic vehicles of these units at this time were
the Humber Mark [II, the Daimler Mark | and
South African Marmon-Harrington Mark 11

Humber Mark 11

This vehicle entered service with the British in
1941 and some were operational within the forces of
smaller countries as late as the early 1960, The car
was fast and reliable, but the I5mm weapon for all
its virtues was simply not powerful enough for
effective combat. Realizing this, the Mark IV
version of the car was up-armed with an American
37mm weapon later in the war,

Nomenclature: Humber Armored Car Mk 11

Weight: 7.1 tons
Maximum Road

Speed: 45 mph
Flat Desert Speed: 33 mph
Maximum Armor: 15mm

Crew: 3. 2 man turret
Weapons: | —15mm Besa. | Besa MMG
Use in Gazala
Battles: Fast recon
Comments: Speed in reverse, 2 hexes per
turn
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Daimler Mark I

This car is conceded by many sources to have
been the most advanced anmored car of World War
IL It appeared in North Africa just before the
Gazala campaign and displayed such features as
well-sloped hard armor, a complete reverse driving
capability, and most important. a 2 pounder main
armament which placed its strike capability into the
same class as the Matilda and Valentine heavy
tanks.

Nomenclature: Daimler 4 x4 Armored Cay

Weight: 7.5 tony
Maximum Road

Speed: 50 mph
Flat Desert Speed; 39 mph
Maximum Armor: I 6mm

Crew: 3: 2 man turret
Weapons: |—2 pounder, 1 Besa MMG
Use in Gazala
Bartles: Fast recon
Comments: Full gearing allowed ful!

speed in reverse,

Marmon-Herrington Mark 11

This vehicle, in its four Marks, comprised the
mainstay ol South African armored car units
throughout the war and was used by some British
units. It was designed and built totally in the Union
of South Africa with materials being imported from
both Britainand the USA. Its most common version
was the Mark 1l which proved to be a fast and
reliable vehicle, but with only one Boy's anti-tank
rifle and one Bren light machinegun its armament
was far too light for combat with its German or
ltalian counterparts. For this reason. numerous
captured weapons were mounted instead of the
normal turret and soon at least one up-armed
Marmon-Herrington was expected to be included in

Axis:

The basic armored car unit of the German forces
at this time was the troop of three light (Sd Kfz 222)
and 2 heavy (Sd. Kfz 231 8-wheel) cars. Three of
these troops plus one of 9 light cars comprised the
Recce Abteilung of a Panzer regiment but, like
every other unit in the desert, this organization often
changed. No data could be found concerning the
Italian unit composition but it must be assumed to
have been relatively the same. The basic vehicles of
these units at this time were the Sd Kfz 222 and Sd
Kfz 231 already mentioned, and the Italian
Autoblinde AB40.

Sd. Kfz 222

This car was one of the most famed armored
fighting vehicles of World War Il. Produced
throughout the war, it was found in all German
forces essentially unchanged from its introduction
to the war's end. 1ts 20 mm main armament could be
used for both ground and air targets and placed the
Sd. Kfz. 222 in good position when engaging British
armored cars before the introduction of the
Daimler. Some of these vehicles were given to the
Chinese Nationalists.

Nomenclature: Le.P2.Sp.Wg. (Zem) Sd. Kiz
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Nomenclature: S. Pz.Sp. Wg.(2em) Sd. Kfz. 231

(8-Rad)
Weight: 8.3 tons
Maximum Road Speed: 53 mph
Flat Desert Speed: 45 mph
Maximum Armor: 18 mm

Crew: 4; 2 man turret
Weapons: |20 mm Kwk 30, | MG 34
Use in Gazala
Battles: Fast recon
Comments: Excellent companion to Sd. Kiz.

222 although limited in fire-
power. Heavy Armament pro-
vided later in war but vehicle
was never well-balanced until
introduction of the 234, § wheel
series.  Cross-country mobility
exceeded that of even track-
laying vehicles. Movemeut in
reverse could be done at full rate.

Autoblinde AB 40

Rated by several sources as being the best ltalian
AFYV and one of the best vehicles in the desert, this
car and its AB41 successor were prominent
throughout the desert war. Like most Italian
wheeled vehicles, it excelled in reliability and cross-
country performance and its 20 mm Breda main
armament was better than most British vehicles
before the Daimler appeared.

Nomenclature: Fiat Autoblinde AB 40
Weight: 7.5 tons
Maximum Road Speed: 50 mph

any unit of troop size or above.

Nomenclature:

Weight:
Maximum Road
Speed:

Flat Desert Speed:

Maximum Armor:
Crew:

Armored Car, Marmon-
Herrington MK-11
6 tons

50 mph

39 mph

I5mm

4. 2 man turret

Weapons: | Boys ATR, | Bren LMG
Use in Gazala
Battles: Fast recon

Comments: Speed in reverse, 2 hexes per
turn. Often up-armed (Boys
and Bren still carried) with
captured weapons. Usually every
third or fourth vehicle was so
armed with the Italian 20mm
Breda being the most common
weapon mounted,

ARMORED CARS

NOTES FOR USE OF ARMORED CARS IN
THE GAME

Armored cars were used in the game exactly as
are other AFV’s, They are subject to the same
movement and fire restrictions that tanks and self-
propelled guns are with the exceptions that some
may move at greater than one hex per turn in reverse
(see above) and “rounds™ fired by their main
armament are actually automatic weapon bursts
(except for the Daimler). The field of fire of every
armored car turret is 360° and only one, the AB 40
has a hull machinegun and it fires over the vehicle's
rear instead of its front. The Hit Probability Table
entries and Damage Tables for the armored cars are
on separate sheets.

Several additions need to be made in some of the
optional and experimental rules for the inclusion of
armored cars as detailed in the following table:

222
Weight: 4.5 tons
Maximum Road
Speed: 50 mph
Flat Desert Speed: 39 mph
Maximum Armaor: 14.5mm

Crew: 3; 2 man twrret
Weapons: 20mm, Kwk 30, | MG 34
Use in Gazala
Battles: Fast recon
Comments: Good armor, weapon, speed

and reliability. Very effective
vehicle when used in proper
role. Speed in reverse, 2
hexes per turn,

Sd. Kfz. 231 (8-wheel)

The 231" designation was given to two vehicles,
one of 6 wheels and one of 8 wheels, The 6 wheel
version was gradually replaced by the 8 wheel model
although the earlier vehicle did see some combat
experience early in the war. Few, if any, 6 wheel
versions were used in the Gazala battles and beyond.
The 8 wheel version was used throughout the war
mounting progressively heavier armament finally to
include the 75 mm PAK,

Flat Desert Speed:
Maximum Armor:
Crew:

Weapons:

39 mph

9 mm

4; | man turret

1—20 mm Breda, | co-axial 8
mm Breda 38 MMG, | hull
mounted (pointing over rear

hull) Breda 38 MMG

Use in Gazala
Battles:
Comments:

Fast recon

Excellent vehicle used well by
Italians and respected by Brit-
ish. Light armor was slight
handicap. Full speed in re-
verse.

Armed APCs

The Germans would often mount redundant
weapons on APC's to provide extra firepower for
those units being carried. The most common
weapon mounted was the 37 mm PAK due to its
steady replacement by the 50 mm PAK in Afrika
Korps units during this period. Inasmuch as the 37
mm PAK was not very effective as an ATG, it was
left out of the published game for reasons previously

Ammo Victory
Close Reliability Towin Sizin% Limits Points

Car Assault (Iv.G.2) (E.C.3. (VIL.B.1.) (E.D.2) (Firefights)

Sd.Kfz. 222 As Marder 11 As Quad As Stuart 36(APorHE) 6 2 6

Sd.Kfz. 231 As Tank 11 As 5d.Kfz. AsPzlIll 36(APorHE) 8 2 8
251

AB 40 As Tank 10,12 As Sd.Kfz.  As Stuart 40(APorHE) 4 2 4
251

Humber As Tank 11 As Sd.Kfz.  As Stuart 60(AP only) 6 2 8
251

Daimler As Tank 11 As Sd.Kfz.  As Stuart 46(AP only) g8 2 10
251

M.H.Mk.I1 As Tank 12 As Sd.Kfz. As Stuart 240(APorHE) 5 2 7
250

Note that the quoted ammo limit for the Marmon-
Herrington MKk. 11 only applies to vehicles which
have been up-armed with 20 mm Breda weapons as
mentioned previously.

Note that the cars are not vulnerable to fragmenta-

tion because all are assumed to mount tires of the
bulletproof or “run-flat” type.
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stated. As it remained in some units as a ground
weapon (see below) and was mounted on a fair
number of APC’s, it will be included here.

The 250 and 251 series APC's both mounted the
37 mm PAK as the 250/10 and 251/10 models
respectively. They were issued in theory to every
platoon leader and company commander but
nowhere near these levels of deployment were
generally achieved. In the game, an allocation of
perhaps one or two of these vehicles out of every ten
APC’s involved is probably about right for the
Gazala timelrame. As an option, players may wish
to designate these vehicles to carry the 28/20 mm
PAK instead. These versions also were appearing
during this time but not in the same numbers as the
vehicles carrying the 37 mm weapon. Rules for the
use of the armed APC's are exactly the same as those
for the Marder. For simplicity sake, assume the
main armaments of the vehicles may only be used by
personnel being transported and assume a baseload
of 30 rounds (AP, APCR or HE for the 37; APCNR
or HE for the 28/20) may be carried in each,
Optional Damage Tables for both the 250/ 10 and
the 251/10 are presented separately as is the Hit
Probability row for the 37 mm PAK.

Tracked AFV's

Several tanks and self-propelled guns which
actually were used in the Gazala campaign by the
Germans were purposely left out of the game, again
for simplicity. However, readers might be interested
and so they are included here. As for armored cars
and armed APC’s, Hit Probability Table entries and
Damage Tables for these vehicles are included on
separate pages,

Pz. Jag. 1B

This vehicle was the first SPG to be adopted by
the German Army and a number were still in use in
the desert during the Gazala battles. Using a Panzer
| chassis, the Pz. Jag. 1B mounted the excellent
Czech 47 mm ATG whose performance roughly
equaled the 50 mm short. Yet, the vehicle was
handicapped by very thin armor and no machine-
guns. [t did, however. serve well until superseded by
the Marder. When used in the game, all Marder
rules apply to the Pz, Jag. | Bas well except as noted
below.

Nomenclature: Panzer Jager 1B
Weight: 5.7 tons
Maximum Road Speed: 24 mph

Flat Desert Speed: 17 mph
Maximurm Armor: 15 mm
Crew: 3; 2 man gun position
Weapons: 1—47 mm (1)
Ust in Gazala
Battles: Tank destroyers
Comments: Excellent Czech ATG jury-

rigged onto Panzer | chassis.
Very light armor and open top
limited use but weapon could
be effective.

Optional and
Experimental Rules: Reliability —11
Towing—As Sd. Kfz. 250

Stzing —As Stuart

Ammo—T4rds (APCBC, APCR,

or HE)
Firefight V.P's—10 2 14

Pz 1l F

This vehicle was the standard light tank of the
German Army throughout the war, Originally
envisioned as a battle tank, the thinarmor and weak
armament soon forced all Pz IT's to be used for
recon and light combat only. However, the chassis
was well designed and efficient and was used as the
basis for many self-propelled guns throughout the
war.

Nomenclature: Panzerkampwagen |1 Model F
Weight: 10.5 tons
Maximum Road Speed: 25 mph

Flat Desert Speed: 17 mph

Maximum Armor: 35 mm

Crew: 3; 2 man turret

Weapons: 120 mm KwK, I MG 34
(turret)

Use in Gazala

Bartles: Recon tanks
Comments: Excellent vehicle for recon only

but heavier armor allowed
more  flexibility than with
armored cars. A very few
“Special™ versions appeared in
the desert mounting 37mm or
50mm  weapons but little s
known of them.

Optional and
Experimental Rules:  Reliability—11

Towing —As Marder

Sizing— As Stuart

Ammo—36 bursts (AP or HE)

Firefight V.P’s—9 3 9

Pz. IV F2

This tank, the Panzer 1V “Special™ is listed as
part of the Afrika Korps reserve at the beginning of
the Gazala Battles in May of 1942, Over the next six
months it developed into the prime weapon of the
German [orces but its use at Gazala appears to have
been forestalled by ammunition shortage until the
final attack on Bir Hacheim and bevond. It
therefore should not be included in any Scenario
before 8 and then included in very small numbers, if
at all. The tank itself was described as “magnificent”
by Rommel and mounted a German long barrelled
75 mm weapon which was roughly equal to the
Russian 76.2 mm picce on the Marder. Unlike the
Marder, however, this vehicle was heavily armored
all around and greatly eased supply problems by
being an all German design. Modified late model
Pz. IV's were used until very recently by Syrian
forces and East German factories produced parts
for them until the late 1960's!
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Nomenclature: Panzerkampwagen 1V Model
E2
Weight: 23.2 tons

Maximum Road Speed: 25 mph

Flat Desert Speed: 17 mph

Maximum Armor: 50 mm

Crew; 5, 3 man crew

Weapons: 175 mm 1./43, 2 MG34MMG

Use in Gazala

Battles: Main battle tank

Comments: Best tank in desert before ap-
pearance of Churchill but Sher-
man was good match at El
Alamein and beyond. Very
powerful  main armament
coupled to well-armored and
reliable chassis insured immedi-
ate success,

Optional and

Reliability—1 1

Towing—As Pz. IVE
Sizing—As Pz. IVE
Ammo—87 rounds (APCBC or
HE)

Firefight V.P’s—34 3 40

Experimental Rules:

NEW WEAPONS

Several weapons which were widely used by the
Germans or Italians at Gazala were left out of
TOBRUK for various reasons. Like the armored
cars and AFV's listed above, these weapons were
only marginally effective as their inclusion in any
game will show. Perhaps the only exception to thisis
the PAK 36 ground-mounted 76.2 mm Russian
weapon, the same as on the Marder, which seems to
have been deployed fairly widely throughout the
Afrika Korps.

20 mm Soluthurn ATR

This weapon was the standard light infantry
anti-tank weapon of the Italian forces in the desert,
Unlike its German and British counterparts,
however, the Soluthurn was cumbersome and heavy
and really fitted into the class of a light ATG,

-
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Nomenclature: 20 mm Soluthurn Anti-Tank

Rifle
Weight in Action: 120 pounds
Crew: | man
Ammunition: Armor piercing tracer
Rate of Fire: 20 rpm
Comments: Heavy semi-automatic small

ATG probably attached to in-
fantry companies in  twos,
Light enough to be moved by
one man but size and bulk were
in no way offset by limited
extra performances above
lighter ATR's. Refer below for
use in game.

75 mm ltalian AAA

This weapon was a medium velocity (1500
{t/sec) piece whose use in ground actions was only
marginally successful but nonetheless widespread.
The Germans would often place several of these
weapons in positions with 88 mm FLAK guns and
use them in the same way. Before the Alamein
battles considerable numbers of these weapons were
mounted on truck bodies for providing some
mobility inasmuch as the normal mount had no
mohility at all,

Nomenclature: Ansaldo 75 mm/ 26 AAA

Weight in Action: 4.5 tons

Crew: 7 men

Ammunition: AP and HE

Rate of Fire: 12 rpm

Comments; Mot very lethal in use as anti-

tank gun but constantly em-
ploved in this role to holster
88mm FLAK defenses. Lack
of mobility and low rate of fire
further limited use. Refer be-
low for use in game.

76.2 mm Russian Anti-Tank Gun

Due to the massive German victories in Russia
during 1941 and 1942 large numbers of these
weapons and much ammunition was captured
intact. With typical thrift, the German army
immediately put the weapons back into use on all
fronts and even modified them for improved
performance. One such modified version appeared
in Afrika with the Afrika Korps and was used
extensively. Forexample, the organization plans for
the 90th Light Division for the summer 1942
campaign lists no less than 56 modified 76.2 mm
weapons distributed through the division's combat
elements. How many of these weapons were
mounted on self-propelled chassis as Marder HI's is
unknown, but some certainly must have been
towed. It was probably an error to have left the
towed version out of the original TOBRUK release.

CHART B
NOTES FOR USE OF NEW WEAPONS

All of the above listed new weapons comform to
all normal game rules. Please note that for the new
20 mm FLAK weapons its Hit Probability Table
ROF numbers are in terms of ten-round bursts and
the fragmentation and Damage Table entries
evaluated accordingly. Also note that the vulnera-
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bilities of the Sd. Kiz. 10/4 and Sd. Kfz. 7/2 self-
propelled FLAK weapons are assumed to be exactly
as those of the Sd. Kfz. 7 vehicle now in the game.
Finally, the new weapon data for game optional and
experimental rules are summarized in Chart B:

Capture

Weapon Towing Sizing Equivalency V.P.'s

20 mm Soluthurn (N/A) (N/A) As Boys ATR -3 5
75 mm Italian AAA As B8 mm FLAK  As 88 mm FLAK As 75 mm (f) ATG - 7 12
76.2 mm PAK 36(r) As 2 pdr. ATG As 50 mm PAK As 6 pdr. -10 20
37 mm PAK 35.36 As 75 mm LIG As 2B/20 mm PAK As 37 mm MG w5 12
20 mm FLAK 30 As 75 mm LIG As 28/20 mm PAK As Boys ATR - 5 10
37 mm FLAK 36 As 25 pdr. As 50 mm PAK As 37 mm M6 -8 14
150 mm SIG As 25 pdr. As 75 mm () ATG (N/A, HE-Sonly) -10 14

Nomenclature: 7.62 em PAK 36 (1)

Weight in Action: 3564 Ibs.

Crew: & men

Ammunition: APCBC, APCR and HE

Rate of Fire: 14 rpm

Comments: Modified Russian Field/anti-

tank gun. Low carriage, light-
weight and hitting power made
almost perfect combinations and
caused the PAK 36 (r) to be used
as prime equipment throughout
war.

37 mm PAK 35/36

This weapon was the standard ATG in use by
German forces until its replacement beginning in
1941. Inasmuch as thousands had been built by this
time. however, no thought could be given to
scrapping them and so they were used wherever
their marginal utility could be realized. This meant
that they could be found throughout German units
being towed or mounted on any suitable chassis
such as the 250 or 251 APC’s (see above). In these
configurations the PAK 3536 served until the end
of the war and so should have been included in the
original release,

Nomenclature: 3.7 ecm PAK 35/36

Weight in Action: 970 Ibs.

Crew: 6 men

Ammunition: APC, APCR and HE

Rate of Fire: 14 rpm

Comments: Standard ATG throughout war

although small hitting power
limited use after 1941, Later in
war special hollow charge stick
grenade provided to increase
anti-armor effectiveness.

Nomenclature: 3.7 cm FLAK 36 Sd. Kfz. 7/2
Weight in Action: 3400 1bs 12.1 tons
Maximum Road Speed: (towed) 31 mph
Flat Desert Speed: (towed) 22 mph
Crew: 7 men 12 men
Ammunition: AP, HE (same)

Rate of Fire

(practical): 60 rpm (same)

Comments: Excellent medium anti-aircraft weapon fully comparable
to the Bofors (which the Germans also used). Use for
ground engagements hindered by low power projectile
and lack of crew protection,

Nomenclature: 2 em FLAK 30 Sd. Kfz. 10/4

Weight in Action: 906 Tbs. 5.8 tons

Maximum Road Speed: (towed) 40 mph

Flat Desert Speed: (towed) 28 mph

Crew: 6 men 7 men

Ammunition: AP, HE (same)

Rate of Fire

(practical): 120 rpm (same)

Comments: Excellent light weapon superior to Breda and with no

British counterpart. Very effective in anti-aircraft role but
light hitting power prevented much use against ground

targets.

150 mm SIG

This weapon was the companion piece to the 75
mm LIG in German infantry regiments, being
usually deployed ina ratio of two to every six 753 mm
weapons in the regimental cannon company. Like
the 75 mm it was attached whenever necessary to
any unit requiring direct support and could provide
very effective fire due to its large, heavy shell.

Nomenclature: 15 cm Schewere Infrantrie

Geschutz 33
Weight in Action: 3360 lbs,
Crew: 7 men
Ammunition: HE, smoke
Rate of Fire: 2 rpm

Comments: Very lethal weapon for blasting
down resistant targets at close
range. Use in desert limited due
to essential lack of resistant

targets.

20 mm FLAK 30 and Sd. Kfz. 10/4
37 mm FLAK 36 and Sd. Kfz. 7/2

World War 11 German units of all echelons were
protected from air attack by FLAK weapons and
supporting equipment which were usually organic
to division. For example, the 90th Light Division
had a total of 36 20-mm FLAK weapons, the 15th
Panzer Division had 4 88-mm, 5 37-mm, and 16 20-
mm FLAK weapons and so on. Although asalways,
the exact composition of any division FLAK
element was never completely according to tables of
organization and equipment, considerable effort
was expended to assure that light coverage in the
form of 20 mm guns, medium coverage through 37
mm weapons, and heavy 88 mm protection was
usually available to all units in the desert. These
weapons were often used to bolster the firepower of
ground units and the 8% became legendary in this
role, The 37 mm and 20 mm weapons were also
often used for support and it was again probably an
error to have left them out of the published version
of the game. However, as players will undoubtedly
notice if they do include them in play, their lack of
protection and low hitting power severely curtail
their use and so their inclusion should not radically
change the outcome of any game.

Some effort was made throughout the war to
provide these and other FLAK weapons with
mobility through mounting on halftracks. In the
case of the Sd. Kfz. 10/4 (for the 20 mm) and the Sd.
Kfz. 7/2 (for the 37 mm) vehicles, this effort may
have been counter-productive due to their vulnera-
bility to rifle-caliber and shellfire inasmuch as they
were unarmored. Use of the towed and self-
propelled 37 mm and 20 mm FLAK weapons is
explained below.
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NEW EXPERIMENTAL RULES

Many possibly interesting experimental rules
were left out of the game on purpose due to the extra
complexity they would have caused. For GENER-
AL readers, however, the extra complexity may be
acceptable and so these rules are presented here. A
word of warning; the inclusion of many of these
rules, and especially the Camouflage and Visibility
options, may make a full TOBRUK scenario far too
complicated for the average player and so it is
recommended they be employed only in selected
firefight games at first.

MISCELLANEOUS RULES

Light Density Minefields and Lanes

The minefield counters used in the game
represent very densely laid areas and this is why they
are so difficult to cross. Often, however, time or
availability of mines forced infantry units to lay
fields of much less density which were still almost
always marked but which could be crossed fairly
safely. To put this into the game is simple and
interesting. At the beginning of play, the defender is
allowed a certain number of minefield counters
varying in density at mutual player agreement. On
the back of each counter the field density is penciled
inthe form of the die rollabove which must be rolled
for attempted passage of the hex to be successful.
Each counter is then placed on the board by the
defender with this number concealed until a passage
is attempted.

Also, most minefields contained secret lanes
through which the laying side could safely pass. To
allow for this in the game simply assume that any
friendly unit may pass through a friendly mined hex
after stopping for one full turn before entering it.

Camouflage and Concealment

The camouflaging of weapons was critical to
desert survival but due to its extreme complexity no
rules were presented in the game to allow for it. For
serious players, however, the inclusion of these rules
will radically improve the overall realism of the
game. Players may, during the initial set-up, conceal
any large weapon in a weapon pit, or any ATR,
MMG, or mortar in any hex containing entrench-
ments, The location of such concealed weapons
must be recorded in secret and the weapon and crew
may be removed from the board.

Exposure only occurs when the weapon fires or
whenever any enemy unit comes within “spotting”
range of its position. These ranges are:

ATR, MMG, or light mortar I hex
Medium mortars 2 hexes
20 mm FLAK, 28/20 PAK,

20 mm Breda, or 37 mm PAK 3 hexes
47 mm (1) ATG, 50 mm PAK,

76.2 mm PAK 4 hexes

75 mm LIG, 2 pdr. ATG, 37 mm FLAK 5 hexes
6 pdr. ATG, Bofors AAA, 150 mm SIG 6 hexes
25 pdr. Artillery, 75mm (F) ATG 8 hexes
88 mm FLAK, 75 mm AAA 10 hexes

In a similar way units behind optional crestlines
may be removed from the board until spotted.

Visibility

As in the case of Camouflage. adding visibility to
the game entails complexities that may be unaccept-
able to many players. Visibility did play a significant
part in the desert battles.

To use. assume that no unit bevond visible range
may be fired upon or identified. Players may use
blank counters to cover units and thus hide their
identities.

Scenario Number 1 2
Visible Range (Hexes) 12 12

oW

INFANTRY RULES

Crawling

Infantry units may approach a position at the
Crawling movement rate and in that cover state,
The rate is one hex per two turns and the cover state
is the same as Stationary.

Morale Loss Under Artillery Fire

Personnel units undergoing artillery bombard-
ment are naturally shaken. To simulate this in the
game it is suggested that personnel being fired upon
for effect with artillery or mortars at or below 105
mm in size lose one morale point per unit and those
receiving above 105 mm fire for effect lose two
points per unit,

Breaching the AT Ditch

Personnel units could breach AT ditchworks by
blowing in their sides with explosives. To allow this
common tactic in the game might be desirable. In
play, assume that any infantry group of at least 20
men may blow in the walls of an AT trench hex
(turning it into a hedgehog hex) by remaining for ten
turns in the hex and not engaging in firing or Melee.
After breaching, vehicles may move through the AT
trench hex in the same manner as minefields.

WEAPON AND ARTILLERY RULES

Barrier Barrage

Often in the desert war even AFV units would be
forced to stop in front of an extremely heavy
artillery fire zone although the chances of their
being damaged by it were remote. This event may be
simulated in the game by assuming that any hex
which has been subjected to 200 fragmentation
factors or more of indirect artillery or mortar fire
during the indirect phase of a turn may not be
entered by any unit during the next movement
phase.

