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Do not miss the next issue o f  this magazine. I t  
may be the most important single event i n  your 
literary life. In the Mar-April edition of The 
General, Avalon Hill will introduce two new 
games; gama that have already received the 
highest praise from the Consumer Test Panels. 
Because these revolutionary new games are so 
unique i n  design concepts, for competitive rea- 
sons we cannot chance even the slightest hint o f  
what they are to  the public. We beg your 
apologies if the strain o f  waiting two more 
months becomes too great to  bear. In the 
meantime, we offer a n  opportunity to  release 
whatever pent-up frustrations develop by sub- 
mitting Contest No. 35 (page 13). 

-- -. 
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Game Designing - 

"How does an inventor and dweloper of games 
invent and dwelop?", a question that was the 
subject of a feature article in a recent issue of 
"Plaything," the trade bible. 

This qumion has relevance with a great many 
subscribers to  this magazine who design their own 
wargamB on the side. Experience being the great 
teacher, we offer excerpts from the trade article 
as a guideline for the amateur designer. 

Posing the question to  Jerry D'arcey, inventor 
of Blockhead, Coup d'Etat and Cross Up Poker 
among many, he suggests looking for a rwist on 
an old item. Blmkhead . . . "came about because 
I got bored stacking blocks with my small 
children." 

"Don't t ry to  manufacture and sell your own 
invention," he warns. "To begin with your idea 
might not be different enouQ and interesting 
enough t o  be saleable. First, you have to get a 
patent ( i f  there is a gimmick involved) and the 
patent attorney runs about $700 to  $800. Then 
you have t o  pour $2000 to $3000 into manu- 
facturing. Even if you get i t  into stores, it's just 
another item on the shelf, unless you give i t  
television promotion - and nationally that's like 
$250 thousand." 

"Furthermore," he related emphatically," a 
new item needs written instructions which are 
clear and easy t o  understand." 

D'arcey points to  the game package as a very 
important sales tool, wrnetimes more important 
than the tit le o f  the game itself. Many rnanu- 
facturing firms shell out thousands o f  dollars just 
W i n g  package designs. Some call on motiva- 
tional rwearch specialists who, by past experi- 
ence, can dffign packages utilizing color combina- 
tions and placement of graphics as prime selling 
forces. 

When one considers all of the above factors, 
the only conclusion is to  do the designing 
yourself but leave the manufacturing to experts. 

That's where Avalon Hill comes in. Whether 
the design is a card game, a sports game, a 
dingbat, or a wargame, the manufacturing and 
selling problems are all the same. But wen less 
affluent wmpanies such as Avalon Hill are a t  a 
disadvantage. Since the key to  success is in  the 
advertising and promotion only the well-healed 
companies can afford the massive expenditures 
required for introducing and sustaining consumer 
interest. To prove this point we need only point 
to  Parker Brothers, that grand old name in  games. 
Parker, with its perrenial money-makers Monop- 
oly, Clue, Careers, and Quija Board, still required 
additional funding. So they "merged" with 
General Mills. A t  the other end of the scale, 
Gamwcience found i t  necessary to  sell out to 
Renwall who, in  turn, went to  Allstate for 
resources. 

Ths problem is magnified in  the area o f  
wargames. Here, we are dealing with subject 
matter that dms not appeal t o  the mass market. 
Thus the promotional nut becomes even more 
difficult. Fortunately, it is an area that feeds on 
itself, i.e., the repeat sales by the same customers 
sustain the financial end to a large degree. The 
hope is that with each new game introduction 

Trials & Tribulations 

new convem will be added to  the cult. It does 
not nscessarily follow that a satisfied Monopoly 
player will buy all Parker Brothers games. How- 
ever, a satidied wargame customer is much more 
likely to purchase the entire Avalon Hill battle 

develop games that will be highly recommended 

tion that will reach the fim-time audiences. 
The solution to  the latter is best left up t o  the 

1 
line. For Avalon Hill, the problem is two fold: 1) 

' 

to  others and 2) dwelop advertising and promo- 2 

advertising experts and really of little interest 
here. But the development of new games, on the 
other hand, i s  a subject which seems to be of 
intrinsic interest to  subscribers i f  the fantastic 
amount o f  fan inquiries is any criterian. 

Let's follow through a typical game d ~ i g n i n g  
situation. For Avalon Hill the first step is to  
decide on the subject matter for a new game. 
This is usually determined by the dictatss of 
regular customers through various polls and sur- 
veys taken via The General and the registration 
cards. Many new games are developed simul- 
taneously. But the dwelopmsnt progress is deter- 
mined by the amount of time it t a k a  t o  iron out 
the design bugs. 

Two of h e  games shown on this issue's wver 
were scheduled for publication at the beginning 
of 1970, but had to  be delayed becauw of design 
hang ups. A t  this writing the design flaws have 
not been worked out to  the satisfaction o f  t h e  
consumer test panels and Avalon Hill manage- 
ment. 

When a design impasse occurs, the temptation 
is to  fudge it a b i t  in  order t o  meet the projected 
deadline date. By past experience we have found 
this policy t o  be disastrous. 

So what happens when a projected publication 
d a b  cannot be met? You substitute another title 
(or two) you've had waiting in  the wings for just 
such an evantuality. Blitzkrieg was an example o f  
this: when last minute problems a r m  in  the 
development of Guadalcanal, in came Blitzkrieg 
(the substitute wargame.) Needless to  say, Biitz- 
krieg earned ''first string" status overnight and 
continues to  be among the wargame leaders in 
sales. 

The show's not over when a new game finally 
hit th0 market. Even first-run editions may 
contain a few bugs. A recent example is 1914. 
Another leading seller, mainly on the strength of 
excellent in-depth research by the celebrated 
James F. Dunnigan, 1914 "soon degenerates into 
a stalemate", according to Mr. Dunnigan's own 
postmortem on the gme. Dunnigan wncsdes 
that "a game is never really finished in terms of 
design, particularly a game covering such'a hope 
less situation as World War I." 

According to  his "Designer's Notes" fashioned 
from post-publication feedback, Dunnigan found 
that as a game situation World War I was pretty 
much a bust. "Nothing happens, save for a lot of 
killing and expenditurm of  ammunition. There 
are too many troops. The front is too narrow. 
The units rnwe too slowly." 

"All this left one qumion unanswered," he 
went on. "How were the Germans able to  
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penetrate as far as Paris in  the original campaign? 
The reason, quite simply, is the IDIOCY factor." 

Therefore, in  an effort to  make a good wme 
better, plans are afoot t o  have Dunnigan and staff 
revise 1914 to include an IDIOCY factor. "And 
while we're at it," he reflected, "we're going to 
make 1814 more playable. While designing 1914 
we were faced with the choice of either making a 
vary playable game that no one could win or a 
very realistic game that no one could win. We 
opted for realism faeling that i t  would take very 
little away from the game and add considerably 
t o  it. But this did not preclude making 1814 
playable. So in the revision we hope to  include 
all of the playability elements left out of the 
original for the sake of extreme realism." 

The full-scale revision will be t r i d  out in  the 
pages o f  the new S&T Magazine, the results o f  
which may wend their way into the next printing 
of 1914, a game rapidly becoming a classic in  its 
own time. 

Meanwhile, thousands o f  unknowns continue 
to spend many hours designing "new" wargamas 
not only for their own pride of accomplishment 
but for commercial sale. Quite frankly there is no 
shortage o f  good wargame designs. The situation 
is such that g o d  games far outnumber the 
commercial demand for  them. 

Others like Bob Kelso o f  Beale AFBase, are 
more realistic and design them mainly for the 
amusement o f  their own wargame groups. "It is a 
disease that will grab you and not let you go," 
Bob relates. Bob got so carried away, as many 
game designers do, that he ended up with a 
maphard measuring 6% x 14 feet. 

Bob Kelso, center, kneels somewhere in the 
middle of Europe on the gigantic mapboard of 
his "Europe 19.40'' game. 

Last but not least are the semi-professionals 
who design gamss they feel are worthy of 
commercial exploitation. Thsse designers turn t o  
organizations such as the IFW and Sparta for 
printing and publication o f  their models in 
limited quantities to their respective selected 
audiences. In some cases the designers sell enough 
to get back their investment in supplies and 
materials. 

Naturally, Avalon Hill can't operate under this 
commercial premise (although with some titles 
it's happened.) That's why the subject matter 

must be carefully chosen. in this light game 
companies, particularly Avalon Hill, select de- 
signers for more than their ability to invent 
games. A game designer must have an under- 
standing of the consumer market. He must be 
able to compromise his designs to  satisfy the 
majority of that market. He must literally be a 
student of the English language; a poorly pre- 
sented set of rules can turn off many a potential 
customer. A game designer should also Rave a 
flair for advertising and promotion because i t  is 
in this area where initial success or failure occurs. 
If the game is truly a superior game, the 
word-of-mouth effect will guarantee its longevity. 
But i f  you can't get the game of f  the assembly 
line into the stores, there won't be enough 
customers to spread the word. 

Thus most commercial game designers are 
refugees from other fields of commercial en- 
deavor. None started out as game designers. 
Avalon Hill's resident designer. in chief spend 
several years on an Army newspaper followed by 
8 years grinding out advertising copy. Other 
designers who have spent time in  positions with 
Avalon Hill brought t o  Avalon Hill experiences in  
school teaching, computer programming, free 
lance art, and creative writing. 

