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Avalon Hill Philosophy Part 62 
' I 

VAUDEVILLE REVISITED 
At the risk of sounding like a 2nd rate 

burlesque comic, this time around we've got 
both good news and bad news. The g o d  news is 
that you can stop worry~ng-we didn't forget to 
insert your VICTORY IN THE PAClFlC mapsheet 
and counters in this issue. The bad news is that 
there isn't any insert! I'm afraid we've reneged 
on our pledge of 4 months ago to bring you 
VICTORY IN THE PACIFIC as a WAR AT SEA 
game variant in the July issue. After con- 
siderable thought and much work, we decided 
the best course was to issue VICTORY IN THE 
PACIFIC as its own separate game. Thisdecision 
came about because VlTP became far more than 
a game variant-it required a 22" x 28" map, 
several hundred two-sided counters, and a 
game system which evolved into something only 
faintly resembling WAS. This hardly left i t  in  the 
"variant" classification. We are determined not 
to add to the game glut with a game in every 
issue and therefore steered away from inferior 
production of what is, for all intents &purposes, 
a brand new game. The GENEBAL's primary 
purpose is to analyze games-not publish them. 
And besides. VlTP turned out to be too damn 
good to use in a magazineformat where it would 
have suffered from inferior paper maps and 
counters. The game itself has evolved into such 
a sophisticated and fine-tuned effort that it is 
almost difficult to remember that it sprangfrom 
WAS, The basic simplicity and playabilty of WAS 
remains, but VlTP is a far better simulation- 
albeit a longer one. VITP is advertized elsewhere 
in this issue and once you've given it a try, you'll 
be glad we hit you upfor S9.00ratherthan afree 
paper variant that would have been ravaged ina 
couple of plays. If the reception the game 
received at ORIGINS 77 is any indication, you'll 
be playing this one many times. 

So much for the perhaps bad news. The real 
good news is that from now on you can expect 
the GENERAL to arrive in four color splendor 
with separate insertsfor the previous tear away 
departments such as counters, RBG, Opponents 
Wanted and contest forms. No more defacing 
your magazine to take advantage of any 
magazine feature. With this change, we become 
a true 36 pp. magazine at last, and end our most 
consistent complaint from you . . . the reader- 
ship. It just goes to show-if you complain long 
enough, eventually you'll get action. 

ORIGINS 77 

ORIGINS Ill in NYC was another in the series 
of outstanding milestone successes for the 
hobby. The con drew 2,200 to the Big Apple to 
enjoy yet another wall run national showpiece 
for the wargaming fraternity. Over 50 tour- 
naments and seminars as well as 30 exhibitors 
were on hand to entertain the hobby faithful. 
The Charles Roberts Awards were once again 
decided by convention attendees' votes and saw 
Avalon Hill walk off with two of the five 
honors in the form of Tom Shaw'selection to the 
Hall of Fame where he joins Don Turnbull and 
James Dunnigan as inductees. THE RUSSIAN 
CAMPAIGN was Best Strategic Game of the 
Year to round out the AH awards. S.P.1, likewise 
took home two Charlies for Best Tactical Game 
(TERRIBLE SWIFT SWORD) and Best Magazine 

(S& vforthe thirdstraightyear. GOWbroke into 
the winner's circle with a Charlie for Best 
Graphics (AVALANCHE). The Awards Ceremony 
was followed by a spirited auction which saw 
Richard Berg extracting heretofore unseen 
sums for used games-both collectors' items 
and still availablegames. Among the bids: $9.00 
fof a used KINGMAKER, $6.00 for AFRlKA 
KORPS, 5 1 5.00 for an autographed copy of the 
orig~nal Charles Roberts TACTICS rules, and 
$60.00 for the inevitable prized copy of 
TRAFALGAR. 

The Avalon Hill booth did a booming 
business-beating our ORIGINS II sales by a 
considerable margin. VICTORY IN THE PACIFIC 
got off to a slow start due to the lack of pre-con 
publicity, but sales picked up briskly on Saturday 
and Sunday after gamers spotted the easy to 
learn game in play all over the student union. 
But the real surprise of the convention for us 
was the acceptance of RAlL BARON-alias 
BOXCARS. A few were sold Friday and played 
that evening. Word spread fast and by Sunday 
we had soldout of a non-wargame at a wargame 
convention1 Believe us, if you're at all inclined to 
take our advertising seriously, give RAIL BARON 
a try. We heard naryadiscouragingwordre:this 
title and doubtless sold more of it than the 
majority of the exhibitors sold of their respective 
wargames. SQUAD LEADER led our sales 
parade, followed by GETTYSBURG, VITP, RAIL 
BARON, CAESAR-ALESIA, SPEED CIRCUIT, 
ARAB ISRAELI WARS, THE RUSSIAN CAM- 
PAIGN, and KINGMAKER. ASSAULT O N  CRETE 
was highly sought after, but wasn't ready and 
will not be released until the fail when itwill join 
SQUAD LEADER in the MAIL ORDER ONLY line. 
Detailed information on the new releases is 
available elsewhere in this issue. 

ORIGINS itself also took several giant strides 
toward growing up when the 9 largest exhibitors 
agreed to unite to incorporate the ORIGINS 
name, and form a steering committee to decide 
the site of future cons. Detroit won the bid for 
ORIGINS IV in a close vote over a Chicago 
company. The actual host for ORlGlNS 78 will be 
the Detroit Metro Gamers' Association who will 
be bonded to the ORIGINS committee to 
guarantee their performance. The actual date 
and time for next year's National convention has 
been tentatively set for July 14-1 6 at the 
University of Michigan in Ann Arbor. The Detroit 
group has successfully sponsored a number of 
smaller regional cons in the past and should do a 
fine job. We hope to see many Midwest gamers 
next year who couldn't make it to the East Coast 
cons. 

WHAT'S COOKING? 
Ws didn't blow our whole wad at ORIGINS- 

we have plans for several more new games 
before the year is out. 

Expansion kits for SQUAD LEADER are 
already in the works. By spring we hope to have 
a revised 2nd edition rulebook available to 
correct any gliches which may have crept into 
the first edition. In particular we discovered that 
the red "plate" printed off center in a few 
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PLAYING YOUR HAND 
IN KINGMAKER ByRichardBerg 

"THE PLAY'S THE THING WHEREIN TO CATCH THE KING" 
ij Andrew McNail as rhe designer h thefather of 

KINGMAKER, Richard Berg B no less than its 
American Godfather. Ii was Richard who d& 
covered zhc English sensation and arranged its frst 
sale on these shores by encouraging SPI's importing 
of the Philmar, Lid. Englhh edi~ion. .Juft as 
importunrly, it was Richards glowing reviews in 
numerous hobby journals that won the game its' 
initial American audience. Berg can lay claim t o  
more than just converting fellow Yanks to the 
noveliies of KINGMAKER however. He's neve7 
been besred in a game yet and considering his 
fondness for treachery and t h  fact that 
KINGMAKER IS a mulri-player game where the 
losers can gang up on the seeming leader d m ' s  a 
considerable boast. Maybe that's why irk so hardto 
get him into a game rkesa days . . . why risk such a 
record once the word i4 out OH you. 

Of the 300 or so historical simulations that have 
appeared in the last decade undoubtedly one of the 
most unusual is KINGMAKER, Andrew MacNeil's 
politically-oriented game on the Wars of the Roses. 
It never ceases to amaze me that a game which 
covers so esoteric a period in history (at least for 
Americans) as the baronial conflicts in the English 
15th century has caught on with such rapid facility. 

The reasons for this are interesting because they 
cast light on the thought processes of the gamer, an 
area into which publishers and designers have tread 
with great trepidation. Until the arrival of 
KINGMAKER (it first appeared in the US in its 
first edition in the early spring of 1975 but had been 
circulating throughout England for at least a year 
prior to that) only one game of similar design had 
ever held the public's interest more than briefly: 
DIPLOMACY. This simulation of power politics 
and abstracted military aggrandizement had been a 
cult ever since its introduction in the early 1960's. It 
was immensely popular and, now that we can look 
back at it, quite simple in its intent. It made its 
players assume roles so much so that they were 
forced to play the game with a psychological insight 
never kfore  used in even the most complex 
simulations. The player was not only playing the 
game, he was playing the other players! And this 
does not mean he was playing against the other 
players; rather he was using them to furtherhisown 

aims. Luck was eliminated; the player survived on 
his own wits entirely. He controlled destiny, and he 
controlled it absolutely. 

The formula worked, and DIPLOMA CYwas a 
raging success-at least within the finite but 
growing circle of simulationenthusiasts. Now, what 
usually happens with success is that it gets copied. 
(Witness this year's Box Office thrill, Airport 77, the 
third in a series of movies designed with the dual 
intent of keeping one away from both airports and 
theatres). But a decade passed without 
DIPLOMACY receiving a serious challenge. To be 
sure, other games of similar ilk appeared: ORIGINS 
O F  WWII is a sort of poor cousin of 
DIPLOMACY, but it has neither the interest or 
elan of its more successful relative. DYNASTY was 
a short-lived, "local" effort to translate role-playing 
to the Far East. It had all the elements to produce 
success, but it never got off the ground, which is too 
bad as it contains some truly intriguing ideas. 

Thus the RoIe-Playing, Power-Politics field was 
left entirely to DIPLOMACY, a vacuum that I, for 
one, never quite understood. The game was so 
obviously successful; and it certainly was no brain- 
twister in the Design department. That it ruled the 
field as sole occupant for so many years is still a 
mystery. Yet, Nature abhors a vacuum and into this 
drought of design steppd Andrew McNeil. Work- 
ing for a long period of time testing designs, shaping 
ideas and molding theories he came up with the first 
new Power Politics game to seriously challenge- 
and intrigue-the Dippy buffs. But KINGMAKER 
was different, for ICINGMAKERdid not rely solely 
on the players' wit to produce a result. MacNeil was 
too familiar with the history of the period to keep 
the play in the hands of the players,for the "playnof 
the Wars of the Roses was never really totally in the 
hands of even its best practitioners. There was too 
much fate, too many uncertainties, too much out- 
and-out luck-both bad as well as good. And this is 
what provides the tremendous drawing power of 
KINGMAKER, for not only does the player have to 
play the other players but now he has to battle the 
Hand of Fate. The players are easy to watch; it is 
Fate that often deals the cruelest blow. 

The heart of KINGMAKER is the marvelous 
series of cards which direct the play of the game. 
Cards had never before been used to such an extent, 

and with such amazing effect, in a conflict 
simulation. Perhaps other designers felt constrained 
to avoid the "Monopoly" influence, or the seeming 
utter randomness of such a system. But in 
KINGMAKER it worked. The two series of cards- 
Event and Crown--ore the game. The recent, and 
excellent, article in The General (Vol. 13, No. I) by 
Robert Harmon is wdl-worth referring to as a 
reminder of what each card in the game can do,and 
how often it can do it. 

And knowing what the cards can dois the key to 
the game. 

Strategy in KINGMAKER is like going over 
Niagara Falls in a barrel: you know what you want 
to do, but once you start doing it you are no longer 
in control. And the player who usually sticks to a 
strict plan in KINGMAKER will usually find 
himself suffering the same fate that befalls the old 
Barrel-Driver. 

The best players in KINGMAKER follow the 
ageald adage: Hope for the Best, but Expect the 
Worst. The former may be fleeting, but the latter is 
sure to arrive somewhere along the line. Moreover, 
do not despair! KINGMAKER is so cunningly 
contrived that even total elimination means little, 
unless it occurs during the latter portion of the 
Middle Game or in the End Game itself. If such a 
fate befalls you, you will have to be content with 
being some major Baron's pawn. You might also try 
breathing in people's faces: Plague always makes for 
quick changes in power hierarchy and spreading a 
little disease doesn't hurt. 

Generalities aside, the best strategy in 
KINGMAKER is preparedness and knowledge. 
The player who knows the board, knows what is 
going on and whathusgone before,and then has the 
flexibility to handle all of this knowledge is a 
successful baron, a veritable Neville amongst the 
Scropes. (A bit of historical byplay: Alas, poor 
Scrope, your time has passed. No longer may 
players launch the once infamous Scrope Attack," 
made infamous in the 1st two editions, wherein the 
hapless Scrope went around like a Kamikaze in kihs 
and buckler, sacrificing himself in attacks the odds 
of which staggered the imagination, just to kill off 
some nobles. The AH edition of the rules has 
removed this bit of dastardly-and often 
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infuriating-byplay. Poor Scrope has now been 
relegated to the scrapheap of nobles-a place he 
fittingly deserves.) 

The first cardinal rule for success in 
KINGMAKER is knowledge of the game-board. DISCARDS: 
The board has undergone some fairly radical 
changes since its initial design(changes which I greet 
with mixed feelings), but the important locations 
and passages are still the same. For example, the 
most important town on the map, in terms of 
movement, is still Shrewsbury. (1 have assumed-as 
do virtually all players-that Shrewsbury does 
control that fork in the road, a matter which should 
officially be clarified somewhere!) (Ed. Note: 
Shrewsb~~ry does conlrol the road.) Control of 

El 
Shrewsbury allows a player in York to whisk on 
down to London in one, fell swoop (providing he 
gains Conisboro Castle, a not-too-difficult feat). 
This type of knowledge is what renders success from 
opportunity and allows the wise Baron to always 
remain within reach of some objective. (It is often 
wise to hide control of Shrewsbury, revealing it only 
when a major opportunity presents itself). 

For a more cogent analysis of KINGMAKER 
let us play a sample "hand" and see what ,..-...A,, _., 

opportunities present themselves and how best even byer Thrrt 

5l the worst hand may & managed. Let us assume a 
four-player game (in my opinion the best configura- 3 
tion for KINGMAKER). We will also use the 
Advanced Rules which give us an eighth member of 
the Royal Household-Edmund, Earl of Rutland- 
as well as the Dukes of Lancasterand York. We will 
be examining the different hands not so much for 
play examples as for strategic possibilities, Each player must decide what his best deploy- 

ment is (some of the nobles being given variable 
locations). This is where knowledge of the 
gameboard comes in. The Lancastrian pieces are 

P - ~ G - ~  located in the center of England, with Margaret and 
Edward right next door to each other, while the 
Yorkist Household is spread around the fringes of 
the country. If you have a faction that is powerfulin 
the center by all means take advantage of such a 
situation. Otherwise, try to base your power in om 
of the fringe areas where you can grab-and 
maintain in relative safety-ne of the Yorkists. 

Further use of game knowledge can be made in' 
assigning the offices and titles. For example, unless 
you want to create a Power Base in the North(which' 
is foolish unless Percy, Earl of Northumberland is 
one of your barons), the Warden of the Northern 
Marches can prove an extreme annoyance. He has 

DJSCARn- an irritating habit of heighing off to Scotland justas 
you are hopping down to London, Embarrassing at 
best. But if you are so lucky as to combine 
Mowbray, Duke of Norfolk, with the Chamberlain 
of the County Palatine of Chester you have created 
quite a formidable Baron, with an exceptionally 

- -  - powerful stronghold in Wales-a difficult area of 
the board to approach without notice. 

The above random deal is somewhat unusual; 
1 

Let us look at the Sample Hand to see how f i e  
however, there is no "normal" hand in principles of the Gambit may be applied. 
KINGMAKER. The beauty of the design is that First, note the imbalance between the hands: 
each play is different, each game a new situation. Player one has a basic total of 330 Strength Points, 
Here is an obvious improvement over the static while Player Four has, at best, 130. Player Two has 
initial situation inherent in DIPLOMACY. The a seemingly minisculestrengthofbut 100. However, 
latter produces what are known as "Standard he possesses the Constable of the Tower of London, 
Gambits", somewhat in the vein of Chess. and Talbot, Earl of Shrewsbury (The Constable) 
KINGMAKER has none of that, so to speak (the should have little troubleclaiming the extra 200 men 

- 
merits of which will not be debated at this time); that go with this office (See below). That would give 
however, there are definite things that each player him 300 rather quickly and pull him up to par with 
must accomplish in his initial maneuvers. Basically, the other major factions. (It also makes him King, as 

Basi his intent is to solidify his position and gain himself Henry is his as soonas he enters London). However, 
a Contender-any Contender. Without a Con- as we will see from the example of Player TWO; 
tender your play tends to be aimless and, worse, initial strength is misleading. It is position which b 
useless. You will find yourself at the mercy of the important-and it is position which will remain 
stronger factions, who will use you as a pawn and important throughout the game. You must always 
then drop you like a hot Yorkshire Pudding. Get be ready to grab an opportunity, and being ready 
that "prince", even if you have to steal the packet means being in a location from which youcan strike 
boat to Ireland to do it! quickly. Sequestering yourself in the Cheviots might 
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be great for your health(especial1y if you like 
oatmeal); but you'll be a petty baron all your life if 
that's your idea of preparedness. 

Player One's hand initially appears quite 
strongllfter all, he has two of the great Barons in 
the game (Norfolk & Northumberland) and an 
initial strength of 330, with the possibility of an 
extra 100. However, this strength is illusory, for 
while his baronial strength is in the North, his Office 
strength (Dover Castle, Canterbury, and 
Chancellor of Cornwall) are far to the South. Thus 
much of his strength is diffuse and dissipated, 
useless to him as a Power Base. Yet his position is 
enviable: he has the 300 points necessary to take 
York, and he has the Archbishop to crown Richard 
of York King. This move, which cannot be 
accomplished until at least the second turn of the 
game, is a very strong one and one which should be 
accomplished at all costs. It gives Player one the 
leading Yorkist contender and it nullifies Henry as 
King, should he be grabbed (and he will, as we will 
see below). 

The three nobles of One's faction are thus placed 
as closely as possible for quick consolidation. As 
they are all oriented to the North this positioning is 
easily attainable. Norfolk is placed at Wressle, 
adjacent to York, while Northumberland is 
deployed in Cockermouth for no other reason than 
it is an interesting sounding place. Northumberland 
can be quite a pain-a sort of Junior League 
Warden of the Northern Marches. He has power, 
but it's too far away from the center of things to 
really do any good. Here he has been assigned 
Cornwall, giving him a second Power Base, albeit 
far to the South. Norfolk, in the meantime, has 
been given the two "sister" cities of Dover and 
Canterbury. This seeming diffusion of power (noted 
above) may now work to Player One's interests, for 
he now has a base of operations close to London-a 
base he may find useful when operating in that area 
against the Lancastrians. There could be some 
argument for assigning oneof the Offices to Audley, 
now Earl of Salisbury. However, Northumberland 
is too strong to waste and Norfolk is too well 
situated. Furthermore, the faction will consolidate 
rather quickly and Audley, being the weakest of the 
barons, will prove somewhat of a liability in this 
area. 

The one major thing to note here is that Player 
One has had the luck to go before Player Two (who 
controls the Tower, and with it, London). Player 
Three will move first (he is the Chancellor) and thus 
One will move before Two. This will enable One to 
crown Richard King k fo re  Two can call a 
Parliament (a foolish move at this stage of the game 
anyway). 

Thus, One has good strength and good position. 
He will soon, barring unforeseen complications 
(Plague, etc.) have a rival Contender and become 
the leading faction in the North. 

Player Two has had the unfortunate 
happenstance of having to discard three nice 
Offices. Things like that happen all too often. His 
strength as well as his position is also basically weak, 
and his bases of power are divided between North 
and West. Clifford and Scrope are of little help to 
Talbot, and furthermore, they are in great danger in 
the center of Player One's Power. But, Player Two is 
the Constable of the Tower of London, and that 
means Henry is his-if he can get there without 
mishap. And that is why Bristol has beenassigned to 
Talbot (among other reasons). Talbot can use 
Bristol as a refuge (praying that the Black Death 
doesn't catch him there) and ajurnping-off point for 
a quick one-turn trip to London. By the second turn 
of the game he will have Henry. Unfortunately, 
Player One will probably also have Richard (York) 
by this time, so the effect of this will be nullified. 

Once having gained Henry, Player Two will have to 
rely upon a good draw from the Crown Pack to give 
him aid. His barons are weak, and he is strong only 
in London and its environs. His opportunities to 
garner other Lancastrians (and thus strengthen his 
position vis a vis that House) are minimal, 
considering Player Three's strength in Central 
England. He thus seems to be tied to London, and 
only some shrewd politicking will get him out of that 
hole. Players who hang around London usually end 
up hanging, literally. 

Player Three's situation is enviable. He has 
strength-290 points-and exceptional position. 
Furthermore, he is Chancellor of England. Not only 
will he go first, but, in the obvious stalemate that 
will quickly occur, he will, under certain cir- 
cumstances, be able to call Parliament (if he lives 
that long). Warwick is placed in Warwick, right 
nextdoor to Margaret and Edward, where he, 
Roos, andPole cangrab Margaretand then Edward 
right off the bat. Furthermore, Herbert can waltz 
right into Cardigan (an open town) and pick up 
George, a Yorkist contender, on the first turn. 
Player Three's position in terms of bargaining 
power and alliance is thus quite enviable. He will 
hold three contenders in short order, and his power 
base in the center will make him quite capable of 
unloading on Player Two in London, should he get 
some reinforcements in the draw. 

Three has not had much say in how to divide his 
hand. Chancellor obviously goes to Warwick, a very 
powerful noble (and the namesake of the game's 
title). Admiralof England provides some interesting 
sea maneuverability, but Three hasn't the coastal 
Nobility to take advantage of it. Note that Pole and 
Roos have been placed within striking distance of the 
Lancasters by deploying Roos at Belvoir. Player 
Three has some very interesting times ahead! 

Player Four has problems. He haslittle inherent 
strength, and his positioning is mediocre at best. But 
he still has possibilities, and this is what the players 
should be aware of. From the way he sees things 
developing on the board in the initial deployment, 
and from the lack of strength in his hand, it should 
occur to Four that he will have to act boldly if he is 
to succeed. The key to his success is the ship Swan. 
The ship is in Benvick, but fortunately no one 
controls Berwick by the time of Four's initial move. 
This means the Swan will be free to move. With the 
intent of using this ship as a Catalyst, Fitzalan has 
been placed in his Southern holding, Anmdel, but 
given cards which essentially give him power further 
north, near his Welsh holding in Chirk. The reason 
for this is that Four's best move is toget to lreland as 
quickly as possible, grab Edmund, and bring him 
back to the Northwest (thus Fitzalangets the Bishop 
of Carlisle and the City of Lancaster). Grey, 
Cromwell and Bourchier should be able to join with 
him quite easily (there is usually little interference 
and/or combat in the initial moves as players are 
too busy getting organized), and Four should be a t  
least able to set up some sort of Power Base in the 
West. It's not much, but it is a start. And it also 
places him near Edward of March should he attain 
the strength to take Harlech. 

From studying the above dispositions and 
tentative opening moves we can formulate some 
basic precepts that players should keep in mind as 
they begin play: 
1) Study your initial faction carefully, evaluating it 
not so much for what it appears at face value but as 
to what it means in terms of position. This means 
knowing the game-board and the potential power 
bases of the players. 
2) Initial strength (in terms of mercenaries, Offices, 
etc.) should be given to Nobles who can take Royal 
Pieces early in the game. This will discourage other 

players from picking you off. If possible, con- 
solidate your Barons before grabbing the Royal 
Piece. 
3) Try to get an early Power Base, a position from 
which you can operate and to which you can retreat 
in times of danger. Position is everything, and if a 
player can make himself overpowering in one area 
his chances of success are greatly improved. Of 
course this Power BaselPosition should not be so 
far from what's happening that you become a 
veritable hermit. Position means the ability to strike 
as well as to consolidate. 
4) Get a Royal Piece as quickly as possible. George 
and Edmund are virtually freebies: others are more 
difficult. However there is usually always one 
member of Royalty who is attainable. Study the 
initial disposinons vis a vis your strength and act 
accordingly. 

In essence, the object of your initial deployment 
and opening moves is Power. Youmust obtain some 
sort of power, be it a Royal Piece or astrong Power 
Base(Position. If you have neither you will soon lx 
at the mercy of the players who do, playerswhowill 
be seeking to destroy the lesser factions before they 
get on to bigger business. If you have Position in the 
form of a Power Base you mna t  least maintain your 
dignity. 

THE MIDDLE GAME ' 

The success of a given player in the important 
Middle Section of the game (the portion where 
power divisions and factions solidify, Royal Pieces 
are discarded like sacks of mouldy flour,and two, or 
perhaps three, major Baronial groups emerge) is 
entirely dependent on thePositioning he has devised 
in the opening portions. The reason for this is not 
that the game will depend on whocontrols what, but 
rather that the player who has good position-and 
power inand from that position-will beable to take 
advantage of those incredible and all-consuming 
turns of fortune that stride through the game like a 
horde of Huns. 

As players' factions become bigger they will 
become more and more susceptible to the annoying 
Raids and Revolts that spring up about once every 
two turns (at least). Remember, nobles called to 
other places may not take other members of their 
factions with them, so a major faction can quickly 
become splintered. The good player is one who has 
enough power and position to a) overcome these 
sudden changes of fortune when they mcur to him, 
and b) take advantage of them when they occur to 
others. 

Now, there is no way for a player to ignore these 
events. Nor is it possible to ignore Plague. However, 
at least the latter is somewhat forecastable. And, in 
the words of the original edition, "The Player who 
has his whole force wiped out by Plague really 
deserves to lose." And that is the truth. Remember 
that Royal Castles do not suffer plague and, 
furthermore, that plague is cyclical-once it has 
occurred in onecity it will not occur againin that city 
until the Event Pack is finished and reshuffled. (This 
has been specifically designed into the game, and it 
is somewhat unr~alistic to shuffle the deck every 
once and a while as plague-which represents other 
misfortunes as well as actual disease-tended not to 
reappear in cities it had hit in the recent past.)Thus a 
careful player can take advantage of cities t h a t h v e  
been hit, using them as havens knowing that they are 
safe for a while. 

As for the Revolts and Raids, the player must 
learn to anticipate, to realize that certain of his 
nobles will be called to places undesired at times 
unwanted. These calls are unavoidable, but the 
effect of such can be minimized by careful planning 
(within the parameters of the amount of planning 
you can do in KINGMAKER). Establishing a 
Power Base in an area to which you are likely to be 
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summoned is one way of handling these emergen- 
cies; actually, it is probably the onk way. Otherwise 
you must trust to luckand theallegiance of the other 
players, which is usually feeble at best. 

The Middle Portion of the game is thus best 
played by players who minimize misfortune and 
capitalize on that of others. To this end alliance can 
often be quite important. Now, be not mistaken 
about alliances in KINGMAKER: they are in- 
variably consummated in greed and dissipated in 
mistrust. Moreover they are rife with irony and 
hypocrisy for the simple reason that two factions 
helping each other are usually after one goal, and 
that goal can be attainable by only one of those 
factions. This is not to say that all alliances should 
be avoided; just the opposite is true. You usually 
cannot survive without the help of another faction, 
unless you control most of the major nobles in the 
game. And if that happens you usually spend most 
of your time running errands throughout the 
countryside. 

No, alliances are necessary and even helpful. 
They can act as buffer zones to certain areas, and 
they can often help lesser factions survive while 
building or rebuilding their strength. However, 
most alliances in KINGMAKER are short-lived. 
Unlike DIPLOMACY, where alliances can be 
mutually advantageous as the players involved 
divide the spoils of new areas conquered, in 
KINGMAKER there is little gain in controlling 
areas for the sheer sake of control. You are after 
Royal Pieces. And, as at least SO% of those 
personnages will most likely have had their 
proverbial throats slit after just several rounds, the 
prize may ,be difficult to attain. In this fashion 
wheeling and dealing is infinitely more difficult and 
requires an even more devious personality in 
KINGMAKER, for there is usually little to bind 
two factions together. It is the superior player who 
can use his fellow playersto accomplish his aims 
without giving them anything worthwhile. 