Airburst 88 mm HE

The 88 mm FLAK weapon was the only gun on
the board to possess large time-fuzed HE ammuni-
tion for the engagement of aircraft. Often, these
rounds were used against ground targets set to
explode in the air—an entremely lethal tactic. To
allow this in the game simply assume that an 88 may
fire airburst HE against any target anywhere on the
board after one turn of “ranging” rounds in which
no damage is done. The airburst rounds produce as
much fragmentation as the normal 88 mm HE
round but they will reduce Full Cover to Good
Cover for all units which are not in ACV's, bunkers
or blockhouses, and they will not produce direct
hits.

Dust Reduction of ROF

As mentioned previously, it was assumed in the
game that all dug-in (in weapon pits) weapons were
assumed to adopt anti-dust measures to prevent
obscuration upon firing. When moved into the
open, however, considerable dust would be raised
by any large caliber weapon discharge and this may
be reflected through a reduced ROF. In play assume
that any weapon firing outside of a weapon pit has
its ROF reduced by one-half, rounded down, This
does not apply to AFV's, ATR’s mortars or rifle
caliber weapons.

Mortar OP’s

When using the Camouflage and Visibility rules
below and other occasions, situations may arise
where mortar weapons would not be able to directly
see a target. In these cases, allow any infantry HQ
unit to act as a mortar forward observer for any
friendly mortar. This is historically accurate for
participants in the desert conflict.

5 6 7 8 9
24 6
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Mortar Registrations

Asin the case of artillery batteries, mortar crews,
especially German, would often shoot-in registra-
tion points for fire, To simulate this, it is suggested
that two or three registrations be allowed [or each
medium mortar in the game to be used exactly as
those for artillery batteries.

AAA vs. Diving Stuka

In the current game no dilferentiation is made
between firing with Bofors upon a diving Stuka and
firing upon one in level [light and this is a
simplification. A diving aireralt is a much easier
target and to reflect this it is suggested that the
required 2-dice roll for a kill ona Stuka executing an
attack upon a unit within the 5-hex Bofors zone be
increased to 2. 3, or 4. In a similar way, captured 20
mm Breda, 20mm FLAK, 37 mm FLAK and 20 mm
weapons on the Sd. Kifz. 222 armored car may be
employed by the British player against Stukas. For
simplicity, assume that all four of these weapons are
employed identically to the Bofors for AA [ire with
the exception that the 20 mm weapons have an
effective zone of only two hexes in radius instead of
five.

ARMOR RULES

75 mm HEAT Ammunition

During the Gazala battles the Germans intro-
duced hollow charge or HEAT rounds for use with
the 75 mm short weapon on the Pz IV and with the
75 mm LIG. If used. it is suggested that very few
rounds be allocated to each vehicle or weapon
involved in a game. The Damage Tables [or all
AFV's do not include 75 mm HEAT entries so they
are summarized in a special table.

Reduced ROF Beyond Effective Range

Whenever AFV's and ATG's engaged targets
beyond their “effective range” (by definition in the
game, beyond the range where an unadjusted Hit
Probability Number of “8™ or better is required). it
was usual practice in the desert for both sides to
sense the fall of shot to avoid wasting ammunition.
To simulate this it is suggested that no target may be
engaged (by AFV's or ATG's) beyond the unadjust-
ed “8" range at higher than the firing weapon's
initial ROF until the target is hit.

Field of Fire

This is a very strange sounding rule which may
be of use in some scenarios. Its purpose is to prevent
the running of personnel units from one state of full
cover to another without being engaged by enemy
units in the area. In this rule, any unit may indicatea
straight line “field of fire™ from itself through any
hexes at the beginning of the movement phase of a
turn., Any enemy units crossing or entering a hex
containing part of the field of fire may be engaged by
the firing unit at full acquisition ROF at whatever
cover state exists within the hex crossed or entered.
Naturally, units laying fields of fire in a turn may
not fire except against enemy units crossing or
entering the field.

Crew Intimidation

As in the case of personnel units, vehicle crews
helpless in the face of overwhelming odds would
often be forced to surrender. In this rule, this
situation may be brought about for crews of M- and
F- killed vehicles whenever their morale level is
brought to zero exactly as in the case of Intimida-
tion of Personnel.

Smoke Projectors

All AFV's in the game including the armed
APC’s and armored cars carry smoke projectors or
candles for self defense. They were used in the real
desert battles for providing a short smoke screen to
allow the vehicles to retreat and this is how they may
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be used in the game. Whenever a vehicle is forced to
leave the board due to casualties or firepower
damage, it may lay one smoke counter in any hex
through which it moves to retreat from the board.
The smoke may only be laid once. lasts two turns as
artillery smoke, and affects play in the same way.

HE HIT DAMAGE TABLE

HE Round

20mm -
28/20mm -
37Tmm -
47mm

and above

Target
Humber

20mm to
28/20mm -
37mm —
47mm
and above

Daimler

M.H. MK. 11 20mm to

28/20mm -
37mm -
47mm

and above

M3 Honey 20mm -
37 to 50mm -
75 to 88mm

150mm

20mm -
37 to 50mm -
75 to 88mm -
150mm

Crusader

Grant 20mm -
37 to 50mm =
75 to 88mm —

150mm —

Matilda 20mm -
37 to S0mm -
75 to 88mm -

150mm -

20mm -
37 to 50mm -
75 to 88mm —
150mm -

Valentine

Sd.Kfz. 250/
10 20 = 37mm
78mm or 3"

5d.Kfz. 251/
10 (as Sd.Kfz.
250/10)

20 — 37mm

75mm or 3%

20 — 37mm
75mm or 3"

20 — 37Tmm
75mm or 3"

20 — 37mm -
75mm or 3" -

20 — 37Tmm
T5mm or 3" -
20 — 37mm -
75mm or 3" ~
20 - 37Tmm =
75mm or 3"
20 — 37mm -
75mmor 37 -

20 - 37mm
75mm or 3"

Sd.Kfz. 222
Sd.Kfz. 231
Pz Jag. 1B
Pz. 11 F
Marder I11
PZ.lllHorl
Pz. IV E

Pz. IV F2
AB40

K/C4

20 — 37mm —
75mm or 3" -

20 — 37mm
75mmor 3"

M13/40

Semovente o
K/C3

HE Hits on AFV's

In the standard game it was stated that the HE
ammunition fired by the Crusader C. S, and 75 mm
L1G weapons was ineffective except in achieving R
or TR hits. In reality, however, this is an over-
simplification. HE ammo from any weapon has
some capability for damaging most AFV's. With the
addition of the lighter armor this damage evaluation

FLH FTUR GM SUH SLH  STUR
= = ~  Klc2  K/C1 ik
K/C1  K/C2  K/C2 K/C3  K/C1  K/C2
- — ~  K/c2  K/C =
K/C1  K/C2  K/C2 K/C3  K/C1  K/C2
KfC2 K/C2 K/C2 K/C4 K/C2 K/C2
_ _ _ ~ M -
M F F K/C2 KfC1 -
M(P2) F(C2) F K/C2  K/C2  K/C2
i s LE M(P2) &
M ¥ Yorlimd K/C2  K/C3
K/C2 F R K/C2  K/C2
= F37  F75 M -
M F37 F75 C2(P3) (P4) F37
BE ¥ ¥ i £ i
M F B & i
: ¥ F - M .
M F F - M -
K FIC2 - K/C3  K/C1  FJC2
K/C1  FJC2 Z K/C3  K[C1 FjC2
- F/C2  F/C2 K/C3  K/CI  FJC2
K/C1  K/C2 - K/©3 K/CI  K/C2
M F F o K/IC3  K/Cl K/C2
M K/C2 - K/C3 K/C1 K/C2
- F P M -
i F ¥ i M F/C2
= F F = M =
K/IC3  K/Cl F  K/C4a K/C2  K[Cl
— F F K/C2 K/C1 K}E2
= 3 K/IC3  K/C1 5
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becomes important and so will be presented here.
All HE results listed in the following table are for
each round hit or burst hit.

If players include most or all of the above-listed
Experimental Rules, TOBRUK should represent a
nearly complete representation of desert war as
revealed in historical accounts.

(WH)

RH RTUR R TR G
- - F Mo B
- - F M F

M(P3) - F(P3) M F
K K/C2 Kje2: M F
= = F(P2) M F

M(P3) = F(P3) M F
K K/C2 K/C2 M F
- - F M F

- B(P2) M. R
K K/C2 FICR R IM
B - F M F
- - F(P2) M F
K - K/cz2 M F
K K/C2 K/cz2 M F
- - F M F
= B(P2) N S E
- & K/C3 M =R
K K/C2 KIGZIEE s iR
- - F37 - -
= = F37(P2) — F75
B - K/C3 M F75
- F37 K/C3 M F75
= = & = iaE
£ - F - i
- - s SN | GREN
- - K/IC3 M F
- - - F
B - F - F
- - F/c2 M F
- - K/cC2 M F
- F/C2 = M)
FfC2 F/C2 i M F
M(P2) - - M -
K FjC2 - M =
g = = M =
K F/C2 - M -
- F/C2 F/C2 M F
K K/C2 BlC2-nEEMEEE
— = F = =
K K/C2 F/c2 M
1 il F M 4l
K K/C2 K/C2 MR
— - F = =
- - F/[C2 M F
- 5 F o L
K F/C2  ler RSl HEEE
= “ F 4 —
K - F/cz2 M
i 13 i M b
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TAKING THE OFFENSE IN STALINGRAD

Although STALING RAD has been thoroughly
discussed in many past issues of the GENERAL,
one aspect of the game lacks a thorough summary.
There have been articles on German strategy; there
have been articles on Russian strategy: on historical
variants, design analysis, and a summary of
defensive techniques. But only a few articles have
even eluded to the numerous offensive techniques
available to the astute attacker when playing
Stalingrad. Many players call these “offensive
tacties™ or “dirty tricks”, I call them a summary of
experience and using the rules to the best advantage.

Probably the best way to introduce offensive
techniques is through an analysis of the Combat
Results Table. But probability is boring to many
people and several articles have already been written
analyzing the CRT. The results of this analysis stress
3-1 or better attacks with 1-3 soak-offs. 3-1 or better
attacks guarantee the attacker will take the position,
1-3 soak-offs guarantee the best chance for the least
loss to the attacker. Unfortunately, the more
STALINGRAD becomes analyzed, the more ways
the defender will find ways to prevent a German
from using the 3-1, -3 strategy. Obviously, the 3-1,
1-3 strategy will work against beginning plavers but
the more STALINGRA D becomes a “tournament™
game at the conventions, the more you will find that
your opponent is an intermediate level or expert
STALINGRAD player.

In effect, the attacker is looking for three results
on the Combat Results Table. He wants to take an
enemy position, eliminate enemy units, and mini-
mize his own losses. Based on these objectives there
is a priority of results that he must strive for. In
order they are DElim, DBack 2 or Exchange,
ABack 2, and AElim. A strict analysis of just the
CRT does not take into account the actual situation
on the mapboard. In effect, by properly attacking,
the offensive player will find that he can change
many DBack 2 results into DElim results, or ABack
2results into DBack 2 results (effectively an attacker
advance). The trick is where to find the weakness in
the defense. The purpose of this article, then, will be
to put some punch back into the offense, to turn a
result that gives no advantage to the attacker, intoa
result that gives the advantage to the attacker.
Admittedly, each of these techniques can be
stopped. But in many instances, by threatening
everywhere, the attacker can force the defender into
a weak position and then capitalize on it.

CHANGING DBACK 2's INTO DELIM’s
1. USING THE ADVANCE

A E] Iq’fl
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C .

r

A 5 3|
116

3 W b
. Wapsaw

FIGURE #la—in this openng set-up position two units are poorly
positioned: the 5-7-4 next to Brest-Litovsk should be attacked at 3-1,
the 2-3-6 should be attacked at 3-1 or 5-1 (with a [-3 soak-off against
the 4-6-6). Appropriate soak-offs are made against the 7-10-4 and 35-
T-4's, Note that although 1-3 is the best possible soak-off in terms of
loss ratio, the German should not risk 5-5-4' unless he has 10— they
are very valuable units. Note that the 8-8-6 with the 2 5-5-4"s will
advance after combat against the 5-7-4, Similarly the 2 7-7-6' will
advance aflter combat against the 2-3-6. In effect Brest-Litovsk must
be surrounded.

By Joseph A. Angialillo, Jr.

There are four ways (that I have found so far) to
take advantage of DBack results. Almost any player
worth anything knows the first way: to usea 3-1 or
better attack against a doubled position, advance
after combat, and surround enemy units. The
surrounded units are then either attacked at 3-1 or
better odds or must counterattack in their turn at
poor odds. Figure #1a shows an example of part of
a novice player's opening Russian set-up. Not only
has he lelt the German player 3-1"s but he has also
assured the loss of Brest by giving the German
plaver an advance alter combat, Normally, players
of this quality are not found in conventions after the
second round. So this situation will rarely occur.
Figure #1b is similar to a recent contest in the
GENERAL and is a good example of utilizing the
advance after combat in conjunction with other
attacks to take Moscow. Experienced players
should be able to recognize the weakness of this
situation immediately.

FIGURE #1b—In this position the sequence of attacks is critical,
Two 31" are made against the 4-6-4 and 2-3-6 in hex 833, The 3-1
against the 4-6-4 from hex 532 is made first so that it will retreat
leaving only the 2-3-6 in the hex. After the 2-3-6 is eliminated or
retreated by the attack from hex R33, the 8-8-6 and 6-6-b advance. A
1-3 soak-off [rom hex T32 is made against hex T33. Units on hex U32
attuck the 5-7-4 on hex U33 at 3-1, retrenting it so that the attack
against the 2-3-6 on U33, a 5-1 from units on hexes V33 and V32 will
allow the advance of 2 7-7-8' from V33 and a 4-44 from V32

2. USING THE PIN

A variation of the advance after combat is the
pin. In effect this technique is a single attack that
will surround an enemy unit: by retreating it
properly, then advancing after combat. Figure #2a
shows the standard second turn defense of the
northern Nemunas used by many intermediate
Russian players. It is 3-1 proofl but not impene-
trable. By taking a small risk (10 factors) and using
the pin attack, a 1-2 becomes as effectiveasa 1-1 in
eliminating the 7-10-4. Later in the game, as the

raunos
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FIGURE #2a—In this position the 7-10-4 is retreated into Germuny il
a B2 result is rolled. Thus with the roll of a | or 2 the Nemunas is
broken, A 5 or 615 an AEhm but 3 or 4 will notchange anything, Note
that the DB2 is morce effective using this attack than an outright 1-2
since the 7-10-4 is pinned. The 7-10-4 is retreated to hex T16 and the
attacking units advance

Russian player loses units, he will become hard-
pressed in either the north or south. In many games
the situation as pictured in figure #2b occurs. Again
the pin is used to turn a DBack 2 into a DElim. The
Russian unit is retreated to the hex indicated.
German units advance and the Russian unit must
counterattack at poor odds in its turn. resulting in
its elimination.
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FIGURE #2b—In this position the 5-7-4 is attucked at 3-1 and
retreated to hex MM22 by the retreat path indicated in the
illustration, German units then advance after combat and the Russian
unit is eliminated 10 its combat phase.

3. USING THE WEATHER

One of the most dramatic methods of changinga
DBack 2 into a DElim when playing the Russiansis
to use the weather. Nothing is more enjoyable than
retreating a German unit onto Lake Ladoga during
a snow game-turn and watching it drown if the lake
thaws next turn. Admittedly. the best time to use the
weather attack is during snow in March. April isa
sure thaw turn and the unit will drown. Even an
attack in February is useful because of the
probability that the lakes will thaw in March. The
situation illustrated in figure #3 occurred ina PBM
game and is a perfect illustration of how to use the
weather attack.

FIGURE #3—1In this position the 5-5-4 is attacked at 3-1, 17it retreats
it is retreated to hex H3 1 and will not be able to reach Leningrad if the
weather is poor (snow). 1 the weather changes to mud or clear the unit
drowns, eliminating it,

4. USING POOR TERRAIN;
STRATEGIC ELIMINATION

The last method of changing a DBack 2 into a
DElim is very subtle. A player must understand that
by pushing a unit into the “boondocks™ that he has
cffectively strategically eliminated the unit. The
poor terrain attack uses mountains. swamps. and
the sea. The retreated units are either eliminated
next turn, isolated, or rendered useless because of
their position. Figure #4a renders the Russian unit
useless by retreating it into the Crimea, though itis
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FIGURE #da—In this position the 2-3-6 on hex MM21 is retreated
into the Crimea if a DB2 ¢ is rolled. Note that a 3-1 will always
climmate the unit because it is strategically eliminated by a DB2
result. Since 2-3-6' are valuable for replacements, the DB2 result may
even be preferable to a DElim;

sorely needed in the south. Figure #4b isolates the
Russian unit by retreating it into the mountains in
Hungary. And figure #4c uses the Pripiet Marshes
to prevent the 7-10-4 from reaching Minsk and
preventing a 3-1 on the city next turn,

FIGURE #4b—In this position the 4-6-6 on hex FF12 s attacked at 3-
I from hex EEI2 and il @ DB2 result is rolled, it is retreated to hex
HHI0, strategically eliminating it. If the German player antacked
from hex FF11. he could attain better odds against the 4-6-6 but could
not strategically eliminate the unit and would also have to soak-off
ngainst other Russian units,

Note that all of these techniques can be used with
low odds attacks, effectively changing 1-2's into 1-
I's since a DBack 2 becomes as useful as a DElim.
The only difference is that the attacker risks less
factors in an AElim.

FIGURE Kdc—In this position the 7-10-4 is needed next turn to
delend Minsk (preventing a 3-1 by placing the 2 5-7-4's on hex W22
and a 2-3-6 an hex U22)and is attecked a1 1-2 from hex Z20. A ) or2
will prevent the 7-10-4 from reaching Minsk nextturn. Onlva Sor 6
will result in the elimination of the 5-5-4.,

CHANGING ABACK 2's INTO DBACK 2's
5. USING OVERSTACKING

The only technigque that 1 know of that will
change ABack 2s into DBack 2’s (gain terrain) was
explained in an early issue of the GENERAL. The
illustration in that article rarely occurs now since
good players understand the technique and have
compensated for it in their opening set-up. The most
useful application of the overstacking attack usually
occurs during the first winter when Russian
mobility is lacking and there are few Russian units
available to counterattack. Figure #5a uses the
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FIGURE #5a—In this position the German player wishes to assault
hex S1% onturn 2 at 3-1, Since most Russian plavers (and the one in
this exumple is no exception) have the closest 7-10-4 at Brest-Litovsk,
the 2-3-6 is first eliminated at 7-1 and the 3 5-7-4'% are attacked at 3 1-
s, Surviving German units must be retreated to hex UIR, preventing
the 7-10-4 from reaching S18 on the upcoming Russian move.

overstacking principle on the opening set-up to
prevent a 7-10-4 from reaching S18 on turn #2. The
position can then be assaulted at 3-1 next turn.
Figure #5b uses the overstacking principle on turn
#2 to isolate the north from much needed reinforce-
ments on turn #3. The Nemunas can then be
assaulted, giving the Germans the advantage of
breaking the river early. Figure #5¢ uses the
overstacking attack to lengthen the Russian line
during the first winter. Because of the reduced
mobility the Germans will surely gain momentum.

FIGURE #3b—This attack 1s often used in conjunction with the
attack shown in figure 52a. The possibilities of crushing the Russian
ling in the north are very promising using the two attacks. Note that
the AB2 forces the 2-2-4 to cut off reinforcements from Brest-Litovsk,
A 1-2 is often emploved since a die roll of 1,2,3 or 4 isa good result for
the German. Note that the automatic eliminution of the 2-3-6 15 saved
until alter the 1-2 is rolled.

FIGURE #Sc—In this position the Russian player is stymied by the
weather —he lacks mobility because of the winter. The German player
attacks the 2 5-7-4% at 1-3 each. A die roll of 1.2.3 or 4 will cause the
Russian player to retreat the units behind Russian lines. Note that the
2-3-6 is attacked at an automitic elimination after the other two
attacks are made
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In all of these examples the attacker stacks hexes
three high when he could be retreated behind his
lines. Units must then be retreated “forward” to
obey the stacking restrictions. The sequence of
attacks is almost always critical. And numerous low
odds attacks against the same position are better
than one low odds attack to assure the highest
probability that at least one attack will succeed. In
effect 1-3's became as good as 1-2's and 1-2's are as
good as |-1"s,

CHANGING EXCHANGES INTO ADVANCES
6. USING EXCHANGE ATTACK FACTORS
AND 1-1's

Previously mentioned in Vol. 2 No. §, p. 5of the
GENERAL, 1-1's can be used to break river lines,
mountain ranges, and city positions. The attacksare
riskier than 1-2's but offer many more rewards if
they work. The technigque involves attacking a hex
of a river lineat 1-1 with just the right units available
for exchange. The remaining units can then advance
after combat. Figure #6 illustrates the advance after
1-1 principle, Note that one large 1-1 is made. not 2
small 1-I's since the reason for the attack is to
advance after combat. Probability favors the single
attack since the Russian player would be able to
counterattack at basic odds if only one attack
succeeded, still holding the river line.

FIGURE #6—In the following position the German player has
chosen to take three [-1'% to break the Dnestr, The most effective -1 is
the one against 1117 sinee it Torces the Russian to counterattack to
hold the Southern Bug. Note that in cach attack exactly the correct
umits are used so that in the event of an exchange. the remaining units
will advance after combat (the circled units are removed with an
exchange result), Results of 1.2 or 3 will achieve the the German
objective. Only a 5 or 6 will result in the German loss of all attacking
units.

LESSENING YOUR LOSSES
7. USING 1-2's IN THE OPEN

Since exchanges benefit the Germans when they
attack, 1-2's against a non-doubled position (in the
open) can be used in an attempt to eliminate
Russian units and/ or take terrain, Against two 4-6-
4's or 4-6-6's the German player could attack witha
2-2-4 and a 4-4-4. Inan exchange the Russian player
must lose both units (1welve defense factors) while
the German player loses six defense factors, Against
two 5-7-4s, a 3-3-4 and a 4-4-4 will give the same
effect. Against three 4-6-4's, nine attack factors are
needed. Note that the same effect is nor achieved
with ten factors attacking two 5-7-4's and a 4-6-4,
Obviously, 1-2's are risky but when you need to take
risks to eliminate Russian units, 1-2's in the open are
sometimes the best attack.

8. USING I-1's IN THE OPEN

A variation of attack #7 is the 1-1 attack in the
open, using just the right units for an exchange.
Against two Russian 4-6-4s, the German should
attack with three 4-4-4’s. An exchange will not only
take the position, but also give a beneficial loss ratio
to the German (eight defense factors to twelve), The
same effect occurs when two 5-7-4’s are attacked by
two 5-5-4's and a 4-4-4. Any stack in the open that is
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stronger than this, however, is usually too strong to
be attacked at 1-1 from one hex. The German player
will need to use his valuable panzer corps in the
attack and infantry is more expendable because of
the greater threat offered by the German panzers.

Obviously I-1s in the open risk more factors
than 1-2's but the presence of a DElim on the table
makes the attack more profitable if it succeeds. The
more important concept for the German player to
understand is that he should only take “selective”
risky attacks. They should only be used to maintain
the momentum. In this way the German player does
not lose the game because he fights against the laws
of probability as well as his Russian opponent.
USING THE INDIRECT APPROACH

Of the eight attacks mentioned in this article,
attacks #7 and #8 can least often be prevented by the
Russian player. The only way that the Russian
player can prevent these attacks would be to
sacrifice units or allow numerous 3-1's against his
position. Allowing [-2's and 1-1s in the open is
much safer.

Often times the Russian player will make a
minor error, giving the German player a chance to
use one of the other attacks that have been
mentioned. However, just blind luck that the
Russian player will err is no way to play the game. A
good German player will force the Russian player
into a position where he will give up one of the
attacks, or he must retreat. This forcing of the issue
is the purpose of the indirect approach.

Many articles have been written on the indirect
approach, but few examples have been included in
STALINGRAD articles. In a nut shell, the indirect
approach stresses German panzer corps in a
centralized position where they can attack as many
positions as possible on the next turn. Thus killer
packs are needed, behind the lines whenever they are
not being used for a specific attack. A “good” killer
panzer army would include four 8-8-6's, three 6-6-
6's, and two 5-5-4’s. This combination of units can
successfully attack (at 3-1) a single doubled 5-7-4
from two hexes, a doubled 6-9-6 from three hexes
(with one soak-off), or a doubled 7-10-4 from three
hexes (with no soak-offs). Not only is the combina-
tion of units perfect for the attack, but it is also
perfect for the exchange. Thus the indirect approach
stresses centralized panzer reserves and counting
combat factors.

Another aspect of the indirect approach involves
certain “key” hexes on the mapboard. Hex Y24 can
only be "3-1 proofed” using both 7-10-4's—
otherwise the river line can be broken. This fact
leaves fewer strong units for the Russian player to
use to defend in the south during later stages of the
game. Hex AA22 is an excellent position to place
three 8-8-6"s or two 8-8-6's and a 5-5-4. The stack
can pivot either north or south if need be.

An example of the use of the indirect approach is
included in figure #7, the Russian position that must
be destroyed. The entire mapboard is shown
because the indirect approach involves all the
Russian units, not simply a sector of the front. By
properly positioning German units and studying the
position from north to south, a German move can
be made to force a position where attack #5 will be
used to stretch the Russian line next turn. Figure #8
shows the resulting Russian move. It is strong but
predictable and forceable. The result of the indirect
approach is a gain in momentum: it forces the
Russian player to weaken his position or retreat.