The trials and tribulations of a game designer 
are many: the rewards too few. Even the designer 
o f  Monopoly never produced another winner 
despite his 900 plus inventions. But then again 
when you corns up with a Monopoly, who cal-Bs 

about the flops. It's that kind o f  a world - that 
unpi-edicmbly exciting world of games. 

Combat Results Sans Luck 
by William J. M. Gilbert 

I have become more than mildly annoyed with 
inferior wargarners who blame their misfortunes 
on the luck of the die. Certainly it is true that an 
individual battle result is determined by luck, but 
the player who always attacks at 5-1 or 6 1  is 
hardly "luckier" than the player who always 
attacks at 2-1. Furthermore in an average game 
with anywhere from 50 to  100 attacks being 
launched the "luck" will even out among phyers 
whose basic attack-strategy is sound. 

For those o f  you who want to  add a new 
dimension to the CRT I propose three methods 
to  eliminate the element of  luck entirely! 

I .  Give each player the ACE though the TEN 
of a suit from a deck o f  cards. For every battle 
each player selects a card and puts i t  f a c d o w n  
in front of him. The cards are turned over and 
the face values are added (ACE = I TEN = 0 or 
10). Using the last digit o f  the sum obtained use 
the PBM combat results table. After each combat 
the players select a new card from Zhe full deck 
of ten. Hint: use different sized and different 
colored cards for each player so there is no 

six from the result. Examples: 3 + 4 = 1 and 4 + 
5 = 3. 

111. For the real f m a t e r s  we make a few 

Roll 1-6 1-5 1 4  1-3 1-2 
I AB AB AB AB EX 
2 AE AB AB AB DB 
3 AE Al? AB AB AB 
4 AE AE AE AB AB 
5 AE AE AE AE AE 
6 AE AE AE AE AE 

adjustments to  the CRT. Notice the frequency o f  
results remains the same in each category only 
the alignment is slightly altered. 

1-1 2-1 3-1 41 5-1 6 1  
DE DE DE DE DE DE 
EX EX DE DE DE DE 
DB EX EX DE DE DE 
AB DB EX EX DE DE 
AE AB DB DB DB DE 

AE DB DB DB DB 

Now you either use the method outlined in 11 
above or you give each player six cards labeled 
Far-left (FL), Left (L), Center-left (CL), Center- 
right (CR), right (R), and Far-right (FR) and use 
t h i s  table to  determine the "roll" 

ATTACKER 
Defender FL L CL CR R FR 

FL 6 4 3 2 1  1 
L 5 6 4 3 2 1  

which only means that you should go back to  
rolling the die) the table below shows the 
frequency o f  the results. 

DE EX DB 
AH CRT 2 2 2 

FL 3 0 3  
L 2 2 2 
CL 1 4  1 
CR 1 4  1 
R 2 2 2  
FR 3 0 3  - .. 

mix-up. CL 
11. The PBM CRT favors the attacker more CR Believe me this entire approach is not for the 

than the CRT used wi th  the d im  and some R faint-hearts and, I'm afraid the "unlucky" wil l  

garners do not have access to  the PBM tables. FR 1 
f ind i t  just as uncomfortable. I n  a game with 

This method is for those who wish to  use the 
many, many attacks i t  may prove to  be a b i t  too 

standard table. As before, each player gets cards, 
cumbersome, but i f properly approached i t  makes 

only f is  time the range is ACE through the SIX. The use o f  this table allows you many oppor  each and e v w  attack into a contest. 

The face values are added as before and t h e  tunities to  "out psyche" your opponent. For an William J. M. Gilbert 

r a l t h g  sum is used . . . except in the case when illustration let us mnsidm a 3-2 attack. If the 125 Christopher Street 

the msuits exceed six (6) which case subtract defender is pulling cards at random (a "cop-out" Mew York, N.Y. 10014 





Plan of the Month 
VON SWLIEFFEN PLAN NO. 719 B 

by Peter Reese 

As the Blue player, in Tactics 11, do you feel 
inferior? Are you tired of seeing the Red player 

1 use his superior replacement rate to grind your 
m y  up? If so don't sell your game commit 
suicide, try this instead. 

Unit 

I AG 
1 A m y  

, 2 " 

I Corp 
I1 " 

I I11 l3 

, IV " 
: 1 ArIt. 
2 "  

3 " 

4 7, 

5 " 
6 " 

' 1 Para. 
2 " 
1 Mt. 
2 " 

1 1 Amp. 
2 " 

1 Inf. 
2 " 
3 " 

' 4 " 

5 " 

6 " 

Initiai 
Set-Up 
25-44 
1342 
29-38 
9-5 1 
1636 
29-33 
38-49 
14-42 
14-41 
28-39 
29-39 
29-5 1 
29-52 
7-5 1 
6-5 1 
38-48 
28-33 
38-46 
29-54 
9-50 
&50 
7-50 
8-5 1 
16-3 5 
15-36 

Move 

12-9 
6-15 
9-12 
20-42 
14-1 I 
13-17 
4141 
$7 
4-6 
5-7 
4-5 
5-5 
9 4  
9-16 
6-5 
5-24 
31-28 
8-5 
7-5 
27-50 
1G39 
$39 
8 3 9  
22-27 
2 1-27 

10 " 15-38 1 7-25 
11 " 29-34 25-27 
12 " 29-35 2627 
13 28-34 27-27 
14 " 28-35 2827 
15 " 28-36 29-27 [ 1 6  " 37-47 5-8 
17 " 37-48 6-8 
18 " 3749 7-13 
19 " 3%47 7-8 
2 0 ,  " 13-41 3-26 
21 " 28-38 3-28 
22 " 30-51 17-10 
23 " 30-52 9-8 

8 24 " 30-53 8-8 
25 " 29-53 15-7 

The complete move of the 1 Para. From 
bivouac square 7-51 it is dropped at 9-26, 
opening C 3-28, moved to 11-17, opening C 
13-16, and ends its move at 9-16, opening C 

- 8-1 6. 
Opening Move 

T H E  NORTH WEST ISLAND FRONT: The 
fmt thing that can be seen about this move is 
that it occupies NWI and surrounds the Red I 
Cow. This part of the move is basad upon the 
assumption that all the units in the Red I Corp 
bivouac area have a defense factor of one. If they 
aren't only minor adjustments in the placement 

of units andlor the dividing up of battles are 
needed to  assure the destruction of the Red I 
Corp. The remainder of the forces on or near 
NWI cover the bridges and C 8-16, which is 
necessary for supply and re-embarkation. 

THE CENTRAL FRONT: Along the Central 
Front, which runs South from C 3-28 to the 
mountains, the Blue forces are deployed defen- 
sively. The I1 and 111 Corps defend the river line 
down the center, three divisions defend C 3-28, 
and three divisions are in reserve around 9-39. 
The left flank of the 111 Corp is effectively 
covered by the 2nd Mt. The 10th Inf. protects 
the right flank of the II Corp. The 1st Mt. 
prevents any ovaland thrust toward C 3-28 and 
the other two division guard against paras. Finally 
the thee divisions in reserve can go to the aid of 
any section of the central front if, in the unlikely 
case, the Red player tries a countmffensive 
there. 

GENERAL: I f  the Red player included both 
parachute divisions in the I Corp, which is fairly 
common, the very minimal danger of a Red 
counter-offensive is eliminated. This also makes 
possible the redeployment of the following units: 
2 Army HQ, 1, IS, 20, and 21 inf. divisions. The 
Red amphibious units won't be able to  make a 
landing anywhere on their first move unless they 
are in the IV Corp region, which eliminates 
another source of danger. 

POSSIBLE RED REFLY: The I Corp is elimi- 
nated. The IV Corp, because of the I11 Corp HQ's 
control of C 13-16 are stuck on the wrong side 
of the board. The 11 Cow, because of the 10th 

THE GENERAL 
inf. and 111 HQ which tie up the roads upon 
which reinforcements must wme, has to carry 
out several tasks without help from the rest of 
the army. It has to mask bridge 9-16 and C 3-28 
at the same time it has to cover the left half of 
the central rivm and the defile through the forest. 
As this is quite enough for one corp there is little 
danger from the I1 Corp. The replacement units 
are unable to get anywhere because of the 22nd 
inf. The 1 Army units and some of the replace 
ment units will be occupied eliminating the 22 
inf., the 11, and III Corp HQs. The I11 Corp will 
be needed to defend the central river line. Thus 
only the 2 Army troops are available for a 
counter-offensive, ahd the only units they can 
attack are the Blue 111 Corp which is well dug in 
along the river. 
The Second and Succeediog Moves. 

The Blue forces should have destroyed all but 
one or two Red units on NWI. Therefore all Blue 
units, except those requifed f o ~  mopping up and 
garrison duty should be embarked to C 3-28. 
From there they can strike at the over-extended 
Red I1 Cow. The object of this phase is to roll 
up the Red player in a battle of attrition. As the 
Red player has lost four cities permanently and 
between one sixth and one seventh of his army 
on WWI, it goes up to  about one fourth if he has 
thrown in his parachute and amphibious units, he 
is in very poor shape for this type of warfare. 
The territorial goal of this phase is C 13-16. This 
will link up the Blue forces on NWI, and the I1 
and III Corps, with the Blue forces driving 
southward from C 3-28. It will also cause the 
Red phyer to surrender if he hasn't done so 
already. 
Peter Reese 
591 6 Sarah Ct. 
Carmichael, Calif. 95608 

When Artillery i s  Effective 
By Capt. Rich 

Artillery is used to soften up enemy units 
before an attack, or to help friendly units under 
attack. With these two goals in mind, let's 
examine the Breakthrough units in Blitzkrieg. 