As the Middle Game progresses the factions 
begin to solidify. if they can avoid Plague and other 
disasters. The Faction controlling the King usually 
has a great advantage-whether you are using the 
optional Parliament rules or not. h i s  advantage 
may be offset by having a rival faction-crowned 
King, creating a temporary stalemate, or, as is more 
likely, by the annoying arrival of Embassies. The 
key thing to remember with embassies is that the 
player who controls the King must keep a strong 
faction of nobles around him at all times. Quite 
simply, an unprotected King dragged off to 
Weyrnouth or some other such tank-town to meet 
the Scots or French ambassador will be devoured 
before he can move an inch. However, unlike Raids 
and Revolts, when the King is summoned to 
embassy he may take any nobles in the same area 
with him. Thus it behooves the pIayer to protect his 
King in this fashion. 

Of course, such strong factions are usually 
dissipated by the very Raids and Revolts mentioned 
above. Sometimes this can be avoided-aside from 
the ways we spoke of before-in an unusual and 
daring fashion. Certain nobles are called by Raids 
and Revolts more than others-these are usually the 
powerful barons E.g.. Mowbray (Norfolk) has five 
such calls in the Event Deck: such Offices as Warden 
of the Cinque Ports (with five calls) and the "globe- 
trotting" Marshal of England (with ten!) calls are 
likewise embarrassing. Obviously, if you want to 
make key use of Norfolk you can never make him 
Marshall of England. (However, doing so as King in 
a Parliament, if the opportunity arises, is a sure way 
of sabotaging your worst enemy!). But if you want 
to create a powerful noble who is relatively free to 
do as he wishes it might be worth your while, if the 
opportunity arises, to take a minor baron such as 
Grey (with 20 pointsand no calls), assign him a Title 

to build his strength and an Office with good power 
and little RaidIRevoIt interference such as Con- 
stable of the Tower (the richest prize in offices, 
especially at the beginning of the game) or 
Chamberlain of County Palatinate, and then give 
him a multitude of mercenaries. cities, bishops and 
other accoutrements. You now have a formidable 
baron who is free to move almost anywhere. 

T o  this end, players should note that Neville,Earl 
of Warwick, is far and away the best noble to hold. 
He has good initial strength (50), he controls four 
well-placed castles (Richmond and Raby are in 
excellent position just to the north of York; 
Warwick gives a Power Base in the important 
Central counties; and Ogmore is well located 
between Wales and Cornwall with excellent coastal 
opportunities), and he has only one dl-card! He 
also has the largest vote faction in Parliament of any 
one noble. Thus, the player who controls Neville 
should use him to his fullest. Through Neville the 
player can maintain several Power Bases (given the 
location of Neville's castles) and he can move with 
relative freedom from call, especially if Neville can 
be assigned an important Office. Unless it is totally 
unavoidable, never waste a lesser Office on Neville. 
To do so is to diffuse your major weapon. Because 
of his position and freedom Nwille is the single- 
most important noble-or piece-in the game. 

Neville is, of course, only one of three "major" 
nobles. However, the other two-Mowbray, Duke 
of Norfolk, and Percy, Earl of Northumberland- 
have almost as many drawbacks as they have 
advantages. Percy has the largest household, and aa 
such, his strength is formidable. But his base of 
power is far to the North-too far to be of any use as 
a true Power Base. His westernmost castle, 
Cockermouth, is in the unusual position of being a 
coastal castle with virtually no access to the sea! 
Mowbray, Duke of Norfolk, has good strength (50) 
and some excellent castles (five of them) spread 
around the country. However, Mowbray is a one- 
man travelling circus and he is so susceptible tocalls 
for RaidlRevolt that he cannot be trusted. As for 
Stanley, who also has a basic strength of 50, his 
drawbacks are self-evident (lack of power base and 
constant calls to Douglas). To give Stanley any 
power other than he has or cannot be avoided is to 
waste such Offices, etc. Of course, if you have 
several ships at your disposal Stanley can become 
more useful. But he is a question-mark at best, and 
players should be ultra<autious about using him or 
relying upon him to any great extent. 

An important point to remember during the 
Middle Game is that cards drawn f ~ o m  The Crown 
Pack may be concealed. This is a powerful weapon, 
as the players may not know that you are holding 
Neville, who is Chancellor of Cornwall with several 
groups of mercenaries and some bishops. To spring 
such a surprise on the other players is usually to 
carry the day, at least locally. Knowing just when to 
spring that surprise is the essence of good timing, 
which is a very important sense to have. The obvious 
faults of 'Yoo soon" or "too late" are magnified in a 
game such as KINGMAKER where the other 
players are equally as capable of taking advantage 
of presented opportunities. Actually, it is almost 
impossible to act too soon in this game: players 
should strike when they can and then not wait 
around to see what develnps later. But you can 
reveal hidden cards too soon, wasting them on 
trivial conquests. If you are lucky enough to have a 
pocket baron with the power of a Neville, as above, 
make sure you use him on a worthwhile mission. 

Pardon cards, are virtually self-explanatory in their 
worth, and players should be careful they make the 
best use of them. Free Move cards can be very 
valuable in planning a quick, decisive raid from an 
area which seems far removed from the center of 
play. And the combination of a surprise noble plusa 
few Free Move cards can be incredibly devastating. 

THE END-GAME 
Time was, in the early editions, when the player 

with the most power would simply take his 
pretender and sail for Calais, the healthiest city on 
the block (no Plague!). Now we have a Plague in 
Calais card, as well as other French sidelights, so 
that scheme is no longer valid. The end-game, 
however, can bog down when there are two players 
with equal strength possessing the only two 
pretenders. By this time all the cards are in play and 
there are few surprises left. Play tends to become 
somewhat static as neither side is willing to take a 
chance. 

Plague, of course, can loosen this up, as can 
Embassy cards, and players must be ready to jump 
at the first opportunity. Strong factions should get 
rid of as many pretenders as they can. While Royal 
Pieces are an asset in the beginning and, to some 
extent, the middle of the game, they become an 
increasing liability as the game progresses. They 
slow down movement and make factions more of a 
target. (And remember Beaufort!) Usually, an 
embassy card here, a raid card there and a huge 
battle occurs with the winner emerging with the sole 
royal piece. It can sometimes take a bit of waiting 
for this to occur, as players have solidified their 
positions and are unwilling to make deals. 

I have purposely omitted discussing Parliament 
and its uses until now. Briefly, each player tends to 
use Parliament-as King-according to his own 
personality. That to call Parliament is important 
goes without saying-if you have the power and 
there are strong Offices and Titles to dispense. The 
strength of the King is nowhere moreapparentthan 
in Parliament-if his faction is strong enough to 
overide the votes of the others. Here is where deals 
are made-and consummated. Nwer  underestimate 
the power of Greed, and use it to your fullest 
advantage. As King you should never hesitate to 
give yourself the choicest appointments, and the 
player who is shy and unassuming or, even worse, 
generous, will not be King for long. To  be King 
means to have power; and to win you have to know 
how to use that power. The best players in 
KINGMASTER are those who use a baronial 
mentality to the fullest. Trust no one, and grab, 
grab, grab. KINGMAKER is not subtle; you 
cannot finesse 300 pounds of armored illiteracy. 
You club him into submission-and Parliament is 
where you pick up your bludgeons. 

KINGMAKER is not a game which can be 
discussed in specific strategic details. Success 
depends on a state of mind. It is a game which 
demands concentration from its players, a game in 
which trust is an anachronism. Speed of movement 
and ruthlessness are the two key ingredients for 
success. And both of these ingredients use one 
source: power. Throughout the entire course of the 
game you are playing for power. Whether it be I d  
power or total control, no player can survive for 
long in this atmosphere without some form of 
power. And to that end you must always plan your 
strategy. 

There are other mechanisms in the game that 
players should be aware of, particularly Free Moves 
and Writ cards. They, along with the new King's 
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In Praise of Kingmaker 
by Charles Vasey 
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Kingmaker i s  a creeper of a game. When it first 
appeared in England it was reviewed as being 'fun' 
but not espec~ally accurate. It was easy to  pick on a 
few 'obvious'errors (though often they were a great 
deal less erroneous than thu reviewer thought). The 
basic opinion was ~t was for'kids'. Yet bcncath this 
sinlplc exterior was a great deal of cunning work, 
work which few reviewers could spot because 
Andrew McNeil did not speak the standard 
Iar~guage of game design. he did not come from the 
great AHiSPl tradition. Only as time passed, and 
one tinkered with the game, did realization slowly 
steal ovel- you-- one could not do better! 

I have long been interested in the  Medieval 
pel-iod and tried to design games based upon this 
period, using standard design procedure. They all 
failed completely. Militarily the War of The Roses is 

' fail-ly simple in mechanics. Armies stamped around, 
often missing each other, often engaging in prlvate 
wars with their neighbors, often running out of 
Uood, and clashing in battles of frequently the same 
form (three main bodies, the side that wins is the one 
that chases t u 8 0  of the enemy's off the field). Hutton 
in 1813 talking about Bosworth Field said "Battles 
are singular periods; productive of strange events. 
Much may dcpend upona trifle, theeffectsol-a trifle 
may be victory, and the effects of victory, everlast- 
ing." If the actual fighting depended on simply 
marching forward and hacking until you won or got 
beat, the raising of armics was much more difficult. 

The War of the Roses was a very strange war 
indeed. It was mainly a form of supcr-pang warfare 
that was carried on by the nobllity while the 
common people stayed out of it. The[-e are 
exceptions of course; Edward 1V halted the old 
practice of "Spare the Commons, and slay the 
Lords" after he was deposed, and in 1461 Margaret 
of Anjou let an army of pillaging northerners into 
the south and burnt many of the "good towns"of the 
Yorkists. This escapade did little to endear the 
Lancastrian cause to the Londoners who could 
always be trusted to  stump up for a Yorkist 
campaign, it also made the Yorkist cause synony- 
mous with Law and Order. (Rather like the gamer 
who goes around attacking everyone's castles, and 
finds his land being dismantled in unison by players 
who have forgotten their own animosities). Having 
disposed of popular fervor as a source of troops one 
must ask how the armies were raised. There seem to 

be two methods. (1) The ~e r sona l  retainers (private 
army) and vassals of the nobles, Knight-service, 
which had been calculated as one knight per five 
hides of land held, was no longeracommon practice 
but often one's vassals would serve for pay taken 
from their rents. Now the nobles would draw up 
contracts of service with important ap ta ins  of war 
(the English were remarkably willing to  serve under 
men of ability but little nobility) or  warlike vassals. 
In 1474 when Edward IV was to  invade France he 
issued an indenture to Richard Duke of Glouaester 
to  find, at his own expense, 120 men at  arms (i.e. 
wearing full a m o u r )  19 of which were to be knights, 
and one thousand archers. (2) One could, with 
varying shades of legality, issue commissions of 
array. These called upon citizens to  muster in 
defense of the king. Of course the answer to "Who 
are the King's enemies?" depended on  whether you 
were Yorkist or  Lancastrian. Was it traitorous York 
attempting to steal the crown from Henry, or  was it 
scheming Suffolk and Somerset who wereensnaring 
the king into a form of vice-regal government? 
Obviously if you were told to  attack York and 
hlieved the latter you would deny the legality ofthe 
commission, o r  find the first opportunity to vanish 
from the army. Thus commissions, a t  best, could 
only be effective when issued in one's own lands, or  
if the enemy took to  using foreignaid. Thereis much 
overlapping between the two kinds of army, but 
even so representing it in standard game terms could 
be a problem. One has to  know roughly how much 
money each magnategot from hisestates, and where 
those estates were. 
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Let me first point out that the office of Earl or 

Duke did not hold great significance to the area in 
question. Such a rank entitled one to the Third 
Penny of all fines in the Shire Court. This institution 
had been cut down to size by the use of Royal 
Justices, and the Courts of Westminster Hall, and 
its revenues were not great (it could only try cases of 
under 40 shillings). Also the title does not imply the 
whole county was owned by the holder, although he 
may well have been enabled to interfere in the 
internal power struggles. Some border areas did 
tend to be heavily in the hands of one family, but 
otherwise most holdings were spread over the length 
and breadth of England and Wales. The Black 
Prince (Edward of Woodstock) had rents as 
follows:-Chester £1,300. S. Wales f 1,700, Corn- 
wall &2,350 (owned land in London), N. Wales 
£3,000, but the other manors throughout England 
brought only £300 p.a. The first four are examples 
of great fiefs (holdings) given en masse to one noble, 
and explain the power of the Chancellor's of Wales 
and Chester in the game. It is a useful comparison to 
compare France and England. After the Conquest 
most Normans received estates in many counties, 
either deliberately or because they received land in 
blocks fromejected Saxon thegns. The result was no 
central block of support for a single family (except 
on the borders where defense meant more than 
internal security). In France appanages were held as 
blocks of land. Duke of Burgundy meant exactly 
that and one gained all estates either as one's ownor 
as your vassals. Louis XI suffered from this during 
the War of the Common Weal (1465) when whole 
provinces of France rose against him, and Brittany 
became practically an independent Dukedom. Thus 
an accurate map of England for the period would be 
terribly complex. KJNGMAKER'S approach is 
devastatingly simple. First locate castles in the areas 
of great strength, these represent the 'loyal' regions 
and the large groups of estates who would yield the 
most moneylmen. Second, give the noble family a 
strength figure that represents their country-wide 
wealth, resourns and fame, this covers those tiny 
manors hidden in far-flung counties as well as 
investments. Third, give strengths to various titles 
and offices that represent the crown lands granted 
with these posts, and the support of the unwmmit- 
ted squirearchy who might follow a man witha legal 
title. The result is very accurate, one might quibble 
against a certain family acquiring a certain area but 
this is due to hindsight. Kent was always for 
Warwick ever since he thrashed the French as 
Captain of Calais (though this did not prevent their 
desertion at Second St. Albans), Ulster was Yorkist 
land, so was most of Wales (the Mortimer Earldom 
of March). Even so the result is good. Especially 
sensible is what, at first, appears to be a rather odd 
result when a noble card joins the faction who have 
just slain his father. This very rarely happened, 
blood feuds being more fun. I prefer to look at it as 
representing the forfeiture and escheatage of estates. 
One must examine the career of John Neville 
Marquess of Montague. John Neville had none of 
his eldest brother Warwick's skill indiplomacy, and 
none of his younger brother George of Exeter's 
disloyalty. He was a good soldierwho wondramatic 
victories at Hedgeley Moor and Hexham in 1464 
removing various Percies as well as Henry Beaufort 
and Lord Roos. He became Warden of the East 
Marches in 1463, and in 1464 was created Earl of 
Northumberland and granted many Percy estates. 
So the way to rationalize the strange result is to say 
that though the card may say Percy it really 
represents the estates granted to someone like 
Montague. The real Percy heir is hiding somewhere 
over the border. If he dies in battle hisestates may be 
resumed by the King, the Plantagenets were an 
irritatingly capable family. 

So the game has good claims to accuracy in these 

two very difficult areas. The final important feature 
in this quest for accuracy is the Parliament. The 
Parliament rules are what earned my inclusion in 
the design credits. The rules in the game are 
Andrew's re-writing of mine, with important 
changes in favour of playability and accuracy. The 
allocation of seats makes the definition of each 
family's strength even more fineas it often conforms, 
to the centres of wealth and population. At one 
stage the NevilIes held the Archbishopric of York(5 
Lords), the Earldom of Northumberland (3L/2c), 
Earldom of Salisbury (Ic), Earldom of Kent (Ic), 
Chancellor of England (20 possible), Warden of the 
North (2c) and their own seats (4L13c)-a total with 
the Chancellor, of 12 in the Lords and 29 in the 
commons (about 15% and 20% of the possible 
franchise). With other offices like Keeper of the Seas 
and Captain of Calais their maximum army is 
around 840 and they hold 13 castles. Not a bad 
reflection of their real power-and a11 fromaLKid's' 
game! Just set up those positions and one can see 
that the north is firmly held by the Nevilles and 
almost every part of the country is near a Neville 
town and they have ships available to keep their 
empire together. 

Certain noble houses (Hastings for example) 
were distinctly second-rate. Their power coming 
from their own abiIity in administration or war. 
Thus these gentry are practically useless until they 
receive the patronage of the King or thegreat Lords 
and get a title or an office. Most of the families 
missed out (apart, perhaps, from de Vere and 
Hungerford) are of this class. Their more famous 
members, like John Tiptoft Earl of Worchester- 
scholar and axe-murderer, were fine soldiers and 
amazing characters but hardly powers in the land. 
Thus one often finds sections of the battle-front led 
by very minor nobles, often clients of the great lords, 
who do not appear in thegame. Remember that they 
are leading the troops raised by the great families so 
the counter represents the armies rather than the 
leadership of them. 

Perhaps my main quibble might have centred 
upon the simulation of the battles and sieges. Of 
course Andrew McNeil has had to represent the 
battle/ siege and the preliminary skirmishing in the 
large areas in each square. As such I think it works, 
and to alter it may cause a great deal of work for 
little return. I detail some battles at the end of the 
article for those who care to test the likelihood of 
these events recurring. 

Overall then we have a very neat system to 
represent the complex power-structure of Medieval 
England. For a little more fun and some accuracy 
one should possibly be allowed to remove titles and 
offices in Parliament. Many nobles lost offices in 
times of royal strength (John Neville lost Northum- 
berland, his brother George at various times had 
York and the Chancellorship removed-with a 
good deal more reason than his brother). Of course 
no noble cards can be removed (outlawry), no 
mercenaries or towns (neither give a damn for 
Kings), but bishoprics could be removed (it was 
nearly always possible to find some mistake in 
installing a bishop, so some expenditure in Rome 
could result in the opposition faction's client being 
ejected). Should you try this out I recommend it 
should require a 213 vote as it only happens when 
one faction is clearly regarded as leader. 

This point of royal strength leads one to the 
greatest, initial, problem in the game for the history 
buff. That is the representation of the royal heirs as 
pawns. This causes little trouble with Henry VI who 
was a born pawn, and Edward of Wales was (a) not 
grown up, and (b) a nasty little swine when he was. 
Margaret of Anjou was nobody's fool however. 
George of Clarence was easily led. Richard of 
Cloucester seems to have had genuine regard for his 
brother Edward and never opposed him (although 

he did not extend this love to his brother 
Woodville's children). Richard of York was simply 
an average noble. Edward of March was both a 
good diplomat and a fine general, and almost a 
Renaissance Prince. Edmund of Rutland died too 
young to matter, or to make his mark. One certainly 
felt that York should have been a noble like his 
enemies Suffolk and Somerset. Of course, AvaIon 
Hill has done much to repair this with their two 
Plantagenet nobles. I would think that the faction 
should only be able to kill their pawn if they can 
overcome his personal troops (if they fail he joins 
another faction). 

The more one looks at the game the more one 
feels that wherever history seems to k disregarded 
the actual results came very close to reality, even if 
their working was not immediately obvious. It must 
be a sign of great skill to design a game to which so 
little can be added. The Avalon Hill version is 
recommended for its new rules and the excellent 
notes and family trees. Oh yes and those new cards 
and faction markers are really splendid; a well done 
to the Art Section. 

The Thorns on the Roses 
or 

The Battles of the War 
First St. Albans (E5) 22 May 1455-The Duke of 
York, Earl of Salisbury and Earl of Warwick with 
3000 men attack the King and the Earls of Somerset, 
Buckingham, Pembroke, Northumberland, Devon, 
Wiltshire (or almost the whole peerage) and 2000 
men. Fierce street-fighting was won by well-trained 
Neville troops. The dead included Somerset, 
Northumberland, and Clifford, with porset (Som- 
erset Jnr) and Buckingham feeling decidedly unwell. 
Blore Heath (E3) 23 Sept. 1459-Lord Audley with 
6000 men runs into the Earl of Salisbury with 3000 
and gets whipped!! Audley is killed and John and 
Thomas Neville are taken while pursuing. 
Northampton 10 July 1460-Warwick assails a 
defended position and is only victorious when Lord 
Grey deserts and lets him in. The dead include 
Buckingham and Shrewsbury. Henry VI is re- 
captured (freed by York after St. Albans). 
Wakefield (C4) 30 December I46fLActually 
fought outside of Sandal castle. York attacks 
Lancastrians who have twice as many men. Clifford 
holds this attack while Rosse and Wiltshire 
surround him. York and Tom Neville are killed, 
Rutland executed by Clifford, and Salisbury 
executed by the Bastard of Exeter (no that's not an 
office!). 

Mortimers Cross (E3) 2 Feb. 1461-Welsh forces 
under Tudors (Pembroke) and Butler (Wiltshire 
and Ormonde) attack Edward of March. Yorkist 
right is chased off but Edward holds the centre. 
Lancasrrian flanking action is itself flanked and 
Owen Tudor taken. Owen was father of the Earls of 
Richmond and Pembroke and grandfather of 
Henry VIl .  His major claim to fame was'marrying' 
Henry V's widow Katherine of France thus making 
his sons the uterine half-brothers of Henry VI. 
Second St. Albans (E5) 17 Feb. 1461-Warwick 
with WOO is attacked in badly positioned entrench- 
ments by the Queen with 12,000men. John Neville is 
overwhelmed and Warwick pulls out. The King was 
re-taken by the Lancastrians. Neville was not 
executed as his brother had Somerset's brother 
incarcerated in Calais. Reads like the Godfather! 
Towton (C4) 29 March 1461-Prior to this Lord 
Clifford (Butcher) had been shot whilst taking a 
drink with his helmet off! 

About 30,000 Yorkists were faced with slightly 
more Lancastrians. Edward, Warwick and Kent 
(Neville) were being pushed back by Northumber- 
land, Somerset and Exeter (Holland). Norfolk 
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KINGMAKER BY M 
Don Turnbull has more qual$carions for 

discussing posfai KINGMAKER than his British 
herifage. Don has been an acrivepostalplayer of a 
number of games from theyear One and his exploits 
among fellon, AHIKSers with his own fan l ine 
ALBION nrre so n-el.ell thought of ihat editorship o j  
zhe firsr (and o n k )  50 issues of that international 
classic won him ucculacies as the winner of the firsr 
"Charlie" in the 1974 voring for rhe Charles Roberts 
Awards Hali of Fame. More important for our 
purposes here however, is rhat Don was the 
gamesmasrer for the first game ox posfol 
KING M A K E R  pluyed in Brirain-rhe birlhplare oj 
KINGMAKER.  Don doesn'r really lay don-rz the 
taw as to hon. t o  proceed in a postal K M  game bur 
his general advice on zhe subjecr should be 
prerequisite reading for all potential gamemasters 
interested in bridging the gap between posral 
DIPLOMACY and KINGMAKER.  

Fashions come and fashions go-but if a multi- 
player game is to have any chance of lasting success 
in the U K  it must lend itself to postal play. 
Nowadays face-to-face meetings of kindred spirits 
are quite common-the twice-yearly AHIKS 
Europe weekends, Ian Livingstone's Games Day, 
Malcolm Watson's 'Orgies' and a whole range of 
others including the drop-in-and-play service 
operated by some specialist games outlets. But it 
was not always so. In the bad old days, when Avalon 
Hill was the only 'proper' games producer and 
Baltimore the only Mecca, the few UK enthusiasts 
were spread very thin across the country and face- 
to-face meetings were rare. So the arrival of a new 
game (itself a rare occasion then) prompted 
immediate appraisal of its postal possibilities; if 
postal play proved impossible, or even merely 
awkward, the game might well be put on the shelf 
and forgotten after a few solitaire experiments. 

The JUTLAND postal team game-now sadly 
without support: I wonder if it can be resurrected?- 
was born in this way and proved an exciting, though 
long-winded, battle of wits for 6-10 players. The 
Gamescience BATTLE OF BRITAIN had more 
success and 1 believe some games (2 players with or  
without a third party acting as monitor) are still in 
progress after 5 o r  more years. A H  Management 
had a brief. and unjustifiably inglorious, postal 
career but there are hopes that it will see the light of 
day again in its new guise of BUSINESS 
STRA TEG Y.  The multi-player postal game provid- 
ed a n  interesting diversion from the two-player 
STALINGRADS. BULGES and D-DA YS which 
reigned supreme. 

U K  magazines now offer a wide range of postal 
multi-player games including DIPLOMA CY and 
its variants, ORIGINS OF WORLD WAR 11, 
ELECTION. David Watts' excellent RAIL W A  Y 
RlVA LS, the AH STOCK MARKET Game and 
BUSINESS STRATEGY, EN G A R D E  and a 
pretty dreadful thing called SOCCERBOSS. Oh 
yes-and K I N G M A K E R .  Old habits have died 
hard. 

The first appearance of KIIVGMAKER was 
something of a shock; excellent concept, excellent 
playing board of which the A H  version is rather a 
pale imitation I'm afraid, excellent game equip- 
ment, but  lamentable rules with more holes than a 
sieve. Those who have suffered at  the hands of 
Philrnar's first edition rules will remember the light- 
headed feeling they induced. But the game itself had 
such potential and those were the only rules we had 
to  go on. So after late-night battles at  one of the 
excellent AHlKS Epping meetings, and encouraged 
by enthusiasts of like mind about the game. 1 set 
about devising a postal version and asked for 

volunteers. In April 1975 the first postal 
KINGMAKER game was under way starring well- 
known AHIKSers Alan Youde, Bob Stuart and 
Robin Hood (he's not kidding+d.), with Clive 
Booth, Mick Bullock and Michael von Haagjoining 
the fun from a background of DIPLOMA CYgames 
in my COU R I M  magazine. (Incidentally, I little 
knew what 1 as  starting-both Robin and Clive are 
now running postal games in their magazines; like 
any other self-respecting germ, the KINGMAKER 
bug has started to  spread). 

In divising postal rules it was important to pull 
together views on how to  fill thcgapsin the Philmar 
rules. Unfortunately I didn't have the pleasure of 
meeting the designer, Andrew McNeil, until the 
game was under way, and I found that in filling 
those gaps 1 had unwittingly lost the spirit of some 
of his original intentions. Particularly I had failed to  
grasp that he had virtually ignored the time-space 
factor as  a deliberate policy; his concept of a 
variable length of turn was quite foreign to me- 
brought up on zones of control and terrain effects 
charts-and I regretted one or  two of the ru l ing  I 
had devised too late to  change them. The main 
difference was my ruling that a noble had to reach 
the designated Parliament venue in his normal move 
rather than by the instantaneous transfer Andrew 
had in mind. 1 think we agreed that the difference 
was in practice unimportant-but I wish 1 had met 
him and read the second edition of the rulebook 
before starting the game. 

1 made myself very unpopular in some quarters 
with my 'anonymity' rule, another rule devised 
especially for the postal game; without being too 
defensive, let me explain . . . First, 1 am quite 
convinced that a postal version of a game can differ 
significantly from the face-twface version without 
detracting from the spirit of either game; I would 
defend to the last ditch the right of a postal 
gamesmaster to adapt the basic rules soas to permit 
exploitation of the postaldimensions; simultaneous 
movement is an obvious example. It also seemed to 
me important in a postal game to  emphasize the 
need for inter-player negotiation-the 'diplomacy 
element'-since a multi-player postal game would 
be pretty dull without it. In postal KINGMAKER 
movement had to  be simultaneous in order to  keep 
the game to  a reasonable length anyway so players 
would not have the complete information which is 
available to face-to-face players and inter-player 
negotiation would be vital if any cooperative play 
was to  take place (which it should!) In addition the 
period of history we were dealing with was a pretty 
chaotic one; communications were difficult at  the 
best of times, plague (and other unmentionable 
diseases) was rife, men would not turn up fora battle 
if they had something better to do (e.g, the battie of 
Barnet which was only partially attended, much to 
the profit of local whorehouses) and uncontrollable 
events dominated any campaign. I later found I had 
correctly guessed Andrew's'feel' of the game in this 
regard-a mixture of spice, gall, subtlety and chaos. 