WHEN TO TAKE RISKS

The final point of this article is to discuss when
the German player must take risks to win the game.
Obviously, if the Russian player is a novice, the
German player will never have to take risks. He can
win the game by surrounding units and attacking at
3-1 or better with 1-3 soak-offs. More often than not
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COMMENT ON FIGURES #7 and #8—The purpose of the indirect
approach s to threaten 3-1 attacks on the next turn and, therefore,
take ground, The position listed in figure #7 is the position after the
Russian September 1941 move, Mud was rolled for October 1941 and
snow is the weather for November. Figure #8 shows the German
October [94] move and the resulting Russian move, Units were
placed in the north to perform three missions, every unit was moved
to the position shown for a purpose: to threaten a 3-1, attack an
enemy unit, or penetrate terrain. As a result units were forced to pull

back from Rign. The defense along the Divina was predictable and
foreed the Dinepr defense shownin figure #8, And the objective of the
move was to make a pair of 1-2's against hex FF22 50 as to changeany
ABY's into retreats into Russian terrain by stacking hexes FF20 and
GGIY to the fimit, Note that the move had far reaching results and
gives the German a good chance to break the Dneprin November —a
toll of 1.2,3 or 4 in either 1-2 attack would be a German success, The
actual German November move is not shown but the power of the
indirect approach is,

BBCET § ITAUTH

the Russian player will prevent 3-1 attacks by
properly positioning his units, sacrificing only one
or two 2-3-6's per turn.

Now the German player is faced with a problem.
When should he take risky attacks—1-2's, 1-I’s,and
2-1's? Obviously, these attacks must be made just at
the right moment, and not too often, just enough to
maintain the momentum. Experienced players say
that the more you play the more you learn when to
take risks. Even though you may think this is
passing the buck, it’s the truth. There are some
guidelines, however.

You can obviously take risks early and make or
break the game early, but a more effective method is
to attack a few, selective, positions during the first
few turns, before the Russians get reinforcements—
1-2's and /or 1-1's in the open; and a few, very few, 1-
2's or 1-1's or (ech!) 2-1"s to break river lines or city
defense lines. The best time to take risks is during
the first winter when the Russian player lacks the
mobility to sufficiently plug up holes in the line. And
the most important turns in the game are February
and March of 1942 when the weather changes. An
effective break in the Russian line during those turns
will win the game for the Germans. Due to the
change in the weather and the fact that the Germans
move first. The Russians have no mobility to plug
up holes and the Germans have all the mobility to

exploit them.

AREA TOP TEN

Times Previous

Rank Name On List Rating Rank
1. R. Chiang 3 EGL2031 I
2. T. Oleson 4 1101913 2
3. R. Wood 1 CDII80I —
4. C. Todoroff 2 CF11763 3
5. S. Heinowski 2 CFl11744 4
6. G. Kilbride | CDG1697 —
7. D. Barker 2 CEG1596 7
8, S. Packwood 2 CEA1592 5
9. J. LeJeune 3 CDEI1579 6
10. B. Beardsley 1 CCDI1540 —

The above players represent the 10 highest
verified (11+ rated games) of the 3,000 member
AREA pool. Players with an opponent qualifier
less than C were not calculated among the top
player ratings.

The "Times on List" statisticis considered as
“Consecutive’’ times on list. If a player slips out
of the Top 10 for any length of time his next
appearance is considered as his first.
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BLIND FREE KRIEGSPIEL . ..:co

The enjoyment of most wargames can be greatly
increased by “blinding™ them—that is, forcing each
gamer to play the game with very limited knowledge
of his opponent’s dispositions and movements. This
can be easily arranged by separating the two players
by a screen and having each one play on his own
mapboard, play being regulated by an umpire.
Many players have at one time or another
experimented with various forms of blindgaming.
The general idea in most versions | have seen is
always the same: players use the standard game
rules with only such modifications as are necessary
to blind the game. At the beginning of his turn a
plaver is told the positions of any enemy units that
he can see. He then moves and fights according to
the normal rules with umpire interference only when
he blunders into an unseen enemy unit. A frequently
plaved blindgame is SNIPER!, whose sighting rules
are readily adaptable to blinding.

Blindgames offer far more excitement and
realism than standard games. You cannot appre-
ciate the special terror of a blindgame until you sit
down behind the dividing screen and let your
imagination go to work. The enemy lurks behind
every tree and rock. You're never quite sure what
he’s up to, and you keep nervously checking your
flanks and rear. I've derived great sadistic pleasure
from blindgames with beginners by frantically
shuttling my biggest and meanest tank unit all over
the battlefield, presenting my opponent with brief
and tantalizing glimpses. The tactic accomplishes
little of immediate military value, but the groans of
confusion and frustration are hilarious.

The greatest enjoyment of blindgames only
comes after you have played a few and you realize
that your opponent is every bit as blind as you are.
This realization opens up a whole realm of new
possibilities. Tactics that are idiotic in regular games
offer opportunities for victory in a blindgame. You
can try to sneak around your opponent’s flank, or
you can attempt a sudden coup de main ona critical
position. You can feint in one direction while
thrusting in another; you can even attempt a pure
bluff. All of these strategems can work in a
blindgame.

More importantly, only a blindgame can
successfully simulate one of the most important and
most neglected aspects of military operations—the
fog of war. Few gamers seem to realize the crucial
role played by limited intelligence in real warfare.
Let us consider, for example, the two pillars of
modern military operations: the blitzkrieg armored
offensive and the mobile defense. No wargame |
have seen even begins to adequately simulate these
operations. Try to pull off “Sichelschnitt™ in
FRANCE 1940—it doesn’t work. Try to encircle
your opponent’s forces in WAR IN THE EAST—it
can’t be done against a competent player.

Wargames have [ailed tosimulate the blitzkrieg
and mobile defense because both of these operations
are built around limited intelligence factors. The
blitzkrieg has three stages: 1) the secret massing of
troops at the schwerpunkt: 2) the destruction of the
enemy line at the schwerpunkt; and 3) the lunge by
armored forces from the schwerpunkt deep into the
enemy's rear areas. In the most successful blitz-
kriegs this lunge has always been a straight ahead,
to-hell-with-the-flanks affair. Obviously, a blitz-
krieg couldn’t get off the ground in a full intelligence
game: the defender would see the build-up and
reinforce the threatened sector. Even if the attacker
could breach the line (a very rare occurrence in most
games), he wouldn’t dare lunge his armor forward.
The defender. knowing his exact dispositions, could
easily crush the breakthrough,

Similarly, the mobile defense is a pointless
exercise in full intelligence wargames. Theoretically,
the mobile delense requires the existence of armored
reserves which can swing against the exposed flanks
of a developing penetration and cave it in while it is
still vulnerable. The battle’s outcome is normally
determined by speed—can the attacker complete his
breakthrough and bring infantry into the flanks
before the defender’s armored reserves arrive? The
Wehrmacht of 1943/44 was consistently quicker
than its Russian opponent, and thus was frequently
able to defeat Russian penetrations, despite its
numerical inferiority. Only when they had no
mobile reserves left did their mobile defense fail. All
of this cannot be simulated in a full intelligence
game because the attacker would not lunge his tanks
forward unless he knew that the defender would not
be capable of cutting them off. Why should he stick
his neck into a noose? The same thing applies to the
defender. Why bother having reserves when you
know exactly what the enemy is capable of doing.
Stuff that armor into the line where it'll do some
good. It's terribly unrealistic, but it’s standard
practice in full intelligence games.

Blindgames offer one other possibility which, so
far as 1 know, has not been explored by many
gamers. Every blindgame requires an umpire; this
umpire must be intimately familiar with the rules of
the game and is probably a very skilled player
himself. Yet the umpire’s resonsibilities in a
blindgame are limited to checking sighting and
spotting, and resolving combat. His vast talents are
being wasted. Should we not utilize these talents by
giving the umpire more decision-making responsi-
bility? I propose that we permit the umpire to make
the rules rather than merely apply them. I propose
that we allow him to determine on a case-by-case
basis combat results, terrain effects, supply, morale,
movement, and all the other factors normally laid
out in the rules.

The idea of allowing an umpire to apply his
military judgment to a situation rather than merely
enforcing somebody else’s rules is not new. A
hundred years ago military wargamers were
debating the relative merits of free kriegspiel versus
rigid kriegspiel. Rigid kriegspiel, the predominant
systemn at the time, utilizes a large and complex set of
rules which regulate all aspects of play. The umpire’s
role in such a game is merely to apply the rules.
Rigid kriegspiel requires lengthy caleulations and
suffers from a lack of realism because no finite set of
rules can truly simulate reality, Free kriegspiel is an
effort to solve both of these limitations. In free
kriegspiel, players are allowed to attempt any action
they think reasonable; the umpire then determines
the result of that attempt by applying his judgement
to the situation.

Most players will immediately recognize that all
of the commercial wargames currently on the
market are rigid kriegspiel games. They have an
absolute set of rules which are complicated and not
particularly realistic. | am proposing that players
bring free kriegspiel into civilian gaming.

There are objections to free kriegspiel. Free
kriegspiel is arbitrary: important decisions are made
at the whim of an umpire. Free kriegspiel is
unpredictable in that the player does not know what
the umpire will do; the player does not know the
capabilities of his own units or even the rules that
the umpire is using! A lot of players are put off by
these uncertainties. They feel that they should know

everything about their own units as well as the exact
rules that the umpire is using. After all, how can they
play the game if they don’t know the rules
beforehand?

This insistence on knowing all is common to
many wargamers. While freely admitting that the
fog of war prevents them from knowing the
dispositions of their enemy, they will steadfastly
deny that the same fog of war applies to their own
people. These players should study military history
more closely; most military operations have been
plagued by frequent errors and misunderstandings
within the respective armies. Many a general has
lamented that getting his own troops under control
was harder than fighting the enemy. A classic
example of this internal fog of war is provided by
Napoleon’s Waterloo campaign. The invention of
the radio went a long way to decrease the internal
fog of war but the gains so made were for the most
part nullified by the expansion of the combat zone,
the decreasing density of troops on the battlefield,
and the increasing speed afforded to battles by
motorization.

The fog of war is so pervasive that a commander
cannot even know the capabilities of his own units
with certainty. How can he be sure that his tanks can
march precisely 8 hexes every day? The road might
be cratered, or the crews might be tired, or maybe
the fuel won't get up to the tanks on schedule. Once
the unit gets into combat, there’s no telling how hard
it will fight. The same men who were demons
yesterday might be lethargic today. Who can tell?
Certainly not the guy who writes the rules.

Ultimately, the argument over how much a
player should know boils down to a philosophical
difference over the purposes of wargames. I tend to
view a wargame as an enjoyable way to simulate
history with a friend. Many players, however, treat
wargames as a battle of wits between opponents. If [
may digress for a moment, I would suggest that
those who hold wargames to be tests of intellect bely
their inexperience. In a serious match, the outcome
of a game is usually decided by experience with the
game-system rather than intellect. When equally
experienced players meet, the outcome is usually
decided by minor slips. 1 have played too many
wargames to attach any significance to winning,
Despite this, there will always be a sizable group of
people who play to win. These peopie will never
appreciate free kreigspiel because it strips victory of
any objective significance. Players whose main
interest lies in having an enjoyable, intriguing, and
realistic game will find the above objections
insignificant. Indeed, the loose atmosphere of a free
kriegspiel game encourages players to stop worrying
about winning and to concentrate on good playing.

There do exist strong arguments in support of
free kriegspicl. Foremost among these is the
aforementioned realism argument—the blindness
of free kriegspiel games vastly improves the realism
of the simulation. But free kriegspiel provides
realism over and above that provided by blindness.
The open-ended nature of free kriegspiel permits the
umpire to simulate reality as closely as he wishes.
Minor details normally overlooked in regular games
can make themselves felt in free kriegspiel. Crews
can tire, one woods hex can be more thickly wooded
than another, traffic jams can develop—the list of
possibilities is endless. Furthermore, these minor
details can be had without an extensive set of rules;
the umpire applies them as they crop up. Thus, what
is “dirt” to a regular game can be “color” to a free
kriegspiel game. Furthermore, free kriegspiel offers
more room for variance than a rigid game. The
umpire can juggle combat strengths, movement
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rates, or anything else he deems appropriate. Under
these circumstances the game becomes less locked
in; a player cannot rest assured that 3-1 surrounded
is a sure kill. There's always the nagging possibility
of something going wrong, and that keeps plavers
honest.

Another big advantage of free kriegspiel lies in
what it lacks—rules. Rules that don't exist don't
have to be studied and memorized. It normally takes
me 3-5 hours to familiarize myself with a particular
set of rules and perhaps another 10 hours to master
them. That's a big time investment! With free
kriegspiel, that investment is unnecessary: a player
can concentrate on playing the games rather than
reading the rules. Furthermore. the elimination of
rules destroys what is in my opinion the bane of
wargaming—rules nitpicking. Have you ever
suffered an embarrassingly crushing defeat because
your opponent used a clever trick based on an
obscure rule? I've had it happen to me and I've done
it to others and it’s a pile of feces. Even in games in
which victory is not determined by a rules fluke, the
character of play is too frequently dominated by
nuances of the rules. Free kriegspiel stops the rules-
strangulation of game-playing by eliminating the
rules themselves.

A parallel advantage of free kriegspiel is its
elimination of victory conditions. How many times
has good play been warped by a desire to satisfy an
entirely artificial set of victory conditions? 1 don't
know, but the very existence of a small set of victory
conditions is enough to ruin the utility of an
otherwise pleasant game. My solution is to throw
the rascals out entirely. Who needs victory condi-
tions? Play for the fun of it, and evaluate your own
performance, or discuss mistakes with the umpire
after the game. If you simply can’t have a game
without a winner, let the umpire select the player
who did best.

OK, let’s say that you're willing to try free
kriegspiel. How do you go about it? First you have
to organize a player/ referee pool. This is a group of
players who will work together in learning how to
make free kriegspiel work. Obviously the absolute
minimum size is three players, but 1 have found a
pool of 5 persons to be optimal. You then select a
game around which you will focus vour initial
efforts. We used PANZER LEADER for tactical
games. You start off by playing standard blind-
games to familiarize everybody with the problems
and techniques of blindgaming. Once this is
accomplished, you begin to open up the games by
permitting the umpire to bend the rules on
occasion. Specifically, the umpire could alter the
movement allowance of a unit to reflect fatigue,
morale, or panic; he could change the column on the
combat results table; or he could alter the die roll
when resolving combat. The principal pitfall here is
the umpire's eagerness to wield his new power in
creative and exotic ways. The best example of this
that I know of is Mike Shepley’s “Roving Nomad™
rule in AFRIKA KORPS, according to which my
supply units were suddenly pillaged by roving
nomads from the scorched sands of the Sahara, The
umpires must exercise self-control during this stage.
The cute tricks must be avoided in favor of the more
conservative variations. As experience mounts, and
the group develops a common wisdom, more
latitude can be taken by the umpires. Soon you
reach a stage where you are using the original game
rules as a starting point, but the umpire is free to
modify any aspect of the game at any time, A
problem which might crop up at this time involves
simple differences of opinion. I well remember the
Germanomaniac who held the Tiger Il to be
invincible in tank-to-tank combat and was furious
when I destroyed one with a Sherman. My feeling
on this problem is that the umpire must not be

challenged or questioned during a game. After the
game is over all three persons should discuss
questionable rulings. Even then, you must accept
the occasional fluke. Sometimes in combat things
happen which shouldn't happen, Those are the
breaks.

Eventually you reach the most advanced stage of
free kriegspiel, in which you completely dispense
with the standard rules. The umpire makes up a
scenario, individually briefs each player on his
situation and mission, and regulates the game.
Players are free to attempt anything they want: the
umpire determines the outcome. At this stage the
aforementioned problem involving the player's
desire to know more than the umpire is willing to tell
can become severe. The natural tension associated
with a blindgame can make some people testy, and
friction with the umpire is a common occurrence
during this stage. The only solution I have found is
the adoption of the absolute rule: “The umpire is
always right, so dont argue with him.” Eventually
the problem irons itself out; after a player has
experienced the frustrations of umpiring he tends to
be nicer to his umpires.

A special problem arises from every umpire’s
nice-guy instincts. Nobody should ever get plastered
in a game like this so if one fellow is losing, give him
a few reinforcements and mavbe throw those
decisions his way to even things out. Golly, this
really 1s a sweet gesture but it makes very bland
games—nobody can win. | remember a game in
which my armor overran a weak position and raced
halfway across the board 1o seize most of my victory
objective—all on the first turn! The rest of the game
saw me pulverizing the enemy infantry clinging to
the remnants of the objective. | threw everything I
had at them and inflicted huge casualties, but never
enough to finish them and secure the objective. The
umpire should have allowed the game to end quickly
and had us start over.

The choice of a game for free kriegspiel should
be made carefully, for an initial disaster will color all
future efforts. Those unfamiliar with blindgaming
should probably start with tactical games. These
games have low unit counts (a great aid to the novice
umpire} and benefit enormously from the blind
treatment. Free kriegspiel can be most profitably
applied to the platoon level games. The unit density is
still within the capabilities of the fledgling umpire
and the games have enormous potential with the
free kriegspiel treatment. The complexities inherent
totactical combat may prove difficult, but an umpire
who uses the game’s own rules as a reference point
can normally feel quite safe. Operational level
games are difficult for an umpire to run blind
because of the high unit density but fortunately the
mechanics of an operational situation are easily
grasped. With careful work an operational game
can be successful under free kriegspiel.

I shall close this article with two minor notes on
mechanies. First, inasmuch as any blinded game
requires two sets of boards and counters, there
exists the possibility of counters from different
games being mixed together. The culprit here is the
umpire, who rushes to board A while still clutching
counters from board B. He lays them down. forgets
from where they came, and vou've got problems.
This mess is easily avoided by forbidding the umpire
to pick up counters. Let him point.

Another problem is silence. All three partici-
pants need to be aware of the fact that the
conversations between umpire and player contain
valuable information for the other player. The
novice umpire must be particularly careful to word
his conversations so that they carry no significant
military information. It infuriates a player to have
his brilliant plans given away by a blabbermouth

umpire. @
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PANZERBLITZ BOOKLETS

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", i}
initiates and may 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 resembles very much an
issue of the GENERAL except that it is devoted
100% 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 13" "—twelve additional scenarios by
Robert Harmon; “Parablitz’’; "Panzernacht’;
“Blind Panzerblitz”’; "Situation 13""; "Champi-
onship 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 PANZERBLITZ
sells for $3.00 plus 50¢ postage and handling
charges from the Avalon Hill Game Company.
4517 Harford Rd., Baltimore, MD 21214,
Maryland residents add 4% state sales tax.

WE WANT YOU . ..

to write for the GENERAL. If you can string
words together into an interesting article
format on any Avalon Hill wargame, there's a
good chance you're just the person we're
looking for. You can supplement our literary
staff with articles of strategy, game analyses,
Series Replays, commentaries, new scenarios,
or variants.

All articles should be type-written, double-
spaced and accompanied by a self-addressed
envelope bearing first class postage. Other-
wise, rejected articles will not be returned.
Articles should be supplemented with illustra-
tions and/or charts whenever possible.

Commencing with the January, 1977 issue
the GENERAL will pay $5 per running 10"
column of edited text. Letters to the Editor are
not subject to remuneration. Alternatively,
authors may elect to take their remuneration in
the form of Avalon Hill products, paid at the
rate of 150% of the cash remuneration.
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GENERAL BACK ISSUES

Only a limited number of GENERA L back issues are available for $1.50 each plus normal postage and
handling charges. Due to low supplies we request that you specify an alternate for any selection you make.
The index below lists the contents of each issue by subject matter; feature articles are designated with an (¥),
series replays are italicized, and the number following each issue is the reader rating of that particular issue.

Yol. 7, No. 2 — 4 miscellaneous, Anzio, Bulge, Jutland, Blitzkrieg, Waterloo

Vol. 8, No. 1 — *Bulge, Anzio, 2 miscellaneous, Panzerblitz, 2 Luftwaffe, 1914, Gettysburg

Vol. 12, No. 1 — *1776, Anzio, miscellaneous, Panzerblitz, Chancellorsville, Panzer Leader, Stalin-
grad, Tactics I1 ., . 2.57

Vol. 12, No. 2 — *3 Tobruk, Panzerblitz, Bulge, Blitzkrieg, Panzer Leader, Stalingrad . . . 3.10

Yol. 12, No. 3 — *3 Jutland, Waterloo, miscellaneous, Third Reich, Chancellorsville . . . 3.96

Vol. 12, No. 4 *Alexander, Afrika Korps, 3 miscellaneous, Panzerblitz, Midway. France '40, 1776,
Panzer Leader, Stalingrad . .. 2.64

Yol. 12, No. § *Panzerblitz, Anzio, miscellancous, Afrika Korps, Blitzkrieg, Third Reich . . . 3.22

Vol. 12, No. 6 — *Chancellorsville, WS&J/M, miscellaneous, Panzer Leader, Stalingrad . . . 3.42

VYol. 13, No. 1 *Luftwaffe, Panzer Leader, 2 1776, Waterloo, Kingmaker, Alexander . . . 3.58

Vol. 13, No. 2 — *WS&IM, Diplomacy, Third Reich . . . 3.32

Vol. 13, No. 3 — *Caesar's Legions, Midway, miscellaneous, Panzerblitz, France '40, Kingmaker,
1776, Stalingrad, Russian Campaign, War at Sea . . . 2.53

a )

ORIGINS 77

The National Wargaming Expo

22,23,and 24 July 1977
atWagner College, Staten Island, New York City

The national exposition for wargamers sponsored by the major firms in the
hobby. Features boardgaming, miniatures, fantasy gaming, seminars,
workshops, exhibits, and tournaments. Expanding on the successes of
Origins | and Il, Origins 77 promises to be even bigger and better.

60 Trade Show Booths e Competition Prizes e “Charlie”
Awards e Demonstrations e Game Auction e Dormitory
and Dining Facilities on Site e Informal Gaming Areas e
Designers and Artists from All Major Companies
Send for pre-registration forms now (there's a 26% savings if you
pre-register rather than buying tickets at the door).

Send a stamped, self-addressed envelope to:

KORIGINS 77, c/o SPI, 44 East 23rd Street, New York, N.Y. 10010/

2me
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T5mm AA

COMPARTMENTTRAYS

At last! The long suffered problem of unit
counter storage for Avalon Hill games is
solved. The Avalon Hill compartment tray fits
snugly into the bottom of the bookcase style
box, A clean plastic cover fits over the mold to
prevent counter leakage. Each tray has sixteen
1" x2%" 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 games—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 are available
only in sets of 3 and sell for $3.25 per set plus
75¢ postage charges. Postage coupons cannot
be utilized to order compartment trays, Mary-

land residents please add 4% state sales tax.

RUSSIAN CAMPAIGN
Variant Counters

*,lllE

4-5




PAGE 20 CONTEST NO. 74

READER BUYER'S GUIDE

iTME: DIPLOMACY $11.00
' Multi-player Political Game based on
Pre-WWI Europe

INSTRUCTIONS: Rate all categories by placing a
number ranging from 1 through 9 in the ap-
propriate spaces to the right (1 equating excel-

than 1 coupon can be|f *
4. Undar no eircumitances|} =] .
postape due on any order.

1. 2.0.9.0.0.0.0.0.9.0.0 €.0.0.0.0.0.0.9 1

lent; 5-sverage; and S-terrible), EXCEPTION: g
Rate item No. 10 in terms of minutes necessary E§
to play game as recorded in 10-minute incre- z"‘s% |
ments. EXAMPLE: If you've found that it takes s |
two and a half hours to play FRANCE 1940, you <8
would give it a GAME LENGTH rating of 15" £ 2 el

Participate in these reviews only il you are E 83 m‘.’i R ot ﬂ.‘ 4
tamiliar with the game in guestion. £ g g AL di 9-3-2 e

; 5 E 4-2-1 -2-1

1. Physical Quality — £L£ -

! 5 : L5
2. Maphoan ghe 23 &3 e
3. Components L E5g 210 2-1-0
4. Ease of Understanding == $:5 =
5. Completeness of Rules — 223 T
6. Play Balance il ig3 @3 4-2-1
7. Reali i s

- nealism — i 4-2-1
8. Excitement Level = $i%

9. Overall Value — 8%z
10. Game Length — 8 iz I il
The review shest may be cut vul, photocupied, 32 g = A = A = A

or merely drawn on a separate sheet of paper. )5 i3 5 o = =] (=]
Mail it 1o our 4517 Harford Road address with 3E b = o = [~

your contest entry or opponents wanted ad. Mark
such correspondence to the attention of the R &
D Department.

Catastrophe impends for the Persians! Can you move the Greek units so
as to eliminate EVERY Persian unit shown? It CAN be done!

All of the “Official Tournament Rules” listed on page 15 of the rulebook
are in effect; both sides are at top morale.

Just specify the movement and attack for each of the 13 Greek counters.
Write down the units in the order in which they move, and indicate the final
hex, unit facing and enemy unit(s) attacked for each Greek unit.

The winner will be the solution that guarantees the elimination of the
most Persian units. (It’s possible to get them ALL, but it’s very tricky). No
unit may enter a shaded hex for purposes of the contest. The Companion
Cavalry is considered to be in melee with both the Bactrian and Indian
Cavalry. The solution with the greatest probable kills will win between ties.

Game to be reviewed next:

Opponent Wanted

. Wanrads will be sccepred only when printed on this form,

Fur Sale, Trade, or Wanted-to-Buy ads will be accepted only when they are dealing with collector’s items (games
no longer available from AH) and are accompanied by a 1oken 25¢ fee.

Insert copy where required on lines provided and print name, address, and phone number where provided.

. Neatness counts; o dlegible your ad will nol be accepred,

Ads will be accepted only on forms from the preceding issue except in those cases where no Opponents-Wanted
form appeared in the preceding issue,

6. 50 thut as many ads can be printed as possible within our limited space, we request you use the following
abbreviations in wording your ad, Likewise with State shbreviations,

Afrika Korps = AK; Alexander the Greal = Alex; Anzio; Baseball Strategy = BB St; Battle of the Bulge = BB;
Basketball Strategy = BK 5t; Blitz; D-Day = DD; Football Strategy = FT 5t; France, 1940 = FR'40; Face-10-Face
= FTF: Gettyshurg = Geut; Guadalcanal = Guad: Jutlend = JUT; Kriegspiel = Krieg, Luftwalffe = Luft; Midway =
Mid; 1914; Qrigins of WWIl = ORIG; Outdoor Survival = Out. Panzerblitz = PAN; Panzer Leader = Pan Ld;
Play-by-Mail = PBM; Play-by-Phone = PBP; Richthofen's War = RW, 1776: Stalingrad = "Grad; Tactics Il = TAC;
Third Reich = 3R; Waterloo = Wat.