First, as to the range of these pieces. With the 
TAC aircraft limited to a range of 8 squares, a 
reasonable range for aftillery is three or four 
squares. In past games, I have used a stock or a 
roll of the dice to determine which is to be used. 
If the sales or roll of the dice i s  odd, use a range 
of three, if even, a range of four. 

Next, how can artillery be used on offense and 
on defense too. I have found that one way to do 
this is to rule that artillery using its long-range 
option must fight any opposing artillery within 
range using at least an equal number of facton 
before using any other factors against other units. 
This does not apply when artillery is adjacent to 
the units it is attacking, or units attacking it. 
Also, in all artillery vs. artillery duals, unless the 
units are adjacent, both offensive and defensive 
units use the attack factor. If artillery attacks by 
moving next to opposing units, there is no long 
range factor in the battle. As has previously been 
suggested by others, artillery attacking with its 
optional range does not suffer Iosses or retreats 
even though called for by the results table unless 
dualing with other artillery units. 

" 
ard R. Nichols 

Now we must go to the defensive portion of 
the artillery moves. After the attacker has set up 
his battles, and computed his odds, the defender 
may apply any artillery units within range to any 
battle at his choice, subject to the following 
limitations: First, any artillery unit under attack 
by adjacent forces must use all its factors 
(defense only may be used) against the attacking 
units. Second, when attacked by the opponent's 
artillery, the defender has the choice of using all 
his units (at their offensive value) against the 
opposing artillery (this will normally be I-]), or 
he can use extra factors against the battle. If a 
defender is attacked by artillery and ground units 
at the same time, the defense factor must be used 
and the battle solved as a whole. No long range 
fire may be used of the artillery if attacked by 
ground. An air attack does not limit the artil- 
lery's rise, but must be resalved and factors 
subtracted before the ground attack and defense. 

As a last step for realism, any artillery unit 
which is airlifted during its turn, may not go into 
battle until the next turn to allow for unpacking 
and readying. 

Any comments on these suggestions for more 
realistic play should be addressed to: Capt. 
Richard R. Nichols, 121 Illinois Drive, Little 
Rock Air Force Base, Jacksonville, Arkansas 
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German Defense 
of Normandy 

by Alan Augenbraun 

Part 111: The Battle of the Bridgehead 
Even with the Allied l and iw well under way, 

the Germans still took no decisive action. Aside 
from the confusion caused by the Allies' tactical 
surprise and the vulnerable German cornrnunica- 
tions system - they used no radios, depending 
instead on telephone lines and messengers, both 
of which proved to be easy targets for the 
Resistance fighten - the Germans were further 
plagued by their insistence that the main invasion 
would come at  Calais; Normandy was but a grand 
diversion. This tied up the might of the German 
Fifteenth Army, stationed around Calais and Le 
Havre. 

There are several r e m n s  why the German High 
Command clung stubbornly to its belief that the 
main invasion was yet to come north of the 
Seine. The Allies, of course, deceived the Ger- 
mans by concentrating their bombing raids in 
that area, deploying dummy camps ia Southwest 
England, and even launching a decoy invasion 
fleet against PaAda la i s .  But clandestine maneu- 
vering~ in the German command echelons a h  
contributed to the mistake. Because Hitier was 
constantly drawing on the western forces to 
reinforce his Russian front, the western com- 
manders needed an excwe to maintain their 
troop levels. Thus, they led Hiter t o  believe that 
Calais was to be the Allied objective, and Calais 
was the most logical invasion site. However, when 
the Allies made their intentions clear by com- 
mitting nine divisions in Normandy, the German 
generals feared to tell Hitler that they had 
deceived him. It was far better to leave t h i s  as 
they were, even at the risk of defeat. 

At any rate, the Normandy assault 50011 
reached meaningful proportions for even the most 
Calais-minded German. Slowly, K-Iitler's war ma- 
chine began to move against the Allies on the 
ground while the latter were still expanding the 
beachheads they had gained. (Luftwaffe and 
Kriegsmarine operations in the battle for Noman- 
dy were so neghgible that they barely deserve 
mention.) 

By June 7, the U.S. V Corps at Omaha and 
Britian's Second Army established a continuous, 
35 mile front. With the british pressing forward 
and threatening Caen, the Germans were forced 
to commit the 21st Panzer Division, the only 
available armor in the immediate coastal area, and 
thus were pwerless to stop the other end of the 
British sector from enveloping Bayeux, an impor- 
tant road center. The Germans had to cast their 
protective weight in the Caen area for, aside from 
its being a key road center and aufield site, if it 
fell, the Seventh Army would be cut off from the 
Fifteenth, opening a gap in the German line on 
the way to  Paris. 

This is precisely what the Allies wanted the 
Germans to do. By threatening the eastern sector, 
the B~itish hoped to draw the weight of the 
German reserve, whereupon the Americans in the 
west, after seizing the vital port of Ch~bourg,  
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would sweep down and around behind the Ger- 
mans, cutting off enemy forces to the south. 

Pressed by the British, the Germans filled the 
gaps in their lines with the F i t  available units. 
The armored reserve, when it did finally arrive at 
the front from its rearward popitions, was com- 
mitted piecemeal. Before long, the 2nd, 21st, 
12th SS, and Panzer h h r  Divisions which com- 
prised all of the armor in Normandy were 
engaging the British. 

Rommel, on his return from Germany, realized 
the Allied intentions and planned an initial 
defensive line of all available forces, the armor to 
be replaced as soon as possible by infantry, 
allowing for the creation of a tactical, mobile 
reserve which wuld spearhead a counterattack. 
Rommel dso desired to switch his main effort to 
the American sector when feasible. If he could 
keep the Allies from threatening the crucial port 
of Cherbourge, he would be free to deal with the 
British at his leisure. Ifis plans, however, were 
foiled by the constant pressure maintained by the 
British on Caen. If Rornmel eased his opposition 
to the British threat even briefly, Caen would 
fall, and with it all of the Seventh Army. 

Rommel ordered I SS P m e r  Corps to attack 
the British on June 8, hoping to drive a wedge 
through the Allied forces with the Zlst, Lehr, 
and 12th SS Panzer units striking through Caen 
as soon as the 12th SS was in position. But the 
12th SS was delayed by a lack of fuel, air 
harassment, and a Canadian thrust to outflank 
Caen, while the 21st Panzer was forced on the 
Defensive by a British assault northeast of Caen. 
Panzer Lehr amved too late to join the battle. 
Thus, the first serious German countermove was 
abr ted .  

While this was occurring, the Americans pre- 
pared to link their VII Corps at Utah with their 
V Corps at Omaha by taking Carentm. Rommel 
ordered that Carentan be held to the last man in 
order to maintain the wedge between the Ameri- 
can forces. While it was becoming increasingly 
necessary to stop the American threat on the 
German west flank, the British would have to be 
dealt with first. Carentm was meant to gain time 
for Rommel to achieve this with another counter- 
offensive, this time by the newly-formed Pmer  
Group West under Schweppenburg, when Meindl's 
11 Parachute Corps arrived from Brittany to 
relieve the armor in the line. 

When Allied intelligence reported the cor~cen- 
tration of German armor, the British braced for 
an attack. (The Allies had no way of knowing 
that Panzer Group West headquarters were 
bombed during a high level staff conference, 
killing or wounding every staff officer present. 
German hopes for an armored attack were 
dashed, but the Allies, still expecting an assault 
that was never to come, moved up their own 
armor and dug in.) The Germans interpreted the 
Allied move as a preparation f w  a new assault on 
Caen, and they too dug in. Action in the eastern 
sector thus came to a halt. 

< .-.... 
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The Americans, meanwhile, took Carentan on 

June 11. The 17th SS Panzesrenadiers, 1 en route 
to Caumont, was diverted to retake Carentan. 
This move left the Caumont area west of Caen 
undefended, and the Americans easily moved in. 

f With U.S. forces on their right, the British I 

planned Operation PERCH to envelope Caen by ;( 
forcing Panzer Lehr away from its defensive 
positions southwest of the city with a Canadian 
attack and by a southward thrust east of Caen by 
Britjsh infantry. The two arms of the assault were 
to be joined by dropping paratroopers behind the 

iJ 
city. However, heavy German resistance and an 
advance by the 2nd Panzer Division supporting 
Lehr thwarted the attack. ! 

In the west, German reinforcements could not 
arrive fat  enough to halt the Americans. As in 
the BritM sector, units in the west were com- 
mitted piecemeal as soon as they arrived. Further, 
instead of pulling back and reorganizing in a 
strong defensive line, Hitler ordered every man to 
stand and die where he stood; there was to be no 
retreat at all. 

The Americans first pushed northward to 
Montebourg on the way to Cherbourg and west- 
ward t o  Barneville, cutting the peninsula. 