S o  I decided to keep secret the ownership of 
nobles. Each player would know which nobles he 
controlled and which title, office, gang of archers, 
etc. each of his nobles had. Everyone else would 
know that particular titles and offices had been 
assigned to particular nobles, but would not know 
who controlled those nobles. Everyone would know 
where each noble was at any given time but would 
have incomplete information about other players' 
hands. If player A wanted to  know which nobles 
were controlled by playcr B and how strong those 
nobles were, he had somehow to cajole player 3 into 
giving up his secrets, and no doubt player B would 
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put some sort of price on, the information. An 
aliianoe would at  best be a n  uncomfortable 
partnership and the opportunities for deceit and 
treachery were endless. 

1 suppose this was rather a selfish rule 
since it made the game much more fun for me as 
gamesmaster and gave me great delight in the 
confusion it caused. At the end of the game some 
players suggested its removal and the publishing of 
more complete information; otherswanted to retain 
the rule as adding desirable spice. Despite the 
opposition, 1 still believe the anonymity rule is a 
good one in the context of this game and am glad to 
see that other gamesmasters agree. One might even 
call the rule vaguely realistic. It did have its 
unexpected side-effects, though; if a noble stayed 
put for a while, either because the controlling player 
wanted it to  or  because he had forgotten he was in 
control (which did happen) everyone was apt to 
assume that the noble was their own lost sheep, and 
for one game turn I had nofewerthan four different 
players writing orders for the same noble. Serves me 
right since I then had to  d o  some careful checking 
myself. Of course there was at  least one player who 
felt it would be in the spirit of the game to try to 
confuse me by deliberately ordering nobles belong- 
ing to  other factions; in a way he was right- 
amongst the game's attractions are uncertainty, 
mayhem and downright dishonesty-and it kept-me 
on my toes throughout. 

The postalgame required other rule adjustments 
but many of these were later incorporated into the 
second edition Philmar rules and the AH rules 
anyway. Board coordinates were not used but areas 
were identified by place name (York, 2 west of 
Masham, I south of Chillingham, etc.) Movement 
was broken down into five movement phases per 
turn so  players had to order their nobles' exact 
routes and could pause in certain phases of their 
choice if they did not want to  use full movement. 
Battles took place when nobles of opposingfactions 
landed in the same place in the same movement 
phase, and survivors could continue their ordered 
movement after the battle. Players kept me 
informed on their 'friendship' and 'trespass' inten- 
tions. Nobles of different factions entering the same 
space a t  the same time did not d o  battle if all 
controliing players had declared 'friendship' with 
each other (this led to  some fine misunderstanding 
and a lot of deviousness). A noble could enter a 
town, castle, etc., controlled by another player ifthe 
latter had permitted'Trespass' to the former. Battles 
were reported openly though factions were not 
mentioned and the nobles' total strengthswerekept 
secret. Nobles' titles, offices and religious were 
announced to  all but holdings of ships, mercenaries 
and towns were kept secret. Six events cards (one for 
each player) were drawn at  the end of each turnafter 
new noble cards had been allocated; the results were 
announced openly (e.g., a noble called away to  deal 
with a revolt) o r  secretly (e.g. a faction getting a f r ~  
move card) as appropriate at  the end of the report 
for that turn. If two or more events cards called the 
samenobk to two or moredifferent places 1 resolved 
the conflicting demands on his time at  random to 
determine to which one he would react. I wondered 
whether it would be possible to  penalize a noble 
unfortunate enough not to  be able to deal with all 
the demands upon him-what would the good 
people of England think of a noble who let a couple 
of riots proceed unchecked beause be was messing 
around somewhere else'? But I could not see how to 
levy such penalties so had to  let such a noble get 
away with inefficient government. 
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If the King werecalled away by events cards, and 

failing instructions to the contrary from the 
controlling player, I took with him the strongest 
noble from the group he was with; if that noble was 
also called away I took the next strongest, and so on 
down the line. As a converse, if the most powerful 
noble in a group controlling a Royal was called 
away, he took the Royal with him but no one else 
could go along for the ride. This ruling caused great 
fun or annoyance, depending on point of view. At 
least twice during the game the King was called 
away in one direction and ail the nobles in the group 
he started with were called away in others, leaving 

, the King uncontrolled and up for grabs. (The later 
version of the rulebook specifically prohibits this, I 
think to the detriment of the postalgame). I ran into 
some criticism in this respect, too-but would do it 
again. As Alan Youde pointed out in his end-of- 
game comments, one of KINGMAKER'S many 
attractions is the rapid and unexpected changes of 

: fortune of any one player-no oneis out of thegame 
until the bitter end (and perhaps this justifies the 

, presenae of so large a luck element in the conflict 
j mechanics). This rule contributed a great deal to 
' player-interest and though those who suffered from 
8 it thought it a bit harsh, not unnaturally, I would 

retain it in the future as an essential ingredient. 
/ Finally, and omitting minor rule changes and 

clarifications which will be obvious to anyone 
running the game, I adopted my usual irritating 
habit of announcing that I would invent rules to 
cover unforeseen situations as they arose, asking 
players to trust my discretion. They did-they had 
to: they had already paid the game fee . . . Actually 
there was only one such occasion-a complex 
business involving a premature calling of Parlia- 
ment and doubts about the King's Peace. 1 will 
return to this later. 

The game itself lasted sixteen months real time 
and 29 turns were played. I remember it as a 
fascinating and hilarious business and 1 was glad to 
see that the players agreed (despite the anonymity 
rule) in retrospect. The one problem which emerged 
in the postal game was the difficulty of bringing 
enemies to combat. As Michael von Haag put it:- 
"In face-to-face play one can decide to double-cross, 
then stab with accuracy (preferably while theenemy 
is in any case lying down). In postal play it means 
marching up hill, down dale, snicker-snacking with 
one's vorpal blade every which way-usually, in my 
case, with no result or otherwise finding I had 
inadvertently challenged some mug with a shoe size 
twice as large as mine. How to introduce an evil 
precision into the postal game I'm not sure, but I'd 
like to see it done." As for the shoe size bit, I think 
that is a risk a player must accept (and anyway the 
outcome of a battle doesn't always depend on 
relative strengths) but I wholeheartedly agree with 
the rest (and I like'evil precisiono--exactly right for 
this game). Some sort of modified zone of control 
ruling, whereby a noble's influenae.extends to all 
squares bordering on the one he occupies, may be 
the right answer. I must brood on this and would 
welcome suggestions. 

I made several errors in garnesmastering, mainly 
because of failure to keep track of who owned which 
castle. As Bob Stuart characteristically puts it: "Was 
it not by some wet-weather wizardry that you 
prolonged the game? When you resurrected some 
noble in one of my castles, did I complain? When 
you dropped my best friend into the moat, did I not 
accept?' As it happens, I don't think my errors 
affected the course of the game or its outcome, but 
gamesmastering was quite a tricky job and I would 
advise aspiring gamesmasters to make sure they are 
going to have plenty of time to give the task. 

Incidentally, you musn't take Bob seriously-he 
won the game and had nothing really to complain 
about anyway. I would not however commend to 

players his early tactic of attacking unoccupied 
castles: this may serve to blazon one's strength 
abroad to other players but it is a dangerous 
business, particularly Tor a player who controls 
relatively few nobles. Nor would I agree with Bob's 
supposed 'advice' to future players-by-mail, written 
with tongue firmly in cheek: "Do nothing lads: 
gradually all the flower of England will be yours- 
dished out of that crown pack." It should be 
recorded that Bob rarely does what he says he 
does-strong men have been known to pale on 
learning, usually the hard way and too late, the 
extent of his craft and guile. 

In my view, no postal report is complete without 
good press releases; aspiring gamesmasters should. 1 
believe, encourage them. From the mass of press 
releases provided for the game I select but two- 
they are of little relevance to the game itself, nor 
need they be, but postal gaming is an entertaining 
business and gamesmasters should encourage press 
releases of quality for the sake of sheer entertain- 
ment. First some enigmatic Welsh stuff from Alan 
Youde: 

"HARLECH: Myfanwy and Daffyd. It isagreed, 
then. Only when and where remains to lx decided. 
Bethan and Ifor may come. lorweth." Second, a 
dramatic contribution from Bob Stuart whose 
nobles had failed to unite at Fotheringhay, as 
planned, &cause I couldn't read Bob's orders: 

Playlet-'He Does It Again'. Scene- 
Fotheringhay Castle. Hastings, Earl of Essex, sits 
with Berkeley, Archbishop of York, before the fire 
in the Great Hall. Each sharpens his dagger. 

BerkeIey: What be that ringing noise? 
Hustings: Bells, I expect. 
Berkeley: It be that new-fangled invention the 

telephone. (Berkeley, with knowing look, answers 
the telephone). 

Brkeley: Hello. This be rightful occupiers of 
Fotheringhay. 

Caller: This be Mowbray. 
Berkeley: Where art thou? 
Mowbray: Haven't a clue. B . . . Wizard of 

Wrong Directions has beenat it again. I told Wizard 
to fetch me up one west of Belvoir-silly b . . . has 
struck me in the middle of nowhere. West of 
Nottingham? That k Tutbury . . . oh b . . . 

Berkeley: Were you planning on coming to tea? 
Mowbray: Nay-was coming to belt thee one. 

Now I be going to Cambridge and belt him one. 

Hmrnmm. 
1 think it adds to the atmosphere too for players 

to name their factions. The best name in my game 
was Alan Youde's Wigan Peen, but unfortunately 
that is an English in-joke, and Michael von Haag's 
La Belsize San Merci (he lives in Belsize Park) is my 
second favourite. 

What of the game itself? Well, others'gamescan 
be boring for the onlooker, but anyone who wants a 
turn-by-turn account can obtain it (at a modest 
price) from me at 5 Greenlands, Red Cross Lane, 
Cambridge CB2 2 QY, England. The swing of 
fortune in a postal game seems for some reason 
more marked than in face-to-face games. Perhaps 
this is &cause of the tempo generated by the 
simultaneous movement and the simultaneous 
effects of six events cards. But 1 for one enjoy the 
postal version more than the face-to-face, par- 
ticularly if there are four or more players. The 
problem with all sequential movement multi-player 
games is for each player to maintain interest while 
awaiting his next turn: happily this problem is 
absent in the postal version. It is important to 
maintain the pace of the game, first by insisting on 
short periods between moves, during which time 
players must conduct their diplomacy and plan 
strategy, second by ensuring swift adjudication; 
nothing kills a postal game more effectively than 
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lengthy delays by the gamemaster between the 
deadline date and the mailing of reports to players. 
The sheer momentum of an on-going 
KINGMAKER keeps interest alive even in players 
whose fortunes are currently at low ebb, and that's 
the way it should be. 

1 believe there is still some unresolved confusion 
about Parliament in the postal game and can best 
demonstrate this by reference to one incident in my 
game which nearly caused some harsh words 
between Mick Bullock and myself. Right at the start 
of the game (and working only from the first, very 
inadequate, rulebook) I had ruled that Parliament 
could be called at the end of the turn in which the 
King and the noble from the supporting faction, 
summoned by writ, reached the designated Parlia- 
ment venue; the actual handing out of cards from 
Chancery would take place at the end of the 
subsequent turn. This gave other nobles one turn to 
get to Parliament by normal movement if they 
wanted a chance to get some goodies. Two 
Parliaments had been successfully held by this 
method when on turn 22 Mick Bullock, who had a 
long suit in nobles and who controlled the King but 
who had little in the way of titles and offices, sent his 
six nobles with the King to Chichester and 
summoned Parliament there. The trouble was that 
the writ was served on Bob Stuart's Bourchier who 
wasn't in Chichester at'all but was somewheredown 
near Pevensey. This meant that Mick had been a bit 
premature in his announcement (and perhaps I 
shouldn't have printed it) so I pointed this out to the 
players, saying that I would confirm inthereport on 
turn 23 whether Parliament would be held or not 
and that any cards would be distributed at theend of. 
turn 24. 

In turn 23 Mick compounded his error by 
moving his six nobles and the King away from 
Chichester to Farnham, instead of awaiting the 
promised arrival of Bourchier at the Parliament 
venue. Bourchier arrived in due course, but finding 
neither King nor King's peace in Chichester, slew 
Talbot (Clive Booth in possession-another of 
Clive's bad turns of fortune) who had arrived 
expecting peace and goodies but finding only an 
untimely end at Bourchier's blood-stained hands. 1 
reported all this and said that Parliament would be 
held in Chichester on turn 24 as announced so long 
as the King returned there; if not there would be no 
Parliament and no King's Peace. My logic, in 
respect of turn 23 or turn 24 for that matter, said 
that the King's Peace couldn't bein Chichester ifthe 
King himself was elsewhere. 

Turn 2d was, for Bob if no one else, the high spot 
of the game. Having no intention of going to 
Parliament or any other such silly business, Bob 
ordered his force north out of Chichester to meet 
Mick's six nobles and the King who were duly 
heading south again. Despite having six nobles, 
Mick's total strength was only 120 against Bob's 
strength of 260 in three nobles. The outcome--six 
dead nobles, Hastings in control of the King, no 
Parliament and no King's Peace again (which 
surprised the two nobles in Chichester into 
attacking each other, this time with no result). One 
of the bloodiest turns of the game, and the one 
which almost certainly secured Bob's eventual 
victory. 

I have pondered Iong and hard about this series 
of events and my rulings. Was the writ, despite its 
premature issue, effective enough to keep Bourchier 
waiting for the King in Chichester until the latter 
decided to turn up-in other words was Bob 
allowed to move his Bourchier, Hasting and Percy 
out of Chichester to intercept the King? Was Mick 
right to expect the King's Peace on his way to the 
Parliament town, one turn late, ifthe King wasn't in 

Continued on Pg 9, Column 2 
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POSTAL KINGMAKER MECHANICS I 
By Will McCullam f 

Will M~,Cullor?~ goes Don Turnbull one beirer 
and spells our zhe posral KINGMAKER rules he 
useJ in  hi^ SOPI 'zine JPP. He even goes so far as to 
provide us u'ith a pos~al version qf the map with 
notned oreas and sea squares nrhich should be of 
inreresf even lo KMplayers uizh no plans to defv the 
pustmurr. 

An undeservedly neglected masterpiece, 
H uizinga's The Waning o f  the Middle Ages is the 
best source for background to KtNGMAKEIZ. It is 
the synthesis. the crystallization of a lifetime of 
work at the University of Leyden in the field of 
history of that period. (Most public libraries have a 
copy or two). Huizinga's central thesis is the 
contrasts in medieval life. In otherwords he believes 
that people experienced life more intensely because 
of the contrast between bodily cold and comfortable 
warmth; hunger and well-fed; sickness and health; 
love and rejection. The waning of the middle ages is 
seen as a process of erosion of the distinctions 
between those extremes. Certainly the return of the 
summer sun and the exquisite perception of spring 
no longer move us as they once must have done. 

At that time, society distinguished a superior 
class known as the nobility or aristocracy. It is 
commonly held that this distinction is based on land 
tenure, but it does not seem unfair to postulate that 
the real basis for the distinction of nobility was 
grounded in the willingness of certain individuals to 
face death. An aristocrat thus is someone who is not 
afraid of death for honor or loyalty or even sport. 
More to the point, an aristocrat is someone who, in 
an age of violent extremes, is ready to exchange the 
perception of life for the stone cold tomb. 

The young Pole, Duke of Suffolk, wasted with 
sickness, could barely stagger to the front line in his 
battle armorat the battle of Agincourt. Subsequent- 
ly he was cut down in the first French onslaught. Yet 
his place was with his King in the line. He was Duke 
of Suffolk because he was in the line and died and he 
died in the line because he was Duke of Suffolk. To 
our minds it is almost inconceivable that a man 
would throw away his life in this fashion; it is no 
longer chic; it embarrasses the modern mind; yet 
these are the rules of the game. 

It is this boldness, resolve, confidence, or 
willingness to accept risk which can make 
KINGMAKER a really exciting game, but which is 
too often lacking. Postal games, at least in the 
States, particularly suffer from timidity, some of 
which may be due to unfamiliarity with the rules, 
which are different from most "war games". 
Hopefully this will change since now postal 
KINGMAKER has about as much excitement as 
checkers matches between seven year olds. One of 
the seemingly least understood rules is the loyalty 
tables for killed nobles, which allows their family to 
replace subject noble, effectively returning the lost 
unit to the player. 

On the other hand, perhaps KINGMAKER isn't 
really a war game at all. Certainly there are a 
multitude of alternative winning strategies. The 
original form of each game is determined by the 
distribution of "Crown Cards" in some random 
fashion. These cards represent nobles. titles. offices. 
ships, mercenaries, and the like. The possible mix of 
12 random cards is practically infinite. Even 
relatively weak nobles can be assigned an enobling 
title card. changing their characteristics and 
opportunities. Essentially each 'hand' is played 
differently. 

In postal play there is very little resemblance 
between games played in different 'rines since there 

is no convention yet on the distribution and holding 
oi  these Crown Cards. The big difference is in 
whether the cards are held 'blind' or not. Don 
Turnbull's first postal game in the U.K. started the 
convention of holding all crown cards blind, that is, 
no player knows who owns any nobles in play, 
except for his own. Most U.S. 'zines have followed 
this practice, however, JJP identifies all cards in 
play and only blinds crown cards held unassigned, 
i.e. not in play. Also, it has been customary to 
augment an original distribution of say, 12cards, by 
periodic distributions from the crown deck, but 
Beaucoullon has recently initiated the practice of 
distributing all crown cards at  the commencement 
of play. There are only minor differenaes among the 
various 'zines apart from the above, such as 
distribution of event cards, or whether the earlier 
"English" or newer Avalon Hill version is used. 
Apparently there is still some snobappeal in owning 
and even playing postally the former, which is silly, 
since the AH version is a much better game. In any 
case, these are questions of detail compared with the 
cited differences in crown card distribution and 
holding; which have a really profound effect on the 
course of the game. 

Well, we have drawn a 'hand'; what now? 
Some cards, of course, are far stronger than 

others. The office: "Chancellor of the Tower of 
London", for example, not only confers control of 
London, and King Henry, but also an enormous 
army. However, all of these advantages do not of 
themselves confer victory. Rather the contrary, for 
the inherent security one feels with this position is 
more spurious than real. This relates to the other 
players. For face-to-face play, it seems that the ideal 
number of players is four; five for uostal play to 
compensate for missed moves. Too many players 
results in impossibly weakfactions. In  this situation, 
the above becomes almost an automatic position. 
At the same time, the above can become a most 
dangerous position in postal play, since it will be 
assumed that the Chancellor is in play and anyone 
venturing near London will be suspect-and hence 
ganged up on. It is vital to be aware of what your 
opponents have; or what cards are in play; 
frequently it is more useful to deny them oppor- 
tunities than to develop your own hand. For 
example, it is always better, when given thechoice, 
to capture a city controlled by an opponent, then to 
capture a neutralcity. The former not only gives you 
four votes in parliament, but almost as important 
steals four away from the enemy. Even a card such 
as the Warden of the Northern Marches, which is 
considered a weak card, since the holder is called to 
the north frequently by event cards can be the basis 
for a strong position. The north is not favored; yet 
there are four towns north of the Tees available to 
the Warden, that's 12 votes, and a further four 
towns and one city north of the Trent. A grand total 
of 28 commons. This may be a unique advantage; 
for the Chancellor of England really cannot be 
risked besieging towns, whereas other cards are well 
adapted to this endeavor. The vital point is to suit 
your strategy to the potential which exists within 
your hand. For someone with a bunch of untitled 
nobles, ambushes may be particularly profitable; if 
a 10 point noble ambushes another worth 300: the 
odds are either 6-1 by the die, or 10-1 against by the 
event cards; whereas the payoff is 30-1. 

Surprisingly few problems seem to havearisen in 
postal play. Notably the seeming invincibility of the 

Name Grids for use in Postal KM 

H O M E  COUNTIES N O R T H l l M B E R I , A N D  (No. of R. 
I Widmerpwl I Otterburn 
2 Grimsbv 2 Hcxham 
2A ~rirna-by 
3 Wolvcrhamplon 
4 Evesham 
5 BosworLh 
6 Stamford 
hA Derborough 
7 Markel Deeping 
8 Long Sulton 
9 Wisbech 

10 Aylsham 
I I Beverley 
I2 Ruahden 
13 Huntingdon 
I 4  Peterborough 
15 Guyhirn 
16 Oulwcll 
I 7  Ety 
l a  s. IUCS 

19 Lorreatofi 
20 Lcdbury 
21 Banbury 
22 Buckingham 
23 Aylesbuw 
24 Bcdford 
25 Dunstable 
26 Gloucester 
27 Ntwport 
28 Circncexler 
29 Bampton 
30 Saffron-Waldtn 
31 Marlborough 
32 Rcading 
33 Chelmsford 
34 Southend 
35 Watchcl 
36 Cilastnnbury 
37 Stonchcngc 
38 Baaingstnke 
39 Guildturd 
43 Willon 
41 Yeovil 
42 Sherburne 
43 Blandford 
44 cash me^ 
45 Rlngwood 
46 tymington 
47 Aldershot 
48 Petemfield 
49 Rcigatc 
50 Dorchester 
51 Lymt Regis 
52 Bognor Rcgls 
53 Brighton 
54 Lewcs 
55 Tunbridge Wellv 

SEA SQ1:ARES. 
I North Channel 
2 Morccamk Bay 
3 Solway 
4 Ballyltig~ Bay 
5 Irish Sea 
6 Ribblc 
7 S. George's Chann 
8 Cardaan Bay 
9 S. David'u Head 

10 Carmanhen B a y  
I I  Lundy 
12 Bnstol Channel 
13 Stilly Straighis 
14 Cornwall Bay 
15 Lyme Bay 
16 Guernscy 
17 Tnr Bay 
I8 Jcrxy 
I 9  Solvent 
20 Ellg. Channel 

j 21 Bcachy Hcad 
22 Bay of The Seme 
23 Straits of [lover 
24 Dleppe 
Z5 The Downs 
26 Holleslcy Bay 
27 Aldeburgh 
28 Yarmouth 
29 Thc Wash 
30 North Sea 

3 Dunstanburgh 
4 Floddcn 
5 Solway Moss 
6 Clifton 
7 Wiglon 
8 Alblon 
9 Welhenl 

10 Bramplun 
1 [ Bellingham 
12 Peel Feel 
13 Sunderland 
14 Gateshead 
15 Wolsingham 
16 Conscll 

THE MIDLANDS (Trcnt lo  Teesl 
1 Morecambe 
2 Newton 
3 Clapham 
4 Settle 
5 Hellilield 
6 Buckden 
7 Pateley Br. 
8 Grassington 
9 Hipon 

I 0  Egremont 
I I Borrow h l c  
12 Shap 
13 Wicliff [No./ Kichmond) 
14 Ravenglas 
15 Hawkshead 
16 Kcndal 
I7 Reeth 
18 Darlington 
19 Yarm 
20 Stocklotl 
21 Scarborough 
22 Longridge 
23 Burnley 
24 Brarnham Moor 
25 b e d s  
26 Shipton 
27 Blackburn 
28 h r u p  
29 Halifax 
30 Livcrpool 
31 Wigan 
32 Manchtsler 
33 Ashton 
34 Penistone 
35 Doncaatcr 
36 Mawlesfield 
37 Flash 
3E Sheli~eld 
39 Bakewtll 
40 Southwell 
41 Kipley 

WALES 
I Colwvn @av 3[  Abermvenny I . . 
2 Flint 
3 Nevin 
4 Pen-Y-Groes 34 Bryn Mamm 
5 Bettws-YCocd 35 Armm Anio 

el 6 Bycchaw 36 Ponlyprldd 
7 Mold 
8 Bala 
9 Rulhin 

10 Wrcxhsm 40 Llan Tussaru 
I I Dolgelley 
I 2  Llannwchllyn DEVON 
13 Cross Foxea I lllfraco 
14 Owswestry 2 Lynlon 
15 Machynnlleth 3 Buck's 
16 Newton 
17 Wclshpuol 5 Torrin 
It. Much Wenlock 6 Chulmlw 
I 9  Abcrystwylh 7 Tiverton 
20 Ponterwyd 8 Bowavtk 
21 Mortimer's Cross 9 Holswon 
22 Lampeter I 0  Torquay 
23 Llandovcry I I 
24 Llyswen 
25 Vowchurch 13 
26 Fishguard 14 
27 Carmarthen 15 Tavi 
28 Handyssul 16 C 
29 Merthyr 
30 Tydfil 
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Dukes of York and Lanmster cards. In JJPgames, 
neither is considered responsive to the loyalty table 
and once killed, are considered to remain dead until 
the heir or King associated with them is killed. JJP 
has published a map assigning names to all the 
blank spaces. This is also used by BeaucouIlion 
however. the map is really more complicated than 
necessary, and the number of squares could be 
reduced by half without changing the character of 
the game. Unfortunately the advanced battle rules 
are not used much. No doubt they seem complicated 
when compared with the easier stacking and odds; 
however, they are very reasonable and add a degree 
of vetsimilitude that is otherwise lacking. 

Hopefully a more aggressive spirit will soon 
become evident in postal play; at least the thing 
seems more enjoyable bashing heads. 

The following is believed to be a complete list of 
current publishers of K l N G M A K E R  postal 'zines 
in the U.S. 

me Ninth Circk-$4.50-David Bun ke, 55 12 
Julmar Drive, Cincinnati, Ohio 45238 

AHIKS-must be 21 or over to join-omar 
DeWitt, 547 Riverside Drive, Elizabeth, N . J. 07208 

Khazad Durn-The oldest Kingmaker 'zine in 
the US.-William A. Clumm. R.R. # I ,  Amesville, 
Ohio 4571 1 

Beaucouilliun-W-Dick Trtek, 2728 SE Main 
St., Apt. I ,  Portland, Ore. 97214 

JJP-%-Will McCullam, Fairmount Rd., 
Newbury, Ohio 44065 

Canterbury Tales-Players only-Stephen 
Hall, 4405 South 36th St., Arlington, VA 22206 

HOUSERULES FOR POSTAL KINGMAKER 

Advanced battle rules will not be used. The 
Gamesmaster, henceforth called Herald shall bethe 
sole arbiter of play 

There shall lx five players, each receiving 12 
crown cards, which will be identified asbelongingto 
each player, lnitial dispositons shall be published 
separately and additional distributions of crown 
cards made throughout the game. These latter may 
be blind, that is held secretly by the players, however 
once assigned or put into play, they shall be 
published as belonging to the appropriate player. 

Only one event card, applicable to all players 
shall be drawn each turn. Non-event cards (such as 
Free Move) shall be assigned to a player and 
another drawn, until an event card is drawn. 

Players who fail to submit moves shall forfeit 
their turn, and any player who misses two 
consecutive turns shall be liable to forfeit all crown 
cards. 

All play will k simultaneous, by phase: 1) 
Ransom/ Execution; 2) Movement; 3) Combat; 4) 
Assignment of Crown Cards. If a parliament is 
called, it shall substitute for the combat phase. 