™

&l
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Don Greenwood performed the development
chores for WAR AT SEA and between pre-
publication testing and post-publication igno-
miny at the hands of his wife has probably logged
virtually dozens of WAR AT SEA games.

BRITISH TURN | —

At first glance the preponderance of British
ships would indicate an easy win for His Maj-
esty’s navy. Yet, analysis of the starting forces
reveals that the British can guarantee parity in
only 3 of the 6 board areas. This gives the Axis
player an average of +2.5 POC on the first turn.
By my reckoning the British can afford to give up
only four areas total (not counting the Med or
Baltic) throughout the game and still expect to
win. Any more errant rendering of POC will
probably doom the British to defeat. My choices
on the first turn are threefold: 1.) to defend
solidly three areas, and in the next turn try to
enforce a blockade by controlling both the
Barents and North Sea in force, thus granting the
Axis a sizable first turn lead. 2.) Try to take the
Mediterranean, in which case the Germans will be
forced to make more daring excursions into the
Atlantic to compensate for the point loss, or 3.)
take 4 areas and risk being knocked out of one in
the first turn.

The first choice is the safest as the Germans
would be foolish to risk a major defeat to their
fleet when there are plenty POC to pick up at no
risk. The drawback is that it gives the Axis an
early POC lead without risking a single piece.
This in turn allows him to build up his fleet for
greater strike potential later in the game, and
thus makes it easier for him to gain the extra two
or three areas he needs to insure victory. The
second choice is very risky as the British can
suffer severe damage at the hands of the Italian
fleet which is landlocked inside the Mediterra-
nean anyway and can be practically ignored if
pursuing a strictly Atlantic strategy. It does have
the advantage of practically forcing the Italian
fleet to do battle at poor odds where a major
British victory may result in 2 POC for the
Mediterranean every turn of the game. It also
tends to force the issue with the Italian cruisers
which will be unable to move through a British
controlled Mediterranean on turn 2. The third
choice gives the British a POC advantage if
unopposed and virtually forces the Germans to
come out and chance harmful attrition of his
fleet. This is the major reason for using this
strategy as even attrition of forces is much in my
favor. Even if 1 lose the battle I will not be much
worse in the points column than if [ just
protected three areas. If I am able to knock out 2
or more ships, I'll have severely limited future
German possibilities. In many ways the number
of ships contending for an area is more important
than the relative strength of those ships. General-
ly speaking, eight 1-1-7's are much more likely to
win a battle than two 4-9-6's as the German
battleships can fire on only two targets per round

WAR AT SEA

GERMANS: Richard Hamblen
BRITISH: Mick Uhl
COMMENTARY: Don Greenwood

of combat. Thus my strategy early in the game
will be to destroy as many of the German ships as
I can. Should he come out | will concenirate on
his light ships with surface gunfire and his big
ships with my air attacks. If he gains an advan-
tage in the first round of combat I'll attempt to
disengage. [ can't lose any more POC than if 1
hold three areas, and if he chooses not to risk
combat I'll have gained maximum POC on the
first turn.

GERMAN TURN | —

To a certain extent, this game will be a test of
the “Fuzzy Wuzzy Formula™ method of calcu-
lating the real combat value of units in a game.
This method was explained in an earlier GEN-
ERAL (Vol. 13, No. 3) with a specific expla-
nation of its application to WAR AT SEA; as the
German player | plan to rely on it heavily when
deciding whether to come out and fight.

The British are trying to box the German fleet
in; when the British try this (especially on the
first turn), the paramount German concern must
be to maintain the mobility of the German fleet
— the British can safely defend two areas, so the
Germans must maneuver so as to be able to
threaten three.

Assuming reasonably even losses, the British
will always be able to maintain superiority in two
areas throughout the game, but they will have to
stretch to defend three. Conseguently. the key-
stone of German policy must be to threaten at
least three areas each turn. This British setup on
the first turn is therefore extremely threatening;
they are threatening to box the German fleet in
from turn 1, before the Germans have France as
an alternate base. As a result the Germans must
maneuver so as to free themselves; breaking this
British blockade is the first matter of importance.
(This ignores the Mediterranean. where the Brit-
ish dare not venture until they have made careful
preparations to overcome the powerful Italians.)

To break the British blockade the Germans
must either escape to the South Atlantic —
winning the battle there — or win in either the
North Sea or Barents. The South Atlantic scheme
suffers because it will split the German fleet —
the powerful Bismarckand Tirpitz will be block-
aded in Germany as they enter the game, and the
German fleet will be unable to reunite except in
the North Sea under the guns of an alerted and
superior British fleet. The Barents, on the other
hand, is a fortunate area in which to fight due to
the German air coverage there offsetting Allied
carrier strikes.

The only other consideration — trying to gain
the upperhand in ship kill ratio — is not tempting
to the Germans, since their fleet is weak in killing
ability before the arrival of the big battleships.
They do have to be careful of getting into an
even attrition battle, however, in which the
British would pull ahead in ship-kill ratio.

Examining the Fuzzy Wuzzy numbers for the
British deployment, the British are weakest in the
Barents — thanks to the failure of the Queen
Elizabeth to make it there — in both battle-
winning and killing ability. Attacking there, the
Germans should have a 3:2 advantage in both —
with the added advantage that as the battle turns
against the British the Germans should be able to
pick off stragglers and increase the British loss.

So we strike in the Barents! For such a crucial
battle, the free point in the Baltic will be ignored
— the whole fleet will sail, with U-boats in the
van. This gives up something in the strategic
U-boat war — statistically, probability dictates
the U-boats will take casualties without even
remaining in the area, but every additional
chance for victory is worth taking when the
whole fleet is at stake. The U-boats would
probably be ineffective in any area, given the
British set-up; it they weren't needed to help the
fleet, their best bet would be to just wait and
build up strength this turn. But they are needed.

The Italians have split to hold the Mediterra-
nean and offer the fewest targets to the inevitable
British airstrike: the point being to prevent attack
of more than two of the more mobile cruisers.

Battle Strategy — The U-boats will be com-
mitted to rid the Barents of the Ark Royal before
air strikes are launched. The German airstrikes
will be used to hit the main British battle line in
hopes of disabling a major surface vessel. 3:2
odds is no guarantee of success, after all! We will
ignore the Ark Roval during our airstrikes and
during the first round of surface combat. We
want to sink the Ark Royal in the interests of the
U-boat war, not spare her with some silly
“disabled™ that drives her back to port after
having done all the damage she can.

BATTLE OF THE BARENTS SEA —

ASW: The British have 9 dice rolls and
manage to sink | U-boat and disable the other
two.

AIRSTRIKES: The Ark Roval contingent hits
Gneisenau, Scharnhorst, and Blucher; disabling
the former. The German land based air attacks
the Hood, Renown, and Repulse; sending the
latter back to Britian.

SURFACE COMBAT:

Attacker —  Target — Fire — Results —
Hood Scharnhorst  5,5,3,1 Disabled
Renown Blucher 5.4.1 Disabled
3 cruisers Hipper dts 2R
Scharnhorst Hood 6,6,1 4 hits
Spee Hood 23 -
Blucher Renown 6,3 Sunk
Scheer Renown 5.2 -
Lutzow Renown 3 —

Hipper Sussex 1 il

The British, finding themselves on the wrong
end of a 7+:4 firepower ratio disengage in two
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separate groups; the Sussex staying with the
crippled Hood while the Suffolk and Exeter
cover for the Ark Royal The German pursues
both groups, sending the Hipper against the 3
ship carrier force while his slower pocket battle-
ships engage the Hood.

ROUND 2

Attacker — Target —  Fire — Results —
Hood, Sussex Spee 6.4 Sunk

2 cruisers Hipper 5.4 Disabled
Scheer, Spee  Sussex 64,12 Sunk
Lutzow Hood 6,1 Sunk
Hipper Exeter 2 -

MEDITERRANEAN -

AIRSTRIKES: British land based air has
great success vs. the ltalians sinking the Andrea
Doria and damaging the Pola.

GERMAN POST BATTLE COMMENTS —

Having lost both of my battlecruisers to
“disabled™ results, it was necessary to con-
centrate on the British battleships first — with
acceptable results. The British attempt to dis-
engage left me with too good an outside chance
against the Ark Royal to pass up. Although the
odds in this particular pursuit are definitely in
the British favor. the fruits of a German upset
are just too much to ignore. If I can roll two
“4m 4“5 or “6's" before he can roll one 5 or
6 the Ark Royal is forfeil.

Analyzing the just completed turn through
the medium of Fuzzy Wuzzy point losses we
find that the Germans lost 13 battle points, 5
killing points; British 34 and 25 respectively;
Italians 14 and 12. The Germans have gained
outside the Mediterranean but the situation
there is still strong enough to deter the British.
POC: +1 Axis.

NEUTRAL COMMENTARY -

The British player's grasp of the overall
strategic necessities of the game is basically
correct. All 3 of the general strategies he has
outlined are viable. Unfortunately, his execution

of those strategies leaves something to be
desired.
I am a proponent of the conservative

approach whereby the British secure the North
and South Atlantic and the North Sea on the
first turn and then move to complete the
blockade by adding the Barents Sea on the
second turn. This not only limits the German
area of operations but also costs him the chance
to use his first turn airstrike. I am not sold on
this strategy however as it nearly forces the
German to conserve strength and only delays
the date of the decisive battle when the two
antagonists will eventually tangle to determine
the outcome of the game. The strategy of luring
(or forcing — dependent on vour point of view)
the German to give battle early is definitely a
good one. Equal attrition of forces may well be
the best British strategy so my comments will
be limited to the implementation of the strate-
gy, rather than the course of action pursued.
Attempting to send the Queen Elizabeth to
the Barents was an unfortunate choice. When-
ever the British player stretches his forces to
cover 4 areas he is giving the German a better
than even shot somewhere. He can’t afford to
lose a single ship prior to combat. This is
especially true on turn 1. At least after turn 2.
ships which fail the two area voyage to the
Barents can base in Russia from where they are
guaranteed passage into the Barents on following
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turns. The failure of the Queen FElizabeth to
arrive made the Barents an overwhelmingly easy
choice for the German player. If you are trying
to force the German into giving battle by
covering all accessible areas you want those
areas to be as equally divided in strength as
possible, given allowances for those areas vou
must hold and those you mind losing least. The
British player did not fake into consideration
that the Barents was a more tempting target
due to the quality (speed) of the ships which
defend it, the availability of German aircover,
and its importance in the blockade of Germany.
The Queen [Ilizabeth should have been dis-
patched to the North Atlantic and all 8 cruisers
sent to the Barents where they were guaranteed
to arrive. This would have made the Barents the
most powerful battle winning force on the

board. With 18 firepower factors spread over 11
vessels (not counting the Ark Royal) it is
unlikely the German would have entered the
Barents. If the German is to risk ships in a near
even battle he needs to get POC for his trouble
and a venture into the Barents against this force
might well leave him with both ship losses and
a POC deficit.

This leaves the German player with roughly
3 even choices when you consider that prob-
abilily dictates  that one of the 2-2-5
shouldn’t make the Atlantic. The South
Atlantic is made the weakest area for a reason.
Disabled ships will be forced to a neutral pori
and subject to possible entrapment on turn 2.
In any case, barring successful refueling at sea,
the German fleet will be divided on turn 2. In
any case, you can take solace in the fact that
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he is losing at least one POC by not leaving
anyone behind to garrison the Baltic. The
battles offered are all probable German wins —
yet they are against slow, heavy British ships
with plenty of Killing power. It is unlikely that
a German first turn force engaging any of these
groups will escape unscathed as nearly happened
here. The 4-4’s can not only mete out punish-
ment but take it as well and are apt to be
saved, albeit damaged, by “‘disabled” results.
These forces are much better suited for the
battle of attrition the British seek to wage than
the sleek forces sent to the Barents. To steal an
overworked phrase, the Germans are likely to
win the battle butl lose the war. But under any
circumstances, if a ship is to be taken out of
the battle before it arrives — make the German
take the chances, not the British. Remember,
he's the one being blockaded.

My disposition has two seeming drawbacks
— a weaker ASW defense and increased chance
of carrier loss to surface action. Both alleged
drawbacks are deceptive. All areas still have an
ASW strength of 7 which is enough to inflict
casualties. It is worth an occasional POC to
keep the U-boat fleet down in numbers. Once
built up sufficiently, they can wreak havoc with
any blockade. Better to deal with them now
piecemeal than be confronted later with a full
strength undersea arm. Tempt him to commit
them prematurely. The carriers can all be hit on
the first round of surface combat due to a lack
of screening ships, but the matchups are not so
one-sided that the British couldn’t win a battle
or inflict more losses on the German fleet if fire
is diverted from the British battleline to sink
the carriers. British fire should be aimed at the
fastest German ship to enable carriers a chance
to escape in later rounds.

Given the British player’s unfortunate set-up,
the German response is entirely correct. To do
other than attack the Barents would be an
unforgivable omission. The decision to strip the
Baltic of a garrison is probably correct in view of
the probable need of another fast ship to pursue
the Ark Royal. However, the German player is
subject to criticism for his wasteful disposition of
the U-boats. Probability dictates that they will be
of no use against 9 ASW factors. The battle is
neither so close or crucial as fo justify this
premature thinning of the ranks. The U-boats
should not have been committed, but rather built
up for their inevitable strategic use against the
blockade. Some argument could be made that
the German should have switched some of his fire
onto the Ark Royal after observing the relative
ineffectiveness of the British fire, but that is
largely a matter of conjecture.

The British decision to disengage with only
2 cruisers in support of the Ark Royal is not as
dumb as it looks on first inspection and can’t
really be criticized in light of what transpired.
It is in a sense an “‘upping of the stakes.”
Having lost the first round of the engagement,
the British player is daring the German to
pursue into an uneven baftle hoping to finally
sink a German vessel. The rewards of success
are so high that the Hipper correctly follows. A
justifiable gamble for the German and an
acceptable one for the British only because if
did not backfire. Leaving the Sussex behind
increases the Hood's chances of survival by
dispersing German fire. Together, they manage
to take down the Graf Spee before both are
sunk. Both players are guilty of faulty gunnery
direction here in my estimation. The German
would have looked mighty foolish had his 2
shots on the Hood yielded a “‘disabled™ rather
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than another hit. All 6 shots should have been
placed on the Sussex, insuring a maximum salvo
on the crippled Hood in the third round. The
British player, for his part, would have increased
the Hood's chances of survival had he split his fire
on two ships rather than concentrating on the
Graf Spee. The increased chance of sinking the
Spee with a second shotl is miniscule (5%) and
does not offset the advantage lost had he rolled a
combination of two “5's” and/or “6°s” (an 11%
probability).

In summation, both players have made two
errors of judgement in the opening round with
the British strategic placement far outweighing
German mistakes, Yet, the results of the First
turn are indecisive. An effective airstrike on
Italy has resulted in overall losses which are a
veritable toss-up and considering the British

goal of attrition — almost cause for celebration
despite the superior quality of the British losses.
It is still either player’s game, but Turn 1
belongs to the German even though no knock-
out punches were thrown.

BRITISH TURN 2 —

Unfortunately, I got only one kill in the
Barents which was not enough for the sacrifice
of 3 ships, although the Italian airstrike has
evened the losses somewhat. I would rather
have had the kills against the Germans however.
I still am tempted to hurt him in the Barents
by sending up a large force but have chosen to
wait until turn 3 when I can base in Russia and
will have the services of the Russian fleet. |
dislike giving him 3 free areas, but I think it
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best to wait a turn before attempting to retake
the Barents. I'll have most of my reinforce-
ments in by turn 3 and will be ready to retake
either the Med or the Barents.

GERMAN TURN 2 -

The British are contesting only two areas that
the German fleet can get to, and in both the
British would have superiority in both battle-
winning and ship-killing ability. The Germans can
not afford to sortie into such strength and will be
content with the open areas for this turn. Even
the South Atlantic is defended enough to make
Italian cruiser sorties and U-boat attacks un-
attractive; the U-boats will build strength and the
Italian fleet will split to minimize the effects of
the British air strike.

The British attack against the old Italian
battleships portends British incursion into the
Mediterranean in the near future. POC:+2 Axis;
Total: +3 Axis.

AIRSTRIKES: The British land based air
attacks the Fiume, Giulio Cesare and Caio
Duilio with no effect.

NEUTRAL COMMENTARY - There is little
to criticize. The German would be a fool to
venture against this stacked defense and the
British player is quite correct in waiting until
turn 3 before entering the Barents. However,
the arrival of his third turn reinforcements is
more than offset by the German’s gain of the
Tirpitz and another U-boat. The important gains
are the availability of the Russian port and the
possibility of a sortie by the Russian Baltic
fleet. The loss of 3 fast ships in the Barents last
turn will hurt when the inevitable swing north
must take place.

I can’t believe that the British player is
seriously considering contesting control of the
Mediterranean after his first turn. The only time
to even contemplate that is during the 4th turn
after 3 very successful air attacks. With no
punches thrown, this turn is a draw.

BRITISH TURN 3 —

I've split my blockade force into 3 areas,
one being the Barents rather than the Med to
take advantage of the Okt. Revolutia. 1 can get
a maximum of +4 POC if he doesn’t enter the
Baltic so I'm sure he’ll send at least two ships
there. This still gives me the Barents and +I
POC for the turn. The German can’t get much
stronger while I can. He may wait a turn for
full U-boat potential but I doubt it as not
utilizing the German fleet while at full strength
is wasteful. He may well decide to wait a turn
until the Baltic is cleared. I've ftried to dis-
tribute my strength so that if he does attack,
the Barents will be his first choice and if
successful  he'll gain the minimum point
advantage.

GERMAN TURN 3 -

My strength ratio is at its most favorable
point and as the British are trying to contest
the Barents this could well be the turn of
decision. The British get as much to the Barents
as probability would lead one to expect. The
loss of the Barham leaves him with 19 attack
factors out of a probability of 18.5.

The British strength is evenly divided
between the three areas | can reach with the
German fleet. With no long-term advantage to
be gained in the North Atlantic, that area is not
attractive, so the German choice lies between

the Barents and the North Sea. The British are
weaker in the Barents, and their faster ships are
at stake to boot; that is the place to atfack.
The Germans have almost a 2:1 advantage in
battle-winning ability and about 3:2 advantage
in ship-killing. The U-boats would alniost
certainly be wasted in the Barents — too many
ASW points — and there’s a better use for them
anyway. This looks like a good turn to go after
the South Atlantic with U-boats and the Italian
cruisers; the odds are better than 3:2 against an
Italian win, but victory will pay big dividends.
In addition, a U-boat should survive to deprive
the British of Control of the South Atlantic and
enable the Italians to escape later — possibly to
the North Atlantic.

Once more with a crucial battle at stake I'll
have to give up the Baltic. I want to minimize the
effect of the British air attack in the Med by
giving him only one weak ship to attack.
Admittedly, this leaves the unfortunate
possibility that he can return all the ltalians to
port and rob me of my POC for the Med but the
odds of this happening are about 170 - 1. The
preservation of the [talian fleet is worth the risk:
I am now actively pursuing a strategy of main-
taining a favorable ship-kill ratio.

BATTLE IN THE SOUTH ATLANTIC —

ASW: The British have 9 ASW rolls but
succeed in eliminating only 1 U-boat. The three
remaining subs fire twice on the Ramillies and
once on the Courageous with no effect.

AIRSTRIKES: Planes from the Courageous &
Fagle attack 3 Italian cruisers, sinking the Zara.

SURFACE COMBAT:

Attacker — Target —  Fire —  Result —
Ramillies Pola 6,6,5,2 Sunk
Norfolk Gorizia + —
Dorsetshire Fiume 2 -
Fiume Dorsetshire 6 Sunk

Pola, Gorizia Norfolk 3.3 -
The Italians disengage and are not pursued by
their slower adversaries.

SECOND BATTLE OF THE BARENTS —

AIRSTRIKES: Planes from the Formidable
and Victorious have remarkable success attacking
the 4 largest German vessels and administer 2 hits
on the Bismarck, 4 on the Tirpitz and 2 on the
Scharnhorst.  The Norwegian based Luftwaffe
does almost as well attacking the Duke of York,
King George, and Prince of Wales scoring 2 and §
hits respectively on the latter vessels.

SURFACE COMBAT:

Attacker — Target — Fire —  Result —
King George Blucher 5544 Disabled
Repulse Prinz Eugen 6,4,2 Sunk
Exeter, Suffolk Hipper 5.1.1 Disabled

Prince of Wales

Duke of York, Gneisenau 5,5,4,4,3 Disabled

Cumberland

Devonshire Scharnhorst 1 -
Gneisenau, King George 2.4.4.4.6 Sunk
Scheer

Tirpitz Repulse 1.4.4,6 Sunk
Lutzow 5,6

Bismarck Dukeof York 2,4,5,6 Sunk
Scharnhorst 3.4.6

Prinz Eugen Suffolk 5 Sunk
Blucher Cumberland 3 -
Hipper Devonshire 4 Disabled

THE GENERAL

The British carriers and cruisers disengage and
leave the crippled Prince of Wales to her fate. The
Germans, all fast ships disabled, can only pursue
the Prince of Wales. The badly damaged Scharn-
horst does not pursue. The Prince of Wales goes
down before the massed fire of 12 German
volleys but scores an additional 5 hits on the
Tirpitz for a total of 9.

MEDITERRANEAN AIRSTRIKE: British
land based air attacks the three Italian battleships
at sea and scores two hits on the Litrorio.

GERMAN POST BATTLE COMMENTS —

The exchange of airstrikes weakens my ability
to win the battle — my odds drop to just over 3:2
- but, strangely enough, my ship killing ability is
increased relative to the British. After the British
Ist round it is clear that the carriers will get
away. To attack the extra carrier I would have to
attack every British ship of the line - and Prince
of Wales might escape, disabled. I would rather
guarantee the battle and concentrate on crippling
British surface strength.

He has disengaged as I expected. I don’t want to
risk the Scharmhorst in pursuit, but he’d have to
get very lucky to sink the Tirpitz (a 2.5%
chance), so she will pursue - and perhaps draw
away fire that might well sink a pocket battle-
ship. POC: O; Total +3 Axis.

NEUTRAL COMMENTARY —

Despite the stand-off in POC, this turn has
been a disaster for the British. Six of their fastest
vessels were lost including 3 prize battleships.
The Axis losses (2 Italian, 1 German cruiser) are
insignificant in comparison. Although the British
have maintained their carrier (and thus ASW)
strength, they are fast losing the ability to stand
up to the German in a surface battle. The 13 hits
of accumulated damage may crimp the German
style for awhile but will not prevent the Germans
from fielding an almost perfect fleet on turn 5 —
in plenty of time to contest the passage of 2 of
the vital Murmansk convoys.

The British have only themselves to blame for
their misfortune as their disposition invited
disaster even had the Barham arrived on station
in the Barents. A much safer move would have
been to abandon the North Atlantic and rein-
force the Barents with all the cruisers and three
4-4-4’s. Those 4's which failed to make station
this turn could have been harbored in Russia and
been guaranteed in the Barents for all future
turns. releasing some of the faster ships for duty
elsewhere. The Ark Royal should reinforce the
North Sea with the Resolution and Royal Oak
dispatched to the South Atlantic. This gives the
British a decisive edge in all 3 areas and com-
pletes the German blockade. Even if the Germans
sortie to France they are still blockaded and the
British need fear only subs in the North Atlantic
on turn 4. Discouraging an encounter on Tum 3
makes sense as the Germans are practically at the
zenith of their strength while the British can still
look forward to substantial fleet gains and Allied
support. To finish the above placement [ would
withdraw the Octiabrsk Revolutia from the
Baltic. The German has no easy targets — why
give him one.

This move gives the German 3 more POC fora
POC lead of 6. But this is the last turn that he
will be given an area free. He will have to fight
for the rest at even or worse odds. If the convoys
get through they should provide a narrow
victory. If the German enters into a major battle
and loses, the victory could be more pronounced.
Continually giving the German his choice of
available battle sites in hopes of extracting even
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attrition seems to be a losing proposition -
especially after losing parity on the initial
attempt.

Given the British disposition, the German
reaction is only half correct. Another favorable
battle in the Barents against the fastest enemy
ships is too much to pass up and I agree that the
German fleet shouldn’t be split to deal with the
Russian incursion. However, handing the Allies 2
POC when an easy solution is available is un-
acceptable. The German U-boats can guarantee
that the Allies do not control the Baltic and will
suffer only .16 probability of a single boat loss
(as opposed to 1.5 in the South Atlantic), while
guaranteeing 3 shots al the Okt Revolutia. This
move not only saves 2 POC but serves to conserve
U-boat strength for more important battles
against the British blockade.

Putting the U-boats into the Baltic forces
withdrawal of the Italian from the South
Atlantic, but this move was ill advised anyway.
As the German player himself confirms, chances
of an [Italian victory in the South Atlantic are
slim and regardless of the enormous fruits of
victory this is not the time to gamble. The
Germans hold a small but marked edge at this
point in the game. Gambling on long shots is not
the way for a leader to maintain his lead. By
sacrificing the Italian cruisers so early in the
game, the German is losing the real benefit of
these ships — their threat value as a force in being
ready to pop into the South Atlantic and seize 3
POC at any time. The cruisers tie down more
British resources by simply existing than they can
ever hope to destroy in battle. Taking the chance
of removing this threat so early in the game ina
battle so one-sided is a poor move, especially in
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light of the need for the German subs in the
Baltic, and the German player's professed
strategy of maintaining a favorable ship kill ratio.
The move of the Italian cruisers looks even more
foolish in light of the half-hearted Axis efforts to
press the attack despite very poor British ASW
attacks. Had the Ramillies been disabled, the
chances of Italian success would have been better
on round two than they were at the outset of the
battle. It is difficult then to explain the Italian
fire on the Norfolk as other than belated
recognition of a strategic mistake.