An American move to secure the flank of their 1 
i 9th Infantry was mistaken by Rommel as a 1 

southwestern thrust to cut the peninsula. He 
ordered all units to block that thrust, allowing 
the Americans to move west with little opposi- 
tion. 

It would have been natural for the remaining 
German forces to withdraw to a defensive line at 

this being the whole purpose of German opera- 

n 
Cherbourg to delay Allied access to  that port, 

tions on the peninsula. Still, Hitler forbade any , 
withdrawal, ordering his f o r m  to hold fast at all 
costs. But since such a stand would allow the 
Americans easy access northward, Hitler, on 
reconsidering, ordered a defensive line drawn 
south of Cherbourg, abandoning the already- 
planned defense perimeter for that city. The new 
defensive h e  was determined by Hitter's W y  
slashing a red pencil line across a map of the 
peninsula. 

By this time, however, German troop strength 
was depleted. Their orders to stand fast in the 
face of American onslaughts took a terrible toll. 
As a result, the remaining German troops could 
not long stand up to a three-pronged assault on 
Cherbourg. The city fell on June 29 with losses 
of 50,000 men. 
In the final installment - Part JV - Mr. 
Augenbmun winds up his thesis with The R w d  to 
Parls, the German attempts and iures to prevent 
total b r e ~ k O ~ i .  

1 



I 
The German Baltic Fleet - 3 's  Braunschweig, 

I 
Elsas, Lothringen, and Reusen equal to standard 1 
German B's; CA's Roon and Prinz Adalbert equal 

' 

Jutland Rebuttal to cl-Sq the 2a; Black two Prince; destroyer a u units equal squadron to w l o t  equal 1s; to 
I 

submarines U-42, U-74, U-75, UB27, UE29; 
zeppelin t24. 
British mine layer Abdiel, destroyer tender . I  

Oak, and S e a p I a n ~ ~  Engadine. These units , \  Six Variations may search but carry no guns, thus making them ' 
automatically sunk if attacked. They may be 'I 

b a d  at any British port without using up a 
"ship counter" factor. 

not come to each others aid when not in the The Engadine may launch 1 seaplane search 
by Raymond K. Witmer same sea squares without orders. (A task force in per game that is equivalent to a zeppelin search 

R20 may not meet one in R22 at R21 unless a with visl'bility determined in the same way. The ,: 
any fan such as message is sent by wireles. Pigeons were not pattern lasts for only two hours and must be ] ded when he read that Mr. reliable, within 12 squares of the ship. 

of the Gemw' Let's take an example to show the rnechanim In addition, the British get two submarines 
a cumbemme3 drawn Out of the rule. When an order of any kind is sent, whose course and ached& must be plotted 

ed more often by luck than by the G e m n  player must tell the British player b e f m  the g-nme and never changed. They had - this man has never the exact message, word for word, and the square radio trouble all the time and didn't find out 
the Grand as it from which it was radioed two hours later. The about Jutland till they reached port on June 7. 

915, and U.L. Parsey's History's Greatest 

broadside range, 
but ship C is. 

enemy sorties, a chain of direction finding sta- identification and communication that far sur- 
tions had been built to locate German ships by passad her rival's white lights To make things 
their radio signaling. The bearings, which were even worse for Britainia, only the Germans had 
supplied by Fmding the intersection of two or starshells, an invention so new that the captain of There YOU have it. I find th 
more of these stations' intercepted mesages, were H.M.S. Canada entered into his log the foliowing a great &ame even better. If y 
soon augmentkd by a much more fruitful method statement: have also designed a Jutland 
after the German cruiser Mogdeburg was wrecked "The enemy was making use of white f ~ e b d l s  counters for the navies of Fra 
on the shores of the Gulf of Finland on August for some purpose or another." 

translating enemy sailing orders almost as soon as combat if they sa desire. 

Aggressor Homeland 
224 h c o l n  Ave. 
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The D-Day 
by George Phillies 

Readem of Panterfanrst Magazine selected "The 
D-Day Thesis" as the out~tanding arsicle uf the 
past two years rafter i t  was published in Panzer- 
fausa several years ago. Due to' Iimited circu btion 
only a handful o f  subscribers couM hove read it. 
With the kind permfxsion of editor Donald Green- 
wood, we are reprinting this masterpiece in u 
two-pwa series beginning wi%h this issue. Author 
PkiIlies is a post%rod student at MIT which might 
account for the exceilen~ display of AH games 
down the street from him at the Harwrd Coop. 

D-Day is a much more difficult game to handle 
than Staiingrad. The main reason for this is that 
the rules are significantly less well defined. As a 
result, discussions of the game (strategies & 
starting lineups) are of relative lesser value - 
most pIayers don't make adequately clear the 
rules they have been using. 

Mapboard: There are 2 maps in general use. In 
the 1961 map, squares 112-11 5 are an impassable 
lake; in the '65 map these are islands (rivers on 
all sides). There are also 2 grid systems, both 
from AH. In one the board is lettered A-UU 

across the top and numbered 1-49 from NE to 
SW. In the other system, the board is numbered 
047 across the top and lettered RR-A from NE 
to SW; A being Bordeaux and squares SW thereof 
being left to the individual players (ZZZ-WV?) 

Pieces: There are some sllght changes in Allied 
unit numbering between the '61 & '65 version; I 
am advised that the total number of allied units 
is unchanged. An early version of the battle 
manual with photograph of a set-up board ap- 
peared to show combat factors on the Allied 
Corps Substitute courlters; I've never seen such 
pieces, nor have 1 encountered their use in PBM 
play. 

Combat Results Table: The 1961 game used 
the old "slide mle" CRT, with 2 sliding pieces of 
cardboard to determine odds. It tended to pro- 
duce more arguement than resolution, especially 
at  odds like 59-30. The new CRT eliminated this 
problem. However, under the original '61 rules, 
odds greater than 6-1 were treated as 6-1; odds 
under 1 6  were treated as 1-6. This has modified 
with time SO that many players using the '61 
rules have an "Odds greater than 6-1 are Auto 
Elim for the Defender. Soakoffs at less than 1-6 
are permitted but are an avtomatic Elimination 
for the attacker". The '65 rules and '61 rules 
with the new CRT, forbid soak-offs at less than 
1-6. 

For a while AH discouraged the use of HQ 
counters except as play balance measures. When 
this was changed it did not gain wide acceptance. 

Invasions: Except in the '65 basic game, the 
allies have 2 invasions. Some players require that 
the 2nd invasion come on the 9th week, others 
require that it come by the 16th week, and ya 
others have no cutaff date. In all of these, a 2nd 
invasion is allowed - not required. 

After the first week, there is disagreement as 
to which squares the Allies may use for landing 
troops inside the invasion area. I note the 
following alternatives: 
1. The allies may land on any square in the beach 

Thesis 
area not blocked by the Germans (i.e. not just 
the ones with arrows pointing to them). In 
alternatives 2-7 Allies may only land on squares 
with arrow pointing thereto. 
2. The allies may land on any square not 
physically blocked by the Nazies. 
3. In the case of No. 2, the allies must have been 
the last to physically move through the square. 
4. The Allies may not land on any square in the 
German's zone of control. 
5. Same as No. 4, except the Allies may land on 
such a square if it is in their zone of control. (Or 
as sometimes said: The allies may Iand on 
disputed squares.) 
6. Same as No. 4, except that the allies may land 
on such a quare  if they have a piece on the 
square already. Note disagreement as to whether 
piece landing must stop on the square or with- 
draw, as if they were on the square at the start 
of the turn. 
7. The Allies may land only on squares not in 
G e m  zones of control which they have already 
moved through. (Stated, not without ambiguity: 
"No landing on disputed or uncaptured squares)". 

Cases 7 & 5 are the most common. After the 
first turn there is disagreement as to whether 
Allied units being landed must stop on the 
beaches or may move inland at once. So far as I 
know this question has not been applied to the 
first turn. The "move inland at once" interpreta- 
tion is more generally followed. 

Supply: The rules require that the Allies must 
move through a square before it may be used for 
supply. Othenviss, 4-7 above apply, with Nos. 6 
& 7 being the most popular. 

Inland Ports: Inland ports outside of the 
invasion area may usually be used to land troops. 
There is disagreement as to the rule regarding the 
rate and I note the following: 
I .  Two divisions /port /turn. 
2. As many divisions /port /turn as could be 
landed in the original invaaon m a  (e.g. if the 
invasion was in the Bay of Biscay, 4 divisions 
/port /turn could be landed.) 
3. The total number of divisions which could be 
landed per turn is the numba which could have 
been landed at the invasion beach or beaches if 
there were no German interferences. 
4. The capacity of an inland port is the capacity 
of the beachhead in which the port is located. 
(Note ambiguity in North Sea.) 
5. Thme is no limit on the capacity of inland 
ports. 

Numbers 1, 2, & 4 have been the most 
frequently used. Inland ports are often opened 
more casually than the rules require. The require- 
ments are: . . 