If two or more players order their units to a 
fortified position or other identical objective then 
theplayer whose units are closest shall Ix considered 
to have priority. If both playersareequidistant from 
identical objectives, then land movement shall have 
priority over sea movement. and the larger force 
over the smaller. Road movement shall be con- 
sidered as one square distant. If two players order 
their units to identical fortified objectives and the 
priority force achieves his objextive, then the second 
player shall be placed in the open adjacent to the 
objective. If, however, the first player fails in his 
siege, then the second player shall be deemed to have 
an opportunity to besiege the place, without having 
to contest with the force of the first player. 

All movement orders shall be specific and 
referenced to attached map, stating place of 
beginning, intended path, and final destination by 

Continued on Pg. 9, Column 2 
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KINGMAKER RULES EXPLANATIONS 
By Mick Uhl 

After a two year existence in America, 
KINGMAKER still retains a large popularity and 
even "cult" status as evidenced by the large 
registration for the KINGMAKER tournaments in 
the last two ORIGINS conventions. Being the 
chairman of both tournaments, as well as the 
developer of the game, 1 began to discover several 
common misconceptions and misinterpretations of 
the rules. In part, this is a result of the "assump- 
tions" developed from the English version, and in 
part due to the compromise nature of the rules, 
which tend to be short for general consumption, but 
carefully worded for completeness. As a result, there 
is too much emphasis on individual definitions of 
key words and phrases. If one person's or club's 
definition is incorrect, the eventual interpretation of 
the rule is the same. This article hopes to clear up 
most of these misinterpretations. Omissions in the 
rules will also be listed. 

I. In two areas of the board, it is difficult to tell 
whether a road is blmked by or bypasses a town. 
These two locations are at Shrewsbury and London. 
Considering the effect of "playability" and "play 
enjoyment", 1 feel that both Shrewsbury and 
London control all roads running into their square 
and hence block all movement through the square 
along these roads. 
2. a. There has been some difficulty determining a 

noble's capabilities in alliance. To clarify this, it is 
extremely important to understand the sentence, 
"IMPORTANT: No counter (Noble, royal heir or 
ship) can ever move or attack in more than one 
round in a turn" on page 9 of the rules. This sentence 
means that a noble who movesand/orattacksin his 
turn cannot do  either in another player's turn in the 
same round, even if there has been an alliance 
formed in between. A noble can defend in his turn, 
then ally and defend again with the allied no ble(s) in 
another turn of the same round, though. The 
alliance must be made before the attack is 
announced in order for the alliance to apply in 
defense. In subsequent rounds, the allied noblescan 
move and attack together by choosing one overall 
commander for each group operating together. A 
commander is not needed for allied nobles to defend 
together. Unfortunately, a contradiction to this rule 
appeared in my Development Notes in the 
GENERAL t3.3, question 13, and should be 
disregarded. 

b. It is not necessary to choose an overall 
commander when making an alliance. It is necessary 
to do  so, though, if any of the allied nobles are to 
move and attack together (not defend). A com- 
mander, once chosen, can only be voluntarily 
changed if all the nobles to operate under the 
commander are present in the same square. 
3. To implement the Optional Victory Conditions, 

it is essential to have a majority of the totalvote in 
Commons, not just a majority of the vote in play or 
in attendance. This is a fixed figure of 79 votes. This 
is not true in the Lords, there it is only necessary to 
have a majority of the vote in attendance. 

4. Because of the cut of the map, it is difficult to 
determine whether a ship can sail around Penzance 
in the southwest tip of England. Of course. a ship 

cannot sail around Scotland on the northern edge of 
the board, but a ship can sail around Penzance. 
Consider the town enclosed in one sea square. 
5. There still seems to be difficulty in determining 

from which sea square to enter a port. Consider each 
coastal sea square as a four-sided figure of which 
one or more sides are coast. A port that is located 
along that section of coast can only be entered from 
that sea square. Therefore the same section of coast 
cannot form the side of more than one coastal sea 
square. The problem is in determining within which 
section of coast some ports are located. The sea 
square whose coastal border is closest to the anchor 
symbol of the port in question is the correct square. 
There are two exceptions. Calais borders the sea 
square at F-6 and Pevensy borders the sea squareat 
G-5. It is recommended, as an aid, to take a red 
marker and color a section of the white coast closest 
to the port to indicate itsexact location. Note above 
the letter "R" of Rochester that there is a black line 
breaking the Thames estuary to London. That 
should be taken as a separation of the sea lane into 
two squares. It would therefore take a complete 
move of 5 squares to move out ofthe port of Caister 
into the port of London. It is appropriate to remind 
you at this point that the town of Preston is a port. 
6. Some question has also arisen as to whether an 

attacking force is immune to capture if it attacks, 
This is not true. If a force of50attacks aforce of 100 
in battle and a majority, 5 to 4, 3 to 2 or 2 to I result 
is chosen the defender wins the battle and captures 
the attacking force. 

7. Some people have questioned exactly what 
areas on the game board are defined as part of 
England. All islands and land masses except the 
continent and Calais, Scotland and Ireland are part 
of England. 
8. Another frequently asked question is who can 

be forcibly summoned to Parliament by a "writ". 
Any noble on land or at sea as well as on the 
mainland can be summoned. Passengers a t  sea can 
only ignore "Raid and Revolt" and "Embassy" 
cards. A noble "under siege3'oronan island without 
a ship cannot respond to a "writ". A ship can be 
loaned, voluntarily or involuntarily, to bring the 
noble to Parliament only if that ship hasnot moved 
at any time previously during the round. This is to 
comply with the "one move per round" rule as stated 
in 2a above. 1 think an additional restriction is in 
order. A noble in refuge on the Continent or in 
Scotland (see Optional Event cards in this issue) 
cannot be summoned by "writ" whether a ship is 
available or not. 
9. Nobles summoned to afortified city or town for 

Parliament do not have to be in the town or city (i.e. 
ignore "Plague") to attend. Any nobles in the 
friendly faction may enter, though. 
10. One final question often arises. What happens 
to a ship($) carrying passengers which is forced into 
an unfriendly or neutral port, and a siege cannot be 
conducted or is unsuccessful. The passengers end 
the turn in the square in the open, but the ship($) 
itself must remain in the port until the port becomes 
friendly. 
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SURPRISES 
NEW EVENT CARDS FOR KINGMAKER 

By Mick Uhl 

Mick Uhl 13 the fellow who sold the brass at There are three types of 'Treachery" cards; one 
Awlon Hill on the merits of KINGMAKER- listing one Crown card to be removed; one listing 
mainly by ploying it night and day nonstop for 6 two Crown cards to be removed; and one listing 
weeks until we agreed ro publish it . . . . . hmmm, three Crown cards to be removed. One or two cards 
do I see a pattern develop in^ here-firsr of your choice should be shuffled into the Event 
KINGMAKER, now RAIL BARON. Who is-that 
masked man anyway? As developer of the 
American, that is ro say Avalon Hill, version of the 
game Mick is the keogical guy t o pass judgemenr on 
add-om and variariopls of  he popular multi-player 
game. Besides, he has to nmwer thenut mailanyway 

Across the table sits the last remaining varlet 
between you and the throne of England. That is, 
between your Royal heir and the throne of England. 
You, of course, will serve in an advisory capacity 
only. Little does this scurrilous cad know, but two 
months earlier you made a secret compact with 
Percy (i.e, you drew his noble card from the Crown 
deck a couple of turns ago) to aid in the cause of 
your claimant (i.e. you are about to play the card)in 
order to crush his faction (i.e. with Percy you'vegot 
a 4 to 1 majority) and triumphantly enter London. 

But wait! You have analyzed your plans to the 
last detail. Nothing can go wrong. So why is this 
pheasant (i-e. English turkey) smirking and 
laughing in your face? You just drew a 'Treachery" 
card from the Event deck and have lost Percy to the 
Crown deck. A "Treacheryw card? Where did that 
come from?! 

Hear Ye! Hear Ye! Are you tired of seeing the 
game old plagues? Does watching your best noble 
answer the same Raid and ~ e v o l i  (don't those 
peasants ever take time out for a meal) provoke a 
strong desire to do some raiding and revolting of 
your own on the Event deck. Well, your troubks are 
over. Now available for the first time is an 
alternative. Try stuffing the Event deck with some 
new surprises. 

Presented herein are new Event cards that you 
can add to the Event deck to rejuvenate your 
KINGMAKER game. We suggest, however, that 
you warn your opponents of these additions before 
starting play or you may just find a sudden 
escalation of the war to a more modern setting. 

These new Event cards are a result of the 
suggestions of three people, Stephen P. Herchak, 
Craig Ransom, and Arnold Blumberg. These cards 
will be, basically, handmade although players may 
adapt blank Event cards in their game or purchase 
new sets of these special Event cards plus blank 
cards from AH. The new Event cards are shuffled 
into the Event deck and utilized like the others. The 
number and type of each new Event card to be used 
is up to you. A recommended numlxr of each type 
has been included in the description, although it is 
not a mandatory figure. Feel free to experiment with 
this and any new ideas you might have. Write and 
tell us how it goesand include any of your own ideas 
that have proved popular. 

1. Treachery card (Stephen P. Herchak) 
The player who draws this card must return one, 

two or three Crown cards held in his hand (i.e. 
unplayed cards in hand) to the Crown deck. These 
cards are chosen while face down by the player on 
the left and are not revealed to anyone. If the player 
holds less than the number to be removed, the excess 
is ignored. 

deck a t  the start of play. 
2. Gales at Sea card (Stephen P. Herchak) 
When this card is drawn, all ships currently a t  

sea are sunk and all nobles and Royal heirs aboard 
are lost. The ship cards of the sunk ships are 
returned to the Crown deck and their ships removed 
from the board. -The ships of the Warden and the 
Admiral are not removed, but plac in their home 
port (listed on the card). The Admir "a and Warden 
office cards are not lost. All noblesaboard and their 
awards are returned to the Crown deck or the 
Chancery and the Royal heirs are removed from 
play. It is suggested that only one or two of these 
cards should be placed in the Event deck. 

3. Refuge card (Arnold Blumberg) 
Rather than allow a noble and Royal heir in the 

Advanced game unlimited stay in Ireland and the 
Continent, permit only the Lieutenant of Ireland 
unlimited stay in Ireland. Any noble or nobles and 
any accompanying Royal heirs may stay in Ireland, 
the Continent or Scotland only if they play a 
"Refuge" card. On the "Refuge" card is listed the 
number of turns that a noble(s) and Royal heir(s) 
may stay in refuge. Once the time of refuge has 
expired, the nobles and Royal heirs must either 
leave or be lost. Nobles and their awards are 
returned to the Crown deck or Chancery and Royal 
heirs are removed from-play. 

When drawn, a "Refuge" card is retained in the 
same manner as a "Free Move" card. It can be 
traded. It is played just like a "Free Move" card 
during the movement portion of the player's turn. 
Any number of nobles and Royal heirs in a faction 
may take advantage of the refuge as long as they 
move to the same location (i.e. Scotland, Ireland or 
the Continent) in the same turn that the "Refuge" 
card is played. Additional nobles and Royal heirs 
cannot take advantage of the refuge after the turn 
that the card is played or if inanother location. Only 
one group may be in refuge in one placeat one time. 
Combat cannot occur on the Continent o r  in 
Scotland. It may occur in Ireland. 

There are three types of "Refuge" cards 
available; one for three turns, one for five turns and 
one for seven turns. Any number of each may be 
placed in the Event deck at the players' discretion. 
The number of turns of refuge should be kept secret 
and only revealed on the turn that the noble(s) and 
Royal heir($) must leave. A finger or thumb over the 
number is sufficient to hide this information. When 
the time of refuge is up or when all of the nobles 
prematurely leave the refuge, the card is returned to 
the discard pile. Nobles in refuge cannot be 
summoned to Parliament although they may go 
voluntarily. Scotland is cons ided  a port in the 
same manner as the Continent and Ireland. Once a 
noble leaves refuge, he cannot return until another 
"Refuge" card is played. 

As an additional and optional function of the 
"Refuge" card, include the islands of Anglesey 
(Beaumaris), Wight (Carisbrooke), Man (Douglas) 
and the Calais square as places which can only be 
occupied with a "Refuge" card. Exceptions would 
include unlimited refuge without use of a "Refuge" 

card for Stanley in Man, for the Captain of Calais in 
the Calais square, for the Treasurer of England in 
Anglesey and the noble awarded Carisbrooke for 
Wight. Any other noble to enter one of these island 
squares would need a "Refuge" card. Nobles can 
enter one of the refuge location without a "Refuge" 
card in order to besiege the town or castle in the 
square, to attack a force in the square (not allowed 
in Scotland or the Continent) or to capture a Royal 
heir. They must leave the next turn after the siege, 
battle or capture has been resolved. The force can 
and must leave whether they control the port or not. 
A ship cannot voluntarily enter a refuge port due to 
storms at sea unless it is the only "closest" port. 

Permit nobles the ability to cross from the 
mainland into Anglesey (Beaumaris) if they start 
their turn adjacent to that square. (i.e. in the 
Caernarvon square) 

4. Vacillating Allegiance card (Arnold 
Blumberg) 

Any number of these cards may be placed in the 
Event deck. The drawer of this card during the 
Event Phase immediately loses the use of one noble 
for one turn. The noble affected cannot attack in 
that turn. The noble affected must be determined 
randomly. Any system may be utilized. A suggested 
method would be to takeall of thenoble cards of the 
player and mix them up. Have another player 
choose one of the face down cards to determine the 
vacillating noble. The noble mrds are then returned 
to their awards. 

If the card is drawn while determining the result 
of combat, one of the nobles of the weaker of the 
two factions involved in the combat must either 
return home before the battle or siege, or im- 
mediately switch allegiance to the opposingfaction. 
After the noble is randomly determined, the odds 
are readjusted and a die is rolled utilizing the table 
below. A noble who is to return home must 
immediately be placed on one of his home castle(s) if 
friendly, or the closest friendly town, city or castle if 
unfriendly. A noble who switches allegienceisgiven 
to the opposing faction with all of his awards. The 
noble now operates with and is part of the opposing 
faction. 

Return 
Home 
Switch 
Allegiance 

Majority 5-4 3-2 2-1 3-1 4-1 

1-6 1-5 1-4 1-3 1-2 1 

- 6 5-5 4-6 3-6 2-6 

Combat must continue and after the dispositon 
of the vacillating noble is determined, a new Event 
card is drawn to determine combat. A noble who 
switches allegiance may be added into its new 
 faction*^ strength for the combat. 

A "Vacillating Noble" card is ignored if the 
affected faction has only one noble in play during 
the Event phase or one noble in combat during the 
Combat phase. . 
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5. Catastrophe card 
When drawn, this card affects all nobles in play 

and any who are subsequently put into play during 
the period of its influenae. While this card is in 
effect. all strength given to a noble by office, 
bishopric or title only is temporarily lost and not 
counted for strength. When the period of itseffect is 
over, the "Catastrophe" card is returned to the 
Event deck and the nobles immediately regain their 
full troop strength. All garrisons (town,-city and 
castle) are not affected. 

Titled nobles do not lose any strength due to 
their title. Only strengths awarded by a title card are 
lost. 

There are three types of "Catastrophe" cards; 
one for one round duration, one for two rounds 
duration and one for three rounds duration. The 
round begins on the turn of the draw. I f  a 
"Catastrophe" card is drawn while another is in 
effect, the card must still takeeffect on the turn of its 
draw. There is no additional penalty if two or more 
"Catastrophe" cards are concurrently in play. It is 
suggested that one or two cards of the players' 
choice should be placed in the Event deck. 

The reasoning behind the inclusion of this type 
of card is based on the overriding effect of 
uncontrollable events on the course of history, 
especially during medieval and early renaissance 
periods. Any type of catastrophe, natural or 
otherwise, could reduce a noble's power to the bare 
minimum of his own personal entourage. These 
cards represent catastrophes and events of such an 
overriding nature to preclude the effective 
maintenance of large field armies by the nobles. Of 
course, as soon as the catastrophe or event passed, 
the war resumed at full strength. 

6. Royal Death card (Craig Ransom) 
The player who draws this card rolls two dice 

and consults the table below to determine the 
natural or accidental death of one Royal heir. If the 
Royal heir chosen has already k e n  removed from 
play, do  not roll again. It is recommended that only 
one card be placed in the Event deck. 

Basic Game 

2. George of Clarence 
3. Richard of Gloucester 
4. Richard of Gloucester 
5.  George of Clarence 
6. Edward of Clarence 
7. Henry V1 
8. Margaret of Anjou 
9. Edward of March 

10. Richard of York 
I I. Richard of York 
12. Edward of March 

Advanced Game 
2. Edmund of Rutland 
3. Richard of Gloucester 
4. Edmund of Rutland 
5. Margaret of Anjou 
6. Richard of York 
7. Henry VI 
8. Edward of March 
9. George of Clarence 

10. Edward of Lancaster 
11. Richard o f  Gloucester 
12. Edward of Lancaster 

Here are some points to remember. Theeffect of 
these new Event cards are ignored (except 
"Vacillating Allegiance") if they are drawn during 
combat resolution. All cards, once their effect is 
over, are returned to the Discard Pile. All cards 
which are returned at the same time to the Crown 
deck must be mixed when placed at the bottom of 
thedeck so that no one knows their order. When any 
of these cards are picked to resolve combat, utilize 
the Advanced Nobles Killed table to determine the 
nobles killed. The battle odds should be distributed 
equally among the cards; e.g, if you add 10 new 
Event cards to the Event deck, two should havea4-1 
majority, two should have a 3-1 majority, etc. 
"Vacillating Noble", and "Refuge" Event cards 
should not have any combat result printed on the 
card. 

Q 

AND STILL MORE 
KINGMAKER 
SURPRISES , MicX Uhl I 

Ever wonder how the original descendants play 
KINGMAKER? Here are some ideas that a British 
games club used to put some variety into their 
KINGMAKER games. Included, too, are 
suggestions submitted by other garners. Try any or 
all of these suggestions, or some of your own. 
Experiment. You may find the formula that will 
again make KINGMAKER the most popular game 
on your shelf. 

Personally, 1 feel that experimentingis a healthy 
approach to the type of game that KINGMAKER 
represents. Although the tournament level, struc- 
tured, one on one play that most AH wargarners 
employ, precludes variation and variants; multi- 
player, diplomacy-type games such as 
KINGMAKER and DIPLOMACY, thrive upon it. 
If these new ideas show a definite increase in play 
excitement, they could possibly be incorporated 
into a future printing of the rules as "optionals". So 
try any or all of them out and let us know how they 
work for you. 
1. (Derek Carver and the British games club) "We 
have found that the game frequently lacked "drive" 
due to insufficient men. Not enough mercenary 
troops were around to encourage open coutry 
battles for !he sole purpose of strengthening one's 
hand. It was assumed that anybody owning a town 
could raise some form of force but withlow morale. 
So let the ownership of a town card provide 20 
additional men. Bristol would give 30 men. Castles 
would not have any troop bonus. Tkese men are 
useful only in ar~ack. They have no defense value. 
From this it can be seen that even the most 
insignificant noble can appear strong. This en- 
courages exciting contests because even if an attack 
fails or is delayed due to bad weather, a counterat- 
tack will almost certainly succeed due to the low 
defense of the assemblage. The levies are not taken 
into consideration when calculating ship capacities. 
The town forces, therefore, cannot be used on an 
island, in Calais, the Continent, lreland or Scotland 
(see Optional Event cards articlein this issue.). This 
troop bonus is only associated with towns named on 
town cards. Town cards gained by capture must be 
awarded to one noble involved in the siege when 
utilizing this rule.'' 
2. (Derek Carver and the Britishgamesclub) "Most 
people agree that the regularity of PLAGUE is 
unnatural. Therefore, we operate that each time an 
Embassy card is drawn, the entire deck of Crown 
cards are reshuffled (adding the Discard Pile). This 
does away with the predictability." You may also 
wish to reshuffle the crown deck after every 
Parliament. 
3. (Derek Carver and the British games club). One 
of the most serious drawbacks in play is the 
initiative to attack (or lack thereof). Therefore, 
allow a player whose faction successfully defeats 
one or more nobles in another faction by battle or 
siege to take the defeated player's next draw from 
the Crown deck when it occurs. This reflects the 
increase in power of the victorious faction and loss 
of power of the defeated faction. It also is an 
additional incentive to attack. 

A future draw from the Crown deck can also be 
an incentive in Ransom. Allow the defeated player 
t6 trade one or more of his future draws from the 
Crown deck as a bargain for Ransom. If it is agreed 
upon, the capturing nobles may hold on to the 
ransomed noble or Royal heir until his ransom is 

fulfilled (i.e. the Crown cards drawn) and then, he 
must be freed, If the ransomed noble is recaptured in 
a subsequent battle before all of the ransom is paid, 
the ransom can bi ignored (the defeated player, as 
an act of good faith and friendship, can still go 
through with the bargain). If the noble is not 
executed on the turn of capture, he cannot be 
executed at all (until recaptured after being set free).. 
A faction is not required to hold the captured noble, 

controlling faction in the same round). 

Herchak, and many others) Combat at sea 
probably been one of the most popular suggestio 
sent in. The effect of this is obvious. No longer c 
ships and their passengers sit off shore for lo 
periods, immune to Combat, Raids and Revo 

Battles at sea can provide an exciting alternati 
land battles and it can permit a faction to inc 

Nobles and Royal heirs captured at sea 
subsequently ransomed, still retain control of 
ships that they mcupy. They must return to rt p 
on their next turn. As soon as the ship(s) touch po 
the ransomed noble(s) relinquish control. 

Co~~i inued  on Pg 34, Column 
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11 B '77 EDITION 
The booming of over two hundred cannon fill 

the air as both armies prepare for the Confederate 
onslaught. Picketts' rugged Virginians are to 
spearhead this final drive to break the strong Union 
position on Cemetery Ridge, south of the Little 
town of Gettysburg. Success means the probable 
capture of Baltimore and Washington and final 
,Xicto~-y for the Confederacy. Defeat will 
mean. . .we'll let history finish the story. 
GETTYSBURG has been 18 months in the 

&aking. Great care has been taken that all 
information presented in the game is the most 
accurate available from primary sources. The order 
of battle and appearance has been checked and 
rechecked; the rnapboard prepared from detailed 
surveys of the battlefield; and the game system 
designed so that you assume the same problemsand 
face the same decisions that confronted R.E. Lee, 
George A. Meade, and their fidd commanders. 

GETTYSBURG has been divided into three 
mutually exclusive games, each of different com- 
plexities and play lengths, in order to give the player 
the game he wants to play, no matter what his level 
of expertise. As a resuit, each of the three games is 
specifically designed for a particular audience. One 
game system has not been needlessly modified to  fit 
several levels of complexity. 

The Basic game is rated Introductory and is 
exadlent as a starter game for newcomers to 
wargaming. The Confederate army is composed of 
25 unit counters and the Union army i s  27 counters 
strong, representing all the infantry, cavalry and 
artillery divisions and brigades which actually 
fought. Each turn of play equates two hours of real 
time. Combat results between fighting units are 
resolved by strength difference. Combat can be 
modified by the type of attack and defense 
formations selected. Play is fast and furious as the 
Union player tries to stave off the Confederate 
onslaught in time to bring his greater rein- 
forcements into play. 

The Intermediate game is reminiscent of the 
classic attackdounterattack type of game that 
Avalon Hill popularized in the early and mid- 
sixties. The basic unit for all armies is the brigade. 
Each army has approximately 60 to 80 brigade8 
within its command. Losses are taken by steps. A 
brigade which loses a step also loses its ability to 
attack for the rest of theday. Afierce day of fighting 
can find both armies exhausted and no longer able 
to attack without proper rest. Strategic movement 
permits units to reach the same positions on the 
battlefield as their historic counterparts, yet 
prevents mass flanking movements which dragged 
earlier versions of GETTYSBURG into a ' h h o  can 
form the longer battleline" syndrome. 

The Advanced Game has it all. All important 
aspects of Civit War tactics are reproduced to play. 
Brigades can form battlelines and columns of 
different lengths depending upon their strength. 

Commanders are rated as to their ability to 
coordinate attacks and control units in movement 
as well as their own personal leadership. Both 
armies must take care to maintainsufficient support 
for their front lines, otherwise they may find their 
whole line in jeopardy due to a successful assault. 
Cannon composing each battery are divided into 
three types; napoleon, rifled and howitzer, and rated 
amording to range and firepower. Each infantry 
and cavalry brigade has an experience level rating its 
ability to give and receive an attack. Turns can vary 
from 20 minute periods during an attack to an hour 

Ictaws 

nloiford Cabell 

Torbert 

Counter illu~trations actual size. 

or longer during periods of inactivity. There are 
many '%hat if' variants which can be employed to 
keep the other side guessing as to the strength and 
time of arrival of your army. A special "what if'has 
been created to allow you to return Stonewall 
Jackson to command, and see if he could have given 
the Confederate army the impetus for victory. 

GETTYSBURG is  packaged with a 22" x 28" 
multi-colored rnapboard of the batU&eld, mul- 
ticolored counters representing every brigade, 

battalion and battery involved in the battle, 
overprinted with colorful badges and states (actual- 
ly used by the units in battle) for quick sorting and 
identification, plus rules and charts to set up and 
refight the greatest battle of the North American 
continent. 

GETTYSBURG is now hvailabIe for $10 pIus 
postage charges from Avalon Hill. Maryland 
residents please add 5% state sales tax. 
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SQUAD 
LEADER 

Russian, American, and German forces engage 
in bloody street fights, descend on enemy held 
villages, take key hills, or cross open fields in the 
quintessence of infantry combat. This is SQUAD 
LEADER- a game utilizing every aspect of 
infantry warfare from street fighting in Stalingrad 
to armored advances across snow<overed roads in, 
the Ardennes. SQUAD LEADER is not just a 
game-it is a system enabling the player who has 
mastered it to replay virtually any battalion !eve1 
action of WW II in Europe. 

Borrowing heavily from miniatures rules, noted 
game designer John Hill has designed an ingenious 
new game system which approaches the effects of 
simultaneous movement within an elaborate 8 
phase player turn. Developer Don Greenwood has 
streamlined the system for the utmost in playability 
in what otherwise would be an extremely com- 
plicated game. 

SQUAD LEADER utilizes Programmed In- 
struction to introduce each of its 12 scenarios 
gradually so the player need read only a fraction of 
the overall rules to get started. Once the player feels 
comfortable with the game system he can go on to 
other scenarios, adding more complexity as he goes. 

The units are 10 man squads, 4-5 mancrews and 
individual leader counters. They have a large 
assortment of support weapons, including various 
types of machine guns, flamethrowers, demolition 
charges, smoke, panzerfausts, bazookas, radios, 
anti-tank guns and an assortment of vehicles and 
AFVs. Each turn simulates the passage of two 
minutes. Each large 3/4" hex equals 40 meters of 
actual terrain. 