As to the battle in the Barents only | error
stands out clearly. The German, having seen the
British first round fire, recognized that the
British carriers were going to escape again. | think
he was correct in choosing to ignore a shot at one
of them in the interest of concentrating fire on
the British surface fleet. That way he practically
guaranteed the ultimate demise of the Prince of
Wales and protected his own fleet from further
damage. Carriers, without proper surface screen-
ing, aren’t worth a great deal in WAR AT SEA.
The British, on the other hand, were foolish to
take their last gasp shot with the Prince of Wales
on the Tirpitz. The chance of sinking an un-
damaged pocket battleship is exactly 4 times that
of the Tirpitz once the needed hit is rolled. They
also would have increased their own miniscule
chances of survival by firing on one of the
undamaged pocket battleships. As events trans-
pired, this decision saved the German a ship.

Both players used some faulty judgement, but
the German got in a knockdown punch. Turn 3
goes decidedly to the German.

BRITISH TURN 4 —

My losses in the Barents would be acceptable
if T had caused more than minimal damage to the
Germans. I'll go into the Mediterranean this turn
for two reasons. The heavy damage sustained by
his major capital shipsenables me to get away
with a smaller blockade force. Furthermore, if I
can control the Med this turn it will guarantee a
defection die roll on turn 8 which I'll need to
pull this out. Now is the time to apply pressure —
while his fleet is badly damaged.

Unfortunately, I was unable to get enough
ships into the Med; the Royal Sovereign,
Revenge, and Anson all turning back to Eng-
land. And for the second time Queen Elizabeth
failed to make station in the Barents. The
inability to pain any American or Russian
support this turn didn’t help matters. Yet, this is
as weak as he's liable to get for awhile so now
seems to be the time to take my last gamble at
evening the odds.

GERMAN TURN 4 —

The Allies, seeing the direction of the war,
seem to be abandoning the British cause. At this
point the Fuzzy Wuzzy strength ratios are under
1:1 in both battle ability and killing power, just
against the Germans! With the Italians, the
strength ratio is just about equal. He better stay
out of the Med!

Well, the British are certainly gambling.
Clearly, he has his eve on France — his force in
the North Sea is strong enough to deter me,
especially with its enormous ship-killing strength
— he’d outnumber me 3-2 in ship-killing even
while I outnumber him (barely) in battle winning
ability.

My problem is repairs. Tirpitz can’t put to sea
for two turns, and it really isn’t wise to risk
Scharnhorst when she probably would be sunk
by any hit. Committing the Scharnhorst would
give me a 2:1 ratio in battle points in the Barenis
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— but in ship killing ability the British would be
almost equal. I'm doing too well to let the
ship-kill ratio slip away from me by even
attrition. It is fortunate that he moved the
convoy back to the US.

So it looks like the Germans will have to plan
on moving into the Atlantic this turn, which
means that steps will have to be taken to prevent
being blockaded in whatever port I return to. I'll
have to return to France and use the U-boats to
free the South Atlantic, or I'll have to return to
Germany and send the U-boats to the Barents.
Since my large German ships will have to repair
in Germany anyway. I'd have to split my fleet
with the big ships blockaded in Germany. On the
other hand, freeing the Barents will give me fewer
POC. Furthermore, the Barents might be able to
fight off the U-boat attack, with luck, while the

U-boats should strengthen the Italian cruisers
enough to control the South Atlantic. There are
three areas I can free — South Atlantic, North
Sea, or Barents. The U-boats will probably
succeed in any of these areas, but the British are
strongest in the Barents and the North Sea is
always a more desirable target. [ could try for the
South Atlantic but with the Italian cruisers so
weak | could easily fail to pick up the POC
anyway; and | want the Italians to seal the doom
of the Mediterranean fleet anyway. Relying on
the South Atlantic would mean that my sortie
fleet would have to return to France to be free —
and then the German fleet would be split, since
the big ships must repair in Germany. It is far
better to free the North Sea: then with my fast
sortie ships in France | can threaten FOUR areas
next turn, with a nearly intact fleet.

THE GENERAL

Attacking his fast ships is beginning to pay
dividends. The failure of most of the British fleet
to make it to the Mediterranean, gives me a
chance to nail him to the wall. All Italian ships
will sail for this fight — damaged, cruisers,
whatever. For my sortie I want only fast ships;
otherwise, somebody might get turned back to
Germany and tempt him into bombing, possibly
delaying my repairs. They'll return to France.
With Tirpitz eating up enormous amounts of
repair, only two ships can repair in Germany this
turn so we'll deprive him of any third target and
move into the Baltic in force. The German side is
getting the best of all worlds: repairs, unified
fleet, able to threaten four areas, killing more
British ships, and lots of POC.

ASW: The British have 8 ASW rolls in the
North Sea and manage to sink two subs. The 3
survivors attack the Glorious and manage to
damage her with 1 hit.

AIRSTRIKES: Planes from the Graf Zeppelin
put an early end to the battle in the North
Atlantic, disabling the Dorsetshire. In the
Mediterranean, planes prove less decisive. A
combination of carrier and land-based air attack
all 7 Italian vessels and manage only to disable
the Fiwme. German land based air does the same
to the Norfolk after attacking the lone 3 British
surface vessels.

SURFACE COMBAT —
Attacker — Target — Results —
Veneto, Duilo Courageous 6,6,5,4,1,4,1,2 Sunk
Littorio Malaya 6,4,4,2 4 hits
Cavour, Cesare Ark Royal 6,6,5,1,6,5.2,2 Sunk

Fire —

Gorizia Kent 6 1 hit
Malaya Veneto 6,5,4,2 Disabled

4 hits
Kent Gorizia 4 =

The second round of combat comes swiftly to
a close as the crippled Malaya and Kent are sunk
by the massed fire of 4 Italian battleships.

GERMAN POST BATTLE COMMENTS —

In the Med I wanted to get his aircraft carriers
for sure before they could run; there was no way
I could lose the battle after the air strikes, and
the slow ships could be exterminated at will.

In the North Sea I wanted to cut down his
area of parity, his ASW capability, so | went after
the carrier, with some results.

In the North Atlantic my primary concern
was to avoid losses or even damage, since the
battle was in the bag and the cruiser is not that
important; thus I used the airstrike instead of
waiting to blow him apart; he got away but |
didn’t have to risk taking fire.

POC: Axis +4; Total: Axis +7

NEUTRAL COMMENTARY —

The results of the turn pretty much speak for
themselves; four more British ships have been lost
with no loss to the Axis. At this rate, it's just a
matter of time before Axis ships put to seu
hunting for targets! The British have lost 13 ships
to 2 for the Germans and is 7 POC behind. When
the Americans and Russians fail to answer the
bell for turn 5 the British player gives up the
ghost and concedes. With the combination of
ship losses and POC gain this turn the German
has rendered the knockout punch.

The German coup de gras is first rate. More
POC could conceivably have been gained by
moving into the S. Atlantic with U-boats and
Italian cruisers, but the actual Axis move is better
in the long run.
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I have seen many games of WAR AT SEA and
although a few are won outright in the early
going it is relatively rare to see one conceded
before the 8th turn. That is not to say that the
British play was all that atrocious but rather that
a combination of mistakes and dice rolls did him
in. | have seen him play far stronger games of
WAS on other occasions, however, including
several in which he bested me.

Although the course of events preceding Turn
4 forced him into taking drastic measures I can
not agree with the strategy pursued on this final
turn. The very thing which gave the German his
initial edge; i.e. inability of a slow ship to arrive
at a posted station, cost the British again.
Apparently one lesson was not enough. If you
can't afford to lose a ship prior to battle when at
parity with an opponent, it follows logically that
you can hardly stand to risk 5 when you're
decidedly weaker than him. The attempt to move
into the Med cost the British a full third of their
killing power tied up at British docks while Axis
forces had a field day.

I can not see, even assuming optimum travel
die rolls, the wisdom of putting an inferior force
into the Med. Sending two carriers to the Med is
a waste of airpower and pure folly in any case to
rely so heavily on airstrikes when failure costs
vou the carrier. I maintain that the British
player’s best chance lay in attempting to hold the
4 westernmost areas with roughly equal forces
and gambling that he could luck out and win a
major battle with inferior forces. The odds were
definitely against him but a chance for victory
remained if he could get the convoys through.
The move to the Med was akin to calculated
suicide.

The German player's summation tells much of
the story: “I think the British player lost because
of the way his ship-kill ratio went, particularly
with regard to his fast ships. When the time came
to maneuver. he was forced to gamble on
deploying slower ships — and he lost. At that
point the game broke. Turn 4 was the obvious
killer but in a subtler way the British lost on turn
3 when he lost the heart of his fast ships — and in
a way his doom was foretold with the loss of those
few crucial ships on turn 1 — ships that could
have turned the tide on turn 3.7

In all fairness, there’s a part of the story that
remains untold and which undeniably plays a
major role in any WAR AT SEA game. —
LUCK. An extremely cursory examination of
the dice rolls was made to determine just how
fair lady luck was in this instance. By admission
this study is hardly proofl positive of the overall
luck factor of the game. No attempt was made to
count 4’s which became 5's, or §’s which became
hits for undamaged German ships. Neither was
any attempt made to study the success rate of
ships moving through two areas - or the relative
value of hits once rolled or hits wasted against an
already sunk target. What we did do is total the
number of dice rolled for each side during
combat and calculated the number of 5's and 6’s
rolled. This study revealed 17 ““5's”" and 15 **6’s”
rolled by the British in 97 rolls which is slightly
above average luck for 5's and slightly below
average for hits. The Germans, on the other hand,
rolled 17 **5's” and 25 *“6’s” in 95 die rolls, or a
whopping 26.3% hit roll average when only 16.7
can be expected. The disabled results were also
slightly above average for the Axis player.

This study can hardly take credit away from
the German for the victory for his was definitely
the superior game. However, it becomes a little
easier to understand how the game degenerated
into a rout given the German's average roll. @
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THE REST OF
THE CALCULATION

by Robert Beyma

The THIRD REICH combat results table bears
some interesting analysis. The 2-1 is probably the
most important attack in the game. While not a
guaranteed victory, it is so close to one that most
players take 2-1"s for granted along their paths of
conquest. The numerous counterattacks make
analvsisa bit more complicated than on convention-
al CRT's. We will be primarily concerned with the
probability of victory and the expected attacker
losses. The defender will always be eliminated
except on an A-Elim roll,

First, let us examine the probability of each
possible result. The initial iteration (the first
attacker roll followed by the first defender roll)
produces the following results:

P(full exchange) = 1/6 =1/6
P(CA exchange) = 1/3*1/3+ 1/6°1/3 =1/6
P(A-Elim) =1/6%1/6 =1/36
P(D-Elim) = 1/3+1/3°1/2+1/6°1/6= 19/36
P(no result) = 1/3*1/6+1[6°1[3 =1/9

When you get a no result. vou must go through a
second iteration and so on. Mathematically this
becomes

P(total) = P(initial) [ 1 + 1/9 + 1/81 + ..+ 1/o™]

This experssion reduces to P(total) = 1.125 P(initial)
['herefore, the actual probabilities become:

P(full exchange) = 1/6 x 1.125 = .1875
P(CA exchange) =1/6x 1.125 = ,1875
P(A-Elim) =1/36x 1.125 = .03125
P(D-Elim) =19/36x1.125 =_.59375
1.00000

Thus, the actual probability of losing a 2-1 becomes
1/32 and not 1/36 as one might initially expect.
Hence we see why the 2-1 is so often taken for
granted.

The next step is to determine the expected losses.
Actually, this is quite easy to do once the
probabilities have been calculated. Merely figure up
how many BRP’s you would lose on each type of
result.

a= losses on a full exchange
b= losses on a CA exchange
c= losses on an A-Elim

Expected Losses =.1875 (a+h) +.03125 (¢)

An interesting feature is that the full exchange result
will usually contribute more to the expected losses
than the A-Elim,

The 3-1 is a guaranteed attack with about 35%
less expected losses than the 2-1. The probabilities
of each result and the expected losses can be
computed in a similar manner to the 2-1. These
results are:

P(full exchange) =.1714
P(CA exchange) =.1143
P(D-Elim) =.7143

i.0000

Expected Losses =.1714 (a) +.1143 (b)

While the 3-1 is clearly superior to the 2-1, the
offensive playver in THIRD REICH can rarely
afford the luxury of 3-1s on his major attacks.
Limited resources. too few hexes {rom which to
attack. and enemy delensive air will usually limit the
major attacks to 2-1 or even 1-1.

I'he I-1 attack is a bit more difficult to analyze
because the CA odds may vary depending on the
factors involved. Usually the CAwill beat 1-2 or less
since the defender is nearly always at least doubled
on defense. This almost invariably produces a
victory for the attacker. The rough spoton the 1-1is
that there is at least a |/ 6 chance of an A-Elim. Full
exchanges. a | 3 chance, tend to be very costly, Be
carelul to include an extra piece in your |-1"sso that
vou will have a piece left over to advance into the
hex. This leaves about a 5/6 chance of winning the
terrain. Not a bad chance but expect a lot more
losses than on 2-1's and 3-1's.

Let's use the Polish defense problem presented
in contest #69 (Vol. 12. No. 4) asan example for our
computations. Against this defense an initial 2-|
attack may be made against Warsaw. Theattacking
force will consist of two 3-3 infantry units plus I8 air
factors. The two Polish air units are counteraired.
For optimum results a 5-1 against an adjacent [-31s
set up. This attack will only have to be made if both
3-3sare lost ina {ull exchange. Anarmor unit could
then exploit into an unoccupied Warsaw,

Pvictory) = 1-P(A-Elim) = 1-.03125 = .96875

Expected Losses = . 1875(24+6) +.03125(60) +
1875 (1/6 3) = 7.59

These results are slightly less favorable than the
solution featured in the magazine because of the
increased accuracy of the calculations due to the
iterations.

Let's also examine a slightly different defense.
Move the 1-3 from Brest-Litovsk to the hex
northeast of Warsaw. The optimum method of
attacking this defense is to 2-1 the 2-3 and to attack
Warsaw with a 3-1 exploitation attack. Note that
the 3-1 attack will not be made if the 2-1 fails. The
best tactical disposition is a 4-6 + 4 air factors
against the 2-3 and (3) 4-6's and 12 air factors
against Warsaw at 3-1.

P(victory) = .96875 (or 31/32)

Expected Losses =.1875(12+6) +.03125(20) +
L96875 [.1714(16)+
.1143(8)] =7.54

The results are consistent with the contest solution,
However, there is more to these calculations than
one might have thought. While the back door
approach 1s 0.05 BRP cheaper for the Germans it
does have two advantages. First, it forces commit-
ment of the German armor to the east if Poland isto
be conguered on turn 1. Second, the probability of
no German losses in taking Poland is reduced. The
moral is that there are frequently other considera-
tions besides expected BRP losses.

I hope that 1 have given some insight into
analyzing the THIRD REICH combat results table,
While one does not normally stop a game to make
precise calculations, players can develop a feel for
the risk and expected losses inherent ina certain line
of play. The 2-1 is the attack to use to get the job
done. 3-1's are nice when you can afford them, I-1"s
are not bad but save them for really important
situations when you cannot get a 2-1.
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BUT WHAT

RUSSIAN CAMPAIGN VARIANTS

I. ARTILLERY CORPS: add the following units
to the game:
RUSSIAN

available '43

GERMAN:

available '45

‘g | [
(23 | |23

available 44

*@h
(2)-4

available '43

These units are not reinforcements—they can be
taken as replacements, starting with their dates of

availability, When taken as replacements each unit

counts as an armored guards unit.
When defending these units use their combat
factor normally (the number in parentheses).

When ATTACKING, in addition to attacking
with their combat factors these units ALSO increase
the odds of the attack. Each attacking artillery unit
raises the odds one level—i.e. a 5-1 becomes a 6-1.
More than one artillery unit can attack the same
target, raising the odds one level for each artillery
unit; however, il the German artillery unit and
Stuka attackthesame target(s), the combat odds are
increased only 3 levels—the effect of the artillery
unit is lost,

Artillery units move and attack like infantry
units of their respective armies. attacking units in
their ZOC on both impulses.

SPECIAL: The Russian player can make an
automaltic victory attack if the attack includes an
artillery unit.

Il. SEA TRANSPORT
There is no limit to the number of invasions each
side can make in the Black Sea during the game.

Once any sea movement fails (i.e, the transport-
ed unit is “sunk™ without landing). that side may not
use ANY sea movement on that sea for the
remainder of the game.

HI. ALTERNATIVE STRATEGIC

SCENARIOS

Any or all of the following variations can be
instituted in a game of RUSSIAN CAMPAIGN,
Set up the game and proceed normally until the
game turn indicated in each variation—at that point
the indicated player may choose whether to trigger
that variation.

THE MEDITERRANEAN DISTRACTION

Hitler decides not to invade the Balkans. The
Greek and Crete campaigns do not happen; Italy
remains tied up in Albania, Balkan politics are less
favorable to the Germans. and the British, undis-
tracted by the Greek campaign, are able to
concentrate on Rommel.

After the Russian setup but before the German
setup the German player decides whether to employ
this section. If he does:

. The game starts with the March/April 1941
turn. The German player sets up and then rolls for
weather normally, but if *snow™ is rolled Axis units
are NOT halved because of supply—the “first
winter” mentioned in the supply rules is always the
winter starting in late 1941 /carly 1942, (If the
players agree beforehand, they may use the
historical weather—Mud.)

2. Rumania and Hungary are neutral and
cannot be entered by Axis nor Russian units.
Neither side can trace supply through either
country.

Rumanian and Hungarian units become avail-
able as listed on the German OB chart, but they
must stay within their respective countries, at least
one hex away from any border. The Axis player may

IF .

@ @ By Richard Hamblen

move them normally, subject to the above limita-
tions.

As long as Rumania remains neutral, the Axis
player may not use Sea Movement in the Black Sea,
and the Russian player does not have to roll for his
sea movement— Russian Sea Movement automati-
cally succeeds. Also, as long as Rumania is neutral
the Axis player does not get any replacements for
the Rumanian oil well.

Rumania and Hungary enter the war immedi-
ately as soon as the Axis player controls all three
Black Sea ports. At that point all the above
restrictions disappear. and units may enter/leave
Hungary and Rumania normally.

3. Remove all Italian units from the game.

4. All German units must set up in Poland and
can attack only the appropriate military districts on
the first impulse. The German [1th, 30th and 54th
infantry corps (formerly in “Rumania™) are not
restricted and may attack any Russian units they
can get to on the first impulse.

5. The German Fleigerkorps is not wrecked at
Crete and the Germans do not discontinue their
parachute training. The following units are intro-
duced into the game:

exchange for any 3-4| g

*%E in play May 1943 &=
4-5 3-9

available at start

a. German paratroop units may drop during
the first impulse of any clear weather turn; they may
drop into any non-woods, non-mountain hex within
8 hexes of a German Army Group HQ. On the turn
they drop they must start the turn off the board—
they may move off the west edge of the board by rail.
sea or normal movement. and they may be kept off
the board as a potential threat. They may be
dropped repeatedly.
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b. German paratroop units may land in
enemy ZOC,

¢. German paratroop units may land ontop
of enemy units! In this case they attack only the
stack they land on top of—while in the same hex
with Russian units their ZOC does not extend into
adjacent hexes and they do not have to attack
adjacent Russian units. However, if they do land on
top of Russian units, all those Russian units must be
eliminated or retreated out of that hex—if in the
same hex with Russian units at the beginning of a
second impulse, a paratroop unit is immediately
destroyed.

d. German paratroops have to trace supply
like other Axis units,

e. Paratroop units can never be replaced.

f. At the start, the German parachute unit
may set up in Poland or off the board.

6. The Russian player doubles all Archangel
replacement rolls.
7. For purposes of determining victory, both

players control Budapest as long as Rumania is
neutral.

THE RUSSIAN REACTION

Stalin decides whether to bring the Siberian
Army west to defend against the Germans.
Reinforcements arrive earlier, but with Siberia
stripped of troops the Japanese are tempted to
attack . . .

1. At the start of his March/ April 1941 turn the
Russian player must decide whether to bring the
Siberian Army in early or not. He cannot later
change his mind, Il there is no March/April 1941
turn—i.e., if the German player did not activate
“THE MEDITERRANEAN DISTRACTION"
above—then the Russian player cannot activate this
section.

2. All Russian reinforcements listed as arriving
on the East edge during 1941 arrive one full turn
earlier than scheduled.

3. If the Russian player activates this section
then the German player can activate “THE
JAPANESE GAMBIT,” below.

THE ITALIAN SELLOUT

Hitler decides not to send the Afrika Korps to
bolster Mussolini’s feeble war effort. Italy with-
draws from the war and the British commit their
forces to “roundup™—the 1942 invasion of Europe.

1. Immediately before the German May 1941
impulse the German player decides to abandon the
African project and commit Rommel to the Eastern
Front.

2. The following unit appears as a reinforce-

ment in July 1941:
AL
S
8-8

3. Two German panzer corps must move off the
west edge of the board in May 1942 or the German
plaver loses the game. These are in addition to the
SS panzer corps (or substitutes) that must leave the
game later.

4. All Italian units are removed [rom the game.

5. The Russian player gets to roll a die for extra
replacements each turn that he controls at least one
Black Sea port. This starts in September 1941 and is
in addition to the Archangel die roll.

6. The German player gets replacements for the
Rumanian oil field even if Rumania is neutral.

GERMAN:

THE JAPANESE GAMBIT

With the Siberian Army sent west, the Japanese
are tempted to attack Russia, Japanese formations
are diverted from southeast Asia for the attack, and
the British holding the Indian subcontinent areable
to concentrate on establishing a Russian supply line
through Persia and the Caspian.
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#* MEDITERRANEAN DISTRACTION
German Choice

March 1941

OPTION FLOW CHART

usefoption

do not use optio

RUSSIAN REACTION CANNOT DO RUSS. REACT
Russian choice March 1941
A
usefoption do notuse
option AUTOMATICALLY
JAPANESE GAMBIT CANNOT DO JAPANESE GAMBIT
German choice Dec. 1941
Regardless of the above,
* ITALIAN SELLOUT
German choice May 1941
Do not use option use option

TUNISIA OR NOT TUNISIA
German choice Nov. 1942

CANNOT DO TUNISIA

Regardless of the above,

German impulse

* PUTTING THE BULGE ON THE RUSSIANS
Sept. 1944

* indicates options the German player can take regardless of earlier choices. ..

I. This section can be activated only if the
Russian player has activated “THE RUSSIAN
REACTION" above. The German player decides
before his December 1941 impulse whether the
Japanese will attack Russia.

2. Starting in December 1941 the Russian
player must send one of his replacement units to
Siberia each time he gets replacements. These units
are kept in a separate pile; they are not surrendered
butmay not be taken as replacements again. If the
Russian player is not able to divert one of his
arriving replacements he loses the game.

3. As soon as he has sent 40 factors to Siberia
the Russian player need not send any more. He can
send more if he wishes; however, he may never send
more than one replacement unit per turn (and only
replacement units may be sent).

4. As soon as the Russian player has sent 60
factors to Siberia, on his next turn he may start
bringing the Siberian units back. These units are
brought back one unit per turn and appear as
replacements. He may continue to bring them back
until all have returned; he need never send units to
Siberia again even if he dips below the 40 factors.

5. A British supply line is established through
the Caspian. The Russians get anextra replacement
die roll every turn they control Astrakhan, starting
in May 1943,

TUNISIA OR NOT TUNISIA
Hitler decides to abandon the Mediterranean

when the Allies land in Afrika. German forces are
evacuated or not committed; but the Allies are not
tied up in the Mediterranean and are free to execute
“Bolero,” the 1943 invasion of Europe.

I. This section cannot be activated if the
Germans activated “THE ITALIAN SELLOUT"
above. The German player decides whether to
implement this section before his November 1942
impulse.

2. All Italian units are removed from the game.

3. The Herman Goering panzer corps appears
as a reinforcement in January 1943,

4. The two S5 panzer corps must be removed in
May of 1943 (instead of 1944),

5. The German player gets an extra armored
replacement in 1943.

PUTTING THE BULGE ON THE RUSSIANS

Hitler decides to employ his scraped-up reserves
against Russia instead of against the Allies in the
Ardennes.

I. The German player chooses whether to
implement this before his September 1944 turn.

2. All panzer corps withdrawn earlier in the
game appear as reinforcements on the October 1944
impulse. If not already in play, the Herman Goering
corps also appears.

3. On his November 1944 turn the German
player gets to take replacements.

4. The German player must win, or he loses. A
draw counts as a Russian win,
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THE GAMER’S CODE
OF ETHICS

All is Fair in Love and Wargaming

by Jimmie Long

| started wargaming back in 1960, when “war”
was just another word, when GETTYSBURG and
TACTICS II were still just games. After sixteen
years and a couple hundred opponents, it sometimes
appears that, while wargamers are decent enough
people, like any other group sharing a common
interest, | wouldn't want my sister to marry one.

That highly tempered competitive edge shows
itself across the table altogether too often, not so
much a burning desire to winas it is a determination
not to lose. The figures suggest that most wargames
are played solitaire because of the difficulty finding
opponents. | submit that the difficulty [inding
opponents is very much a matter of not wanting to
find them. of being unable to stomach some of the
behaviors we've all seen.

While conscious cheating is extremely rare, so
are manners and courtesy equally scarce. Too often
a wargame becomes more a matter of inuimidation
and attempting to establish a sort of moral
superiority over your opponent than a test of
opposing strategy and tactics. Moral and psycho-
logical factors are crucial in the real thing, and
crueial in a good simulation, but they don’t make for
a very fun game. A certain amount of decorum is
required in all relationships—even an orgy hasa few
conventions—so, for the sake of conversation, I'd
like to suggest a few common sense notions Lo
bridge the behavioral gap between simulations for
blood and games for fun, just enough to blunt the
disagreeable edge on our competitive spirits.

SOLITAIRE GAMES: Who cares? Go ahead
and roll until you get that D-ELIM. The main
problem with solitaire games is that they're so
prevalent. Slightly inaccurate readings or interpre-
tations of the rules become strong habits and
convictions. The inevitable result is a disagreement
during a face-to-face game. We owe it 1o each other
to accurately know the rules as issued, as well as the
official revisions. If you bend or ignore certain rules
during solitaire play, at least be aware of what
you're doing.