1. The Allies must move through every square 
with the letter of the port in it. (Note the 2 
separate 'A's' in the North Sea.) 
2. The Allies must have undisputed control of 
the port city and of all the lettered squares. 
There is arguement over whether or not the Allies 
have undisputed control of a square if they have 
a unit on a square but in a German unit zone of 

control. The consensus is apparently negative. 
Replacements: The original rules do not. make 

clear the rate at which HQ's may be replaced. 
Taken literally, the rules indicate that there is no 
cost to replacing HQ's. Many players modified 
this to treat HQ's as if they had an attack factor 
of 1 for the purpose of replacement. AH then 
mled that HQ's could not be replaced, but this 
rtlteration is not yet in universal use. Note that 
Static divisions (1-2-2) may not be replaced in 
the '65 rules. 

Combat: In the early sets of rules, units were 
doubled if they were 1 sq. away from a river and 
attacked by units which simultaneously cromd 
the river and entmed the defender's zone of 
control. Units on a mountain square, attacked 
from across a river were tripled. These have 
disappeared. Some early rules implied that units 
in a stack defended as a stack. It was not legal to' 
hit 1 unit in a stack and soak-off against the 
other units.. This reading has disappeared. While it 
is not explicitly stated, it is generally assumed- 
that fortresses attacked from oman and land 
squares double rather than triple. 

attack and defense factors. This proposal, sue 
gested by Mr. Carl Knabe, is not widely en- 
countered. 

Another combat problem arises on invasion, 

In her article "Hit and Hold" (Nov.-D 

strategic end. 
The attacker's goal, especially in Stalingra 

Bulge, and Waterloo to a lesser extent, 
achieve a strategic breakthrough and then e 
it. STRATEGIC BREAKTHROUGH is the 
tration of the enemy's position in depth. 

of this breakthrough in force, with the ulti 

SIS will cause an enemy collapse frtster than 

casualties and material loss. 

that must be held. Any significant breach in 
line will cause a massive disorgunfzad withdra 
favoring the rapid movement of the attacker 
fluid situation. 

StaIingrad is perhaps best suited to this stra 
gy. I say strategy, because Hit and Hold must 
applied in force, simultaneously over a relativ 
large but unified portion of the front. TO 
otherwise would only achieve small punch-ha 
in the defender's line, which wuld not 
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turns. Which German units must be attacked by 
which allied units? AlIegedIy, AH has ruled that 
allied units must fight defending German units as 
a stack, rather than soaking off against some of 
them. This dug was not consistently maintained 
in the '61 rules. In other variations, Allied units 
are not required to fight German units as a stack, 
rather than soaking off against some of them, 
inland andlor German units which have been 
attacked from the sea. These variations are of 

. limited circulation. 
Strategic bombing: Ignoring those critjcs who 

argue that strategic bombing is more powerful 
than the H bomb, AH has reently (and prefer- 
ably permanently) eliminated the great ambigui- 
ties concerning the legal uses of this weapon. 
Rwioudy it was not obvious as to whether or 
not the allies could bomb a target and then on 
the same turn launch a ground attack on the 
poiit. The present ruling is that bombing may 
not be used against German uniB in Allied zones 
of control. By extension, German units in a 
fortress or behind a river, if being attacked, may 
not be strategically bombed. 

One other problem remains. Due to  advances 
after combat, it is possible fm Allied units t o  end 

, up next to German units not permitted to move 
because they were bombed the turn before. These 

,- units must fight, but there is disagreement as to 
, whether they stay in place, retreat, or are 

destroyed if an A Back 2 is rolled. 
It is unfortunate that so much space must b 

waded on rules; however, particularly with the 

'61 version of the game, AH'S "little old grand- 
mother locked up in the basement", ha9 been 
somewhat er~atic in indicating the rules.. Lest 
there be any doubt raised, almost all of the above 
have allegedly been stated as the correct rule 
interpretation by AH. I will give one further 
example: the paratroop rules. 

While it is well known that 1eapfroMng (drop 
ping a paratroop 5 squares from the nearest unit, 
then dropping another paatroop 5 squares from 
that, etc. aU on the same turn) is forbidden, there 
is a definite inconsistency. as to whether para- 
troops may land adjacent to enemy units but not 
in their zones of control (as behind rivers or 
around fortresses). The President of Das Kriep 
spiel Bund, which until its dissolution had never 
been defeated in DDay, informed me that of 16 
letters from AH, 7 said 'yes' and 9 said 'no'. By 
majority vote (look at early question columns in 
the General) the Allies may not land paratroops 
adjacent to German units regardless of terrain. 
The situation apparently has been revemd in the 
'65 version, although this did such damage to 
play balance that AH may have reversed them- 
selves on this decision too. 

The above will hopefdly clarify any discussion 
of strategy and tactia. In future sections I will 
discuss general strategy and tactim as applies to  
terrain and specify plans for German defenses - 
for this I invite readers to propose defenses for 
analysis. Please indicate rule interpretations used. 

Write George Phillies, 101 O a k ~ o v e  Dr., 
WilliamsvjlIe, N.Y. 1422 1. 

kthroug h = Strategic Paralysis 
By Mark M. Lowenthal 

b 
3 exploited to their full extent. However, using Hit 
7. and Hold in three or four places along a close 

part of the front wiIl create a large gap. 

' 
This strategy is most applicable to Stalingrad, * particularly on the wider southern front. It might 

be advisable to do this late in the winter when 
: you are assured of at least one more month of 

limited movement. This will prevent the Russians 
falling back easily to a new line if the break- 

- through is not as large as was hoped. With the 
i onset of spring, normal movement will allow 

rapid exploitation. 
Once breakthrough is achieved, the Russians 

have three options: I) To form a new continuous 
line, 2) abandon Stalingrad, 3) abandon Moscow 
and Leningrad, whose defense makes them a 
unified target. The first option will probably be 
beyond Russian strength, and the third strate- 
gically inadvisable. Let us therefore presume that 
Stalingrad will be offered up, even as a lure to 
take pressure off the North while a new line is 
forming. At this point the German should apply 
the INDIRECT APPROACH, also developed by 
Liddell Hart. This means weakening the enemy's 
wil l  to resist without direct assault before the 
Unal decisive onslaught. In the situation created 
above the German is expected and tempted to 

operation should not be made on a pure Panzer- 
infantry basis. Most units, both Panzer and 
Infantry, should go north. In the ideal situation 
nine 4-44's should be sufficient to occupy 
Stdingrad, or at least tie down any Rusian 
troops active around or in the city. 

In the meantime, the Northern force should 
cont inue a t  tacking, achieving STRATEGIC 
PARALYSIS by cutting railways. The main thing 
is never to let u p  on the retreating Russians, 
allowing him time to organize a good defensive 
line. By failing to attack Stalingrad in force the 
German cm stampede the Russian into hastily 
made lines and even into panic. It should be easy 
to achieve 3 to 1 attacks. A h  remember that 
this i s  taking pIace during the summer months, 
when movement is not imaeded. 

Thus, although Hit and Hold is clearly a 
tactical operation, it can be properly executed 
and developed into a successful strategic maneu- 
ver. Used along a wider front this tactic can 
achieve STRATEGIC BREAKTHROUGH, which 
should then be followed by EXPLOITATION in 
force. This will lead to STRATEGIC PARALYSIS 
causing rapid mllapse in itself, or leaving the 
attacker with the various options of INDIRECT 
APPROACH. 

attack the easy target of Stalingrad, cutting 
Russian supply by a third. Using the indirect 
approach, the German should divert his strongest, Mark M. LowenthaI 
fastest units (Panzers) toward the North, while Child Hall 101-A 
the slower infantry units proceed virtually un- Harvard University 
opposed eastward. The perfect split for this Cambridge, Mass. 02138 

Gettysburg 
Like it W a s  

By Stephen Tang 
, , 

Recently in the General and other wargaming 
magazines, there has been an upsurge of articles 
on one of the oldest games of the Avalon Hill 
line - Gerrysburg - and'how to revise it. 

The two most common revisions are partial 
dimination and artillery fm. The fmt  I have no 
quarrel with, it is wholly j-ustified. The second 
however, has been the ~t mangled change in 
the game. The article R few issues ago by Mr. 
Grimmett would make Gettysburg into an artil- 
lery slugging match. Infantry would take a back 
seat to long-raqe doels. Not only h this totally 
unrealistic, but if also detracts from Gettysburg's 
high level of playability. In S&T magazine, a 
good system was developed by Mr. Dotson in 
which three "hits" equal 'one' combat. factor. 
However - I submit that Avalon Hill is right for 
once - that artillery in the Civil War was 
effective only at close range. 

At the battle of Gettysburg, the Union Army 
was equipped about half - half with Parmtt and 
3" rifled cannon, and with 121b. Napoleon 
smoothbores. The Confederate Army was similar- 
ly outfitted. The rifles were built for long-range 
fighting and counter-battery F I  missions. They 
almost always fired roundshot for the greatest 
accuracy (you can not rifle canister and grape 
shot because of the lack of a metal casing). The 
twwdeep ranks of b t h  a~mies and field-pieces 
were extremely vulnerable to this type of fire. 
However, the troops under fire would usually 
take cover and thus avoid heavy casualties. The 
only time rifles were great devastating to  person- 
nel, was when the enemy advanced in open, 
massed ranks: perfect targets for the accurate 
rifles. Fickett's charge is a gmd example of this. 
The Napoleons were used for the opposite pur- 
pose of the rifles as they lacked sufFrcient range 
for effective long-range fire. They were packed 
full of canister, a canvas bag filled with steel 
pellets, and fired point-blank against charging 
cavalry or infantry like a giant sawed-off shotgun. 
Hub-to-hub, the Nawleons would become a large 
factor in repelling an attack. The work of the 
rifles and the Napoleons can be lumped together 
into one factor for closerange firing. In other 
words, the wiginal artillery rules are the best and 
the most realistic. The largely ineffective long- 
range artillery ruks are omitted. 