Leaders play a major role in the game by 
directing fire, rallying broken units, and generally 
enhancing the performances of their troops. The 
underlying theme of SQUAD LEADER is one 
hinged on morale. The player who can utilize his 
leaders most effectively to direct fire on the 
opposition while keeping his own forces under cover 
& out of enemy fire lanes will usually be thewinner. 
Usuul(r because nothing is ever 100% certain in 
S Q U A D  LEA DER.lt is possible, although highly 
unlikely, that a single leader could best three enemy 
squads in close combat or that a squad without anti- 
tank weapons could knock out a tank. In one of our 
playtest games a single German heavy machinegun 
crew practically wipe3 out singlehandedly, at long 
range, an entire Russian battalion advancing across 
open terrain. In another, a squad in moderate cover 
withstood the entire firepower {including armor) of 
a reinforced company for 3 turns! As in combat, 
nothing is certain and while repulsing a Russian 
human wave attack, your machinegun may jam or 
your squad may decide it's safer in the rear. The 
unpredictable nature of all units under fire is both 
the blessing and the bane of SQUAD LEADER 
commanders. - 

In the advanced scenarios, the game expands to 
incorporate Offboard Artillery, night rules, barbed 
wire, entrenchments, minefields, bunkers, multi- 

- 1 
level buildings, rubble, fire, river crossings, snow, 

pulp , .  i8Jl 
roadblocks, mortar, etc. Yet rhe biggest option is the 75 4/6 % ! 3 4 / 2 1  %\*'1./6 mpl I 
very open-ended nature of the game itself. Complete 
Design Your Own and Campaign Game systems 
have been included to allow players an infinite 
variety of individual scenarios and extended cam- 

& Fl V c h I l  * 1 
paigns. ~ 1 ~ 1  ./ * 

S Q U A D  LEADER comes boxed complete with 
* 

four 8" x 22" interchangeable full color isomorphic 
boards, 716 two-sided counters. 36 pp. rulebook, SQUAD LEADER is available only by mail SQUAD LEADER is not for the uninitiated-rated 
scenario cards, two Quick Reference Data Cards, from Avalon Hill for $12.00 plus postage. Maryland Tournament Level IV on the Avalon Hill complexi- 
and two dice. residents add 5% state sales tax. WARNING: ty scale. Counter ~llurlral~ons actual size. 
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VICTORY IN 

I A 

:, < I . .  . . . .  

THE PACIFIC 
December 7, 1941. . .In Pearl Harbor, the United 
States fleet lies burning, and the overwhelming 
fleets of the Imperial Japanese Navy are s w p i n g  
forward all across the Pacifw. This is the start of the 
most mammoth naval war in b i t o r y 4  h e  
years (from Dccember 1941 to late 1944bwhen the 
lafgest navies in the world collided across the 
greatest mean in the world-the Pacific. From the 
time when Japanese strength was overwhelming to 
the point when the mushrooming United States 
Navy s t u p a d  tbe mighty Jam- fleets, it was a 
war of cautious maneuvering and cardully pinned 
strategies-for even at thew weakest, both sidm 
alwaya had the power to destroy. 

VICTORY IN THE PACIFIC is a strategic 
game of the naval war in the Paciftc during World 
War 11. It is a simple prnt on tbt strategic level, in 
which ships arid units are awigned to arms when 
they will fight, attempting tocrauw enemy casualties 
and gain control there; combat resolution is 
abstract. based on a simple confrontation of 
opposing ships in the =me area, like Avalon HWs 
popular WAR AT SEA m e .  Howevcr, in the 
Pacific the ocean is large a d  the fleets are 
enormous, and the rising deadliness of air power 
casts a shadow over the fleets that miail tb t  
seas. . .land-based air fltet~ are present, and marine 
divisions to invade and capture island bases. The 

m- 
result is a subtle test of strategic skill in which the 
players must use ships, planes and marina to 
capture ports, bases and s a  a r m  that lead to the 
heart of the enemy's war effort. I 

South Oakom bl 
The game includes a counter for every capital 

ship that fought in the Pacific during the crucial first 
three years--& bat t l~hip ,  battlecruiaer, fleet 
carrier and heavy cruiser has its own counter, as well 
as some of the front-line fight cruisers. The 
Japanese, United State$ British, Australin and 
Dutch navies are all r e p ~ n t e d .  The land-bad air 
Dtets that fought are also present, from the United 
States15th Air Force that survived the Philippines to 
lash back at Guadalcanal to the Japanese 25th Air 
Flotillr~ that opposed il; cacb air fleet has iis own 
counter. Them ameven marine divisions that invade 
islands, and garrison counters that hold them. 

Air strikes, gunnery duels, "night actions", 1 
invasions, island air bases and submarines are all in 
the game. You must choow and develop the winning 
suategy-whether to fight for India, for Australia, 
or for the Pacific island chains, or whether to fight a 
climactic battk at Midway a d  the Hawaiian 
ldands ! 

But beware! The Japanese fleet is overwhelming 
at the start-but the United States is building the 
most mammoth, powerful navy in the history of the 
world. . .It is three years of skillful attach, d e f m  

I 
and counterattacks by both sides that willdetermine 
the final winner of VICTOR Y IN THE PACIFIC. 

Game comes complete with full color 22" x 28" 
mapboard, over 200 twwidcd full color counters of 
varying i ze s  and &apes, 8 pp. rule booklet, two 
Order of Battle Charts, and four dice. Not just 

Sh1nan03 A 

m o t h  WAR A T $.a. V K r n R Y  Iiv T m  [? 
PACIFIC adds sophistication and simulation 1 9 5  
missing in its sister game whie maintaining the- 
former's ease of play. Playing time 2-3 hours. 

VICTORY IN THE PACIFIC is available for 
$9 plus postage from Awlon Hill. Maryland 
residents p h s e  add 5% state sales tax. 
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RAIL BARON 
Ruthless, cutthroat competition. . .You nrusi 

get your products to market, crossing and recross- 
ing the continent from major city to major city. The 
rewards are great-but the fines are enormous, if 
you use a rail line that an opponent owns. Can you 
survive the ruthless competition and build yourself a 
rail empire that will squeeze your competitors out? 
In the give and take of fines and payoffs, can you 
make the money that entitles you to become a RAIL 
M RON? 

Formerly referred to as BOXCARS in this 
magazine, this js the game which has been the 
subject of more playtesting than any AH title of 
recent vintage. Since we discovered this little gem 
last summer, it has been the source of an average of 
three 7 PM-Midnight gaming sessions a week 
AFTER we've all punched out for the day. This 
game got played because it was enjoyed-not 
because it was anyone's assignment. I t  wasn't long 
before the Saturday afternoon IGB sessions were 
also dominated by multi-player games of BOX- 
CARS. This game has made previous fads such as 
WOODEN S H I P S  & JRON MEN and 
KINGMAKER look trivial by comparison. A 
simple game of luck at first glance, it evolves into an 
amazing game of strategy for those deep into the 
game system. 

RAIL BARON is a friendly, family game for3-6 
players. The game is simple to learn, but there are 
subtle strategies involved-a perfect game for the 
beginner and for the cunning strategist. The game 
board portrays the 28 major rail lines in the United 
States, from the tiny Richmond, Fredericksburg 
and Potomac to the mighty Southern Pacific. Each 
player moves his token from city to city, collecting 
money and buying rail lines as he goes-and paying 
fines whenever he uses a rail line another player has 
bought. If you do not think you are going fast 
enough, you can even buy a k t t e r  locomotive-an 
express, or a SUPERCHIEF! 

Title cards (showing the logos of the 28 rail 
lines): money, locomotive cards; movement, origin 
and destination tokens and a 16" x 33" full color 
map of the United States rail net all come with the 
game, along with charts for selecting your next 
destination and determining your payoff. 

RAlL BARON is an excellent game for clubs, 
beginners, non-wargamers, and anyone who likes 
good competition and a lot of fun. For 34 players; 
playing time 3-5 hours. 

RAIL BARON sells for $10 plus postage and is 
available direct from Avalon Hill. Maryland 
residents please add 5% state sales tax. 

Card illustrations reduced in size. 
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WIN, PLACE 61 SHOW, another of the after 
hours favorites of the design staff, is another 
rpsutrected, redeveloped 3M game which, together 
with SPEED CIRCUIT. formed the best 1-2 entry 
in the 3M line. This unique game of thoroughbred 
racing offers something for everyone, as each player 
simultaneously plays the role of owner, jockey, and 
even the handicapper in the stands. 

Before each race there's an auction, in whkh 

I 
players compete for ownership of the home8 
themselves. Then it's p~ time and during the race 
they stm as their own jockeys, makingsplit-second 
decisions on position, passing, sprinting, etc. 
Ingenius order of movement innovations by the 
designer gives every horse a genuine chance to make 
it to the winner's circle, although each has very 
different capabiiitics. Some are fast starters, others 
are mudders, and the favori- tend to run 
consistently well on both fast and slow tracks. 

Each six ram cardincludes 5 and 6 furlong and 
1 %  mile ram with a field of 6 individually rated 
horses and appropriate posted odds. Post position, 
running strength, speed, endurance, and jockey 
cla i fmt ion all play a part in determining which 
horn is the best btt at the posted odds. You'll wanta 
veteran jockey if you've got a fast starter on the 

aide rail but that extra weight allowance for an where players pick the winners of the first two of a rating 36 different horses, betting slip pad, rults, 

The real fun comes in the betting, where each includes special rules for Party and Fund Raisers 2% hours. WIN, PLACE & SHOW is available by 

I 
SPEED CIRCUf 7' is our new release of the 3M 

game featuring Grand Prix racing on three 
championship mums-Monza, Monaco, and 
Watkins Glen. We've tidied up the rules a bit, and 
added a few components, but basifally it's the same 

his own racer to the specs he t b i n k s a r e b t f o r m h  
individual aoursc (or, in the alternative version, 
designs unecar for thewholecircuit). Since winning 
the game entails having the best total record on all 
three, you've got to be able to incorporate the 
demands of each course into your racer. 

Acceleration, deceleration, starting sped,  max- 
imum a p e d .  and all-important ability to suskin 
engine and brake wear are aU decided by the player. 
Each course will favor certain characteristics to the 
exclusion of others, so there is a constant trade-off 
in the racer's design, as it is impossible to build 
everything into its severely limited confines. 

Another big plus in SPEED CIRCUmis that s 
SPEED ClRCUITis a game for 2-6 phyers,and 

is sure to be popular with both msual and dedicated 
garners alike. Now available 
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ALEXANDER 
GREEK: RICHARD PLOCK 
PERSIAN: ROBERT LIVERMORE 
COMMENTATOR: RICHARD HAMBLEN 

ALEXANDER is a,/eror.ious atracking game. 
Tkanks fo  ihe faring rules and the low 

movemenplr,fa~rors.,forn~urd movemenr isfasier than 
lateral movemenr and is much faster than retreais; 
rhus an aitucker can artack much fusrer rhan a 
defender can reinlorre or flee, so that each 
consecufive turn oj attack siarrs wirh a greater 
advanrage and does more damage. Also, mosr 
powerfuI units are doubled on the arwrk-and 
almosr no bod,^ is ever doubled on deJcnre. Best oj 
all, automatic breakthroughs are common-and 
every unir in rke game is rremendously vulnerable to 
rear arrarks. An advonr.ing attacker is always 
threazeni~g to break through or outflank a 
defending line, which con bring on a carastrophic 
rear airack. 

So the arrark is srronger than rhe defense- 
which encourages both sides to nitack and keep 
attacking once the urrniesare in cconlarr, rather than 
try ro fall back and regroup. TEis tendency is 
rnormously rnagnifid because a defeated p!ayer 
does not have the time ro regroup-his rerreat is 
slower than the enemy attack, and the defeat itself 
permonenr/~~ nrenkens Iris arny's fighring ability, 
causes orher, unhurr unirs to desert and bolt from 
the field, and can even lead to his defeaz even when 
he has a subsranrial armv left-because every defeat 
lowers his morale. 

The efecr on the game is clear-both players 
attack, hammer and rongs, andmay the bexr artack 
win. Games regularly last rwo-maybe three-t urns 
once battle be@; ihen ir b over. 

For borh sides the tacrirai objective is clear; 
when the barrle begins, each side wishes to have a 
good a~rack reudv logo in. Also, iz doesn't h u t  at a// 
ro make fhe first good attack of the game. 

The elements ofagoodairack are also clear. The 
artacker needs a powerful atracking forceposition- 
ed opposite a vulnerable defending force. For both 
sides the cavalry (and other mobile units) are the 
siromgest and,fasresr atracking force, so they wifl be 
rhe meat of rhe attack. Missile units are very 
poh~erjul in the defense (thanks to defemive 
supporrj, so rhe artacking force will need enough 
missile units ro negatt rhedefending missile ziairs by 
pinning ihem; il is even better to haw missile 
superiority in ihe airat.k, since the few exrra arrack 
poinzs can be crurial in getting a decisive 
breakrhrouxh on a constric~ed fronr. Mosr itnpor- 
ranr of all. rhe arrack force musi contain a lot of 
unils,for two reasons:,first, rheattackar will have to 
rommir a lor of srrengrh just ro create the 
breakthrough, and the attacker musi have ad- 
dizional units avaitabie wirh which to make the 
exploitation atiacks that are truly devasinring; and 
second, the arrar.k.fortu musi have enough strengih 
to survive the defender's counterattacks either by 
having enough strength to wipe out zhe defenders 
before !hey can counterartack, or by havingenough 
units to make a deJemive line that can survive 
attrition and prevenr enemy breakrhro~~hs. 

The resulz iis that the arracker must arrack en 
masse, wirh a marked superiority ofstrength where 
he airocks. 

The peculiar na ture qf' the units in borh armies 
grearlv affecrs where each side can find a vulnerable 
defender. The Greek army is coneenrrated, which 
means rhar ir is srnaii bur berter able to maneuver 
and attack in a small area; ihw,  rhe Greeks wish ro 
starr a local batrle and destroy the Persian in detail. 
Conversely, the Persianplayer, wirh his larger and 
clumsier arpv, needs to srretch the Greek fine or 
outflank it; the Persiom can then atrack or the weak 
poinr. The Persian arrack is complicated, howwer, 
by the presence of the Greek Phalanxes, which are 
invulnerable ro fronral cavalry assault. As a result, 
the Persian m w t  maneuver their cavalry oway from 
rhe phalanxes and artack on rheirfranks instead- 
which are the vulnerable targets for the Persians, 
especiallv sinre rhe c lumy phalanxes are easy to 
destroy once their , f i n k  guards are gone. For the 
Greeks, the vulnerable target is the weak Persian 
infon try, rather than the dangerous swarm of 
Persiun cavalry. 

W~rh  both armies advancing faster than they 
retreat, time is litnited. Each side must rush to 
deploy for rhe kind of batrle ir needs-rhe Persiam 
hurrying to stretch or Jlank the Greek line with 
cavalry while avoiding the phalanxes, the Greeks 
rushing to srarr an early local battle, hopefuIIy 
against rke Persiun hfan~ry.  With !he firsr atrack 
rushing down upon them, neither side has the time 
ro repair mi~rakes in pbacemenr-the mosr subrle 
error can be an irremediable catastruphe. 

Time is the problem. An early batrle is the 
Greeks' ally. delay is the Persians'-hut onb if the 
Persians use fhe rime ro ger inro position. 

fiegame should go to theplayer who makes the 
best use of time. 

Greek Setup: 
On the whole, this appears to be a reasonably 

well balanced game. The Persians probably have an 
overall edge, but I tend to ascribe this to the absolute 
value of the Alexander piece. Note that the Persian 
can lose his entire army but win if the Greeks lose 
Alexander and nothing else--admittedly improb 
able, but emphasizing the necessity for caution in 
the use of Alexander. 

The Greek advantages are in the greater strength 
of the individual pieces, the greater mobility of 
many of them, the combined arms capability, and 
the combination of setting up second and moving 
first. The Persian advantagesare the greater number 
of units (especially cavalry) and greater overall 
strength of the army, the importance of Alexander, 
and the fact that morale is determined after the 
Persian move. Thus, as the G ~ e k  player, 1 must try 
to force the game into a pattern that will nullify the 
Persian advantages. 1 think that this requires that I 
attack as quickly as 1 can; to wait for him to attack 
enables him to bring most of his army to bear upon 
me at one time, and 1 simply cannot afford such a 
battle. I want to fight on a narrow front, hopefully 
to one side of the board where I only have one flank 
to worry about. Also, by attacking I make it possible 
to threaten his baggage camp(s) in the event of a 
breakthrough; waiting gives him that opportunity. 

If 1 am able to keep the fight on a narrow front I 
should win by virtue of the superior strength of my 
units; if I am forced out into the center of the board I 
probably lose. My flanks become too vulnerable, 
and his greater numbers hit me from all directions. 

Except for minor details, his setup is probably 
about as flexible as he can make it. This way he does 
not commit himself until his sees where my units are. 
I am setting up to advance my right wing while 
trying to stall for time on my left. 1 have chosen to 
advance on my right because, while his units are 
almost symmetrical, the board is not. 1 think the 
eastern baggage camp is a hair more vulnerable than 
the western one-assuming I can make it that far. I 
am planning a fast assault with my heavy cavalry 
and Hypaspist infantry supported by javelins, with 
the phalanxes following up to inhibit any counterat- 
tacks. On the left, I want to use the light cavalry to 
slow his cavalry advance there-he will almost 
certainly make a strong cavalry thrust on that wing 
the mainstay of his attack. The longer I can delay 
this attack of his, the better my chances are. He must 
go slowly in the beginning; I can still shift my forces 
to that side should he advance too rapidly away 
from his infantry. My 2nd Companion and 2nd 
Thessalian cavalry will function as a mobile reserve; 
initially they will delay his cavalry advance, while if 
he waits too long they can join the attack on my 
right. My Thracian Guard unit may just as well do 
that, guard the baggage camp. Sooner or later he 
will have cavalry units in that area of the board,and 
something has to protect the camp. My baggage 
train probably belongs at W-I, however there exist 
circumstances wherein it may be useful asa one-turn 
block early in the game (note that it is meaningless 
to lose it before the Persian has morale losses), and it 
can reach the back row rapidly enough from where 
it is. 

PERSIAN SETUP: 
Besides having to setup first and move second- 

the first a disadvantage, the second an advantage- 
the Persian player has several other differences to 
contend with. The Persian force is overall 
numerically larger: in particular, it has more 
infantry, although fewer phalanxes, more cavalry, 
and three commanders to the Greek's two; 
moreover, the Persian force contains elephants and 
hone archers whereas the Greek does not. Size 
alone does not, however, guarantee superiority. A 
large army-particularly an ancient army-can be 
an unwieldly and clumsy army. The major problem 
with the Persian Army is to keep the pieces from 
getting in each other's way. 

The compactness of the Greek army makes it 
easier to maneuver. Moreover, all Greek fighting 
pieces can coordinate attacks; the Persians can only 
coordinate archers with the attacks of infantry, 
cavalry, elephants or chariots. Finally the Greek 
cavalry is in general faster and heavier than the 
Persian. These factors combine to give the Greek 
army an overwhelming superiority in terms of 
maneuverability. The Greek strategy is thus to 
attack the Persian force with a locally superior force 
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while relying on the clumsiness and slowness of the 
Persian army to prevent the remaining Persian 

, forces from attacking the Greeks. 
! The Persian strategy requires him to buy time 
j for maneuver. The last thing desired by the Persian 

j comnmnder is for the Greeks to engage a part of his 
forces in such a way that they have im ediate 

; suueriority while the remainder of the Persian forces 
have to sort themselves and rush off toward the 
emergency. The Persian strategy requires that his 

! whole army be deployed around the Greek army 
bejore the armies get locked in combat. Experience 

I has shown that once thearmies  engage they cannot 
disengage until one has destroyed the other. 

The longer it takes for the Persian to deploy for I full use, the greater the advantage for the Greet. if 1 combat does begin before he is fully deployed, the 
Persian player should try to keep it to a minimum 
and try for exchanges. Exchanges are beneficial for 

t the Persian, since his army is so much larger than ' Alexander's. 
The difference in size between the armies can, 

however be used to the Persian's advantage in 
delaying a major engagement of the twoarmies. The 
Greeks cannot avoid having a flank hanging in 
space. This is the disadvantage implicit in the army's 

' compactness. The threat of attacking this un- 
' anchored flank imposes caution on any Greek 
' advance, and caution requires rime. O f  course the 

Persian would not be dismayed by a swift advance 
by the Greeks which was heedless of its flank 
problems. 

My setup reflects the above considerations. The 
cavalry isdeployed significantly fonvardof the foot. 

! Both forpes stand centered on the East-West axis of 
the board. 1 do not know which side the Greeks will 
attack. They must attack on a side or risk zwo 
exposed flanks! My cavalry deploys and advances 
forward as soon as the Greek dispositions and 
movements are learned. The infantry can either 
advance at some distance behind the mounted 
forces, or hang back and set up a defensive position. 
I have also left infantry prepared to defend both 
camps. The Creeks can only attack one camp or the 
other. It would be foolhardy for them to attempt a 
serious attack on bolh camps. The foot have 
deployed forward of the two camps: the force in 
front of the camp which the Greek finally threatens 
have plenty of time to go back to  the camp and 
deploy once the direction of that threat is perceived; 
the force guarding the other side is positioned far 
enough forward to be moved into the battle before 
the game is over. 

The Persian player wants his army to be in a 
position where it can 'embrace' the Greeks. To get 
into this position he must avoid close contact for as 
long as possible. Hopefully then the embrace wiH 
turn into a death grip. 

I t  followsfrom my analysis that the Greek player 
..~usr take the offensive, if he expects to win. It is not 
merely advantageous for him to do so; it is 
impe~ative for him to do so. The worst thing that 
can happen to the Greeks is for the Persian todeploy 
around and then engage in a slugfest of exchanges. 

In order to win you need the ability to force the 
fight to occur when you are ready. For the Greeks 
that means anytime the Persians are not. For the 
Persians it is anytime that they can effectively use 
most of their army. Much of the precombat 
maneuvers concern this crucial issue of who shall 
have battle when and where he wants and not when 
2nd where his opponent would have it. 

SET UP 

m e  Persian ser up is excellenl. Seriing up second 
is a major Greek advantage: they can set up opposire 
one wing of I he Persian line and rush in to utiack 
arid desrroy iz bejore rhe arker wing can swing 
around. Here, rhe Persians have S P ~  up ce~~t@ruZl.~~ 

INITIAL SETUP 

and to rherear; 1he.v huvegainedtime todeploy, and shift my whole army in that direction. I am still not 
they can bring their whole army to  bear as a unit. completely cimmitted, and will not be until the 
7be Persian cwafry is forward, where il ha3 a head right wing is close enough to his forces to allow him 
srarr iowords an ouijlanking move in either possible attacks. M y  light units are only a nuisance, 
direction. Excellent; the Greek sel-zip advantage is but they are a dangerous one if ignored. I expect he 
rn in im ized. will move a weak cavalry force to block my advance 

The Greeks eCct to concenrrate iheirphafanx~s, until his infantry can get there, which it will do as 
leaving rh light infantry guarding theflanks and the rapidly as possible. Meanwhile he will organize a 
cavalryfree to attack. All this is good, but the exaci powerful cavalry wing to attack my left. He must 
placement of rhe p h a h x  line ti a problem. Ieave enough on my right to block my advance and 
Ordinarily, the Greek3 do  besr ro rest oneflank on keep my units engaged, otherwise 1 can go after the 
rough terrain, so the rough terrain can guard that baggage camp or even disengage and face my left. 
flonk; this leaves the infantry free to  p a r d  the orher Thus I expect cavalry on my extreme right, while the 
flank. Hme, rhe Greeks have set up a little too far phalanxes and light infantry hit my right center. 
from the rough terrain. They wiflhnve to guard both 
flanks, which will force them to m e  cavalry in a - 

defensive role- they just don't have enough infantry PERSIAN TURN I 
ro guard bo~hflanks at once. He is making a major drive on my left flank. Of 

Actually, the Greeks don'r have any rwIIy good course he can always change the direction of his 
choices against this Persiansei-up. The Greek# need attack, but this takes time and unless I act on the 
to be close to  he center of the board, in order to cut assumption that he is attacking my left, I will 
across the board and chase she Persian infintry $ guarantee that he does attack there. I have 
the need a r k s .  Also, a cenrralposirion forces $he responded by pulling infantry and phalanxes to its 
Persian covairy to make a wider circuit to  ger right; I have also advanced a large cavalry force on 
around rhe Greek-fink.  The set up is good-the the right of the former center of my army, 
Greeks are closer to  making rheh. nrrark, and the threatening the left of his army. 1 have screened the 
Persians will BP delayed ingetting around t h e m k .  East baggage camp with a smaller but still effective 

Noneth~less, rhe Persians Star6 with an udwn- cavalry force. 
tag@. He cannot continue in the direction of his 

The cavalry screen on the left should also advance without exposing his left flank to massive 
prevent an? hasty Persian advance. attack from my cavalry. This will probably cause 

Final nore: rhe Tkracian Guardiv wasted where him to change the direction of hisattack from north 
it is. Having to guard bothflanks, the Greeks will to northwest. This change in direction leads him 
need ail lht=ir lighr i~f0ntr.y on the front line. The away from my western baggagecamp and delays his 
Greek cavalry is enough to delay the Persian cavalry attack: moreover, while this change relieves the 
advance against the Greek baggage camp. The acuteness of my threat to his flank, it will also 
Thracians can't hofd our b,v themselves anyway, stretch him and thus increase the extent of his flank 
and i fthe Persians decide to ignore it then it ti just a problems. 
wasted unii. The Greeks will wish t h ~ y  had it on I think that he wiIl turn his Army northwest, and 
rheir Iefi flank. anchor his right flank on the western rough terrain, 

while fading a bit on his left flank. I doubt that he 
Greek Move I: will attack now. He might try and 'rip off some of 

1 make my move as planned. I am keeping my my heavy cavalry by attacking with his light forces 
left out of his reach, but if he hurries forward I will against an exposed flank, but I have disposed my 
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horse archers so that such a move on his part is open 
to 3 to I arrow fire before he can even try it. 1 doubt 
that he wlll waste even his light cavalry on 'rip off 
trys. 

The move 1 have made gains me time in 
disposing my cavalry around his army. It forces him 
to exchange type partial attacks. if he chooses to 
make an.]. attacks a t  all. 

TURN 1 

The GI-eeks begin rheir heodlung rush ro 
combat. T11qlm wa171 10 either tuke  he baggagecarup 
or force the Pwsiarrs inio an earir fig111 tu detenu'it. 

The Persians withrlruw 1 hrir infantry, eviclent!~ 
f u  goin rime-for [heir dep loy~~ t rn~ .  which ih4r siart 
bjm adi~oncirrg~heir cavub.? in rhe lung circuir around 
the Greek lef f  ,#lank. This is quite a goud idea, bur 
rechnicalil~ rhe Persiun move isflan'ed. The Persian 
infanrrj. IS  ciumsiiv positioned f o  cume about into 
position ogainsl the phalanx line-and rhe Persian 
infunrr!, will have ro COI>IP  abour and enrer the 
atrion, since the Persian cawlry is nor strong 
enough ro face {he whule GI-eek ur~17,v b,v zzse!f. The 
ca~~u l r j~  advrtnce is also imperfecr-ir is ioo slow. 
The Persian horse coulrl nrll,unc.r anotlrer hex or 
rumo. AS ir is, hoih tlre chtms ,~  iq/unrrj~ placem~ent 
and the slow cuvalry odvatlc~ will slun, donvz rhe 
Persian deploytlrmi, giving up sotlie of zhe time he 
guined b~ his exr,elleni ser up. 

The Persiun mobile troops coulcl be a liirle closer 
to the Greek Iefi, roo, b~tr rltis ~nig/ri preripitare an 
earl), bar~le with rhr whale Greek a r t l~ j  ?learBv. 11 is 
pruhahlj more prudeni i o  hang buck and wrril until 
the Greeks have cum~niited lhrir Jurres, as the 
Persians huve done. 