AMONG FRIENDS FOR FUN:You and the
guy next door have a couple of hours to kill before
the ballgame on TV, so you trot out good old
STALINGRAD. This is not the time to get all
excited, not while the enemy is taking all of two
minutes to make his moves and is just as involved in
shooting the bull as he is in shooting vour counters.

AMONG FRIENDS FOR BLOOD: Your
consideration here should be at a maximum.
Friends get mad, sure, but they also get hurt. Losing
an opponent is one thing, but losing a friend isn’t
worth it. A serious game against a friend should be
treated as tournament play—be careful.

AMONG STRANGERS FOR FUN: I seriously
doubt there is such a thing.

AMONG STRANGERS FOR BLOOD: Let it
out in degrees. | favor reciprocating aggression. If
my opponent does something tacky, so do L. If he
does it again, | do it twice. Let your conscience be
vour guide, but let your conscience be suitably near-
sighted.

MAIL GAMES: Common courtesy requires
that your moves be made quickly and accurately.
Also, think long and hard before agreeing to a

PBM —it represents an enormous investment in
time and energy. Be sure you will stick it out to an
agreeable conclusion.

TOURNAMENT GAMES: Formal play
should be characterized by a high level of profes-
sionalism, if that's what you want to call it. Know
the rules intimately, Play your own game and play it
well, ignaring as long as possible the antics of your
opponent. Just don't forget that the lessons of
Fischer vs. Spassky were not lost on many wargam-
ers.

SACRIFICING VIRGINS: The gap between
even a novice wargamer and somebody playing their
first few games is astounding. Simulation games are
so far removed from what most people are used to
that there’s almost no transfer of whatever the
beginner learned from other games—well, here's a
gameboard, on a table, and there's a die which [
suppose we'll sooner or later roll, and that's about it.
Make sure the rules are reasonably clear to the
beginner, and don't trounce him too thoroughly or
too quickly. Also, be certain to explain and
demonstrate the technique of “soaking off”. This
second nature gaming tactic looks very suspicious
and very illegal to the uninitiated.

Dice throwing can approach the status of anart,
Out of the hundred or so rolls in a game, three or
four well-chosen creative tosses can prove decisive.
When playing [or blood or in a tournament, it
would be considerate for opponents to shake the
dice in a cup. This is somewhat a bother, but the
question of artful throws does not arise.

The expenditure of movement points during
complicated or critical maneuvers should be
counted out loud, factor by factor, so that no doubt
of legality should exist alter completion of the
move. This courtesy seems appropriate in any face
to face game.

It is always proper to question a move if you feel
a tule has been violated or misunderstood. Chal-
lenge in a civilized manner, such as *1’'m not certain
about that last move . . . could we check the rules?”
Something like “Not a chance, turkey . . . back it
up there” is not particularly civilized, but is often
appropriate.

In general, 1 would not think it proper to
concede defeat in a close game. InSTALINGRAD,
if all your German armor is wiped out by the second
turn. by all means throw in the towel while there’s
time to start another game. But don’t quit when the
game is half over and its just 60-40 that you'll lose. A
wargaming victory must be earned to be satisfying:

don’t deprive vour oppoent of either the pleasure of

winning or the responsibility of earning his victory.

For the sake of saving time. offer to claim a
certain victory rather than play it out to the last
excruciating moment. Its really a drag to wait
around four turns while some nut brings up all his
troops so the final attack will be made at 9-1 instead
ol 7-1,

Finally, Avalon Hill literature repeatedly
suggests that disputes be settled by a friendly roll of
the die. I agree. Get on with the game. Leave debate
to the post-mortem where everybody concerned can
fully exercise their 20,20 hindsight. However, just
make sure that the “friendly roll of the die" is made

from a cup.
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wargame industry predicated to a very large
extent on mail order sales to a small, prolific
body of hard core enthusiasts. Without retail
distribution to attract fringe buyers, these
companies must depend solely and repeatedly
on the hard core for their revenue. Their only
new customers are those brought into the hard
core by contact with AH or SPI. Even the latter
depends a great deal on direct mail order sales.
While we could exist quite nicely on retail alone,
others have to publish more and more games for
sale to their smaller audiences. They have no
choice—it is publish or perish. Older games do
not generate enough revenue to keep them
going; after they've reached the saturation point
with the hard core they cease to function as
sources of revenue and often are discontinued
or phased out relatively early in their potential
life span. This is all over simplified of course but
should suffice for readers to draw their own
conclusions.

| can sympathize with Dave Isby when it
comes to answering off the cuff questions on
games he designed. My gaming these days as a
professional whatchamacallit is limited almost
solely to playtesting and evaluation of new
games. By the time I've finished my develop-
ment chores on a game | have probably played it
50 times. Generally speaking |don’'t wantto play
it again right away (WAS is an exception). In
other words, | can’t say with any degree of
certainty that | could answer every question that
arises on games |'ve worked on either. Continu-
ed playtests and a few passing years tend to
cloud one’'s recollections of another game's
rules. It is little short of unrealistic to expect a
designer to address a problem he hasn’t thought
about in years, just because you played the
game last night. If you disagree, try working out
a calculus problem for old time's sake—after
all—you learned it back in the twelfth grade
didn’t you? Fair is fair.

“"Whose publication is not unreasonably
biased towards itself?”’ Do you realize you just
contributed to our “chest thumping”? Of course
we are biased. We wouldn't be worth much if we
didn’t think our stuff was the best, but we try to
be objective and not stand in the way of others
doing their own thing. | don’t think the hobby will
self-destruct. | do believe it is undergoing some
very fundamental changes. | believe we will see
continued polarization of consumer support and
that those enthusiasts who emphasize playing
games over replaying simulations will find a
stronger than ever hobby under the AH banner.
This is why we emphasize customer service so
much. We don't sell you a game and then forget
about you. We provide free opponents wanted
advertising, announcements of interest to the
hobby as a whole, tournaments, AREA ratings,
and a comprehensive study of the games
themselves in the GENERAL. None of these
features make money. A// serve the wargamer.

That's our opinion—what’s yours? @

REDUCED HEX SHEET PADS

Now available from the Mail Order Depart-
ment is a pad of 30 hex sheets with normal half
inch hexes printed on one side and 4" hexes
printed on the back. The pads are useful for
designing your own games, making hex overlays
for actual maps, or generally sketching moves
and/or concepts. The pads are available from
the parts department for $1.00 plus postage.
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INCREASING INFANTRY FIREPOWER

SPECIAL PANZERBLITZ INFANTRY TACTICS RULES

The following rules should work equally well in
both PANZERBLITZ and PANZER LEADER.
Treat them as Optional rules and use them when you
like.

(1) BARRAGE FIRE: Most *H' and ‘M’ weapons
may use barrage fire. This attack occurs in the direct
fire phase. and in all ways counts as a direct fire
attack, except as modified herein. This attack can
also oceur in the opportunity fire phase, *(H)' and
‘M" units may also employ barrage fire in the direct
fire mode. Flak units may not use barrage fire (see
list of these units with the special CRT).

{a) A player may use barrage fire against any hex,
including vacant hexes, as long as the attack units
satisly all LOS/ LOF limitations. Place a barrage
marker in any hex so attacked.

(b) Units in a hex attacked by barrage fire are
affected individually. Total the attacking factors,
taking into account all TEC and WEC effects for
cach defending unit individually, and compute the
odds as usual, Note that all attacking factors count
against each defender individually.

{c) Resolveall barrage attacks onthe barrage CRT.
Inaddition to any effects [rom that CRT, all units in
a hex containing a barrage marker lose ' of their
movement points, excepl for units with movement
of 1. Any unit, Iriendly or enemy, passing througha
barrage hex, loses 1 movement point. The barrage
marker remains in the hex until the end of the enemy
wurn,

(d) Solt (non-armored) units in a barrage hex may
not attack in any way. They may defend normally,
but may not use opportunity [ire.

{e) In addition to WEC and TEC effects, units
using barrage fire get the following bonuses:

WEAPON Multiply Attack Factor By:

‘M under 100mm 5
‘M over 100mm 2
‘H 3
HY 1

Thus a German 8lmm mortar using barrage fire
would attack with 15 attack factors. before WEC
and TEC effects.

(2) SWEEPING FIRE: Units withI' class weapons
may use sweeping [ire. This may oceur in the direct
fire phase, and in all ways counts as a direct fire
attack, except as modified herein. This attack may
also occur in the opportunity fire phase. Flak units
listed on the special CRT may also employ sweeping
hre.

(a) A sweeping lire attack may be directed against
any hex (except towns) which contains soft (non-
armored) targets, as long as the attacking units
satisfy all LOS/ LOF rules,

{h) Soft units in the hex receive the attack in any
manner, singly or in combination, just as in a
regular direct fire attack, All WEC and TEC effects
apply, and each defending unit may defend only
once. Armored units are unalfected by sweeping
fire.

(¢) Resolve these attacks on the Sweeping Fire
CRT.

{d) In addition to WEC and TEC effects, units get
the following bonuses:

by Norman Beveridge, Jr,

UNITS Multiply Attack Factor By:
Russian Infantry 2
German Infantry 4
Other Infantry 3
All other types 5

Thuy a German submachine gun unit could use
sweeping fire to attack with 24 factors,

(e) Infantry units may use sweeping fire up to their
maximum firing ranges, but the bonus only applies
to short ranges. Submachinegun infantry units get
the bonus only at | hex range, while all other
infantry units get the bonus at either | or 2 hex
range. All other ‘I’ class units, and the flak units,
may use sweeping fire and get the bonus up to their
maximum range.

(3) INFANTRY QUICK MARCH: All Infantry
units may use quick march. Units employing this
rule get a movement bonus.
(a) Units may use this in two ways:

(1) by ending the move with a CAT attack, o1

(2) strictly as a movement bonus,
(b) Units using quick march as a movement bonus
only may double their movement rate on any given
turn. On the following turn. the unit must return to
its normal rate. For scenarios lasting more than ten
turns (one hour), units can quick march only five
times every twenty turns (two hours). Optionally,
the unit may elect to triple its movement rate, but in
this case it would end its turn dispersed. In addition,
any unit using triple movement may not move at all
for two turns following the movement; it may
attack, though.
(e) Units using quick march to make a CAT attack
may double their movement rate. In the following
turn, the unit must occupy the defender's hex if
possible. If not, the unit may not move at all. Either
way, the unit may not move in the second turn after
the CAT. It may attack, though.

(d) Note that except in the case of dispersal, rules
{b) and (c) above do not in any way restrict the unit’s
ability to attack, only to move.

(e) Any unit using quick march has its defensive
lactor halved (round down) for opportunity fire.
(f) Units using quick march to CAT may not use
the road movement rate.

(g) Units may not quick march through heavy
forest hex sides, or through slope. gully, river, or
swamp hexes.

(h) Units which particpate in CAT along with units
using quick march are in no way restricted by these
rules, as long as they did not use quick march. Only
units using quick march are affected.

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
variant game and map with each issue. Subs
are $4.00 with single copies $1.25 each.

Orders for DIPLOMACY WORLD must be
made payable to DIPLOMACY WORLD and sent
to the editor’s Indiana address.

SWEEPING FIRE AND BARRAGE SPECIAL CRT
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NOTES: Units may never suffer elimination when attacked using this CRT, since only regular dispersals
occur. Also, these types of attacks never have any affect (as far as CRT results are concerned) against

units in forts, fortifications, foxholes, etc,
d = dispersal =no effect

Certain *H’ class units, in particular flak units, may use sweeping fire, but may not use barrage. They are:
Germans: 20mm, 20(4)mm, 37mm, Sdkfz 234/ 1, Wirbelwind, 32mm, Sdkfz 233.

Russian: none.

U.S.; 40mm. Recon HQ. Churchill Flamethrower, Buffalo.

British: Bofors, 20mm.
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If the wargame companies are the problem why
am | writing to you, the official voice of AH? First, AH
has been the only company to at least show some
concern over the proliferation of new titles. Second,
AH is the only company who's publication is not
unreasonably biased towards itself in its editorial
policies.

My purpose in writing this ietier Is to express my
feelings and to hopefully elicit some response from
AH, one of the "Big 3" of wargaming. if any of my
thoughts raise some guestions or thoughts in yous
own mind | hope you present them to the rest of the
GENERAL subscribers. | will be the first to admit |
could be way off base in my thinking. Perhaps this
sudden growth will help the hobby to grow. There
must now be one title in every given time period and
game scale (including game mechanics) to appeal to
any person with even a minimal interest in board-
games. But, | experienced the collapse of another
hobby-industry, slot-car racing. As you know, this
hobby reached a peak and virtually disappeared in
five years. At its peak, the number of new products
and new companies was uncountable. The current
situation in wargaming is not dissimilar. | have put
too much time into wargaming to watch it indulge in
self-destruction. | have gotten too much enjoyment
out of wargames to sit back and hold my tongue
while the hobby seemingly self-destructs.

| would like to see the AH Philosophy column
address itself to some of the points | have raised,
either in agreement or rebuttal. | believe | am not
entirely wrong. But, how do other wargamers feel?

Thank you for hearing me out.

John G. Alsen
St. Paul, MN

By means of reply, we’'ll address the points
brought out in John's letter as he brings them
up, commencing and ending with the simple
matter of the future of wargaming. Clairvoyance
not being among our attributes, we can quickly
admit we don’t know what the future holds in
store for the hobby. However, there are several
positive signs among the rubble of Mr. Alsen’s
letter, not the least of which is the success of the
ORIGINS conventions. The establishment of a
well attended national show for the wargaming
industry presages better things to come. The
past two shows were excellent foundations on
which to build a respected national showcase.
MNow that the show has “gone on the road’” soto
speak under the auspices of SPl as the "77 host,
wargamers everywhere will get a chance to
meet the decision makers of the hobby in
person. This can only increase the level of
professionalism expected from hobby stalwarts
and improve the hobbyist’'s lot as a whole.
Recognizing that anything is the sum of its parts
we'll continue to answer this question by
addressing more specific charges in John's
letter, and letting you draw your own conclu-
sions.

| have personally expounded for years to
anyone who would listen on the evils of flooding
the wargame market. So far |'ve been unabash-
edly proved wrong. The proliferation of titles has
resulted in increased, rather than decreased,
sales . . . so far. Jim Dunnigan’'s theory is that
games should be treated like books, and like
books, they can be collected without end. One
could easily buy several books on the Ardennes
Offensive for their differences in viewpoint and
style, so why not 5 or 6 games on the same
subject? After all, there are never enough good
books. That theory has worked up to this point
and | suspect it will continue to work, although |
disagree with the premise. Games are not
books. | read a book once and put it up on the
shelf to gather dust. | p/ay a game several times
before | can enjoy it, and there is the difference.

Our disagreement seems to stem from arguing
apples and oranges. The book theory may be
100% correct for simulations, and 100% wrong
for games. I've always felt that the main
difference between AH and SPI products is their
emphasis on simulation as opposed to ours on
gaming. | think both approaches are right for
their respective following and as a result you'll
see an increasing polarization of support for the
two companies. Gamers will increasingly tend
to be enthusiasts of one company's games,
axclusive of all others. As a result the consumer
will be able to judge & title on the basis of
manufacturer/designer as the principles sub-
scribed to become more identifiable. For exam-
ple, most Avalon Hill enthusiasts know what to
expect from a Randy Reed design; complete-
ness, deluxe artwork presentation, and an
attention to detail rarely surpassed. If anything, |
am known for my taste in highly playable games.
Although | am most definitely biased | feel that
recent AH game releases are second to none in
quality. | cannot speak for other manufacturers
because | rarely play their games, but | do take
exception to the remark that you can’t judge a
game by its manufacturer . .. at least where
recent Avalon Hill wargames are concerned.

Personally, my good friend and affable pbm
opponent Tom Oleson summed up my view of
the situation perfectly in a recent letter. “Deplor-
ing the flood of games is not new, and | am not
about to repeat it, because | don't long for the
""good old days' of D-DAY and STALINGRAD.
Like most “"good old days’ of any sort, memory
has painted them better than they were. Games
now are better, and getting better still. What I do
miss is a certain enjoyment which | am
experiencing less and less. Noone who goestoa
banquet, offering a large variety of succulent
food and fine wines, only to cram down as much
sheer quantity and quaff as much sheer volume
as possible before passing out, could be
considered a gourmet, but rather a glutton.
Delicacies must be slowly savored to be
appreciated, wine carefully sipped. Few war-
gamers do this any more, so eager are we to
experience the latest thing, then toss it aside for
something fresher still.

There is a pleasure to be had from knowing a
game intimately, and playing it well. | think every
wargamer owes himself this pleasure: the art of
wargaming well. To achieve it, you select one
really good wargame that also appeals to quality
opponents, and play it not all the time, to the
exclusion of others, but frequently enough to
become really good at it.”

As to the general ineffectiveness of game
reviewers | must concur wholeheartedly. There
is no such thing as an objective game review—
even the best critic is influenced subconsiously
by his own preferences in game design style.
The only truly objective review is a numerical
analysis melted down into a lump average from
the responses of hundreds of players. Objective
yes, accurate . . . well, that's another story. If 9
people love a game and one hates it then you
have a real good rating. But what if your tastes
are similar to the guy who hated the game?
You've just spent $10 to find out you're
abnormal. Subjective reviews are needed to fill
the void between the figures. Consumers have
to identify with the tastes of the critic. Unfortu-
nately, competent reviewers with the inclination
and the time available are few and far between.
Richard Berg is the only exceptional critic that
comes to mind in the entire hobby, and his tastes
differ considerably from my own. We don't
publish reviews in the GENERAL for obvious
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reasons. Anything favorable would automatical-
ly be considered prejudiced. You can’t win in a
situation like that, so we give as much informa-
tion as we can in the ads, let you rate the games
in the RBG and let the articles fill in the
information gaps as best they can. Someday a
hobby magazine will come to pass that does
nothing but subjective reviews by qualified
critics. 1t will be an instant success and
wargaming's future will look a lot brighter.

| would agree with the premise that 6 months
is not sufficient time to produce & good
wargame. Yel | remind the reader that Avalon
Hill has never done a game in less than a year.
Any in-house AH design is in the works for at
least a year as the fulltime project of an AH
designer. We have managed to increase our
output only by publishing outside designs which
were not only over a year in design, but in many
cases published by other concerns. In cases
such as WS&/M, RC, and WAS we have been
able to utilize public reaction to these first
edition games to further improve them when
they go through the 6 month AH development
process. We don’t succomb to the pressures of
deadlines all that easily. If a game isn't ready we
don’t publish it. A case in pointis FOUR ROADS
TO MOSCOW which has been in the grist mill
for a year and a half. It is a fine simulation. We
are simply unhappy with the way it plays, have
cancelled plans for its production for the time
being, and returned it to the designer. So | would
maintain that recent AH products have not
suffered from a short design time . . . if any-
thing we've increased the design hours spenton
each product.

As for being involved in a “race to beat the
other guy”, | cannot see where this is applicable
to AH. We readily concede that we can’t keep
pace with the speed others produce wargames.
Why try? Instead we come out with games when
we can and hope that AH quality makes up for
the fact we weren't first. Almost every game
subject we've done in recent years has been
done previously by other companies—even
though they may have been started at or about
the sametime. We have been guilty in the past of
rushing games to meet a seasonal retail sales
deadline (THIRD REICH comes readily to mind),
but never to beat a competitor to the punch. Our
philosophy has generally been to do our own
thing and let the chips fall where they may. We
concede that we can't be first, but we try
{granted, by our own criteria) to be best. | have
yet to hear a bad word about the quality of our
summer trilogy (STARSHIP, CAESAR, WAR AT
SEA) and | would bitterly refute claims to the
contrary. But remember . .. I'm biased. I'm a
firm believer that Avalon Hill games are better
than ever before and | imagine designers of
other companies feel the same way about their
products. The truth lies in what you think after
you've tried the games.

Regardless of one’s viewpoint regarding the
number of games available these days it is
important to understand why the phenomenon
exists. Wargames, as we all know, are a very
specialized product. Far too much so to subsist,
as other game companies do, on normal retail
distribution. It has taken us 16 years to build our
retail distribution which is universally recog-
nized as the best in our small industry. Yet, by
standards of a Parker Brothers or a Milton
Bradley our efforts are miniscule. Similarly,
other wargame producers’ retail efforts are
dwarfed by our own. Therefore you have a

... Cont'd. on Pg. 30, Col. 3
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Dear Mr. Greenwood:

The Design Analysis article on Average
Losses by Mr, Geary in the most recent issuc of the
GENERAL (Vol. 12, No. 6) makes some state-
ments that | do not agree with. In his first
paragraph, he bemoans the fact that luck has to
play a partin worgames and states that such games
will never attain a high level of serious competition
because of the luck fuctor. Perhaps this is true if
the desire is to restrict the game o a small group of
experts who will be competing with each other
However, if the horizons ire to be broadened and
4 pame is to appeal to a larger group of plavers,
then the problem is not to eliminate luck but to
find the proper blend of luck and skill that will
allaw the better player to win most of the time, vet
give the less than expert person the possibility of
FOMmIng out on top.

Inmy opinion, chessis a very dull game unless
it s plaved by roughly equal competitors who are
also reasonably good, It might have a widerappeal
if there were a luck element involved. In the realm
ol card games, contract bridge is the most popular,
both socially and on a tournament level. One of
the reasons for this is the blend of luck and skill,
wherehy an average pair con tike on two experts
and beat them. This is true in rubber bridge and
also pair duplicate tournaments, It won't happen
very often. but it does occur.

A good measure of a true expert is the ability
to take a run of bad luck and still prevail. In
THIRD REICH, if the 2 ta | attack on Warsaw
should result in a German elimination, just think
of the challenge to the German player to try and
recover from the blow. Incidentally. the odds of
this attack failing are not | in 36, but closer to 1 in
32 Although on the initial attack and counterat-
tnck series, the proba of the original attacker
being eliminated is | in 36, there are four cases
(115 of the possibilities) where the atack will need
1o be repeated, which changes the original odds. In
theary there is the possibility of an infinite series of
attacks and counterattacks, so that the probability
of success or failure can only be approximated.

Another point on this is if the attacker has
only one unit involved and success is measured by
heing able to eliminate the enemy unit and occupy
the hex. then the probability of failure of a 2 to |
attack is even greater, This is because an exchange
on either the attack or counterattuck effectively
eliminates the attacking unit, In THIRD REICH,
fara German 4-6 to attack a Russian 1-3 (doubled
on defense) at 2 to | odds is economically foalish
because the German player is risking 8 BRP's
against | for less than a 2 to | chance of success,
The mulitary strategy may override the economic
considerations, but this should be a rare case,

In Volume 12, No. § of the GENERAL Mr
Saha, in his article on THIRD REICH, pointed
out that a | to | attaek is not so bad since
counterattucks must come at basic rather than
directed odds. This also s relative to the units
mvolved. A 4-6 poing against 4 2-3 (doubled) has
fess than a 509 chance of success; however, if three
1-Fsattack a lone 3-3 (again doubled so that the
oddsare 1 to 1) then the chance of success is 839 or
Sto 1. Inaddition, of course, the economic (BRP)
and military (vbjectives) considerations need to be
weighed in determining if such an attack s
worthwhile.

It is the power of a properly executed 1 to
| attack that poses a threat to Britain and forces
the British to keep a reasopable defensive force
availuble, The rule changes in Vol 11, No. 6
moderate this somewhat, but if the Allied { British)
plaver detends unrealistically, the German can get
about 4 to | odds at eliminuting Britain from the
game. Britain needs to keep about 504 of its air
and ground factors available, in addition to the 6
replicement  counters stacked in London, to
reduce that chance to less thun 1in 6. Even after
the German is attacking elsewhere, say in Russia,
the threat is still there so that the British plaver
better have in Britain, or immediately redeploy-
ahle in Britain, the required combat factors, The
threat will continue until LS, forees arrive

Vol. 11, No. 6 also had a discussion of the
initintive or who goes first rule. | think this is a
good rule as designed. The arithmetic is simple, so
the only drag on the action is the plavers
procrastinating on whether or not to cause a
switch in order. A playnble and realistic alterna-
tive would be to make the determination during
the Year-start sequence, and have it apply to the
full year, In the real war, Germany did have the
nitiative until late 1942 and the Allics thereafter.

But back to the luck factor which is the poimt
of this letter. As Mr. Geary states, chess and
wargames, such as THIRD REICH, are not really
comparable, but this does not mean that onc
involves greater intelligence than the other. Take
that great game of “chance™, poker, for example.

Letters to the Editor ...

In serious competition, which means high or
unlmited stakes. a very high level of ability is
required. The skills involved are a small part
probability knowledge and a very large amount of
psychology. Die roll wargames in addition 1o
volving the ability to move the pieces properly,
also require some probability knowledge and a
degree of psychological awareness. Granted, a
single roll of the die may change the course of the
game drumatically, For example, if the | in 6 shot
at knocking out Britain succeeds, that i luck. 11t
happened against me and my opponent was a
wildman or just unthinking, I'd curse my fate, but |
should be content in the knowledge I'll beat the
churucter at beast 5 times out of six. On the other
hand, if my German opponent made 4 well
reasoned move because he was behind at that stage
of the match and the attempt appeared to be his
only chanee to reverse the course of events, then
I'd still curse my fate, but T hope | would have the
courtesy to tip my hat to a very skillful player,

1 think that THIRL REIC H has builtinto the
game design a very excellent combination of luck
and a variety of skills. | am interested in the BRP
Or gconomic strategy as it refates to the military or
victory condition strategy. It seems to me that in
the campaign game particularly, the economic
considerations are of primary importance from
the beginning through at least 1941,

The multi-player game requires the care and
feeding of a partner (called diplomacy) in order to
keep that character from blowing your whole
game design. Il he happens to be the French
plaver, in a six player game, he may not take
kindly to the concept that France is going to fall
anyway, so why not use the French forces,
particularly air and naval, to attrition the Axis
BRP strength 10 the fullest extent possible.
However, with “u little bit of hick™ there may be
only five players available so thar he can get back
in shortly to move the U.S, forces—of course
under vour command.