In closing, the only time when artillery caused 
signiftcant casualties, was when the enemy was 
attacking and at closerange. 
Stephen Tang 
1533 Silverwood Terrace 
Los Argeles, California 90026 

References: 
Glory R d :  Bruce Cotton 
They Met At Gcrrysburg: E. J. Stackpole 
Guns A t  Getfysburg: F. Wowney 

The latter is especially helpful in that it has a 
complete artillery ord-f-battle for both sides 
down to guns u s d  in specific batteries and 
complete information on all pieces used. 
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Tactics of Defense 
by Thomas Fowler 

"Russian Defensive Tactics'' is Mr. Fowler's 
sequel to his w@dI-r@cadved amtick "Earbarossa" 
that appeared in the Sept-Ocs 69 issue. Here, he 
approaches the placement of units on the playing 
board in a more anadyt id manner. While the 
game's Battle Manual includes many examples of  
offemive play, there is nothing concerning defen- 
sipe armngments. Fowler makes up for that in the 
following, the concepts of which may be applied 
squol~y weII to all AH games. 

One of the accepted Principles of War is the 
idea that victory can only come through offensive 
action. However, in some situations it is necessary 
to initially take the defensive until your resources 
can match the enemy's. Such is the situation in 
Stalingrad. Many articles have appeared wncem- 
ing strategies of action in this game but none 
have discussed the tactics necessary to carry out 
these strategies. 

The Russian player has all the disadvantages of 
a defender. The German panzer corps with their 
mobility can strike at quite a variety of places 
during any mwe. The attacker has the choice of 
time and place, so the Russian must cover the 
entire front, placing his strongest units at the 
most vital points. 

In the board game of STALINGRAD, players 
are constrained by the use of unit counters 
representing entire corps and by the hexagonal 
Layout of the map. Because of the hex layout, a 
defense line can be oriented in only three 
directions: north-south, east-west or diagonally. 
Because of the geography and direction of Ger- 
man advance, the east-west lime would probably 
be only rarely used, the north-muth line occa- 
sionally, and the diagonal line quite often. 

To form the strongest possible line, all units 
should be mutually supporting - that is, with 
their zones of control overlapping. For example, 
in a diagonal l i e  as shown in Figure 1, an attack 
on any one unit encounters a zone of control of 
an adjacent unit, requiring a soak-off. 

The attached figures illustrate the possible 
configurations that defense lines can take. Double 
squares indicate units stacked two high. The 
defender must antidpate the fact that the Gw- 
man can attack with a stack of three panzer 
corps totalling up to 24 factors on one hexagon 
Thus, in open country, the Russian must expect 
to allow a German attack at possibly 4-1 odds. 
However, by setting up the defense l i e s  proper- 
ly, no German attack should be possible without 
a soak-off also being required. Thus the Russian 
can force a battle of attrition which theGerman 
cannot afford. 

The entire Russian front will probably be a 
combination of the following c o n f ~ r a t i o n ~  
varying according to the terrain. General princi- 
ples which should be followed are: 

1. No unit should ever be in an exposed 
position without another unit covering its flanks 
by means of zones of control. Fknks of a line 
are most vital and should be anchored as firmly 
as possible. 

2. Always defend the shortest possible line in 
order to concentrate the available defending units 
as much as possible. River lines, despite their 
effect of doubling defense factors, are only a 
liability if they cause the line to be longer !ban 
necessary. 

3. Never retreat more than necessary. Time is 
on the Russian's side, so moderate losses can be 
accepted in any turn as long as reserves or 
reinforaements are sufficient to build another lime. 

CONFIGURATION j 

Confwration I :  This is probably the best ar- 
rangement because at least two hexagons must 
always be used by an attacker to achieve 3-1 
odds. Thus, wen if three panzer corps are used 
to attack one Russian corps, the overlapping 
zones of controi of the defender force the 
German to soak-off against two flanking Russian 
corps. 

Conj?guration 2 :  This arrangement is not as good 
as the f rs t  since three panzm corps can con- 
centrate on one hexagon against one of the 
doubled defenders. The attacker still has another 
hexagon available which is not in a zone of 
control of flanking defenders in order to attack 
the second of the doubled defenden. 

Configuration 3: This is probably the best ar- 
rangement assuming that the flanks are well 
anchored. It is really a combination of two lines 
of Configuration 1. The unit at the apex, marked 
"x" can actually be placed elsewhere on the line 
to bolster a more vital area, since units '5." cover 
each others flanks. 

Configurntion 4:  It may be necessary to take this 
arrangement in order to hold vital terrain. Al- 
though the flanks are made up of diagonal lines 
with good strength, the point is extremely vulner- 
able. This point unit should be a 7-10-4 or a 
6-96, preferably with one of the flanking hex's 
containing a stack of two corps. 

Confagumtion 5 :  This is a modification of Con- 
Fguration 4 when possession of the terrain within 
the zones of control of the point corps is not 
vital. In this set-up both leading hex's contain a 
stack of two corps and protect each others inner 
flank. This should be used in preference to 
Configuration 4 whenever possible. 

Configurntion 6: This is a reasonable configura- 
tion for a north-south line since it forces at least 
one xlakqff. The German wuld concentrate a 
maximum of 9 corps against any one Russian, 
but would have to soakdff against both flanking 
stacks of two defending corps. 

Configuration 7 :  This set-up is poorer than the 
previous one for a north-south line since a panzer 
army can concentrate against one of the exposed 
points without any soakaff required. 

One Anal comment on reserves. In regular 
combat, reserves are held behind the front and 
used in counterattacks. However, in AH war- 
games, the attack is over with the roll of the dice 
and reserves behind the front cannot affect the 
outcome. Therefore, all reserves on a particular 1 
front should be placed in the front line, increa~ I 
ing the sizes of the stacks at vital positions. ; 
Occasions do arise when some strategic reserve 
should be kept in a central position when there is 
danger of strong attacks at widely separated 
fronts. From a tactical standpoint, however, all 
local forces should be concentrated in the front 
line. 
Thomas Fowler 
1277 Pebble Road 
Ottawa, Ontario, Canada 
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Blitzkrieg 
by Richard Willey 

As you and an opponent begin another excit- 
ing Avalon Hill game, a third player arrives who 
would like to join in the combat. What do you 
do? Subordinate commanders; sure, but I've seen 
bigger fights between some subordinate com- 
manders than between some enemies. A three 
player game? Avalon Hill has one of the b a t ;  
Blitzkrie~ the three play- game. 
SETTING 

After Big Red and Great Blue eliminated each 
other with nuclear weapons in the last war of 
Blitzkrieg, there was a power void in which three 
of the five minor countries in the center of the 
board emerged as power blocks. These three 
countries which have equal a d e a  and equal 
economic capacity are about to unlease a struggle 
for power that will rival even that of the last war 
between Big Red and Great Blue. 
Rums 
The Blitzkrieg map board is used along with 

the red and blue units from Blitzkrieg, and the 
blue units from Stalingrad. All BASIC GAME 
instructions are used with the exception of the 
following: 

1. Only land movement is allowed. 
2. Only one unit per square; no matter what 

size. 
3. Units must stop upon entering an unfriend- 

ly city. 
4. Cities must be garrisoned to be considered 

friendly. 
5. Break-through Artjllery units have a value 

of six (6) for replacements and in ex- 
changes, although still attack as an eight (8) 
and defend as a four (4). 

6. No substitution units are used. 
7. BASIC TABLES are used to resolve com- 

bat. 
8. A player may never use other than his own 

units 
9. Once a player loses all his units on the 

board he is out of the game. 
ECONOMIC CAPACITY 

To determine economic capacity the player 
counts the number of city squares, including 
home cities, in his zone of control and connected 
to a replacement city in his home wuntry by 
transportation lines and friendly cities. Four (4) 
combat factors are then added to this count and 
this represents the total combat factors available 
in that turn as reinforcements. 

1. Reinforcements gtart in any undisputed 
home city and may be stacked when placed 
on the board. 

2. Combat factors may be accumulated from 
one turn to mother. 

3. Dead units are added to reinforcements 
stockpiles. 

LOSS OF THREE CITIES 
IN HOME COUNTRY 

Irregardless of how many cities a player has 
garrisoned, if he should lose more than two citiea 
in his home muntry, until he haa regained 
control, he has the followhg W d i o n s :  

1. All reinforcement capabilities are  halted. 
2. Treaties and alliances are broken. 

3. All units must be withdrawn from cities, 
attacks, and defenses in neighboring coun- 
tries to aid in re-establishing control of his 
home base. 

PLAY 
1. Decide which three minor countries me to 

be used and place any of the three different 
groups of units in each. Assign a high and a 
low to two of the three countries. 