The Persiun easiern ,flunk is mure of a problem. 
Withr/rau,ing rhe i?~lirnrrq. a l ~ ~ o s t  cerruinly gives up 
the hagpge camp. which is nor 011 ihuf bad, since 11 

n-as eiiher ihal orJght an early bar{le. However, the 
Persians can ahsulutel~ not aflord lo give up 0n.r 
addiiiunal morak in the form q f  unirs. 

So [he question is, what are those seven ca~~ulry 
units doing going easr? They are not strong e n o u ~ h  
f o  atlack or defend b.r the~nsrlves-rlze Greeks can 
jusr sireamroIlrr rhem. Thej can't even create 
enough ofa delq, to hmarruni ihr 11ruraIe 1ha1 wilibe 
1os1 with them, sinre rnorule looks like ir will he u 
Persian u?eakness. Thej are jirst rhar much volua blr 
arrack sirenglh suhlrucred froln the niaipl Persian 
arlar.k.fort,e and placed where  hey rannor make u 
good atrack a/ all-a nez loss i~ atiurk ponmer. 

I f  is eurfi, and tlrese are s~tbrle errors, birr 
A L E X A N D E R  is an unforgiving game and ihe 
clock is running iubrurcis the f i s t  bairle. . . 

Creek Move 2: 
His move was a bit of a shock. He appears t o  be 

going to avoid combat with his infantry. One of us 
must have misread the situation. While I considered 
the possibility of his not making a full commitment 
with his infantry on the first move, I certainly did 
not expect this type of withdrawal. The cavalry 
moves are about as  expected, although the lack of 
infantry support on his left wing makes that cavalry 
force rather vulnerable. If he was planning to have 
me engage him on my left, he should have advanced 
his cavalry one or two hexes further-that might 
have justified the infantry move. As it is, I amgoing 
t o  continue my advance with my right wing, 
committing myself to making my main thrust there. 
Meanwhile, 1 will withdraw my left out of danger, as 
slowly as  1 dare. The baggage train wiIl head for W- 
I ,  and the baggage camp guard will draw back to its 
proper station. I have advanced on my right far 
enough 10 give him a couple uf-targets, but he has no 
breakthroughs and my counterattack would he 
devastating. 1 doubt if he will launch such an attack, 
it does not pay. Had he added some infantry 
support, such a n  attack might bepossible. Overall, I 

think his resistance here is much too weak; 1 may be 
able t o  get his baggage camp. 

An important consideration to always remem- 
ber in playing ALEXANDER is that an early 
positional error can rarcly be corrected; the morale 
effects are such as to cause a rapid disintegration of 
the weaker side oncecombat has begun. Hence, this 
move will probably determine the winner of the 
game; if he is wrong, 1 win; if 1 am wrong, he does. 
Since his infantry move was totally unexpected, I 
have no idea what he is planning and may be 
walking into a trap. 

PERSIAN TURN 2 
He is definitely pressing the attack on my lelt o r  

Eastern flank. I am going to continue and try t o  
flank him on his left, and hold him up  long enough 
on his advance toward my baggage camp so that I 
can hit him on his left flank be/bre he takes the 
camp. 1 may have stripped my covering left flank in 
front of the baggage camp too much; perhaps I 
should have sor~re infantry and some more cavalry. 

1 will attack his force with a couple of pieces of 
light infantry and hope for an exchange. I wiI1 half 
both my pieces and cost him his. Both of these pieces 
are undoubtedly lost, but they can take something 
with them and divert some of his forces by requiring 
them to attack and destroy them. 

TURN 2 

The Greeks cornmil then~selv~s,  splitting their 
ra~*alcr her rtven their .flanks. This gives up lheir 
massed ariacking power, so it looks as thr Greeks 
are planning a grinding buitle ofafrririon-11o1 an 
easy iask o ~ u i n ~ . t  ihe Per.vian hosr. The Greeks are 
srror;~, hui nor roo s~rong, on boih flanks. This 
means that thcartacki~zg wing (on ihe Greekright) is 
weaker lhun if should be, while the defending wing is 
unusuui(v strong. Bolh sides will have d$$culiy in 
geriing an overpowering altack. The resulr should 
be a pmlunged see-sow batrle of aitririon-hard!! 
an ativarrive prospect againsr the Pe~siun horde. 

Thr Persians coniinue rheir deplo!ment. The 
inf'an~ry cornes ubour, bur it is clunrsily arranged 
and the Persian cuvulr.~~ again ndvances fou slowly. 
The Persians have lusz almosr a full rurn qf their 
deplqrmenr time. 

This rime  he Persia?~s should be a hex or two 
closer ro rhe Greek Iefi. The Creek cuvolry is 
divided-tlte Persians can ufford to draw the Greek 
lejr info bartle q lhe  Greeks were,foolhmd,v enough 
to arlvance iplro the feerh ofrhe Persian horse. Being 
closer probahly wuuldn'l gain thur bonus, but ii 
would speed tlre juurnyl' tou'ovds the Greek left 

,flank-curring at.ross is rhe shorlesr roule, and it 
also would./orre rhe Greek [eft to stop iisad~.unre- 
the Greek3 can hardll- afford ro ad\-anre their 
vulnerable lef'i dirccr !r inlo the Persian cavalr,v! 

The Persians me ,just drplr~jing too much 
ravulry a~uinst  flrr GI-erk ca wlr) ,  screen. Those 
liirle units .fortee rhe Prrsiuns ro slow down and 
deploy in line, bur you don'/ nred i o  send an a f m j  
ajier rhem! 

The Persian aftark in frunr ?/-the ha.qgage camp 
is.jlrs~ wkong. Exchanges artB a i~uriuus phenomenon 
in ALEXANDER. Usually they help ihe Persiun, 
on rrrr grounds rhur he has more units ro lose. 
Acrualiv, ho~i'c\,er. ih4v hurt the player umiih ihe 
worsr morule-and in this gume it is the Persians, 
with  he haggage ca,)ip jur/eir. who cannor q [ford 
rhe exrhunxe. 
Eve~t worsr: the Pi~rsian arrai,k tamnor even gain an 
even exchan~e-rr~urdt~ss  of the rr.ctdlr.% {he Greeks 
will wipe our 1ha1 cxvulr! flank-ihe Persians are 
,jusl posilionedpuorlr. The,furwurc/ unit3 are foi:fei!, 
and fhe Persian rear line is roo rluse. . . 

Greek Move 3: 
More surprises. Now his infantry is headed back 

t o  where 1 thought it belonged earlier, but it is a n  
awkward formation. It takes an extra move for it to 
deploy into battle line. He must have expected a 
different second move lrom me. Also, I never 
anticipated the type of attack he made; hejust does 
not have enough strength on that wing to take 
chances with those units-there is nothing to back 
them up. 1 am falling back on my left to keep the 
units out of danger; the odd positioning of my light 
cavalry is t o  keep him from getting any automatic 
victories. Meanwhile, I will start to shift the facing 
of my phalanxes t o  his center; I expect to clean up 
my right wingsoon and will not require them there. I 
have several easy automatic victories that do  not 
overextend me; 1 will settle for that to cut his 
numbers and gain a morale edge. His strong right 
wing has developed as anticipated; I cannot stall the 
onslaught much longer. It still is my mjor worry, but 
1 have been able to shift my reserves t o  that side 
since I do  not need them on the right. Had his 
infantry been deployed on L-23 to 4-23 a t  this 
point, my task would be a lot harder. As it is, I think 
1 have achieved a distinct edge, and eased my 
worries considerably. Meanwhile, I must avoid 
giving him any automatic victories. 

GREEK TURN 3 

The Greeks gcr ihe first rhancr to demonsirale 
iheir azrack, on u smallstule, and rhe Persian left is 
nearly ridden d0u.11. The Greeks me sril1,just a little 
too n~ruk on their right, however-they could 
aczuall,~ A V the Inriiun cai~ulrj' rhis turn. roo, but 
they n,oulu' have t o  leave jusf une hule open io 
riposte. Oh. , f i ~ r  ,just otte e.yIro unii. . . 

On rheir Iefi the Greeks dernunstrute whj  rhe 
Persian ravalrs should huve cmlosed in. The besr way 
ihe Greek3 have l o  refuse a flank is i o  pivot-to 
drop buck rhe end unir and chungr irsjacing b), 60 
degrees. In effect, t hi~Jurt.es  he Persian cavalr~~ to 
rruverse another 60 degrresjust tu stay even with rhe 
retrealing flunk! If they are four hexes aivay they 
have ro traverse 4 he-yes-iheir enlire rno\*ement 
kclor-just ru covrr. {he 60 degrees andstuj even. I f  
thty were three hexes awr1.v ihqr could still gain 
ground on thr refrearing jyanank. 

A nice Greek maneuver. The Greek player 
conzinues i o  srarler his cavulry, howel~cr: now he 
has lefr too muH.r unirs our in his screening ,force. 
Sruriered cuvalr:~ rnnnor make an ovevpowmeri?~g 
attack, and now !he Gwek cavalry is scarrered all 
across fhe board. He shoulJ hove a jew of  hose 
unirs in with the mi in  body-prejcruhly with the 
urlarking rixht wing. 

PERSlAN TURN 3 
]-he situation IS not good. He has me down to 

15% points on the morale table-one half point over 
the line. 1 didn't gct the exchange 1 wanted and lost 
four cavalry t o  his half. I am now sure that the 
covering force which I started with was too weak. 
The problem is that his advance on my Ieft toward 
my baggage is much faster than my advance on his 
left flank: he is winning the race. 

I cannot change strategies now, huwever: I am 
committed. 1 must continue t o  try and flank him on 
the left. My race is both with his advance on my 
baggage camp and my decline on the morale table. 
He is very effectively keeping his left out of my reach 
and 1 doubt that  I can stay on table number I next 
time. For these reasons I am losing the race. 

PERSIAN TURN 3 

Titnr is funning o u ~ !  The Persinn player must be 
delqmlng hzs ca~,alr,v unf il his infutt/r.r is in r he line. 
su he can a~ ta t k  all across the line ai onre. He can't 
q[/ord ~ J I P  tztne! In the firs! place, his infanirj~ 
deploymenr is sio~v-this is the turn the Persians 
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GI-k Turn2 Tht Grcckaduanceispredictably turningintoanobliqucright with tbt Persdan horsemassing charge the G m k O d r p i a n  Cavalryat3-1. Although they obtainas DEandsuccced~ncnd~ngTurnZ witha 
against Alexander's I&. But on the Persian 2nd turn twocavalryunitswill inexplicably jump thegunand slight morale edge (2&19) it is not worth the price they'tl SOOR pay. 

must waste to straighten out their infantry 
deployment--und in the second place his cavalry is 
not moving south and east fast enough to be at the 
right place when the battle starts. His main cavalry 
s tren~fh should be conceitrrared from 517 to J21, 
where it would be an imrnedinte threat to attack or 
continue rhe ou!flanking movemenr. Instead, he 
moves less than maximu~a, he stays to the north and 
away from rhe Greek*, and he has sent much of his 
force to his right, evem farther away, where it is two 
rurnsfrom eafching up 10 the Greek l e f ~  

This might be allright, except rhe Persians are in 
morale trouble and the Greeks are already in 
cornbut near the bugguge camp. 

Ir aImosl seems rkar  he Persians are holdi~lg up 
the advance so rhe elephants can ca~ch up. This is a 
mistake, if true-the elephants are us slow as the 
phalunxes-they can not get to the flank in time. 

In fronr of rhe baggage camp the Persians are 
putting up a good f ~ h t .  T h i s  is the type of defense 
rhey ~hould have relied on from rhe slarr-a 
hedgehog blocking the gap. !/'a few mure units had 
survived, the-v could do it again inride the gap, but 
the Greeks, although pressed, for unirs, will be able 
to ckar the outer defeme Hexi turn. 

Again, a l o n ~  rhe weszern flank, rhc Persians 
make a sucr$ke exchange attack, Exchanges do not 
help lhem, rhey are in morale rroubl~! They should 
find another way to cope with the irritating Greek 

screening units-as it 13 the Persians who are 
sacrqicing two units, they have diverred major 
forces to guard rhar flank, and they will have to 
divert even more forces next rurn. All of this 
weakem their aftarmking strength against the Iefl 
wing. A screen or even an open Junk would have at 
least diverted,fewer units. 

Greek Move 4: 
Now my left wing has to retreat rapidly. I t  has 

served its purpose; the delay of his cavalry advance. 
I decided to use my two Iight cavalry units to attack 
with because it will be an even exchange of units on 
an absolute scale, but the positioning 1 have used 
forces him to use two units to eliminate them. This 
means that two units will lx late reaching the main 
battle, effectively giving me four units in exchange 
for two. In addition, it guarantees that he will fall to 
the second fable on morale points-a critical matter 
with the main battle at hand. I think he is sweeping 
too wide with his cavalry; time is running out for 
him. He wants the cavalry and central infantry 
about one hex closer than they are. Maybe 1 should 
have used the Agrianian 1 Javelins to give me a flank 
attack on the third Bactrian cavalry. Instead, I am 
going for the sure, easy victories. I have pretty much 
cleared up my right wing and can start to shift my 
emphasis. Hence the move of the Odrysian cavalry 
to support my left. 1 think I will be able to take the 

baggage camp; that would effectively settle things as 
the game stands now. Most of thegameto this point 
has been just the prtliminaryskirmishing, yet I have 
a decided advantage as a result. I won heavily on my 
right, and broke even on my left. His light cavalry is 
badly cut up, and his infantry is only now getting 
ready for action. 

GREEK TURN 4 

Exchanging rhe AIlied horse unirs is a smart 
move. The morale exchange hurts the Persians far 
more, and rhe placemen~.forces the Persian to divert 
nddirional forces to cCan up tkr Greeks-more 
units subtrarred from rkc main Persianuttack, {The 
Greeks even had a better move-they couidacrual!~~ 
A V the two Persians and  hen advance in to form a 
defensive hedgehog! But this is very tricky, and the 
Greek m o w  is gviie good as it is.) 

f ie baggage camp arrark clears away the outer 
df f~nses  nilulv. The Grteks are (pla!, it again, Sam!) 
$rill roo weak on the right-now rhej, arr sending the 
Odrjsian ra19aIry away ?-hut they have missile 
units nice!l.placed to join the fray in the north ifthe 
need arises. 

On the icfi the Gre~ks  pivot again, and now we 
set one problem with the pivor fartic. Units that are 
defacked, ,far ou I on the jlonk-like the Mercenary 
Cai~alr! and the Lancers, in h i s  case-also have to 
move 611 degrees to keep their posirion on the flank. 
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Creek Turn 3:TheGreek riposte is swiflanddtadly. Odlysianattacks Saafrorn the rear gainiog aZ4AV;  points while costing the Persians 4%. The Persian m p o m  i b  &r from overwhelmi~.  The Indian & 3rd 
Sacesinian is eliminated under the hoofs of the Royal Companionsat %1 with the anackersmovinginto V20 @actiian Cav will fall on thc Patonians at 4-1 and get a H DE The Susian and Cotl0Syrian MV will charge 
aftcr combat. Paeonian & Thessalion 1 likcwisc AV the Cadlrsian Cavally while thc Agrianian & Balacrus the All id Light at 4-1 but succeed only in disladging thc Grcckr I hex to the SE. Net Morale after turn 3: 
Javelin6 Fall on the Arachoslan Cav from the flank at 8-1. In their half the Greeks have ga in4  2% morale Grcck 21). Rrsian 16. 

Unforrunate(v, they have to move sideways, and fie ~ersians are down ro 12% morale points, artauk bolh D a r i ~  and bqggage camp-a 113 
'rhey can'r ! Resulz? They have t o f i  oflot an angle to and they siill have the baggage camp and garrison chance of getting each-and still be completely safe. 
escape the advancing Persians. This was the real unirs 10 bse. Time is now on rhe Greek side-it is The problem is, !hey would need io use Alexander 
problem with putting this cavalry out in rhe screen the Persians who must rush to battle. The Persians to neutralize Darius, and they shouldput two units 
lasr turn, insread of keeping ir with the Ruyal Cowp, will not be able ro atlack (f [hey wait unril iheir with Alexan&r to make him safe-and they come 
and Thess. /I; now the lighr cavalry is practically out morale disintegrates. up one unit short. Now they have to choose the 
of play. Even in the korth, where all [hey h v e  is rhcpoor baggage camp or Durius. with the problem that 

One more problem with the pivot-you'vgot I D  Persian infantr,~, the Persians should be units that deploy in one area cannot ger back to the 
be verv caveful about kaving light infantry in the odvanciq-ih~ Greeks are shorr of unils. otherfor two turns-too longu delay with thecrisis 
pivot posiiion, because ir can fall back only o m  hex Yer the Persians continue to deploy. They are of the game impending. 
and i f  is a1wa.v~ vulnerable to attack. Usually, this probably two turns ,from attncking. Darius is worth more morale, bur the Greek 
jusr means rhar .you keep one infonrry unit in Incidenriy, examine the Persian defense of the player is righr to go afr@r rhe baggage camp imtead. 
reserve, ro,fortn the end of the new pivor line rhen baggage camp-it is excellent. f ie Greeks mplnur The cavalry units that remain there are 100 much of 
rhe unirs who were trapped out in the pivut can turn get 3- 1 qplrinsi either mir in rhe camp, despire their a tkrear Io ignore, and wirh the Persians deploying 
around and run when rhe pivor drops back (nexi srrengrh advantage. into ihe kills there b a chance that if the Greeks do 
iurn !he)' come back into the new pivot position). not take rhe baggage camp soon rkey will nor get ir 
Here, however, the Greek player has only two unirs Greek Move 5: at oil. 
on his lefr and they are both in the pivot hex. They I think he is coming on too slowly. Normally this Tkc resr uf rhe Greek move is good also. The 
will be hard to exrr0r.r ifhe [rim ~opivor next rurn ( I  would & all right, but his morale is too low. nis phalanx shifi gers from the cavalry and closes in on 
rold YOU SO Dept.: wouldn't it be nice lo have the move 1 am committing myself to go after the the infaniry, both of which are desirable. 7he only 
Thrucian Guard !here. right now?). A subfie point. baggage camp and engage his infantry, There is not problems are at the endofthe leftjhnk-the Greek 

a lot for me to attack otherwise. ~f I get ~ e c a m p ,  he lighr infanrrv cannot withdrawfast enough and has 
PERSIAN TURN 4 will have almost nb chance; if I fail, I still like my to sray ou1 where it is vulnerable, and the Greek lighr 

Well, he hit me Pretty hard this time and I game+ ~i~ main attack is finally on its way; thegame cuvalry isstill circling harmlessly away to thesouth. 
probably can not hit him back hard to be bloody from now on, I have so far avoided recover and remain on table I .  He is still fading and 
screening off his left flank very successfully. All that his Strong f0rC-Z~. while maneuvering my phalanxes DISCRESSION: A, [,+is poinj the Greeks have 

up to him. 1 am trying to keep my cavalry out of his done well, but they are still in trouble. Tkdr can do is to try and defend my baggage camp and way until after his attack, then use it for a momenrum depends on the atrack on the hope to win the race. counterattack. where they are short of units: on their lefr zhey are 

PERSIAN MOVE 4 
I failed to take the camp. but he is still in deep jmr abour our oxlime-andjust because the Persian 

trouble. artuck is very very late does nor mean rhai it will be 
The Persians are srili taking their time to deploy. 

GREEK TURN 5 
an,v less devastaring. 

The cavalry should be pvsitioned up as far as, say, The Greek posiiion is bad, bur the moral@ 
NIS-k! !he Greeks atlack! They only havefive Ah, the thickens come home tu rovsr. With,just situation is beginning ro dominate the game. fi is a 
cavalry unirs on thurflank! , a lirlle more srrengrk on rheir righr, rke Greeks could rare now-can the Persians exploit their good 
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position before their morale breaks Wirh ihese the 
stakes, ihe,faiiure o f  the ar tack against the baggage 
camp is a pariicularly harsh defeat for the Greeks. 

With the Greeks close, the Greek posirion bud 
and i he Prrsian morale mllapsing, the Persian 
choice is clear: rhe rurn iif bar~le is here. 

PERSIAN TURN 5 
Unfortunately, he got a melee from his attack on 

the baggage camp; of course that is better than 
elimination or retreat. I can only hope that after my 
counterattack, I am still in possession of thecamp. I 
will certainly be lucky to be in possession of it by this 
time next turn. 1 must now rely on luck to save me; 
this is a prima facie indication that I have misjudged 
the position and made a poor decision. The error 

was in withdrawing too many forces from my left 
flank. 

I am now fighting on the third table. Among 
other things I am now required to  keep two of my 
commanders with the two mercenary phalanxes. 
Only half a point. "My empire for haIf a point," we 
can hear Darius crying. Time. Time is crucial. 1 am 
definitely losing the race between my decline and 
loss of the baggage camp and hitting his left flank. 

PERSIAN TURN 5 

Tke Persian cavalry is so far away that it must 
attack a narrow f~otIdfrontal/y, bur it is a srari. 

Department of strange opportunities: in the 
north, ihe Persians acrually have a 1 / 3  chance of 
desrro-ying Alexander wirh a fronralarrack!Insiead, 

the Persians are deploying into the hills. They mmusr 
orlack! Now! i%ey mighr even save rke baggage 
camp $ they artack the missi!e unitits- bur they do 
nor. Unfortunately, the Persians are still not 
bringing up rkeir unirs m full speed and he i q  nor 
even using all hir strength in rhe artack-the other 
archers would be n considerable help in whittling rke 
Greeks down for the nexr rurn's artack, and they 
would give !ha Persians additional chances to 
eliminare Greek un i l~  and raise the Persian morale. 

Fi?'illall~.. !he Arrnmian Car~ulrj~ is Iefi vulnerable 
10 on A V ot~ack. Ttzr Greeks don't have enough 
cavalry nearh! zo expluii ir prufitahlr, bur it is a 
placemrnr error. The luck of the dice: So far, rhe die 
rolls in the game haw been rrmarkah(l, even. This 
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turn, hou,ever, the rolling ix re~larkub/e,,urrd has a 
rnqjor eflerr on holv t/regur+le cutnes our. W~rh  three 
shors rhe Greek archers hir three Persian horse 
archers-u I in 8 chance! The P~usian counrerf'ire is 
aiso 1uck.r and h'ipes our one whole Greek missile 

, unit. Houhei'er, the Odrjsiun mr~alry escapes. 
The 01~era1I result mighr seem to be only slight[v 

in the Greek .favur, except for the Persian morale 
siruariun. A mass ert.hungi~ of luckj,fire is whar the 
Persians rannor affird! Tlrey will drop to tab!@ 3! 

As a resulr, in rhe ariatks in rhe north t h ~  Persian 
desperaie(v hopes ro cause Creek rasualries without 
taking anjm iosses hiinself: Su, even though he could 
wipe our rhe Agema Hyaspisrs, he eietts tosefrle,for 
a melee. His 1uc.k does nor come in, however; there 
are no Greek casuairies. Thr Persians are at 9%- 
rable 3: versus table ,.for the Greek~. 

Greek Move 6: 
This move may be a mistake, but I think 1 see a 

way to end it quickly. I can punch a hole in his 
cavalry front and wipe out some of his horse 
archers. Then too, I want to use the phalanx 
immunity and his being on the # 3  morale table to 
attack his heavy cavalry. I am not at all sure about 
this; it might be better to take my timeand go after 
his infantry and phalanxes. If I get the baggage 
camp and enough units, I may win this turn. It was a 
disappointment not to get it on his counterattack. 
There is no escaping the fact that were it not for the 
morale considerations he has an overwhelming 
position. I can put him in a double bind; if his 
commanders leave the mercenary phalanxes, they 
desert. If they stay with them, they may desert 
anyway and leave the commanders unprotected. Of 
course, I have to be careful of a possible suicide 
attack on Alexander. 

1 used the Agrianian I1 Javelins ina direct attack 
hoping that an exchange would give me the chance 
to wipe out his archers completely, and failed. (A 
melee would have been useful, too.) Overall, 1 was 
not too lucky this turn, although I did get the 
baggage camp. Now he has to scramble just to get 
his morale back above zero, and he faces thedouble 
bind mentioned. He will smash the cavalry on the 
left wing. of course: the question being whetherthat 
will be enough. 

CREEK TURN 6 

Wirh rhe Persians on table 3 and the baggage 
camp about io fall, the Greek player is faced with a. 
hard choice. He can make a massive orz~lu~ght- 
conrenrrar ing on the Armenian Heav-v Cavalry-in 
hopes qf destrojing the Persian rnuraie in one blow; 
or he can fall back, rely on rhe fapi zhat he is neariv 
invuIncrahle to normal attacks, and try to whittie 
rhe Persian morale down to labie 4,  followed by 
delear over the next ,few turns. 

The kqs 10 rhe soiurion i~ rhe fucr rhal h e  only 
ejlecriv~ airacks ihe Persiam can make now are R Y 
arrarks. The Greeksshould maneuver ro avoid rhese 
atracks above all, and thrgarne wilialmost fail into 
his hands. 

Bur ir i~ so zernpring to armck. . . 
. . .And the Greeks charge. The utiack is weil 

exectired, excepr that the Greeks shouid have 
retreared [he surviving half-c~~valry unirs (Sara 
Armored and the Persian Horse Guards1 awav from 
rhe Greek ,flank and advanteed rhe 0drisians"ikto a 
blocking pusirion. Burring that, ihey shouid have 
made sure Parrnenion was guarded. The Agrianian 
I1 archers could have dune that, instead of being 
sar.rified.for no reason on the fronr line-after all, 
every unit ~hur could he saved is less moraie for the 
Persians. (Nolie@ tha~  the deadly Orlrwian unir 
n,ould nor have been available iJir hadnor escaped 
[he, Persian atrack, inr,idenrlr.) 

In the norrh the Greeks shuuid attack en 
masse-after ail, rhr poinr oj'the suicide oiruck in 

I 
Pcrnlan Turm 5: Th xks made thm attacks in their turn; 
climinnting the Indian cnv with Paeonianat 2-1 and advancing tolts 
present position The 2nd Hypaspibl. Agrianian and hlactus 
Javclins attackcd Sitta~enian In the Persian baggage camp at 2-1 
drawing a Melee result. Agema the 3rd Hypaspist attacked the 
Suian infantryal3-1 and scnt i t  packing minusastcpfora totalgain 
of I morale point while casting the Persians two. 

The Pemian right finally charges but the Macedonian missile 
forca take awav much of thc ~ u n c h  with lahal dcfcnsivc firc. Thc 
Cretan archers knock a step off'the the Panhian Horse Archers at 1-1 
asdo tht Macedoniansanainst the PersianBrScvthian NomadsHorge 

- 
Archers. The Apanian & Bala c a 2- l wrllc: IC 

Uxian infantry with no effect. 
All thc Persian Horsc Archtn conctntrale fire on the 11 

Macedonian archers and eliminate them at 21. The Saca Armored, 
Pcrsian Honc Gds. & Mardianarchtn tliminatc thefhracian Light 
in  a 7- 1 charge rolxing the Achian Mercenaries to retrent to Q I9.2nd 
h a r i a n  torus bBIEk Wrysian to 418 at 5-1. Tht Persian Foot Gds, 
Gk Mercenary & Arachosian infantry with Darius in  tow manage 
only a mclcc from their 3-1 on thc Agcma Hypaspisl. Back in the 
Persian bagpge camp the Sittacenian infantry manage to prolong 
thcir mclcc with a 1-2. Moralc at cnd oiturn5: Grtck 19% Persiar- 
9%. 