William R, Nightingale
Lynnwood, Wash.

ook

Deur Don:

In the Nov.-Dec. 75 Vol. 12 No. 4 issue of the
GENERAL | see you are offering the 2nd edition
of rules for your gume /776 $2.00 plus 50¢
handling, ete. I feel I'm being screwed over by
having to pay forsomething that damn well wasn't
my fault by not being i the rules when | purchased
the game, The least you guys could do is print the 9
rule changes in the GENERAL and help take care
of those who take care of you by subscribing.

| feel the GENERAL should be the tool in
which material such as this should be relayed. If 1
had to pay $2.50 for a 2nd rules edition for every
game | own, 1 would be laying out approximately
$150.00 No thanks. | dont need that kind of
lovalty.

Ed. Lesinger
Luurel, Md. 20811

Ed. Nove: Everybody is entitled 1o their opinion,
including the fellow below, bur you'll be happy 1o
hear that we intend to use the Design Analysis
colwmn as a sori on ongoing errata sheet in the
furure.

Foroirir ko

Dear Sir:

I don’t havethe time 1o write an appropriate
letter to the correct departmem, but let it be
known to the entire staff that I think this revised
rules idea is fantastic. | don't know how profitable
it is to youto take the time to doit, but [ feel that
such revision to improve analready fine product is
admirable, and the prices, for the most part, are
cquitable. May all your future products be free
from printing errors!

Floyd E. Paxton
Bridgeton, MO

b % 2 ¢ & 4
Dear Sir:

I will try not to bore you with details, but 1 feel
il necessary to give you some background on my-

self in regard to wargaming, | have been “into”
wargaming for nearly five years. | currently own
48 games, and hold subscriptions to both The
GENERAL and MOVES. | have invested consid-
crable time and money in my hobby, and
generally, | feel both were well spent, During my
five years of gaming, | have never played an
opponent. | have been strictly a solitire gamer.

In view of the above, and the receipt of Vol
13, No. 2, of The GENERAL, | felt compelled 1o
write this letter. | subscribed to the GENERA L for
two reasons. First and foremost is for the Series
Replay. | greatly enjoy following the action as this
is the only ‘opponent’ | ever have, If | do not
happen to have a game that s featured in the Sertes
Replay, | go out and buy it. | was grievously
disappointed with the Series Replay of DIPLOM-
ACY in Vol, 13, No. 2, It indicates a total
disregard for the average wargamer who does not
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G. S, Albert
Manteca, CA

YokA Aok

Dear Sirs:

I noticed your title survey in the latest issue of
the GENERAL, and | could not resist the
opportunity to send you my choices for possible
new games as well as some comments concerning
existing games, | have been playing your games
since 1961 (I now own 19 of them!), and my
interest in wargaming has grown over the years, [
intend in becoming more actively involved in
wargaming as soon as | complete my graduate
studies in civil and geological enginecring carly
next year. As a result of the distraction from my
studies, I have not been able to play as many games
ol some of your relcases over the past five vears as
to be able to comment intelligently on them, e.g.,
PANZER LEADER, ALEXANDER, or revised
CHANCELLORSVILLE,

However, being that Tam a devotee of classic
and campaign games, | have played your recent

have a plethora of opp L and who depends on
each issue of The GENERA L for a major portion
of their wargame enjoyment. | am of the opinion
that this type of gamer constitutes a considerable
portion of your market. Also, the DIPLOMACY
Replay was totally unnecessary due to the many
alternatives open to Diplomacy fans.

My second reason for subscribing 1o The
GENERAL is for the Oppoenents Wanted page.
Sinee my subscription began, there have been only
two El Paso addresses listed, and when checked,
both were no longer valid as the persons had
apparently moved. Thisis not your fault of course,
but | would like to know the time differential
between submission of an opponents wanted
request and its printing in The GENERAL.

I notice that the major articles in Vol. 13, No.
2 are centered on your most popular RBG rated
game, WS&IM. This is apparently an attempt to
boost the sagging ratings of recent issues of The
GENERAL, but the attempt failed, in my mind at
least by inclusion of the Diplomacy Replay, and |
would give the issue as a whole a rating of 7 at best.

Paul Bidwell

El Paso, TX

ED. NOTE: Many readers felt the same as you did
in respect to the inclusion of so much space for
coverage of DIPLOMACY. Because of this and
also due 1o the fact that we now subsidize an entire
magazine (DIPLOMACY WORLD) which is
devoted entirely to coverage of the DIPLOMACY
game, articles pertaining 1o DIPLOMACY in the
GENERAL will be comparatively few and far
between. As to the Opponents Wanted advertive-
ments, they are usually inserted into the next
issiee but those missing a printing deadline may
4t around for ax long as four months, Most ads are
approximately two months old, however.

ok ki
Dears Sirs:

It is, and has been for two years, apparent,
that the “Realism™ buffs have finally succeeded in
conguering the “Playability” buffs in wargame
circles. It seems that the victory has been total as
the Avalon Hill Game Co. and THE GENERAL
have fallen into their hands. Kudos on your win!

However, methinks that you should reconsid-
er your position as virtual "Dictators” of the
hobby, The increased emphasis on realism (o the
detriment of playability) has driven many of us
from the ranks of the hobby. None of your new
titles in the past two years has really appealed to
the playability buffs (The Silent Minority?). Sure
we still have STALINGRAD, WATERLOO, et
al, to Keep us busy, but wed like something new
once in & while too! The current fad of THIRD
REICH-type games is fine, but most of us either
waork for a living or attend school full-time and
cannot devote 48 straight hours to a game of
THIRD REICH (Hey, you can't do that! “Sure [
can, it's rule five-o-nine-dash-two-point-seven-o-
three-four of subscction twenty three. Don't you
read the rules™) Looking for a way to capture
Malta can make me two days late for work!

A “Benevolent Dictatorship™ would be more
to our liking. Us “Playables” can become
despondent to the point of suicide when we
eagerly rush home for our new GENERALS only
to find the entire issue devoted to only two titles
(Vaol, 13 No. 2). We tend to get a sinking feeling in
our wallets and or purses, (1 pay for this! 7)

Please, tolerate us and humor us with at Jeast
one last Good-Old-Fushioned-How-1-Won-At-
Stalingrad-Unbeatable-Except-On-Alternate-
Thursdays-Plan-Of-The-Month,

I RUSSIAN  CAMPAIGN, THIRD
REICH, and [776 several times, each with great
enjoyment. | believe of all my AH games (1 also
own §TAR FORCE which | am crazy about) that
my favorite 15 now RUSSIAN CAMPAIGN. The
more relaistic reinforcement counters for the
Soviet Army and the extension of playing time to
the end of the war or 1945 are welcome improve-
ments to that favorite classic STALINGRAD.
I realize that RUSSIAN CAMPAIGN is an
entirely new game rather than a revised edition of
STALINGRAD, but | really think you should
have included the latter’s rule on frozen rivers and
lakes as this adds an interesting dimension to
winterstrategy and play. | have one other thought
on an existing game which | hope you will
consider. | believe that there should be a better
system for getting the strategically important
countries of Turkey and Spain into the THIRD
REICH game without resorting (o invasion or a
lucky role of the variant die. | have played several
games where the Axis had spectacular early
success including capture of the eastern Mediter-
ranean. Under such circumstances, | cannot but
believe that Turkey would have joined the Axis
powers. | cannot, admittedly, conceive of a similar
situation except possibly a successful Seelowe that
would have changed Franco's mind towards
neutrality, Still, 1 believe that a rule should be
included such that these countries might freely
enter the war as Axis allies if the Axis conquers
certain objectives such as the Suer canal. Of
course, the Axis in such a situation can easily
conquer Turkey in anticipation of using it as a
springboard for invasion of the Caucasus, but
such a situation would surely influence Turkey to
join the Axis.

One last point concerning THIRD REICH. |
believe that you should consider serious BRP
losses for loss of the Caucasus oil fields by Russia
and the loss of the Rumanian fields by the
Germans. Both of these countries relied heavily
upon their respective oil ficlds and could not have
fought for many months, if that long, without
them. In the case of the Soviets, I do not believe
that they could have developed Siberian ol
(assuming they knew about these deposits then) or
that we could have effectively supplied them by sea
with sulficient gasoline and lubricants to have run
their war machine. | would suggest a loss of 20-50
BRP's for Russia coming immediately or within
one quarter after a German conquest of the
Caucasus. A similar or larger BRP loss should
take place on the German side if they lose the
Rumanian oil fields. The exact number of BRP
losses, of course, must not reflect too adversely on
playability,

Finally, | would like to comment on your title
survey, To attempt to play every new game that
you and S1 have put out in the last few years
(besides being financially difficult) and master
these games is just impossible. A true wargame
devotee is not going to be able to become really
competent at more than a very limited number of
new releases per year. | am sure you are quite
aware of this, I hope that Avalon Hill continues to
market 2, 3, 4 new games per vear—whatever the
market will take. | will certainly buy those that
intrigue me, but | do nol believe 1, or most
wargamers are going to purchase the number of
games that we have the past few years. We are still
trying to master the ones that we have! We never
completely learn though. ..l have just pur-
chased copies of your STAR TROOPER and
CAESAR.

Gary K. Olson
Gainesville, FL
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READER BUYER'S GUIDE

TME: RUSSIAN CAMPAIGN

SUBJECT: Corps Level Simulation of entire Eastern Front; 1941-1945,

THE RUSSIAN CAMPAIGN was the 28th
game to undergo analysis in the RBG and
surprised even us by going immediately to the
head of the list with a cumulative rating of
2,24, Although we recognized TAC as a fine
game we did not expect that kind of success. At
least part of its great popularity is attributable
1o the small sample caused by its mail-order-
only status. We suspect mail order only games
such as ANZI0, JUTLAND, etc. do better than
expected in the RBG in large part due to the
ralative inaccessibility of the game. Those
who go to the trouble to order by mail are highly
interested in the subject matter to begin with
andthus more inclined 1o receive the game
favorably.

This is not meant to detract from a fine
gama however. Led by a best ever rating in the
Level gory, the game rated in
the top third of 8 of the 9 categories. Only in
Completeness of Rules was the game found
wanting to any extent. Most of the ambiguities
were answered in the Vol. 13, No. 3 Question
Box and all loopholes will be plugged by a
rewrite of the 2nd edition due out in March.

Tha lme rallngs for Physical Quality,
M I and Comp are interpreted
here as satisfaction with several innovative
concepts such as eliminating the hex grid over

unplayable terrain to do away totally with
ambiguous hexes, and a set-up coordinate
printed directly on the counters and well
organized OB sheets for easy set-up. Also
worthy of comment is the fine rating for Ease of
Understanding—showing that gamers appre-
ciate a 4 pp rulebook they don’t have to “wade
through"

Play Balance is actually too good in TRC
with a majority of games played between
expert players resulting in draws. Both this
problem and the long Campaign Game playing
time have been corrected in the upcoming 2nd
edition by new "Sudden Death” victory con-
ditions and a combination of new scenarios.

1. Physical Quality L 1.98
2. Maphoard R 1.85
3. Components. ... .. . 12402
4. Ease of Understanding .. 2.24
5. Comploteness of Rules . .. 3.07
6. Play Balance ... . . .. . 2.78
1. Realism . f— 2.41
8. Excitement Level . .. - 1.78
9. Overall Value 2.07
10. Game Length . .. 4 hr.,45 min.

Tz QuesTioN BoxR

A. There would be no final fire because the
defender 1s under full cover, They would meles
normally, however,

Q. If the line-of-fire runs exactly along the
hexside between two wreck hexes, what isadded to
the HPN, +1 or +27

A. Add °2' 1o the HPN. The common hexside is
assumed to be a part of both wreck hexes, thus the
line-ol-fire intersects two wreck hexes.

Q. May Stukas drop bombs on targets moving
more than two hexes per turn? Are direct hits
rolled for moving targets?

A. No. Stuka attacks are restricted in the same
manner as other types of indirect fire,

Q. May vehicular units
enemy-occupied hexes?
A. Yes.

move into/through

Q. Scenario two states that personnel units may
not fire into hexes containing other friendly
personnel units, May non-personnel units fire into
hexes containing friendly units? May personnel
units fire into hexes friendly vehicul
and/or weapon units?

A. No. Friendly units may not fire into hexes
containing friendly personnel, wvehicular, or
weapon units. They may, however, fire into hexes
containing un-manned weapon units and aban-
doned. bailed-out, or K-killed AFV's,

Q. When linng HE rounds at a weapon unit, does
the crew receive casualties if all of the shots are
‘misses”! Is the weapon and the crew operating it
treated as one target or two separate targets?

A. Although not specifically stated, n weaporand
its operating crew are treated as one target, The
HE ‘misscs’ would be evaluated as frag against the
crew in good cover.

Q. If & crew assigned to a weapon unit is in the
same hex but not operating that unit {and
therefore on top of it), and both are in the same
cover state, what happens to the crew if the
weapon is F-Killed by a direct hit?

A. Nothing, except collateral d. if hit by

TOBRUK:

Q. May forward observers for off-board artillery |
adjust indirect fire when in full cover (such as
under a hedgehog counter)?

A. Yes

Q. Can anti-tank guns “in portee” in light trucks
fire from weapon pits?

A Yes—as if they were in weapon pits without the
portee.

Q. May personnel units in full cover, and thus their
identity hidden by the limited intelligence rule, be
targeted for direct or indirect fire? And if more
than one personnel unit is under full cover, how
can a target unit be chosen not knowing what any
of the units are?

A. No. If the unit fires, or moves into or out of full
cover, it may be fired upon.

Q. Can weapon crews be chosen as targets lor
direct (or indirect) fire while they are operating
their weapons?

A. Yes

Q. For weapon pits, may S1X personnel units
occupy a weapon pitinaddition toa weaponand a
crew?

A. Yes. This was a bit obsa:ur: in the rules, but a
weapon pit acts as a hedgehog with the added
proviso for the protection of weapon units and
vehicles,

Q. May an AFV in a melee hex fire at targets
outside of the hex? May it be fired upon by units
outside the melee hex?

A. The AFV may fire out of the hex, but it cannot
be fired upon by outside units,

Q. Are non-personnel units ‘frozen’ in a melee
hex?
A. No, only personnel units,

Q. 1i the defender in a melee situation is under lull
cover, what is the effect of an attacker's final firein
melee?

indirect fire,

Q. What is the defensive condition of a porteed
ATG 1in a weapon pit?
A. Same as a non-porteed ATG in a weapon pit.

Q. Personnel units operating a heavy weapon unit
are considered to be in GOOD cover. What about
when they are in a weapon pit?

A. 5uill only good cover . .,

THE GENERAL

Q. When firing at heavy weapon units with
weapons of 40mm or smaller, does the Burst On
Target rule apply to weapons that are hit but not
F-Killed?

A: Yes.

. If a tank crew bails-out, is the tank considered
K-Killed for victory point purposes?

A. In general ‘ves’. But, if you're playing with the
Experimental Capture Rules, the AFV is not
considered K-Killed and may therefore be cap-
tured.

Q. In the Fircfights, are points given for AFY
crew casualties?

A. Not automatically. Use AFV Crew Counters
for bailed-our erews and decide their fate as
normal personnel units.

Q. Using the AFV Crew Counter rule, are crews
automatically acquired for fire when they bail-
ou?

A. Notautomatically; if it 1s direct fire, they must
be acquired normally, if it isindirect fire, then they
would be acquired by simply switching targets in
the same hex.

Q. Can AFV crews automatically bail-out of
undamaged AFV's?
A. No—what on earth for? 1?

Q. Using the ‘Best Aspect’ rule, assume an AFV
moves perpendicular to the firing unit and then
pivotsin the last hex of movement to face the firing
unit. If the firing unit fires at the FLANK aspect
and petsaTRACK hit, which way would the target
vehicle be positioned? Also, would the firing unit
subtract, ‘1" for firing at the flank?

A, Thetarget AFV would be positioned such that
the Mank faced the firing unit. Also, 1" would be
subtracted from the HPN for firing at the flank.

Q. If an AFVY remains in the same hex and
continues to overrun a unit for several turns, may
it fire its MG's as ‘final fire’ on subsequent turns?
A. No. Final fire is only used during the initial
turn of overrun

Q. If a friendly AFV is being close assaulted by
enemy personnel units, may another friendly AFV
enter the same hex and overrun the close-
assaulting infantry?

A. Yes. The only effect, however, would be to
lower the infantry units' morale by an additional
four points,

Q. Maya Pzkw-1Ve move one hex, pivor, and still
be able to fire indirectly?

A. Yes. It can only move one hex. but it can still
expend two movement points.

AVALON HILL RBG RATING CHART

The wargaming t-shirts are now avallable and
although these black and white photos do not
portray the vivid colors and sharpness of the
artwork you can take our word that these shirts
sport an exact full color likeness of wargam-
ng's most widely recognized box cover.

WARGAMING T-SHIRTS

The back sports an enlarged. silk screened
version of the Avalon Hill logo. The neck and
sleeves feature attractive red collars to present
a very pleasing overall appearance,

The shirts sell for $56.00 each plus the usual
postage charges based on the dollar amount
of your total order. Be sura to specify size
Maryland residents add 4% State Sales Tax.

Small

Large
{ Xtra Large

suaion Hill

The games are ranked by their cumulative scores which is an average of the 39 categories for each
game. While it may be fairly argued that each category should not weigh equally against the others,
we use it only as a generalization of overall rank. By breaking down a game's ratings into individual
categories the gamer is able to discern for himself where the game is strong or weak in the qualities
he values the most. Readers are reminded that the Game Length category is measured in multiples of
1en minutes and that a rating of 18 would equal 3 hours.
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1. RUSSIAN CAMPAIGN 224 198 188
2. WS & LM 234 240 307
3. ANZIO 236 211 174
4. PANZER LEADER 280 Za41 217
5 RICHTHOFEN'S 252 228 262
6 1776 2.66 216 176
7. 3rd REICH 2.57 212 247
8, PANZERBLITZ 258 2.00° 3.00
9. KINGMAKER 260 226 284
10. CAESAR'S LEGIONS 264 232 236
11. CHANCELLORSVILLE 268 262 257
12. FRAMNCE 1940 282 1.75 205
13, JUTLAND 281 284 —
14, LUFTWAFFE 287 241 291
15. MIDWAY 288 275 3.12
16. AFRIKA KCRPS 290 3.04 3.0
17. ALEXAMNDER 293 299 321
18. ORIGINS OF WW 11 298 269 258
19, BLITZKRIEG 3.09 339 328
20. TOBRUK 3.10 2.85 468
21. WATERLOO 3.18 3.29 3.27
22, BULGE 321 293 280
23. D-DAY 3.43 3.72 454
24. STALINGRAD 3.44 343 374
25, TACTICS |1 3.51 343 430
26, 1914 3.87 3.18 3.40
27. GETTYSBURG 3.88 3.59 3.84
28. KRIEGSPIEL 404 377 420
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THE GENERAIL

Since adapting D/PLOMACY to bookcase
packaging, the old style GRI D/IPLOMACY map-
board is rapidly becoming a rare item. When the
present stock of approximately 200 boards is
exhausted there will be no more. Those wishing
an original GRI mapboard should order now
while it is still possible and be sure to specify that
you want the old edition mapboard. The board
sells for $4.00 plus 75¢ postage.

Dozens of readers justifiably complained
about the solution to Contest No. 71. Our
contest developer seemingly forgot that artillery
can't fire through intervening woods. He
promises he'll never do it again however if we'll
cut him down.

GEN CON WEST | which took place Sept
4-6th in San Jose, CA is reported to have drawn
1200 people to participate in board and minia-
tures competition as well as view displays and
trade stands. This was apparently the most
successful of the West Coast gaming conven-
tions.

The illustration on pp. 3 is entitled "Setting
Up”.Itis aprintby Bruce Weigle from The Desert
Campaign portfolio. It depicts the German "'FLAK
18" 88mm gun and its half-tracked prime mover,
the Sd. Kfz. 7. The 11 man crew could unlimber
and make ready for firing in 12 minutes. Thisand
many other prints are available from LAMO-
LEM Battle Prints, P.O. Box 2382, La Jolla, CA
92038. The complete Armor-in-Action series
consisting of five portfolios is available for $4.95
ppd. Lamo-Lem also offers a catalogue free for
the asking.

Bruce Zollars of 4573 Coolidge St., Concord,
CA 94521 announces that he is moderating
multi-player games of WS&IM. The price of a
twenty turn postal game starts at $3.00 for the
first ship plus 25¢ for each additional shipuptoa
maximum of 5($4.00 total). Players may request
a scenario and ship(s) but should include an
alternate choice as not everyone can get a 120
gun ship of the line. This may be your best
chance to engage in a full scale multi-
commander game of TRAFALGAR with real fog
of war.

Bill Donoher of 573 Woodland Dr., Los Osos,
CA 93402 is organizing an ORIGINS OF WWiI
PBM tournament. Those interested may refer to
the "Play-by-mail Game' section of the rules
folder for the basic rules, although certain
differences will be outlined upon entrance. Cash
prizes are promised. A $3.00 entry fee is
required.

More evidence of the emergence of wargam-
ing into the public eye is found on pp. 242-244 of
the new bestseller on Watergate “THE FINAL
DAYS” by Bernstein and Woodward. The
authors make a point of showing David Eisen-
hower's preference for playing D/IPLOMACY
over joining Julie's involvement in her father's
defense.

The Ealing Games Group in England is the
most recent local club to get their act together.
Complete with a fine club newsletter, stationery,
and esprit de corps this group is doing much to
promote active UK face to face boardgaming.
Interested Englanders or visitors are urged to
contact Bob Watson at 32 Windmill Lane,
Southall, Mddx UB2 4ND or call 01-574-2709.

Infiltrator’s Report

Wargame conventions are rapidly becoming
a year around phenomenon. Winter events are
planned in a variety of locations, not the least of
which is WINTER WAR IV sponsored by the
University of lllinois Conflict Simulations Socie-
ty at the Foreigh Language Bldg., 700 S.
Mathews Ave., Urbana, IL 61801 January 14-
16. Among the planned events are competitions
in DIPLOMACY, WS&IM, PANZERBLITZ &
LEADER. Further information is available from
Alan Conrad, 911 S. Locust #101, Champaign,
IL 61820.

There's liable to be less snow but just as
much fun at GROUND ZERQ in Jacksonville, FL.
Sponsored by the Cowford Dragoons {(Northeast
Florida Wargaming Association}, GROUND
ZERO promises the usual array of competitive
events including KINGMAKER, TOBRUK.
WS&IM and a RICHTHOFEN'S WAR DEMO
DERBY. Scheduled for February 19th and 20th
at the Holiday Inn on the Arlington Expressway,
GROUND ZERO promises to be a class event. For
a free brochure write Roy Beach, 56333 Santa
Monica Blvd.N., Jacksonville, FL 32207.

WARCON 1l is scheduled for Jan 28-30 in
the Memorial Student Center at Texas A&M
University in College Station, TX. Sponsored by
the Texas A&M Society, this promises to be a
much expanded and improved version of last
year's event with tournaments in KINGMAKER,
and PANZER LEADER among the planned
competitions. Interested parties should contact
Keith Gross at P.O. Box 8199, College Station,
TX 77844,

The Armchair Strategists Club of California
State University announces that ORCCON T will
be held on Jan. 7, 8, and 9 at the University
Activities Center in Fullerton, CA. Among the
planned events are an AH Classics Tournament,
Richthofen’'s War Demo Derby, Panzer Leader
Macro Game, WS&IM, KINGMAKER, and Di-
PLOMACY tournaments. Cost is $3 per person
at the door.

U.S. servicemen in West Germany will get
their crack at the convention scene Feb. 12-14 at
the U.S. Army Rec Center in Landstuhl. Those in
the area are urged to contact SFC David Rolfe,
Box 14, 2nd General Hospital, APO NY 09180.

Vol. 13, No. 3 proved to be the most popular
issue ever with an overall rating of 2.53 which
edged the 2.67 of Vol. 12, No. 1 and in so doing
showed the readership's preference for a wide
variety of subject coverage. The ratings of
individual articles by our 1200 maximum point
scoring system looked like this:

Initial Impressions of

Russian Campaign ............. 404
Panzerblitz, 1941 . ................ 181
Midway Series Replay............. 143
Furor Teutonicus.................. 131
Basic Probability for War at Sea.... 92
Another Man’s View of

Russian Campaign ............. 86
Design Analysis—Kingmaker. ... ... 35
A Question of Balance ............ 27
Just One More Hex ............... 20
More French Alternatives.......... 19
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Since nobody has sent in a completely
accurate solution to Contest 73 yet (yes, all you
clever people who found the storming attack,
you left something out!), we're accepting
submissions right up to the time this issue of the
GENERAL is mailed out. Consequently we don't
have a list of winners at thig writing, but we will
tip you off to the complete solution.

(A number of solutions were wrong because
of rules misinterpretations. Before | give the
right solution, I'd like to point out that: in the
second impulse units move as indicated on the
movement allowance chart, they cannot move if
they start the second impulse in enemy ZOC,
and they cannot attack at all if they were in a first
impulse AV; only one unit can invade in the
Black Sea during a player’s turn, all Black Sea
ports must be controlled for the invasion to be
guaranteed of success; units must stop in the
first hex after crossing the Kerch Straits and
cannot cross into an enemy ZOC; and the
Russian units near Rostov are doubled behind
the river. If you're wondering why your solution
wasn't right, the above might explain it.)

Maybe we should have reminded you that
the Russians get reinforcements in May, 1943,
too—the 5th Guards Armored Army. As a final
hint to all you people who almost got the
solution, the 59th infantry corps is the final key
to the puzzle—thrat unit must be used! If you'd
like to go back and solve the puzzle for your own
satisfaction, the time to do it is now—the
solution is spelled out in the following para-
graphs.