2. Each player rolls the die once. Hgh receives 
the country assigned as high and its units, 
etc. . . . 

3. Initial treaties and alliances, if any, are 
negotiated. 

4. Each player rolls the die once again. High 
plays fnst; low, last. 

5. The first player places hi units totaling no 
more than one hundred combat factors 
anywhere within his home country. Second 
and third players do likewise in their 
portion of the turn 

6. The first player receives reinforcements, 
moves any units he wishes, and resolves any 
resulting combat. Second and third glayen 
play in like manner in their portion of the 
turn. 

7. Play continues according to step 6 until 
there is only one remaining player. 

Richard WiUey 
90 Sunnyside Aenue 
Holden, Mass. 

On Calculated Risks 
Far tm often have I seen well planned and 

executed plans go up in amoke because the 
strategist refused to  take a &. Much too often 
does such over caution spell disaster for any 
stratagem no matter how well conceived it k and 
no matter how perfectly it is executed. I t  seems 
that such wargarners have a dread fear of having a 
hole in their line or in leaving troops out on a 
limb, except when they have no doubts to their 
opponents ability to a d  

Perhaps the most famous instance of what ovw 
caution can cause was during World War I1 in 
Russia when Hitler halted the advance of his 
panzer spearheads to  allow the infantry to  mtch 
up because he did not want to lose his armor 
concentration& As you know this cast him the 
ewy mizure of Leningrad. 

Yet no matter how loud history speaks, or 
anythmg else for that matter, wargamers still 
%ern t o  believe tbat one should never do any- 
thing which might entail risk or that might give 
you opponent a better than wen chance of 
turning the situation to his favor. Fear of taking 
risks on the German's part helped turn the war in 
Prance during World War I into a war of attrition 
and in turn cost them the war. It does the same 
thing to wargames. 

First of all I should explain what I mean by a 
calculated risk. Calculated risks are instances 
where by puttin$ your troops, your line or even 
the game, in a dubious position you stand a 
relatively good chance of succeedhg in amm 
p W m g  your objectives. Apparently there is a big 
difference between taking a calculated risk and 
wrnmiting suicide with your troops for a m e  
ments respite. Nor is it doing something and 
knowing that your opponents reaction to it will 
preclude any advantam you might have gained 
from it. And of coww it is ridiculous to  
endanger your own troops when some other 
better way is available that doesn't entail such a 
great risk. 

But then when do you take such r i s k s ?  When 
is it the nght time for you to  suddenly dart 
behind the enemies lines with your troops know- 
ing that the odds of him reacting in the m e r  
you desire are bss than S&501 When is the nght 
time to make that paratroop drop behind his 
lines when you h o w  that the chances of their 
survival are not the best? The answer, quite 
simply, is anytime the situation presents itself for 
quick action. How many times has your o p  
ponent left a city open, knowing that you will 

deem it too riaky to  attemp,t to seize it by his 
conservative wzrgaming standads only? It is in 
this kind of situation that taking that risk may 
very well pay off. 01 how about when your 
armored spearheads have outrun the rest of your 
army? Instead of waiting for the rest to catch up 
it could be worth your while to keep them 
moving wen though the situation wuld get quite 
premrious. Remember your opponent is only 
human and if he is as cautious as most w w m e r s  
me he may not see that what you have done is a 
risk on your part. Quite often he win be fooled 
into doing what you want by not understanding 
the logic of your moves. 

Surprise is a factor inherent in all risks in that 
usually no one expects such things to be done, 
this factor alone adds greatly to  the chances of 
success, even if your opponent is prepared. 

The one dtuation in which the greatest risk is 
entailed and turns up in all wargames is that 
which i~ caused-by rapid advanws - the exposed 
flank. In almost all cases the rapid movement of 
armor always has a tendency to leave the slower 
moving units behind, so that at the end of the 
turn the annored units are in a poaition to  be 
surrounded. For this reason many wargamer8 shy 
away from quick advances by their armor and 
employ in its place a slowly advancing front 
composed of all units in unison. While this may 
be the safer method and the one that entails the 
least FiSk, it is perhaps the one great factor that 
loses games. 

Not only is the wargamer ignoring the true 
principles of the blitz- but he apparently is 
giving his opponent an easy t i m e  in which he can 
regroup and counterattack. Instead of this he 
should be using his armor as the spearhds ,  
driving deep into enemy territory. One shouId 
not wony about being cut off no matter how 
deep he has gone. If you have chosen your areas 
of attack carefully and made sure that your units 
would not be cut off hopeIessly (Remember the 
'Calculated') the risk ahould not be too great for 
you to b m .  Your casualties may be higher but if 
you are the bast bit lucky you should come 
through on top. 

To sum it all up, a policy of Calculated Risks, 
by which one takes chances he oth& 
wouldn't, can lead you to  victory more often. 
Michael. Palumk 
80 North Street 
Rye, New York 10580 
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l OPPONENTS WANTED ADVERTISEMENT Club Registration I I Please print or type your advertisement on the spaces provided below, maximum - 
8 .  

I All Avalon Hil l  clubs are urged to i (including your name and addreaa) 35 words per ad. 
; register officially with The General. 

I Those who have reg i s tered  previously I 
: need only to complete the form in the 

1) event of an address change. 1 I 2 3 4 5 6 7 

I 

Mailing Address 
I IS 16 17 1 8  1 9  20 2 1  

I -  I 
Name of Newsletter or  Mag. ( if  any) 1 22 23 24 25 26 27 2e 

I : I 
3. 

Total Membership 
1 29 30 3 1  32 39 34 35 WORDI 

i ! All ads are inserted as a free service to full-year subscribers. Only one ad per 

I subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
President's Signature f (  I however, subscribers may re-submit the same ad, or new ads, for each succeeding 
Check One): 1 issue. Ads received after the 15th of the month preceding publication will appear 

,i - This i s  a first time registration 1 in the following issue. No ads will be accepted unless printed on this form. 

This is an address change registra- I -  
I - 

This Issue's Best??? 

Don't forget to vote on what you consider are 
e three best articles in this issue. . . record your 

selxtions where prov idd on the Contest Entry 
Blank below. 

Subscriber 

I full-year subs~riber. As soon as you have a m m u -  
lated 4 such coupons, you are entitled to a $1.00 
discount applied to the purchase of any Avalon 
Hill merchandise; including games, play-by-mail 
kits, parts, and copies of The General. Each 
coupon is worth 25 cents. However, t o  be valid 
your order must bs accompanied by a minimum 

' , of 4 coupons ($1.00'~ worth) per order. Of 
bL. course, YOU may send along any number above 

the 4 minimum. No photostats please. . . 
d 

GOOD TOWARD THE PURCHASE OF A L L  
AVALON HILL PRODUCTS 

1' B SAVE THIS COUPON 

PRODUCTS 

JAN-FEB 1970 

CONTEST NO. 35 
I 

The front cover of this issue protrays many o f  
I the g a m s  Avalon Hill has stashed away down in  
1 ib "futures" warehouse. The object of this 

contest is t o  guess which two of those games 
I displaysd will be Avalon Hill's next releases. 
1 Simply place a check mark next t o  the two 
I games of your choice. In addition, in 25 words or 

less state why you think Avalon Hill has decided 
I upon these choices. 

A l l  sntries must be postmarked no l a t ~ r  than 
February 15, 1970. Ten winners will be named. 
A l l  entrants must list what they feel are the three 

/ k s t  articles of this issue. This selection has no 
( bearing on the wntest results but entries not 

bearing this information will be voided. Sorry, 
I only 1 entry to a subscriber. 

( Members of current Avalon Hill Consumer Test 
I Panels are not eligible. 

Title ( Check Here 
1 Asleep 

Basketball Strategy 

Bunker Hill 

Camp Follower 

Coffee Break 

Conglomerate 

France - 40 
Korea 

Kriegspiel 

Leyte Gulf 

Luftwaffe 

Penn-Central 

Tannenburg 

The Stock Market Game 

Trench Foot 

I Awlon Hill has selected there two pmes because 
I (25 words or less) 

, - 
f .  - t.4 .." ," 

Headlines of 3 BestArticles:  I 

l 
1 Address 

-- r 
1 city State 
i ..--- 



THE GENERAL 
Dear Sirs: 

PAGE 14 

Dear Sir: 
. . . h e ' s  my sin cents worth regsrding the AH 

Philowhy - Part 17. 
You want to know why %'canal' bombed? 

Play it1 Both playerr diddle awhy w much time 
by constamly rstsning w their Casualty Redue 
tlon Pads In order to detrrmim actual unit 
strength, that, after w r a l  hwrs of plsy, It 
bacomss a pain in more place& thm ona While 
the concept of slngle combat faetor reduction is. 
of course, ideal, the mechanics, as used in 
%'canal: are self-defeating. 

Now my rwlution - among thwsands (hun- 
dreds maybe?) - would be to utillze the St6p 
Reduction system or Unlt Replacement counters, 
i.e., slmply change the meehan[u, not the idea. 
Dismunting ths Reduction Pads, 'G'ranal' is a 
gwd gsme. 

While pretty box* {package d M p )  rnav mil 
games to the general public. I don't believe they 
hwe much effecl on the Har&Com. Also. L ag-ee 
with Simonsen (ran '$&T', SeplOct issue] about 
your 'Anrio' psckaae h i g n .  