Greek Turn 6:The Grcekphalanx cntcrtnc Dattlcagainst the Persian 
righl. Thc Dahac Horse Archersdefensive fire takes1 step out of the 
charglng Cav 1 in  a 1-1 missileattack-one of the few bright bpots in 
an olherwir dismal lurn for thc Rrsians. The Macedonian archers 
el~m~nate the Scyth~an Nomadsat 2-1. Charges from Lanwrs. Royal 
Companion 11.8: Thessalion I I A Y  thc Armcnian Hvy. Thc Odrpian 
cav thcn taka the Parlhian and Persian Horse Archers from behind 
in an AV. 

Elsewhere lhingr gu bcttcr for thc Rrsians. Thc Agrianisn 
Javelinsare repulsed in a 1-1 on the Macedonian archerland retreats 
to M21. Cav I & theThracian Ltallack lhc Mdiancsvat2-I forcing 
lhem to rcthat to LIT. Thc attackers advance into the vacated hex 
and take up a defensive posture. The phalanx'dmw their First blood in 

1 
2-1 attacksanainsl Sam Armorcd & thc ~ c r s i a n ~ o n c  Cids-sti~ 
both a step. The Greek I 1  phalanxattacks the Persian 1nfantr~at3-1 
forcing it to retreat toN25. The AgemaHypagpist isrepulped in iu 1-2 
vh thc Pcrain Foot Gds and retreats to 422 with thc Persians 
advancing into the won ground. Royal Companion 1 charges the 
Arachosian inrantrya6-I. inverting it,and [orcingit to withdraw to 
N24. 3rd Hypaspisl loses a step in  its 1-2 us Darius and the Greek 
Mtrcenaries, bul the clincher comcs with Iht  fall of the Pcrsian 
Baggage Camp. 2nd Hypaspist. A-nian and hlacrus Javelins 
forw the Sitlaccnian intantry back 2 to 524 with a 2-1 attack. Thc 
Hypilspist~advance tooccupy thecamp.TheGreekmove hascost the 
Pcwian 13 moralt points forcing him to rctaliatc strongly in his half 
just to stay on the board. 
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the sourh was ro maxitaize casualties. The phalonx- 
@J should bear down-bur they do not. n e r e  is even 
anoiher chance to get Darius-bur zhe Greeks pass 
ir up. 

A suicide attack in the sour hand weak attacksin 
the north-rhe Gr~eks  have aimoat given r h ~  game 
away on thh turn. They have maximized the few 
remaining Persian advanrag~s, and now time is on 
ihe Persian side again; how long before the Persian 
eovalry wiiI carry all before it? 

Die rolls: But again. luck sieps infor the Greeks: 
the baggage camp falls. This might make up for all 
{ha Greek problems. . . 

PERSIAN TURN 6 
Well, he got the baggage camp; hewould have to 

be unlucky nor to do so. I am now minus thirteen on 
the temporary morale table! It looks pretty 
hopeless; nevertheless, I will execute the long 
desired and always delayed attack on his left. I 
doubt that this attack will save the game for me, 
given my hopeless moralesituation, but perhaps this 
attack can show how devastating a solid attack 
against an exposed flank can be. Most of the 
victories will of course beautomatic; they have tobe 
given that 1 am on table three while heis still on table 
one. If 1 had won the race by one turn, then I believe 
that 1 would have better than evenchancesgiven this 
attack of winning. My opponents skill (certainly) 
and possibly my own lack of it combined with slight 
bad luck, however, prevented me from making this 
attack a turn or two earlier than the time when my 
camp falls and the bottom falls out of my morale. 

As can be seen I destroyed nearly a third of the 
Greek army on this turn. It is too late. He will kill 
Darius on the next turn. I am conceding. 

PERSIAN TURN 6 

Here come the Persians! The attack wipe$ ouz 
the Greek /@I in inspired fashion. Despite some bad 
die rolling-none of the Persian conveizsional 
arwcks cowed a casua!zy-the Persians claw 
ihemseives back near table 3. 

&It . . . he left Darius on she front line, on top 
of a mercenary?! Oh-oh. . . 

The Persian mercenaries desert. 

Greek Move 7: 
This does it. I almost threw the game away with 

that last move of mine-not the idea, butthedetails. 
There were two distinct blunde -first of all, there 
,was no need to leave Parmenion on the Mercenary 
phalanx since there was no chance of desertion; then 
1 should have taken a step from my Achian infantry 
and completeIy eliminated his 2nd Bactrian cavalry. 
That would have prevented the rear attack. I came 
out of it in good shape because of his morale 
problems; attacks on table #3 are not good no 
matter what the odds. Now he is down to table #4, 
which gives me even better odds. And the desertion 
of his mercenary phalanxes guarantees me the win. 
He gambled (correctly, I think) on being able to 
keep them; now his commanders are naked. 

My move is by no means the best possible; it is 
the obvious one. I t  wins the game this turn, so I did 
not bother to look for better. Note that it assumes 
that a lone commander does not even block entry 
into a hex, being eliminated without preventing 
other combat. The important point is the elimina- 
tion of DARIUS; the attack onthe Persian phalanx 
is just added insurance. 1 could probably get Bessus 
instead of the phalanx. I. am certain to cost him 
more than a dozen morale points, while the 

P d a n  Turn &The Persian unltashcs a flurry of AY attacksagainst 
the Grcck left but ~t may betoo law. The victimsinclude: the Thracimn 
Light (8-1: 1st & 2nd Chariot): Cnv [(lo-0: Albanian& Mcsoporami- 
an): Lancers (5-1 Mcdian); Royal Cempnion 11 (7-1: 1st Bactrian. 
Quasian Archers); Thwalion 11 (10-1: Cappadocian Hvy); Cw 11 
(€4 Saca Armored): Veteran Mermnaty & Permtnion (8-1: 2nd 
Bactlian, Pcrsian Horsc Gds, Mardinn Archers); AgrianianII (12-1: 
Arabian 11, Gdrosian. Median, Carian infantry): Odrygian ( 3 4 :  
Dahat): Qnd thc 3rd Hypaspisl(7-I: Pcrsian FtGd, Grcck Mercenary 
11. Casusian infantry). 

I n  convemional attacks the Persians low morale preventb major 
gains. The Ptrsian cav advancing over the AVcd remnants of Cav 11 
atlack thc Macedonian archers at 2-1 and force a retreat. The 
Hyrcanian cav's 3-1 attack on tht C d n  archers is repukd to R17. 
The 3rd & 4th chariots lose a step in their 3-1 on the Achiin 
Mtrccmry. I n  defensive missile firt l h t  Bakcrus & Agrianimn 1 
Javelins extract a gttp from the Cadusian C Uxian idantry in 1-1 
attacks. Turn 6 cnda with the Greek left nowhere in sight but the 
Persmn morale d u d  to 4 and the worst table while the Grttk 
mornle remains high at 16. T h e  Persian Mercenarits d t m .  

Greek Turn 7: Alucandtr cirdcs what's ltft of his center and rides down Darius on his right before the 
Rrsian throws in the towel. The Greek la Phalanx eliminnm tht 2nd Bartrian Cav at 9-1; the Cadusian 
infantry ip AVed at 7-1, cnabiing the Thcrualion Cav to take thc Persian Ft Guards from the flank while the 
Royal Companions attach frontally-extracting a step loss. 

The Mardian archers t a k  a step Ions in  theirvollqtxchangt with the Cretan archerb. Coenur clirnimtes 
G e d r d n  at 5-1. CraIcrousdiminatcs &lo-Syrian infantry at El. The Illyrianphalanx~kcsastepout of 
the Babylonian infantry at 3-1. No other attacks mult  in lorpcsl. 

GREEK TURN 7 PERSIAN TURN 7 

formation I have set up pevents him from gaining TAe Greeks pull it out with a last, weak mass Well, rhe Persians surrender anyway, so it 
much back. Since he attacks on table #4, he needs ortack-ihe Persians jut  cannot gain back that down'i matter. But, they did have one lust 50-50 
better than 5-1 on each battle to have a chance. My much morale g they  eliminate everybody in reach! chanceof winningthegame {whichjustgoes to show 
defensive fire will probably cost himanother couple b p t .  . . you how strunge a game ALEXANDER tF--and 
of morale points. how close a game rhis was). 



PAGE 30 T m  GENERAL 

Consider: if the Dahae go to P20 (whir6 ihp 
Greek plqver sho~tld have blocked, incidenrljy and 
ortark Crarerous,froln rhejlank, and ihe eiephanis 
go to M22 and charge, aided by ru.o ron~manders. 
and rhe Mardian archrrs,join in ro make ir a3-I-on 
table2, becauseof rhe ror~nmanders. . .!hen a2 .3 ,  or 
4 die roll w,ou/d n~in the garne. . . 

But the Persians surrendered. 

Greek Summation: 
The Persian player resigns without moving. The 

results of my 7th turn combat cost him I9 morale 
points, making it necessary to gain a minimum of 
15% points on his riposte in the game. This requires 
the elimination of every combat unit I have, an 
obvious impossibility. The alternative. eliminating 
Alexander, is not possible since the best he can 
manage to get on that phalanx is a 1-2 attack on 
table #2 (using both commanders). This combat has 
no wins for him. 

His first move pretty well set the stage for this 
result. Once he has his infantry out of position, I was 
able to gain enough of a morale advantage to make 
it almost impossible for him. Even my blunder on 
the sixth turn did no more than give himan outside 
chance. It is an interesting demonostration of one of 
the facets of the game; the fact that the early non- 
combat turns are so important in deciding the 
winner. It is also a clear demonstration of the 
importance of a morale advantage; as shown by the 
way this carried me through his sixth turn attacks. 

PERSIAN SUMMATION 
My biggest error was made on the first turn. I 

undercommitted to my own left flank. I needed 
more infantry and cavalry-two of each type in 
order to hold out. Possibly I should have remained 
defensive and not attacked him when I did, but 
given the weakness of left flank 1 thought I could 
delay him longer by attacking rather than standing 
and defending. He screened off my massive right 
wing attack by keeping his forces just out of my 
reach, but close enough so that he could deliver a 
heavy attack if I pressed him too much. He knew 
that I would not want to take the first heavy blow. 
This was the key to his very successful screening of 
my right flank. Perhaps another error was in not 
being willing to take that first knock. Afterall, I 
would probably have still been superior to him and 
thus could probably deliver just as heavy a counter- 
blow. The only fact which helps here is that the side I 
played also lost and did not even kill off the Greek 
sub-commander-Alexander did that later while 
drunk. Thus I did do better than Darius, but then 
that isn't saying much. 

SUMMAHY 
ALEXANDER i s  an unforgiving game, and 

nobody ever p/aw a pe~fecr game. The nice ~hing 
about ALEXANDER ($you have strong nerves, 
that is) is rhar every mistake, no matter how subtle 
or small, comes back to hauni you-there isjust not 
enough rime to recover. 

The Persians made rheir mistake wirh rhe lirtle 
cavalry expedition into the teeth of the G ~ e e k  
advance. Iz cost moralezhar, uirirnately, couldnever 
be regained. 

The Gwek error was scarwring  heir ruva!ry, 
rhereby reducing rheir artack poiential. In the end 
 his did nor destrqr them-largely because rhe 
Persians were so siow to deploy. Of course, the 
Grreks olmosf didgive rhegameaway on turn 6, bur 
he knew, whar he was trying to gain, and he was 
willing ro pa)' the price-ond ii mighr have won the 
game right there, zf he had been just a little more 
careful wiih hisplacement. As il was, rhough, he was 
lucky to win-fucky a{ the baggage camp, lucky to 
gei Darius. 

I f  was a very cbse game. 

Might-have-been department: during rhegarne both 1 
sides had chances to wipe oui the oiher:~ leader- OUT OF THE CLOSET 
which. the nlajm things worked our, would have been 
immediare(s decisive. Darius was vulnerable .on "Ceez, it's stuffy in there, and besides, you 

can't even see the player cards in the dark. I wish 
turns and and u'as vuinerahle On those mean old wargarners wouId let us play in the turns 5 and 7 .  Art inreresringpoinr abour ALEX- clubroom like normal people,,, ANDER: guard your leader! He is ever,r inch the HOW OFTEN HAS THIS HAPPENED TO 
King of C ~ P S J .  bur in AIJ3XANDER no one calls YO"? you're a sports gamer, and you want to be 
check. recognized but you've got no place to go. Well, 

Now ler's fook at ihe chancier decisions in the good news! Pretty soon Avalon Hill will have a 
~ a m e .  The big Greek ntfack on turn 6 was m@anr!o magazine just for you, and you won,t have to hide 
drive the Persian morale down: artually, combined in the closet any more, We haven,t got a name yet, 
wirh the Persiun nounterairack, rhe Persians gained but we've got plenty of great ideas. $5 a morale poini. Similarly, the Persians attacked 
on turn 5 ro gain morale; ihey acfuallq. losr a point 

One thing we could use, however, is YOU. If 
you consider yourself an avid sports gamer, drop 

even ignoring the imtnediare Greek counterattack. us a l ine+ Maybe you,ll just tell us what you,d like Final!il, ir mu$! be said that rhe Greeks had to  see in the magazine< Or tell us about your  club 
beirer lurk, not so much on their own attacks but in 
[he bad luck ~ht= Persians had. Onp or ~ w o  exrra Or league- Who ?laybe you'11 have an 

victories almost aqvwhere in the gume would have article that we want to publish (and pay you for, of 

kepr rhe Persian  moral^ on n higher fable-and in 
the end, it war the mo~ule drop-and the conse- Come on out of that closet, and get in touch 

quenr loss q{t/p Persian Mercenarjes-r~ar losr {he with us. Write B.C. Milligan, Editor. 

game. The Avalon Hill Game Company, 45 17 Harford 

@ Rd., Baltimore, Md. 21214. 

NEW KINGMAKER EVENT CARDS 
Are your KINGMAKER games getting a bit well as 23 blanks for use in your own variants. The 

dull? You can spice them up with the new Event entire deck is backed by the same rich 
Cards described elsewhere in this issue. Avalon Hill KINGMAKER design which makes the game such 
is making available in a special expansion kit a new a joy to play and cards from thc two decks will be 
deck of 48 Events cards including 25 printed indistinguishable from the rear. This special card 
Treachery, Gales At Sea, Refuge, Vacillating deck is available for $2.00 plus postage. Maryland 
Allegiance, Catastrophe, and'Roya1 Death cards as residents please add 5%sales tax. 

AN IMPORTANT NOTICE TO 
ELITE CLUB TICKET HOLDERS 

Good news for Elite Club members. From now this qualifying order. When placing such an order 
on your Elite Club Discount coupons are good be sure to ask for your Elite Club membership 
towards the Mail order purchase of any Avalon cardltickets to insure we don't forget. 
Hill game direct from Avalon Hill-not just the You'll then be a lifetime member of the Avalon 
Mail Order only variety. Hill Elite Club & eligible for discounts on mail 

order onIy games every year for the rest of your 
Discounts are applicable only to those mem- 

bers of the Club who staple their 1977 life. (Providing you don't lose your membership 

calendar year Elite Club ticket to their order. Used card.) 

or lost Elite Club tickets are not replaced under This offer does not include a free subscription 

any circumstances. to the GENERAL, and is not to be confused with 
the initial offering made in 1974. Your game order 

You too can become a m~rnber of the must total at Ieast $50 to qualify you for 
Club. To qualify you must place a mail order for membership and can not include any game more 
any six Avalon Hill games. No discounts apply to than once, 

GENERAL RETAIL DISTRIBUTION 
If you own or manage a game outkt and are not - - -  

stocking the GENERAL you may be-missing the 
boat on what has proven to be a very effective sales 
aid at the retail level. Your first order is mailed to 
you automatically in its own attractive display case. 
Thereafter you receive bi-monthly shipments of 
whatever quantities you care to keep on standing 
order (minimum of 6 copies please). Want to 
increase or decrease your standing order-fine, just 
drop our circulation manager Ms. Zombro a note to 
that effect. You'll be billed automatically for each 
shipment. Take up to 30 days to pay for  your order 
under our standard 21 10 EOM terms. Furthermore, 
we're so sure you'll be happy with the GENERAL 
that we'll guarantee their sale. If, after 90 days, you 

1 

can't sell them, return any remaining copies for full more earn 55% discount with FFA. Complement 
credit. your games section now, order the GENERAL 

All dealers earn 50% discount on orders of 6 or today. Direct all bulk rate inquiries to the attn. of 
more. Wholesalers ordering in quantities of 144 or MS. Gertrude Zombro c /o  Avalon Hill. i 
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A SQUAD LEADER PREVIEW 
THE BUILDING OF SQUAD LEADER ~ & o  Hill 

We were quite pkared to add John Hill to o w  generally agreed upon. SQUAD LEADER was to corner . . . that little shed . . . or that M g e  . . . or 
srabL of free Iance designers as he pracrically be a %osically simple" game that could be "gotten that little porch sticking out from the chateau. Or , 
invented the breed of third world designers. His into" quickly. It had to have a high emphasis on out in the country your soldiers will advance 
games YERDUN, KASSERINE PASS, OVER- playability with ready access to uplaying data". We through rows of waving wheat. It will not be 
LORD, HUE. and JERUSALEM have all been would avoid the usual polyglot of different t ab le  abstracted . . . it wiu be there . . . in the hill 
accepted in zhe realm ofprofessimaigamc design as and charts and confine oumlvw to one basic country . . . there are mountains and cliffs that 
imuginarive efforts but hc really set :he scene for systems chart that would calculate the effect of people can Ix cornered against . . . all in all, 
"nori-professional" designers wiih the publication everything. All basic player info would be contained SQUAD LEADER will have the most beautifully 
of BAR LEV-widely acclaimed as the b e ~ t  post on one sheet, printed both sides. Bookkeeping detailed, relevant terrain featuresof a board game to 
W W I I  wargame by many even now. He expects, as would be kept to a minimum. Graphically, it should date. On TOBRUK we spent a fortune researching 

' 
do we, that the combinarion of hak unique &sign be the most "visually descriptiven game ever printed. the charts. On SQUAD LEADER, we s p n t  it on 
talents with AH graphics excclknce and develop AND within all these p w t  parameters of the boards. And countem, well, the individual 
mnt aid will rem11 iR a new I m l  of gunring playability all the fol1owing effects of infantry NCOs and offmn have k e n  distinctly -tad. 
sophlplication in the form ofthe soon to bereleuwd w m b t  must be portrayed: Even their silhouettes on the counters have distinct 
SQUAD LEADER. personalities. 

As the GENERAL iF not n full color magazine I. Firepower differentials between different We then had the nice clean system we had 
we cannor iilusrrare the board as we would iikr bui 

squ;d;h effnt of difl.rinp ability of indi..dual 
demanded, and the total graphic presentation that 

have includeda sampling of the counters John rejers would bring the game to life. And then westarted to 
to. m e  d~f fmnce  in counter h e  i s  noi only NCOs and leaders. "build." Aftu a few "frictions" as Don and I got to 

3. Effect differences between all main infantry know each game phi~omphies tech- ' orlmaiw bur firnnioml a$ ~ehicular counters are type weapons. not allowed io stack and their increasedsize makes niqucs the building went faster and faster. But, we 
l k m  readily d$erent&ied from Ue,~r ry  4' A that Eapture the always kept the "programmed" technique in mind. 

subtle ~s~chological  differences in different nation- 1, a forced attempt to perfect each segment counters. We hope you enjoy this mmk preview of situations and types of cover, SQUAD LEADER which i s  f i s t  now going i ~ t o  before it was hung on the game skeleton it was 
5. The effects of armor in an infantry environ- presented individually. Eachscenario was treatedaa fmal pbyfexling. ment must IK realistically portrayed, but the effects if =it- alone was the game and hence we on 

In many respects SQUAD LEADER was not of armor vs. armor could be simplified. it. To help Don and his playtaten "focus" on each 
designed but built. The differenoe is subtle, but 6. Mechanical reliability of armament by na- segment I each in rrets of three, 
significant in terms of game evolution. Often, when tionality. Hence, the American scenarios were not wen 
I game is designed the daigner knows fairly well '. erne must show Ihe of leader- started until all the earlier onesalong with their own 
how everything is going to ''go" before he wen sits ship as it portrays probable tactical success. special rules were debugged. This often led to down at the typewriter. In his mind, he decided that The erne must show how as key leaders * impatience as both of us felt the urge to "get onn 
"this" system would work for movement. this for squads and pIatoom become casualties the overall with it. But, each brick, in the game we were 
combat and such and such for supply. Mentally, he performance of an entire battalion suffers. building had to fit. All combat dfectsslill bad toUfit 
then simply plugs it all together and out comes Now, all those nice realistic effects have been the FIRE EFFE-JS 
"game". Unfortunately, the vast majority of WB captured and portrayed before, BUT never under T ~ ~ L E .  when it came timt to introdurn flame- 
are generally donethat way. Thenet result hthat the the very strict playability standards that wereclearly throwers and demolition charges the 

; "designer" dumps on the "developer" and "playtest- defined prior to listing the "realism standards." And temptation was to say, uwell, thtsc are sorts special 1 ersw a complete new child. These folks then knock both Don Greenwood and myself agreed that we . + . lets look up the and make a 
; off the rough edges, add a bit of polish and "POP" would both become quite strict if either 1, ax the ,pcial table for them". =hat wodd have hn the 1 out  comes a n o t h e r  game  . . - may be, designer, or he, as the dwelbper, attempted to  water easy way but stlo,, we would~ve been up to our necka 

g o d  . . . maybe bad. I have been designing p m m  down the "playability" and *referenoe w e "  stand- in tables". so, we forcod ourselm to 
, for some time, most were good, and one was great. ards that we originally set down. Compromises, thse weapons to what we had already defined, in 
i BUT, I rdlly knew that there had to be a better way- could and would be made, only with great of system. In terms of work, it 

And in SQUAD LEADER we found it. hesitation. SQUAD LEADERwouldprirnarilybea more, but in terms of it wm a most ! Looking back a bit a t  one of AVALON HILL'S "players game." worthwhile discipline. The basic structure with 
8 more successful games TOBRUK we saw the very And that's bow it began. For such strict almmt change each "building 
1 p t  advantage of the "programmed" approach to shndards, the programmed design technique brickw as the progressed, This wars the 

guide the gamer a littleat a time into what is a very would indeed be tested. Then bit by bit it was point, every wrinkle it be ~~~d / complex game. By building up the complexity, not constructed. Aunique"FIREEFEECTSntablewas machine guns, a mind,eld or an artillery barnage 
just by rules, but by ascending scenarios, a person set down that captured all the possible variety of had to plug into the same INFANTRY FIRE 
soon had logically "built" an understanding. In the firepower intensity with its attendant effect on TABLE as a light machine gun. And it did. 
wargarners mind, the understanding of TOBRUK .soldier$ lives and morale; it showed notjust *morale The final "crowning" touch of modular "plug- 
was "built", not p m n t d .  Here. I felt was a g o d  checks" but degree of morale checks. The effects of ging in" - tk finallittleeffect of building son fire, 
way not just to "present" a game, but to design it. A all weaponsfrom flarnethower, tosub-machinegun, having the fire to other the build-. 
very firm, solid game system would be created that to a IMMM shell burst were able to be quickly qumtion of when to -roll for it= naturally 
would have enough flexible handles that any resolved without chart shuffIing or endless cross up- combat effect could be simply plugged in or out like references. Even the differing tactical ability of 
areplaceable module. Inmanyres~ectswenthough individual leaders and "better shots" was easily Way back in the beginning, when we created 
this would lend itself to a Hbuilding" technique the plugged in. All these effects are portrayed in a SQUAD LEADERs "Phase Systemn we decided 
overall construction techniques that were to b t w d  Tomba t  Results Tablen no more wmplicated than that afl moving squads would fire in the ADVAN- 
had to be thought out in advance though the that of AvALX)N HILL'S classic; BATTLE OF CING H R E  PHASE. It one of the bait 
particdam could be left to a later date. This idea of THE BULGE. The clearnes of the system is a real gtruaural points of the SQUAD LEADER system. 
building a game through "programmed design" had breakthrough. Th ough, in alI honesty, it was o d y  And we now had come to the last littk point. We 
intrigued me quite a bit and I had developed a achieved after discarding roughly three dozen other then simply said that to see if a fire in a building 
number of systems that would lend themselves to attempts. So this was the first step. advances. . . roll in the ADVANCING FIRE 
this methodology without really having a particular The next step was the very specific game boards PHASE. Hence, the last "designed" element of the 
game design problem in mind. So, the basic system in terms of 'what it actually 2. SQUAD LEADER game bu t i fu l ly  dowtaih into one of the firsL This 
vehicle for SQUAD LEADER actually was fairly has a city, and what a city it is . . . complete with then, was how we d&gned SQUAD LEADER. 
well done even kfore  the idea of an  infantry World sidewalks, sewers and random sized and structured What can you expect when we unveil it at 
War I1 game was decided upon. buildings all in full color. Hence Line of S i h t  ORIGINS 11fl We've already mentiond how its 

The first step was in defining what both definitions take on new meaning. Instead of hexes four isomorphic boards would be scenially 
4VALON HILL and I wanted in the game. After and hexside blocking fire the gamer will actually 

some discussion the following objectives were have his 'sight blocked by that "building's continued on Pg 34, C ~ h r n n  4 
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A.A. Pbilosoph y . . . C'onrit~ur~fron~ Pg. 2, Col. 3 

instances. This resulted in the diagram on page 
6 making little sense. Try to visualize the red fire 
lines on that page as Yal' lower until we can get 
you a revised 2nd edition. Don't worry-the 
revised editions will be provided at no charge to 
orig~nal purchasers of the game. 

CAESAR-ALESIA has been transferred to the 
retail division due toa good sales record and fine 
reviews. It is already in its second edition with 
slightly amendedrules, and should be arriving in 
your outlets by September. 

Making its debut as an Avalon Hill title this 
fall will be Gamma Two's NAPOLEON. 
NAPOLEON is the third and best of athreegame 
series of wargames by this Canadian company 
which has pioneered one of the most innovative, 
playable and enjoyable game systemsthe hobby 
has yet seen. Put briefly, NAPOLEON utilizes 
quality wooden playing pieces to incorporate 
both step reduction and "fog of war" uncertainty 
in regards of your opponent's move. The three 
dimensional wooden blocks are stood on end 
with the type (infantry, cavalry, artillery, horse 
artillery) and strength visible only to the owner. 
The opponent sees only the standard blue, red or 
green back of the unit until he moves his pieces 
into the same area for battle. Each time a unit 
takes losses the square tile is flipped clockwise 
to reveal its new strength. Combat resolution is 
simple and faintly reminiscent of WARATSEA, 
although more sophisticated and realistic. The 
overall effect is that of a short and very enjoyable 
operational level game that even one's wife 
could readily understand. We'll limit our 
development of the game to minor cleansing of 
the rules and addition of playing aids such as a 
battle resolution card and perhaps a roster pad. 

Another outside design which will see AH 
release this fall is Battleline's SUBMARINE 
game wh~ch we'll develop and re-dub U-BOAT. 
The Battleline people are the ones who first 
designed our WOODENSHIPS & IRONMENtitle 
and SUBMARINE is a similar design approach 
which is even more enjoyable due to the wide 
varlance in play created by WWll weaponry as 
opposed to the age of sail. The wolfpack 
scenarios have proved to be especially enter- 
taining as a multi-player game. Mick Uhl will 
handle the AH development chores on this 
release and the revision could prove extensive. 
For all of its enjoyable qualities. SUBMARINE 
suffered from poor graphics, organization, and 
more than a few historical inaccuracies due to 
the original designer's haste. Our more leisurely 
development of the same title should correct 
Steve Peek's or~g~nal faults and bring out the 
true brilliance of his game system. We'll also be 
adding extensive Campaign Game and Random 
Scenario sections while improving the already 
novel submarine hidden movement system. 