First, the 48th and 57th panzer corps and the
3rd Rumanian go to GG21, attacking the
Russian 3rd armor with a Stuka to get an
Automatic Victory. Then the 53th infantry corps
goes to 1122, controlling Sevastopol. Then move
any of the nearby 4-4s into Rostov—and at that
moment all three ports are in Axis control. The
1st SS invades at KK18, AVing the Stavka unit,
and the 2nd SS, 1st cavalry, and 14th panzer
corps move into KK19, which is now free of
Russian ZOC. The 52nd panzer grenadiers move
to 0016, and the 11th infantry corps move to
JJ21. The rest hold their positions.

The Axis can get a 4-1 surrounded against
Stalin and the 19th Army, buta ""Contact” result
would save Stalin and allow the Russians to
counterattack and break the encirclement,
giving Stalin a retreat route when he counterat-
tacks on his turn. So the Axis must make sure
Stalin is eliminated when he counterattacks—
they must force him to attack at worse than 1-6-
odds, so he will automatically surrender regard-
less of other battles. The Axis need 30+ points
adjacent to Stalin {and the 19th) and placed so
that no other Russian unit can attack them.

So on the second impulse the 2nd SS and
14th panzer go to MM18, where they will be
doubled to 32 points when Stalin counterat-
tacks. These are the units that must be protected
from other Russian attacks. The 1st cavalry goes
to LL18 to fill out the Axis 4-1 attack and to block
the coastal approach. The 1st SS goes to MM15
to block the overland approach and to surround
Stalin.

Now comes the part everyone forgot—you
have to block against a Russian invasion to
reinforce Stalin's attack! The 52nd panzer
grenadier goes to 0017, and the 11th infantry
goes to KK19. The Russians can invade at LL19
or NN18, but the invading unit must attack the
appropriate flank unit onfy. Stalin and the 19th
Army must attack at 1-7 and are automatically
eliminated!



PAGE 36

OPPONENTS WANTED

Jut-Pim, Jack J, Romano, 102,
55 Prolens 4519, FPO San Francisco,
CA 'k-hUl
Fii 1770 or any Civil War pame. Shoull have
AREA of 1500 plis Bobert Manin, 11901
it Hills, CA 91344, 363-5idd.
CRLN SLMer seeks New GRPONENES Jor all A
s, alsa many others. No blood sport, want
5, mot enemics! Can travel within southern
Ben Harh, 10341 Lussen St. Los

R-3

.’\Ii \l!m
nta hMaria,

Fase player 4 \.r_I'\.a T o 38 Pl Fram,
Uhuek Spaekerman, 707 Bristol,
A 95104, 4651411

. Parker Huglburt, 9347

Am 14 yr_old secking
ani il far Panld.

I'JTJ
oppenents far phm BB,
Lufi, Tobruk

dy. caps. Well almost,
vhols onguct me. Even those
of you who did and | lost your nambers, Wall
Cussidy, 4 Resmer Rd., Westport, CT O6BED, 227«
5407,

\lﬂlll AREA apponents in Newark-Wi
needed for 01 onby of any AH

Tiinglan

Tt AT g ites, Send 136 slamp
ilfiams. Jr.. 1507 W. 1Mh St
FL_32401, {9%04) T63- 165,

Im 1|~l \\..I'I\
Panama Cigy,

© J Kelly.
B304 5. Pecan Apt. !‘ C'lwdl:ln.. E.A 3IOI5 [E1F)
27329,

Want Fhen opponents for mast AH games. Nesd
kits for some. AREA players should be 1100 and
up. Will pay non-rated games too. James H,
MeCall, 1365 E. 60th. Chicap
Revently moved 1o Chicago a

iin finding club{s} in western suburbs. Also AREA
pham Auzio. Bz 75 AREA fif most AH titlee.

Latirangze.
AREA I'.ll»d
Northern arc: 5 i1, Mid. Pan, Panld.
RW. 1776, Tac, . ing 1o karm. Paul
Nordhoos, 1845 Beechnw R, Norhbrody, 11
60062, (312} 2T2-2018.

Average pliver desives appoTe

FAH
13300 W,

ik avea? Well 10 any AH

teresied i muli-plyer Ik
200 JeiT Murrell, 1968 Trevillzan

e K Y 0203, 2

far I o

130 Dhic 5

(207) TH-5636.

ear me. Brenl
< Millinogker, ME 04462,

Pl AK, Giad. W ch Ln:Emi' n 0w
vespond 1 all.
Portland, ME

Rohert 1.
. TT3-2593,

Kune, 7 Llfawm: ‘n

Nowvice players need npponent, For TR or G2k, Fil
af phen. Kuart b.m-pu TOK Claytos 51, Aberdeen,
21001, 7723240,

Spild arc group tormang Lar 0F play. We mee
every Wed, might. All ages are weloome. Richard
Wright. 16 Hunward Hill E. Loapmeadow, MA
(DS, 5253400
Fif oppenents wanted lar I.FIl[? IJD Fr. 56, Ger,
Jut, Panld, RW, BB St 1776, Tabruk,
WELIM AREA rated. Will pbm Blitz and DO
Juseph M. Suvalena. 209 Grove S1.. Lesingion,
MA D2173, 861-1327.

AREA plyaer wants 1o learn ar play Alex, Frdd,
Kreg, Pan, Fanld, 1776, 3R. DD, Diplomsey,
Jerry McCurdy, 4773 Glenis. Drba. Hes. MI
AHIZ3, T91-3656

Guderian secks 1o even the sore wilh 3 Zhrkov,
Paon of Foch in Fra). 3R, BE. Paokd,
Washington challenges amy limey 10 rematch at
1776, Dave Tasper. 24611 W, Chicapo, Redlord,
M1 48239, (313) 255-5530_

T yr. old game fanatic, enknawn abliy, Med i,
appanent far pearly all AH pames. Favorite:
Sgrad, bul any pome fing. Niek Papalos, 13645
E'hurl:lull St.. Scuthgate. MI 42195, (313) 282-

Inokmg Tor AREA rated malch in pbm Biite,
Lult, Pan. "Grad. Fr'40, Russian Campaign, Dan
Lamhert, 2350 Virgini, Troy, MI 46084, 688
24

For Sale: Squander $15.00, "5% Gort $10000, Guead,
2 counters missing $8.00, Hex Gett 7 counters

missang ST Al games in pood condition. Tany
Strong. 102 Cuyamucs Ave

Chala Vista, CA

widalcan . Mil l houks Loo,
meg 1 E||mp¢ Mustsell, Send for st Epappear
in March Jack Grecne, Jr.. 670 Durnell R,
Hillshuraisgh, CA 530111

Grige UB for sale. Not metal counters but excel.
cond. Missing attack recard pad. Will sell far

SIOL 1 pay postage. Peler Dorman, 1315
Comstock Ave.. Los Angeles, CA 924, (213}
21736045,

For sake U-Boue very goud cond Srs.m
postage. Also need General
fil Angin, Frao, Mid,
Hundla.
4

0

W, 3R ike
1115 Donaire Wa\ J .AI..t'r\ w275,

OPPONENTS WANTED

Wanted: Adult #if Pan, Panld, 3R. Sande
Desitefana, #321, RR 7, Angushire Apts. Bldg. B,
Sil Cloud, MY Sa%01, 2531953,

Warited: any 11 uppanents [or Lall, 38 DD,
Panld. Will leamn athers. Keith Lumson, 2915
West Blvd, 5., Colutnbia, MO 65201 445-3451,
Oppon. waned, will play pbm, fif 3R, Bh, Dd,
Alc, Pan, BE. Al letters answered. Any clubs
around? Also play Blitz, phm or ftl. Al Foy, 12 C
s Gulfpor, nssusnt HE4-T559.

C il
bore, Va, arc. Also anytime in

C area mast AH games some others,
il Scort. Chalten Phy., Cherry Hill, K
I3, (D) UK I-4451

am an average Haver uge # lpoking tor
apparents, For i1l i Narth Jersey are Evenings
amiy. No pbm pleass. Lou Dutrer, 4 Dayion Dr.,
Apt. 10A_ Edison, NJ QEK17. (201 494-6343.
.m;\ nhiver ke |"||uw.<um N a local el

Woukl like rated fif s of WE&IM. Wat, and
AR, Non-rated RW, rIJ ‘Girad. Andy Tomend-
ek, 48 Dearbern Dr., Ol Tappan, NJ 07675,
(204) THK-BH5 1

Conot Mark Holoudzk,
WJ K77, (B F9T-MST.
T30 player will phen Bulge (Ge
Kriag (Heds, Wans 1l i Cortlad Homes area,
Chase and Lwill fight any comer. Jahn [ Addaria,
35 Gireenbush St.. Cortland, NY 1345, (607) 753-
014

Arent there any wargamers near Dulii? Need il
oppanents for AK, Anzio, Mid, Our, Panld, RW,
1776, 3R, WE&KIM. Duvid March, Box 242, RD 2,
Dethi, MY 13743, T80-6415

Elvin Jusino, #6 Madisor $1 #5G, New York, NY
1038, (212} 2372450,
Goad high school age plaver desires opp, 0 phm,
AK, Lult, Fral, Krieg, Phlitz. Paul L Clement.
420 Ellioar St #2, Syracuse, NY 13204, 4748508,
FTF Grad, BI, Blitz, Pan, PanLd. Anzio, Tob.
Grad, BB, 'I'ob. AREA %00, Have club if
imerested. Age 14 Al Jesters answored. Waller
Tide (uurl RR £2, Wading River. NY
L 15111 924-0948.

THE GENERAL
OPPONENTS WANTED

Unionown, BA L5401, (413) 4377601,

Lot in Brockings SD! Is there any garmers within
55 miles of this prarie town? Good ftf play of Frial,
Pan, Panld, WS&IM. [ am a 25 yr. old
experienced player and each hereat SDSU. Gary
1. Staghiana. 1037 Main Ave. N, #C1, Brookings,
S0 37006, (¢03) 692-5580.

Wanted: FIf epponents in AK. ‘Grad, DD, Ludt,
Pan, & mast any ather game. Recent college prad.

AREA uppanent of 16507 fating wanted 107
Russian Compaign, Sgrad, or RW. Lacal players
call me for info. on aur Sunday sessionsat UNCC,
Jirm Granaen. [0, 52084 Mosree Rd.. Charleite,
NC RIS, SHE-H408.

AREA [0 AAA. Fil Fril, Guad, Pan, RW,
fespecaliyh 1776, Meed a GF for Dippy? We have
cluh in Char. Conect us! Bill Peschel, 1629
Shannonbouse, Charlotte, NC 26215, (704} $35-
1871,

Phem B, Pan. ‘Grad. preler over 15, AREA

Cpt. Thomas K. Williams, 64 Emerakl Dr..

Fayetiesille, NC 28301, 485-3423,

Am T3 and novice-awerage plaver. Mo appaneis,
:' s, Blitz, TAC, phen 2R ifvnu have

Sandusk .mcn Alan Collingwood, 3 L Il'uhadnun
Drive, Milan, (0H 44846 404295
T700 AREA [layer wants 1o play raied game ol
“Grad. Opponent must have AREA rating of 1500
ot Bigher, Pbm or @f, Philip [ Hulfman, 3115
Drover Center, North Cimsted, OH 44070, 777-
2,

Am looking for appe. in Anzia and 3R Pha ar
Tl 1 lave a freend for poss. multi-player games.
Mark Rightnour, 1515 |81, Ap. 7, Alocna, PA
Laibib, {14 e 30980,

Altacns Wargamers, where are you? | know there
arg more than six af us within a seven mibke radius.
Show yourselves. Matt Shirley, 1014 Park Blvd,,
Alloona, A 16501, 9463251,

Akex, Blitz, Jut, Krieg. Luft, Mid, Out, Pan,
Panld, RW, 3R and Tobruk. Will pbm or fif.
Have no kit hut will splic cost. Not AREA rated,
Play lor fun, not kill. 1am 15. Robert Duashay, 109
I!naol fed., Fayemevilbe, NY 13066, (313} 637-

| nayc. ST wanied Tor Bhiz, DD, PanLd. 1776,
IR (know buz dory own), AK, Anzie., Gert Kricg.
Luft. Mid, Qut. Mark Fitrgerald, 2731 Westriver
Phuy, Grand ls, NY 14072, 7737962

Fif_players DD, Luit, AK, 3R, RW, ‘Grad,
PanLd. Can play more. Games | own, Age 16,
wverage player, Andy Antipas, PO nm -1,
Buck Hill Falls, PA [5323, (717) 5

Anvore m the Harrsburg, Pa. are uummu n
estnblishing & Wargamers Cleb for weokly
mectings and tournaments, send o posicard
tname, wdd. age, phonct. CPT Robert K. Swen-
som, RIWL, Box E6l, Enters, PA 17319, (TIT)934-

Pl pliyers wanted lor: Gett, Kricg. Luft. Anzi.
Out, 3R, AK, Mid, Tabruk, 1776, PanLd, DD,
Dip. Wouden Ships. Am willing o lsarn others.
Victar Bench, 3703 West River, Grand Is.. NY
1472, (716} 7734960,

n;‘lp.‘ E‘S]'lﬂ“%! 4 yr. ol £l JOOE!"K ar competi-
i, Will phan. AREA is 980 Will play Pan. Blitr.

AREA T30 A_A B desires phm AR i Mid, DD,
Any elubs in south P, Hbg, or York sres? George
Koch. Jr., % Greenwaod Dr., New Cumberland,
PA IT0U (717} 9384041,

W pbm keugue, CS8 sponsored. Write for damils,
Want AREA phm 11 all AH gumes. Al letters
amswered. Mark Matuschak, |5 Connor St.

COLLECTORS MARKET

all but 4 12-all, 13-a. John Engherg,
Berkley Ln. Holfman Estutes, 1L 60154, 855

1880,

For ke CEO.BED t lirst bidder aver 515, A
condition. Excel. orig. Jut. Far sale te first bid
over $15, Trade (1) for new Anoo. Larry Mclntire,

420 Walnut Cr, .« Apt. 3101, Liste, IL 60532,
43125 460 10,
For sale: Bismarck. 1914, Orig. Jut, DUVAL

Aniio. Bads start at 510 Trades possible. Kevin
Combs, 11225 Old Baho, Pike, Belsville, ML
TS, 43013 4374497,

Achiung! Am Fest Rader in ooy game 1 oun!
Anybody willing to pet kilked! Al have 3 mint
condition 1914 games. One bid for ench! | pay
postage, You pay bid? Tim Paol. IIh.‘-IO Inudiana,
[ (m MCY 64137, 4516) T6E-2198,

anal special rules. Plenty of pads,
5 et hidl. Bill Nurris,
5520, 3433902
vriginal version. mint condition
natheng bent ar squashed, o gomplene st al
counters —one still in ree. Game s virually
wniesed, Best ofler, Randy Heller, 246 Iris Ave., 14,
Stockton, CA 95210, (08 $51-2%99,

ar saly abssline nant coml. 1913, Only apered
wnee ti check for pars, Best offer cver S25.00,
Farker Hurhurt, 9347 Lindame, Whitticr, Ca

ailable all
k‘hlll. m

“VeieTams poTleen
discontinued games offered in ot
U-Bt, G, Giett, Chaneellorsville, Send
stamped. scelf-addressed envelope for full list.

cki, 3354 5 Uniersy Ave
. (312 753-2240.

EeOnen i
LmILm cond. $ESAFeach.
My postape. NOH. P

I, ‘Jnl\ nUHGfN
including 1914,

1 bath
Il lettersanswered. |
&, 4542 W, 8TIh Si

Far & L very good cand. S

i Yau pay
st Semi S48

far price it of ather very
pood cond. AH-3M pames, Very inespensive.
Abso want ftl. M Kolenski, 22 Mareua 8.,
Muanchester, NH 13102, 625-6144.
Far Sale: Good condition AH game of Railroad-
ing. Am narsure bt hink game i complen, 1 ot
refund available within 2 weeks. $600. Willium
Steller, 21 Forest Home Drve. Ithaca, NY
14850, 2572153,
For sule: Gual. contin good_ ¥
Also want Hismark, Hes G,
athers. Write for lists, prices. Sean Sahoe, 33
Blucherry . I iverpoal. NY LMIEE. [315) 652-3126.
i good cond, A alsa needing
vo. L. June 1974 "[x
ar seres. In both Grses,
aller. Brian Hetzel, 1245 Jewent Helmwood R,
Orehard Fark, NY 14137, (715 6620118,
Replace o counters: in

zaod prices.

counler you want. 35¢ cach
R 2.4, Ellard. NC 27243, (91%) S61-4465.

The

AVALON IHLL
Grame Compangy

4517 Harford Road,

Baltimore, Md. 2121

Wil rude 1914, Guad. phus 3 more gumes. Scod
list af

Ferryman, 607 MapILIm Lanc. Urbara, on
AI0TE, (513) 6533352 —
Fooe sale:

IQI-I mint condition 525, Never used

¢ area for most Avalon Hill war
Aic 4. Balai, 73% Dellwood St

I.il:lhl;hem PA 10K, 1215) BAH-KI3S

~Highest hid cver 510,

You pay postage. Also wanl o form ¢lub in my

arca, Now have 3 members. Jaseph D, Castara,

kl)x‘l Box 132, Millerton, PA 16936, (T17) 337-

J<hoat, Bismark. Hes. Gettysburg.
0, Dhspateher, Civil War, DIV, Guad,
ete. SASE for lise. 1. Fitzgerald. 8319 Loretia
Ave., Philadeiphia PA 19152,

For sale; ('ruml n goed cond. No picces missing.
stage only first letler accepied. Al
PquII 229 Bl 5. Slippery Raock, PA 16057,
TOLKHIN

Far o cond. Civil War, Take best offer.
Want Generubs Vol 10 16 .md Vol 11 14 Wil
er 3 pum. Paul
- Towanda. PA 1ZE4E4TIT)

Kaster, 311 oo 8
2656851

Gien VL W0, %a T 5Vl TT. Fo 255, Vi,

Mo, - Vil I3 N |, 20 Grood eondition.

A0 wed Sthe postuge. Bab Berold. Box 472,
e, WA GR2IU (206} BTE-ATI D,

T, L3513 bath in very gand

L 32K Hagel 56, Helmont, W1

RERIL

. 120 Maliba D, Apt, Cl6,

37040,

Average Bluyer 27 soeks adull Wargaters i New
Luft,

Johnsonville area. Pan, RW. St others.
Michicl Doyle, PO, Box 152, New dabmsanvilke.

Jone the Hutoe MITTary Gamng Secety. Dan
Mataus, H4ES Sugermil, Houston, TX 77089,
4510832,

FOBLCE wants mmun\-w AEpONEETs west of
.'lllcgm.un.-s: for phom basic Blisz, plus e 12 & 25,
me red. Hurry. 'm fust improving! Bill Sabatare,
M7 Monticello, Alex., VA 32308
Adull 28 needs Tl opponents. Will play most
pames of most publishers, | have vver 130 tithes.
available. George Lyon 2152 Evans C1., Ap. 30,
Falls Church, ¥ A 22043, (703) K21 -840,

weible 11 SR, Tahruk, Starshap. Miliary
ons a1 VMI kave only Sat afternoon or
E ¢ s free time, Oppesition welcame, Room
06, Cadet Don V. Wells, Box 20 WML,
Lexingron, VA 24305
Goal adull gmer wanls appanents ot any AH
wirgame, Bob Perkins, 11 Sher 5t,. Partsmouth,
VA 23701 4EE-K138.

Wewly rated 1500 player desperately desires
AREA phm Pan sits, 1-23. Send rating and
scenario preference. All mail answered. Amy
gamers in Manivwoe Shebaygan? Carl Hoff-
min. 914A 5. 10th 51, Manitowoc, W 54220,
1414} BE-GET,

Wanied: Any apponend in the Manty area. Fil
anly, mest AH games, ssp. WSRIM, IR, Ludt,
and Blitz. Kevin Luebke, RA). Manitowoc, W1
S420, T58-2321.

Tnter D-Day. Bulge. Grad, AK Tourmamenis!
AREA tourmeys also? Send SASE far informa-
¢ required. han't ask far info. unless truky
interested, Steve Schind helm, $706 W, Courlind
Ave., Milwaukee, Wl 53
FT oppoments wantad. posbls new o6 10 b
extablished mest gumes and types William B
cete. 327 Teh Ave.. Wasuau, W1 5401, (7151

BA5-0330,

Phm AREA (12000 Tac, AK. Anzio, Luft, RW,
Mid. Jul. Nl Pan, Panld. Chanc.. Blaz, Guad,
1914, Bis, UB ar yours, "hm mechaod for Mid, Jut.
Thomas A Crapp. Ango Australian Obssrvatory,
Boa 377, Coonabarabran, N 5. W., Austriali 2857,
T desperate need Tor [T opponents in Germany or
Belgiuam, wn |2 gamas. Wil phm orig. preerably
in Europe.
yursen, W, Germany, 1549,

AREA rated calkgs student wants pben in Blitz
and i in FanLd, Wk1M. Fral, Lufi, Ceas, Leg.
Came ta me if you wani ta loose. Jaao Paula
Fragosa, Av. § De Outubro, 77-2E. Lishon,
Portugal, 45687,

(Gesire appanents tar (il and b in Pan. Al far
At only n PanLd, Tabruk, and other games L
have. Mike Christ, 14020 26th N.E., Seattle, WA
9125, EM 4-7072.

Phm manied far Lull, Kricg, Pan, WSEIM.
Answerall, Al 1l in Anch AK. Any clubs

Tam dectanag war! Anybody interested 1o Fhm
Pan? Would like 10 phm Sit. & Am Ger. Wauld
like 1o et theory, Have slight pbm problem!
Please write for infa! Will answer! Barry Link.
2415 Collingwood Rd.. Kelowna, Prov, British
Columbin, Canada V12263, T63-4123.

around? James Laughlin, P.O. Box 5-39%, SE
YHT49, (PT) ¥64-1267
Average player age 19, desires mature, mon:
fanate, phen. php relationship for 1776, Rus.
Cump., Lufi, Pan. Could he forced inta 3R if
you're seriows. Carl F. Peters, 13421 261h N.E.,
Seattle, WA G125, 3621005,
Fil Lult. Mid. Pan, Panld, RW, 1776, 3R. Will
bk, You must have kit Not AREA rated. Will
accept aoy opp. No matier how good, Ken
Bennett. 2604 E 27th S1. Vancouver, WA 98661,
{204 G83-2603,
AKEA opponent wanted for two game series ol
phim Pan, Scenarios 1, 6, Y, rs 22, or Purablite
Akp Af in area. Chris Hawkins, 927 Kittitas,
Wenatcher, WA IEEDI, 6634416

competion Tor AH  games e A
Fremers. RT#I, Box 1. Flood Crt, Fund DuLac,
W 54937, 2 ETRA.

Want pbm player [or Bt SL. will alos T other
worgame. Genrge ou ess tu? J'ai perdu ton
€. Vyes Lagimenicre, 1060 Elfingham.
uehec, HTWAC2, 08 1-H30E
Fil only. will play AF. BH. Blilr. DD, Fral. Jut.
Krieg. Luft. Crut, RW. “Grad, 38, WS&IM. Tob,
Dip. King. Am 13 yrc old. Murk Dornian, 135
Alsck B, Whiteharse, Yokon, Canada Y1A3KT.
J4013) G4 T-S0BE,
5 r. old beginner wishes AREA pbm Sal 1t
Fanld. Keicg with opposcnts in Tower mainland.
Am quick learner. Glen Gordon, 2127 E. 52 Ave..
Vancouver, B.C Conada VSRIWE, 3211503,
Vancauver area wargamers! Lower mamiand
&an help you find app far
your favorite pames. We have a rating system and
S2A00 memb, foe. Greg Moores. 1107 E. 27th Ave..
Vancouver, Prov. Br. Columbia, Canada
VIVILS. 4768764,

state eond. and price. All replies answered. Pat
I{La 48E0 5. E':ml,m)e: Ave.. Lake Worth, FL

Wlmled 5] Ii&umll trade Dispatcher or 1914
or will buy any wargames. Sandy Springs arca, |
Karl Blaschie, Smﬁ Glenridge Dr..,

and Leyie Gull preces! Wil pay
goall prce for origitalve puod nerox copics wilk
nd me v "

Lion and price ta: Steve Perry. B3 1_ Hunl. B

Centerville, 1A 52534, [515) BStetga4.

Wanted: Will pay unicasomible preces for folbow-
ing issues of Genery I No. 5, Val [k No. &,
Yol 11, No, L val 11, LVl |1 Ne 3, Vel,
LL, Mo d 16 issseseJan. 7d=Dec. 74 CPFT. Leonard
5. Doderson, 5441-C Breu D Forr Knax, KY
FEI
Must have Val %, No. 6 ol the General, The ane
with the Cumpaign Gume of Jar, Will pay S50
for original undamaged copy or $1.50 for legable
copy ar cros, Wayin Wellon, RF13#4, Houlten,
ME 4T3, (2] 5320685,

Waunled: complete wet ol counters for Bis. {no
erax) Puy good price, Abo Nieuchess Air Empire.
b Kevin Combs.
MO ZOME M)

I I]}\ Ol B, Pike, Belisville,
9374497,

1914 games for sale! One vsed in lﬁlud \'nl!‘lllmn
$13, One untouched S20. Post ! Will
Face to Lave in Milwaukee-Lake Ih i area! Gireg
Ruhin, 1867 Thamas Dr.. East Troy. W1 53120,
14} b42-3602,

Want Gien. Vol 9, Na. 6. Stte cond. and price.
Also Tt in Marina High arca, Red Mroison, #1216
Aladdin [, Huntington Beach, CA 92645, §d6-
3574,

vt 111 player for Tahrak, 3R and 1776, Ako
would like 10 buy any discont. AH gimes. Phase

car trade: Verdicn 1T in eaeelient cond, Other
W

imes also. Will phm. it Wat. Will consider
athers. LeMans wanted, Bob Winslow, ApL 411
A, 1612 Warcester Ral.. Framingham. MA 701,
(] Th HTH-45 44

Nee. 3, Must be in goud eondicion. Want fil Mid.
Bis. 3R, Kingmbe. atfer AH g John &
H. 3 r Dr., #1801, Falls Church,