Before the Rising Sun proved to be our most 
popular seminar at ORIGINS. Larry Pinsky 
packed them in and held over 100 Pacific war 
enthusiasts spellbound for two hours with an 
ongoing description of his yet to be published 
design. So eager was their anticipation that 
many indicated a willingness to pay $25.00 and 
up for thegame. But you'll just have to be patient 
a while longer. THE RlSlNG SUN is as close as 
we'll ever come to a monster game and has 
scored the highest on our possible titles survey 
so we're not about to botch it with a rushed 
effort. 

THE RlSlNG SUN has spent a relatively long 
time in the preplaytest stage. The reason for the 
long development process is the enormous 
difficulty in attempting to capture the essence of 

a situation that spans the limits from the 
extreme strategic to the extreme tactical. The 
original motivation was to design a game that 
accurately presented the strategic sparring in 
the Pacific while still maintaining a strong 
tactical flavor when it came to combat. The game 
as it now stands, at the beginning of its 
playtesting, has succeeded. It remains to be 
seen just how playable the mechanics wind up, 
and how long it takes to play a campaign 
scenario. 

The game turns represent two weeks of 
actual time and each contain 2 identical Naval 
Operations Phases. There is a very workable 
hidden movement system that does not require 
any written record keeping. The strategic 
movement is almost entirely executed withTask 
Force substitute counters and with a Task Force 
Organization Display, to keep the Task Force 
Compositions straight. The game is strongly 
slanted toward the use of substitute counters in 
all aspects. All of the ships down through light 
cruisers are included in the game as individual 
units. Destroyers and transports are 
represented as Divisions and Half Strength 
Divisions, and are freely exchangable. There isa 
Hit Record Pad to record damage suffered by 
ships. The mapboard uses a scale of 150 
nautical miles per hex and extends from Hawaii 
to India and Ceylon, and from the Aleutians to 
New Zealand. The commonwealth and Chinese 
units are included, and the Campaign games 
contain the entire scene, including land combat. 

The initial hope was to provide a Pearl Harbor 
to Hiroshima game, but to keep the game to 
reasonable size, the published version will only 
run through early 1944. It iscurrently planned to 
have a mail-order "extension kit" available 
when the game is released that will contain 
additional counters, rules and scenarios, taking 
the game through 1945. The relatively un- 
balanced situationduring the last year anda half 
of the war means that there are relatively few 
interesting scenarios excluded from the 
published version. The game will contain 
scenarios presenting "mini-games" that 
recreate virtually all of the surface actions and 
major carrier air battles of the war. These mini- 
games will take anywhere from 10 to 60 
minutes to play and will mostly involve the 
tact~cal portion of the game system. If things 
continue as now scheduled, the gameshould be 
released in the spring of next year. 

AREA MULTI-PLAYER RATINGS 
Over the pastfewyearsAvalon Hill hascome 

up with several games which have the capacity 
for being played as, and in some casesare much 
better as, a multiplayer game. Unfortunately for 
those who prefer the multiplayer style of play 
and happen to be interested in the AREA rating 
system, there has not been a method for 
incorporating the rating of these games into the 
AREA system due to the many irregularities 
involved. The following narrative, however, 
comprises a system for rating the multiplayer 
game. It can be utilized either in team competi- 
tion, such as that found in WSIM, or in the "sole 
winner" multiplayer game, such as 
DIPLOMACY and KINGMAKER. 

To have an AREA rated multiplayergarne you 
only need three ingredients: a suitable game, a 
bunch of players, and someone who will act as 
the "Qualified Moderator"(QM) and record the 
results. Oh yes, one must also have a system 
that can handle the irregularities and present 
the final results to the AREA technicians in 
acceptable form. So here goes . . . 

Each player must know his AREA rating at 
the start of the match and submit it to the QM. 
(Note: In this system a player's rating at the start 
of the game is used.) The OM then finds the 
average player rating for that game by addingall 
players' ratings and dividing by the number of 
players in the game. Once this has been 
accomplished, the QM establishes a "point 
pool" where each player contributesto the pool 
that number of points he would have given up 
had he losttoa playerwith theaverage rating. At 
the conclusion of the match the point pool IS 

distributed evenly to all partlclpants in a drawor 
given outright to a sole winner. Simple yes, but 
this system, as .you might expect, has the 
inevitable exceptions. 

The first is that when compiling the scores, if 
one of the participants is a Verified player, then 
points will be tabulated as if all of the players 
were verified, i.e., points contributed will be 
halved. This policy may be circumvented ~f and 
only if the QM receives in writing a statement 
from the Verified player that he will waive the 
Verified Player Stabilizer for this particular 
gama. (Note: this statement must be submitted 
with the AREA rating slipswhen they areturned 
in.) The second exception is that if there is a 
possibility of a sole winner then the number of 
points contributed will be reduced by 40%. This 
reduction, however, will not occur ifthegamein 
question was already reduced once due to there 
being a Verified player in the game: therecan be 
only one reduction per game. Finally, tocover all 
present and future situations there will be a 
minimum and maximum level imposed on AREA 
points contributed and received. No player will 
contribute less than 20 points, and no player 
may gain more than 300 points for any one 
game. 

All of the recording, verification, and misc. 
paperwork will be executed by the OM, who by 
the way will not be allowed to participate in one 
of his own moderated games. QMs must be 
licensed, so to speak, before they will be allowed 
to perform thisservice. In order to be licensed, a 
prospective OM must come from the ranks of the 
"verified" players and be familiar with at least 
three Avalon Hill games. Also, they must be 
willing to contribute $1. to the current QM 
Coordinator to help him defray the cost of this 
project. Once this has been done, one need only 
follow the format laid out in the following 
paragraph to have a rated multiplayer game. 

(To prospective QMs) The participants in the 
game must give you, at the start of the game, a 
victory claim sheet that contains: ( 1 )  their 
signature; (2) their AREA number; (3) their 
current rating; (4) the name of the game; and (5) 
the date the game was started. (Note: If the QM 
cannot establisha player's current rating, either 
he or the player should write Ron LaPorte, the 
AREA technician, and request a rating check.) In 
a pbrn game the QM Coordinator {NOT the AREA 
technician) should be notified that a rated pbm 
rnultiplayer game has been started. This is a 
precautionary measure taken only for pbm 
games to protect the individual players should 
something happen to the modera:or during the 
course of the game. If this procedure for pbrn 
games is not followed, it could cause your game 
not to be accepted. When the game is com- 
pleted, the OM should attach the victory claims 
and any misc. information to a sheet of 8" x 1 1 " 
paper. Send thisdata sheet along with the name 
of who won (or who particpated in a draw) and 
how much should be added/subtracted from 
everyone's score to the OM Coordinator. (You 
should also include a stamped envelope.} The 

Continued on Pg. 34, CCr. 3 
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rmE: W A R  AT SEA 

SMBMU: WWlI Strategic Naval Action for the European Theatre 

WARA TSEA wasthc 32ndpmcto undergo hcalthy 2. t victory ratio. In the next edition. 
analysis in thc RBG, rankinga disappointing25th changes will bc madc to solvc t h m  play batance 
overall with a cumulative ratingol3.2I. The result probttms by counting all POC ties as Allied wins 
reinforced our carlicr suspicions that game ratings and adding 1 to all Allied reinforcement d~cerolls. 

improvcd thc Allitd chances. Yet with top level 

THIRD REICH: 
Q. Assumc a major power declares war on a 
minor and usesan Amition Option on the turn o l  
declaration. Can an opposing major power use its 
own forces lo salisfy any attrition losses of thc 
minor? 
A. YE. . .if the opposing major power is both 
already at war and has unils adjaccnt to thc 
attacker on the front in question. The attacker in 
an Attr~tion Option can not direct casualties 
against a certain area or nationality-it IS the 
defendtr's choicc of which adjarenr units will be 
lost. Alter the initial invasion, g' tht opposing 
major intervene it may batlaly allrition losses of 
thc minor mcrely by belng on the same front. 
Q. May all 5 units on a Beachhmd counter be 
calculalcd in an Atlritlon Attack? 
A. Yes. 
Q. An airbornt unit may not move from the hex 
on which 11 was dropped until the following turn. 
but [I it attacks and climinata an opposing unit 
may it occupy the defendera vacated hex? 
A. No. -4 7 l a k e s  preccdcncc over 3.321. 

Q. Can Copcnhagcn be amphib~ously awaulted 
and i f  so from where? 
A. Yca, from any East Front (Baltic) base. 
Q. II only partisans attack in a turn, doea an 
Offensive Opt~on have to be paid for by tht 
controlling players? 
A. Ya 
Q. Since Kiel is a two Front porl, do Gcrman naval 
unils based lhcrc count toward the 25 factors 
Gcrmnny muat keep on the Eastern Front? 
A. No--although flcets b a s 4  at Kicl mnexmte 
moverntnt on clthcr front, the porn ilsell is in the 
Weatern Front. 
Q. Dwsair intcrccptionoc~ur ina particular hex" 
A. No-the lnlercepling player may choost a 
point of interception anywhcrc along the op- 
ponents path of movement with~n its range. 
Q. Can a countby taking a Pass Option fly 
intcrctption,as theCapabllltiesTableat theendof 
the rules suggesls? 
A. Yes-but only againat enemy naml missions. 
To lntcrccpl DAS requires that theinterception be 
In an Offensive Option. 

COMING UP NEXT TIME 

IN OCTOBER 

A.H. Philmophy . . . Conrinued/rom Pg. 32, Col. 3 

Cwrdinator will recheck the results, write them 
in  a stendard form, and forward all pertinent 
information on to the AREA technician for 
overall tabulation. Onty multiplayer game 
results that are idenrifred as being from the QM 
Coordinator will be accepted by the AREA 
technician. 

The official Oh4 Coordinator is currently 
Steve Heinowski. 1630W.28th St.,Lorain.Ohio 
44052. His garnezine. Ter-Ran is available to 
AREAmembers interested In postal ratedplsyof 
AH multiplayer games for 62/10 issues sub- 
scription. Those interested in  starting their own 
fan'rine and becoming an official AH OM should 
mntact Steve (with s SASE provided) as only 
he-as the sole OM Coordinator-can license 
QMs and repon muftiplayer scores for AREA 
tabufatlon. 

-** Q 
More KM S u r p k  .. . . . Conrinuedfrom Pg 16 

5. (Sttvm Hcrchak) Altcr the early turns of play, 
siege tcnds to become too powerful a tool for the 
attacker and as a result, the weaker faction prefem 
to fight in  the open rather thanhidein townand risk 
a sicgt. For cxamplt, a forcc of 2133 attackad in the 
open by a force of 400 would have a 50-50 chance of 
survival in the bagic game but a f o n t  of 200 in  a 
town besieged by a force of 400 would only have a I 
in  6 chance for survival. Also sieges could, and did, 
last years as exemplified by the siege of Harlech. So 
an attacking force confronted with the task of 
capturing a town, city orcastle hasa choice of one of 
two methods to take it: 

n. The attacking noble8 may attempt to storm 
the town, city or castle by mnducting a battle 
against the gamson plus any defending nobles 
within. If the battle is succtsful the town and 
occupants arc raptured. Ifthe ba t t le isunsucdu l  
they may try again or turn to siege on the next turn. ,.- 

THE GENERAL 
Squsd Leader Prevlew . . . Cunrrnued fmrn Pg 3 

beautiful and how the counters, will have a 
character that will make you rtmembtr dear Lt. 
Kirch and friends. But thereis much more. SQUAD 
LEADER is a very personal game in which you can 
bccomc an infantry kadtr with acarcFr spanningall 
of the major fronts of Europe. It ba%areer"game 
rathcr than a campaign game, in  which your 
personal counter starts out as a corporal of littb 
txptricnct and atttmpts to master the art of 
infantry leadership. I f  "you" blunder you risk 
demotion or the fate that often arcompanis 
blundcrs in  combat, but i f  you survive and scorc 
sipiiicant points of elan and skill your promotion 
could come quite Fast. As you advance, your 
ltadershipand morale ratingg also advanceand with 
each new scenano you fact greater tasks and more 
responsibility. Of course, i f  you are killed or 
captured, then, the career game for you is over. But 
that is war, and war, as has bccn said . . .'la 
cruelty, and cannot be refined." 

With SQUAD LEADER you wilt be able to 
fight famous batlles, as the dash over the Remagen 
Bridge or the Sralingrad Trncror Works, and some 
not so famous ones such as a H d g ~ h o g a r  Peipsk or 
the Birchie Salrmr. You will partake in deswrate 
strcct fighting as The Guards Counrerarrack and 
you will attempt to escape in the night witha small 
dtrachmtnl from tht  doomod citadcl of VeliAiu 
h k i .  The scenarios are all historical and all quite 
different-ch introducing a ntw segment o i  
WWIl infantry combat. 

The game k not limited to the h h o r  
scenarios or Campaign Game. SQUAD LEAD 
has a unique polnt system that enables you to set 
a balanced scenario with widely divergent Fo 
tyw, k i t  a special infanlry /armor task form or m 
"hold at all costs" rear guard dclaying 
aedsions have to be made Cast and right. 
with thecomplete isomorphicneasof the boa 
the point syatm you can merge two, thrct or c 
more game boards together and crtatt total bat 
encompassing whole brigades, and fmd your 
making deciaiona on many levels of tact 

"A 

denlovment. yet the commondenominator i s u o u a  

b. Thc attacking nobles may attemptto sugc by 
stating so aloud. A siege is never resolved theturn ~t 
i b  announced. but the town. city or castle is  
considcrtd -under sicgc" that turn cxactly as if a 
"Bad Wather DelaysAtt&card had beendrawn. 
On the next turn, an Event card is drawn to resolve 
the siege. Of courpe. within this wried, the defender 
can attempt to lift tht sicgc. 

t h i  iifantry leader. You don't plot mova'on s 
map-you makc tht dcusion w h m  to cross t 
street Does that overhanpng balcony blmk t 

One hstonan In wrlbng about the Semnd 
World War said that the tanksgolthe headlines, bu 

the true "hart andguts" of World War 11. And yon 
Q will be in it. 

*-* 
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Subscribe to ALL-STAR REPLAY. 
If you're tired of sitting on the bench 

watching the big guys play, then you need 
ALL-STAR REPLAY, the brand-nav sports 
game quarterly from The Avalon Hill Game 
Company. Reading ALL-STAR REPLAY ,will 
give you new insights into all the nuances and 
Cine points of Sports Illustrated games-the 
most entertaining and playable games on the 
market today. And youll also learn a lot about 
the sports themsqives! 

Each colorful, 36page issue of ALL-STAR 
REPLAY is baiging with expert articles and 
illustrations covering everything you should 
know about your game. Tips on strategy, 
statistical comparisons, club news, celebrated 
replays, designer notes and suggestions, rule 
updates and explanations, reader ads-they're 
all here, in the first truly professional sports 
gaming magazine to  appear! 

Regular Features Include: 
THE DUGOUT-League and club news, 
tournaments, special competitions, new game 
announcements, much more. 
SPECIAL READER CONTESTS-Pit your 
playing expertise against the best brain teasers 
our  expert staff can devise. Many prizes 
include games, subscriptions; who knows? 
Every issue has acontest, and every contest has 
at least one winner. 
HEAD TO HEAD-Find new opponents with 
your free ad in ALL-STAR REPLAY, or selland 
buy games and parts from other readers. A 
great way to get in touch with fellow garners 
(winning not guaranteed!). 
NEW TEAMS AND PLAYERS-Special rules 
to add to your SI sports games. Greats of the 
past, rated to fit right into your current game- 

Read all these fine Sports mustrated 
PLUS MUCH MORE-Which we could have 

games in ALL-STAR REPLAY: 
put in here if we'd used smaller type. 

Baseball Strategy GO For The Green 
In addition to  the many excellent regular 

offerings of ALL-STAR REPLAY, Special 
SUBSCRIBE NOW, AND Football Strategy Track Meet 

Basketball Strategy Speed Circuit 
feature issues will give you the chance to RECEIVE OUR CHARTER Paydirt (pro Fmtball) Win, Phce & show 

replay some of the legendary classics of sports ISSUE FREE! College Football Challenge Football 
Superstar Baseball Challenge Golf 

history-with complete rules, charts, team 
data, and an in-depth s t d y  of the game itself, 
fully adapting the real game to  your SI game! 

The game's just beginning, and it's all in 
ALL-STAR REPLAY. Just $5.00 for one year or 
$9.00 for two brings you a full subscription. 
And each comes with a coupon good towards 
the purchase of any of Avalon Hill's more than 
70 adult strategy games. 

So get off the bench, and into the game. 
Those guys may Iwk big, but they can'troll dice 
any better than you. And theydon't subscribe to 
ALL-STAR REPLAY. 

Sports Illustxated 
Mail to: Subscription Dept. 

Make all checks ALL-STAR REPLAY 
payable to The The Avalon Hi11 Game Company 
Avalon Hill Game CO 4517 Harford Road 

Baltimore, Md. 21214 * I * 
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Changing Your 
Address? 

If you're about to make a move, here's 
how to insure that The GENERAL gets 
there as soon as you do: 

1. Let us know 4 weeks in advance. The 
GENERAL is mailed Bulk Rate and is destroyed 
if undeliverable. The Post Office neither returns it 
to us, or forwards it to you-even if you've left a 
forwarding address. So let us know-otherwise we 
have no way of knowing that your magazine won't 
reach you. 
2. Fill in your new address below. 
3. Mail to The Avalon Hill Game Co., 4517 
Harford Rd., Baltimore, MD 21214. 

For service on this or other matters concerning 
your subscription-billing, renewal, complaints, 
additional subscriptions, dealer discounts consult 
Ms. Gertrude Zombro at the above address. 

To order 7ha GENERAL, check the proper box: 

new renewal 
Name 

(Please Print) 

Addres 

City 1 state 1 Subscription price in thc U.S. 57.50 a ycar: 512/2 ycars. Canada. 
Mexico %IO.M a year: $1812 years. Foreign $13.50 a year: $2412 
years. United Statcs 1st class dclivey-add %3.6Olyear. 

* 
ORDER BY PHONE 

We will now accept game orders by phone 
from those individuals with currently valid 
MASTERCHARGE, BANKAMERICARD 
(VISA), or AMERICAN EXPRESS creditcards. 
The number to call i s  301-254-5300. Ask for Ron 
La Porte or ext. 63 and state that you wish to place 
an order for a game. You must give the ordertaker 
the number, expiration date, and name of your 
credit card along with your order and shipping 
address. Phone orders are available every Mon- 
day-Friday from 830 A M  to 5 PM.  Absolutely no 
collect phone calls can be accepted. 

* 

GENERAL BACK ISSUES 
Only a limited number of GENERAL 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 ior any selection you make. 
The index below lists the contents of each issue by subject matter; feature articles are designated withan (I), 
series replays are italicized, and the number following each issue is the reader rating of that particular issue. 

Vol. 12, No. 1 - $1776, Anzio, miscellaneous, Panrerblitz. Chancellorsville, Panzer Leader, Stalin- 
grad, Tactics I1 . . . 2.57 

Vol. 12, No. 2 - *3 Tobruk, Panrerbfirr, Bulge, Blitzkrieg, Panzer Leader, Stalingrad . . . 3.10 
Vol. 12, No. 3 - *3 Jutland, Waterloo, miscellaneous, Third Reich, Chancellorsville . ... 3.96 
Vol. 12, No. 5 - PPanzerbIitz, Anzio, miscellaneous, Afrika Korps, Blitzkrieg, Third Reich . . . 3.22 
Vol. 12, No. 6 - *Chancel~orsville, WS&lM, miscellaneous, Panzer Leader, Stalingrad . . . 3.42 
Vol. 13, No. I - *Luftwaffe, Panzer Leader, 2 1776, Waterloo, Kingmaker, Alexander. . . 3.58 
Vol. 13, No. 2 - *WS&IM. Diplomacv, Third Reich . . . 3.32 
Vol. 13, No. 3 - *Caesar's Legions, Midway, miscellaneous, Panzerblitz, France '40, Kingmaker, 

1776, Stalingrad, Russian Campaign, War a t  Sea . . -2.53 
Vol. 13, No. 5-*Origins of WWII, Afrika Korps. Chancellorsville, Caesar's Legions, WSt lM,  

Richthofen's War, 1776, Panzer kader ,  miscellaneous . . . 3-31 

Vol. 13, No. 6-*Starship Troopers, Panzerblirz, Starship Troopers 4, Russian Campaign, War at Sea, 
Tobruk, Panzer Leader, Diplomacy, Midway, Miscellaneous . . . . . 3.62 

VOI. 14, No. 1 -*Caesar-Alesia -5, The Russian Campaign, Luftwaffe, Third Reich, Arab-Israeli Wars, 
Afrika Korps, Panzer Leader . . . . . 3.56 

D-DAY '77 
James Stahler, a local gamer of considerable 

repute, has authored the third edition D-DA Y 
rules with co-development by Richard Hamblen 
and Don Greenwood. The D-DAY revision was 
originally intended as just-a clean up of a poorly 
done, outdated set of rules which had been passed 
up by the state of the art. D-DA Y has been one of 
our biggest sources of nut mail due to the 
incomplete and poorly done rules of the 1965 
edition. The current revision not only does away 
with the problem in presenting ambiguity-free 
rules, but also addresses play balance problems 
and incorporates design innovations which have I 
been developed in the past decade; without going 
into complicated phase systems which would ruin 
the game's excellent postal characteristics. The revised D D A  Y rules sell for $2.00 plus 

postage costs, and are available only by mail from 
Among the changes are revised, more realistic Avalon Hill. Due to overstock and the slowness 

which make South France a viable with which retail supplies are moved, these rules 
invasion site, strategic movement, tactical air- will not be found in D-DAY games on the retail 
power, carpet bombing, river interdiction, and shelves for several Years. If YOU order a D-DA 
strategic fortresses whose capture affects the game by mail, be sure to request the new rules. 
Allied replacement rate. Butaboveall, theserules They will be provided free to mail order 
are ambiguity-free-a competitive postal player's purchasers of the game if you request them with 
dream-and a 100% improvement to the old your purchase. Maryland residents add 5% state 
classic. sales tax. - 

t 

PBM EQUIPMENT 
Tired of playing solitaire or humiliating Each kit sells for $4.50 postpaid and 

the same opponent day after day? You may includes enough mater~als to play virtually 
be good in your game room but what can dozens of games, includtng addendum sheets 
you do against a good player from another which list off rial grid-coordinates for those 
part of the country? There's only one way games not already possessing them and 
to f ~ n d  out - play them by mail! PBM is an special charts and CRT's for postal play. 
easy-to-learn and convenient-to-use system of Kits are available fcr the following games: 
play~ng fellow gamers across the nation. A 
special CRT and combat resolution system AFRIKA KORPS KRlEGSPl EL 
makes it impossible to cheat! PBM is an BLITZKRIEG LVFTWAFFE 
entirely different experience from face-to- * BULGE 1914 
face play. It has made better garners of 0-DAY PANZERBLITZ 

many who have tried it, and all those who GETTYSBURG '64 STALINGRAD 

have mastered it. PBM is the only way to WATERLOO *AN210 
participate in the many national tourna- 
ments held regularly for Avalon H i l l  games. 
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WE W A N T Y O U . .  . 
to write for the GENERAL. If you can string 
words together into an intereling article 
format on any Avaton Hill wargame, there's a 
g& 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. 

At1 articles should be type-written. double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage. Other- 
wise, rejected articles will not k returned. 
Articles should be supplemented with illustrs- 
tions and/or charts whenever possible. 

Commencing with the January, 1977 issue 
the GENERAL will pay $5 per running 1 0  
column of edited text. Letters to the Editor are 
not subject to remuneration. Atternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration. 

At rhe end of each calendar year an 
EDITOR'S CHOICE article will be selected. The 
author of this article will receive a $100 bonus 
and a lifetime subscription to the GENERAL. 
Articles will be judged on literary style and 
meaningful content. Ouantity, bulk, or length 
of article will have no bearingon this selection. 
All types of submissions are eligible; Series 
Replays, tactical analyses, variants. etc. 

This payment system is only valid for 
articles received after January 1. 1977. 

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 hassixreen 
1 'j2" x 21%'' 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 isarrangedfor the flat 
box games-this time with 32 compartments 
and 5 dice depressions. 

These trays areavailable by mail orderonly 
direct from Avalon Hill. They will nor 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 
75C postage charges. Postage coupons cannot 
be utilized to order compartment trays. Mary- 
land residents please add 5 % state sales tax. 

1 FOREIGN 1 
READERS 

Due to contractual obligations with our 
exctusive distributors we cannot accept maiI 
orders for games from Australia, Britain, Ger- 
many, Greece, Italy or Japan. Such ordersmust be 
placed with our exclusive distributors whose 
addresses you'll find listed on Page 2 of this 
magazine. Orders for parts and airmail subscrip 
tions to the GENERALare not subject to this ban. 
APO and FPO addresses of U.S. sewictmen 
likewise are not subject to this ban. We also urge 
you to get in touch with the distributor for your 
country in regards to placing your GENERAL 
subscription through him which in most caseswill 
mu l t  in considerable savings for you. 

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 '/a'' 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. 

FACTORY 
OUTLET 

Whenever in the Baltimore area feel free to 
drop in at our design offioes at 900 St. Paul Street. 
As a convenicnoe to those who visit our Town 
House design offces, a wide selection of the latest 
games are available for sale to the public at full 
retail (sorry, no discounts given here. . . the half- 
price table discontinued as of April 30.) Games, 
only will k for sale. No parts or issues of The 
General: they must be ordered by mail. Please 
bring your checkbook or be prepared to make 
exact change. Saturday visitors are invited to stay 
to playtest new titles or simply play their favorite 
games in the 1GB gameroom. 

Hours: Mon-Fri: 9 A.M. to 5 P.M. 
Sat: 10 A.M. to 5 P.M. 

PAN2 ERBLlTZ 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 
"Wargarner's Guide to PANZERBLITZ". it 
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 

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 Notehok" which analyzes the 
original 12 scenarios, plus Phil Kosnett's 
"Chopperblitz"-a hypothetical variant utiliz- 
ing helicopters wirh six new scenarios. 

Reprints include Larry McAneny's "The 
Pieces of Panzerb1itz"-voted the best article 
ever to appear in the GENERAL, "Beyond 
Situation 13"-twelve additional scenarios by 
Robert Harmon; "Parablitz": "Panzernacht", 
"Blind Panzerblitz"; "Situation 1 3"; "Champi- 
onship Situations"; "Panzerblitz Conceal- 
ment"; and "Incremental Panzerblitz." Top- 
ping it all off is a complete listing of all errata 

16 WHEELER DESIGN 
CONTEST 

Yes. Avalon Hill has joined the ranks of such 
corporate giants as McDonalds. Zenith, and RCA 
with the acquisition of our very own fleet of tractor 
trailers. Would you believe a fleet of one? 
Everybody starts someplace and our Rrst rig will be 
making long distance hauls for raw materials and 
major wholesale deliveries along the East Coast. 
And to make our "fleet" instantly recognizable we're 
looking lor a distinctive logo design so youcanspot 
it on the highway. If McDonalds can have the 
Golden Arches, then Avalon Hill can have the 
golden hexes . . . or whatever. Seriously, if you 
fancy yourself a graphics genius or even just highly 
imaginative you can win yourself a LIFETlME 
subscription to the GENERAL by submittingalogo 
design for our new fleet. Address all entries to tbe 
attn. of A. Eric Dott-our head truck driver. 