Shame on you for m t  publihing 'Bull Run': 
obviously y w r  outfit is run by Damn Yankae 
'provocateurs' - why el- would you have with- 
d r m  'Chancsllwwills' from ths mrkff. WdI. 
meybe, wlth the rsur(pm of 'Gettysburg', you 
might decida 
M. E. Malone 
10520 SE 2Xth  
Kern, Washington 98031 

To the General: 
We of the IFW wish to express our thsnks and 

spprecimion to Avalon Hill for the kind and 
mrnderful cwerage they g m  our convention. 
William Hoynr 
Prealdent, IFW 
4658 N. Sp ld ing  Aw. 
Chiago, 111.60125 

Dwr Editw.in-Chief: 
Becauw of the large amount of mail thst I 

hsve b m  rncsiving mntalning questiom on my 
club, I would apprecia your publishing the 
informwlon below: 

Tha Playmate Club was created for mature 
wargamsn i%ho have a mature attimde towards 
woman. Although the club has been in existence 
far swersl weeks, it will m t  officially be func- 
tioning for at least a few months. Each girl in h e  
club was personally picked by me and tau@t 
how m play two &lmple A.H. Wargnmes - 
Bismarck and Afriks Kwps. As for how the club 
opwnt~ ,  each Bunny is aM(plad M s member for 
a FTF or a PBM. I f  It's s PBM, the m b e r  gets 
s plcture of her. The FTF playnrs mn ask the 
Bunny for a dam. She Is then aspigned to another 
member for anothsr gama For all this fun, there 
am yeafly dues part of which go to the girls. I f  
the club is succ~pful, ths Playmate Magazine wlll 
be publirhed In the future. In conclusion, anyone 
wanting further information or whu has a q u w  
tion wncsrning me club, please Include a 
stamped =If-addr~aed edvalops and I will gladly 
send a reply. 
Dan Carman 
Prerident of the Playmate Club 
Box 1118 
Villanwa U.. Pa. 1 W 4  

Guntlermn: 
A few months ago I p u r c h d  a -me called 

"BatUe of the Bulga." I wrote a letter criticizing 
the mtire concept of the game. I received w ~ m l  
letters from your rm6t fanatical follower% ell but 
one we6 infantile but sach war flllad wiih 
mmusiasm I took a seeond chmoe and boudIt 
morher unrevid gnme. Now I must mrnmend 
yw. "BlitzkrieQ" is truly a worthwhile challenge. 

Jim Youno 
R o y a l ~ a L  - Apt 8 
12B3 47a Ave., S.W. 
Tmma, W&. W490 

Gentlemen: 
Thank you vew much for all tlle excellent 

Parade artlcles md the intereating Life adds. 
You can be sure that meEs materials will plsy an 
importsnt role in our upcoming "publicity" cam. 
reign for AH wargams. Conearning t h i g  point 
I'm aorry that a heavy emmtterm paper s~hdu le  
a t  this timu precludes me from IauMlng thls 
csmpign now, as I would have liked. Anuthar 
faetor which affected thls deelslon was the delay 
in arrival of the gamsg from the Cawdian 
Merd-mlwllsen in Ontario (about 5 weeks). How 
war. I just recaived word mdsy that the game. 
h m  arrived, so we'll be in gwd shwe afw 
Christmag "supply-wise." Of course, during the 
wt 4 5  weeks we hava bwn developing a 
"har&wrer' of marpmers, so I look forward to a 
&uccm6fuI Nnw Year up here. 
Mark Teehan 
Saundrie 
Marlbwou& Woads 
Halifax, Nova ScMia 
Canada 

Gmtlemen: 
When pleying wsrgames. I hava always found it 

difficult W extract a unit or stack of unit3 from 
the playing board when several bunches of units 
are mamd together. I always s u m d  in disturb- 
ing neighboring un iq  mming counten off their 
positions and lvlocklng stacks down. 

While enguaed in Bliukriq, an idea wddenly 
occurred to me. My rolutlon to the above 
problem - which I am sure I sham with many 
others - worked $0 well thst I am padng it on 
to other wargarners through The Genemf. 

Very simply, whsf I did w a  w take a pair of 
square-tlpped stemp ten@, and, by modifying the 
opaning angle. I convened tRem Inw a Unlt 
Extmttor. 
Alan Augsnbraun 
1755 Ocsan Parkwav 
Brooklyn, N.Y. 11223 

Gentlemen: 
I have just a few mrnrnents on your mapazinc 

What's this Avalon Hill Philosophy? It looks like 
It has been (plng on forever Ithree yesfa). It 
rwundd like something out of MAD magazine. 
well I* me see here ws dank row corn, then 
we did some wok, then we drank some coffee, 
brother1 Now we know whom ofIlce expenses go 
to! The next article I cwld have gotmn wt of 
The L m p t  Lliry, or lnvedlon 7W4, or m?n 
Rommel's mernoira The next one on play bl- 
a m  really p q  good, but again you can figure 
i t  out by yourself, m e o n e  doesn't h m  m tsll 
you. The article on Formetlons at Jutiand was by 
far the k t ,  almou& I didn't really understand 
it, (I don't play Jutlandl it lwked like he put a 
lot of wwk lnto it. The dnurlnp were the bed 
I've ever m n ,  and he wen had references! Thai 
rwtlcle on Defenw was pretty goad, lscking in 
nothlng. The Defense of Fenung Europa wm 
excellem, a lot of m k  put llrte It he really 
must know thaf game {in othar words I mruldnZ 
want to play him.) The article on Automstic 
Vicfwv w* good but a re-run, even though in 
my mind it corrected some of the mistakes dons 
on a prevlous artlcle. 

Fire Power, the Fair FighL the Who?! It looks 
Ilks romething out of me Penmgon Illustrated, 
when am I going m run inm that kind of 
situatlon7 I t  would haw b m  better to have 
related it to attsck and defense factors instead. 
Tha Hit and Hold arfide ~ d g  pmd but again, be 
rRall. I've newer run lnto thw klnd of sltuation. 
Mark - have you read T h  Guns of  A u m ?  I f  
you haw land Avalon Hlll has, and every g o d  
1914 wargamar M them would be no need for 
thee articles of the First World Warl) 

A t  any rate mmtr are only my 
personal opinion of t h e  srtider. The General is 
the best land the only) mmplete wargsming 
rnagailne we nu6 here got, so stsy with It 
A U I I I I I I  

Dan Kronemyer 
7717 Ludington PI. 
La Jollu, Calif. 9XX37 

Gentlumen: 
Mr. Gllbert made a mlctake d m  he natud 

thaf 20 4's muld defest 10 8's in a normal 
bwrle (The Fuzzy Wurry Fallaeyl. In diagam VI 
he a l l m  the 4's to kill off 32 factnn, while the 
8's only manage 18. Hls example would only be 
valid if thn d e h m  factors were the =me on 
both sides (example: 10 Red BreakthrouQh Divi- 
sims fightirq 20 Blue Infantry Divisiom). I f  tha 
attack and defense factors are the same for eeeh 
unit, and the total factors for eaeh ride am the 
same, then unit size makos w y  little difference. 

I have three comments on "Festung Eurnpa." 
(1)  C 5  and 0-5 make g m t  SAC targets: 121 0 8  
Wmt is missing (pmbbly at u wild parry in 
BsrlinJ; 131 With swage luck P a  de Calals wlll 
break wide open. PufflnI] the other Ql-4 on L-19 
would help. Othemrim, an average an& will put 
5 wt of 12 divisions ashore, with prscticslly no 
opposlt[on left 

Thn rw of the issue was all right, ht can't 
y w  make up B contan thut depend6 on ether 
factors than luck? Another one somsthing like 
No. 32 would be sppreelaped. 
Jeff Nelmn 
1838 Garrlty Blvd. 
Namp, Idaho 83351 

Dear Mr. Ashby: 
I'm glad to gpf your reply ISept-Oct ime) to 

my letwr In the WayJune '60 G d .  In arrewer 
m your informarion a b u t  thn 8S.'s organization, 
I have &awed thst the Waffen S.S. fwght to 
mnquer Poland, the sits of Aumhwitz, as we11 as 
other wunviss from which "undesireabl~" were 
ssnt to Awhwitz t o  be killed Of course, by the 
same Iqlc, all the branches of the German 
milimy we alm guilty, but the grnatm wilt 
belongs to the Hi& Command and Adolph Witler. 
Wowwer, thls 1s no em- for using Naei namlrs, 
A5 Mr. Ngthercmff p intad out (July-AUQUS~ :B9 
Gsnmll, mrny peopte dislike m y  N a i  name% 
here and In Europe. You have choren namef with 
b d  arnmtatjcm for many. 

I know t h a t  my suggsniom for names were a 
llttle off-best, but 10 out of 19 new c lub  in the 
Sspt-Oef. '69 G d  have sham exwemely 
bste in chasing names, with Logic & Skills at the 
mp, in my opinion. The nnme repmamu whai 1 
think the goal of wrgames is, the dwelopment 
of those skills Them is no reason to ellenate 
thwe w p l e  who me smi-Nazi, but haw the 
sama w l s  in wargamsr. 

I hope I've comincnd you and others whom 
agme with you. 
Aaron Grossbaum 
293 O s t  Dr. 
Tarrytown, N.Y. 10!591 

Dear Slrs: 
I am writing this letter in respmne to your 

"War1 A Natural Human Trait" [Mov-Dm i w e )  
in which you attacked the pacifist of thls 
w m y .  

I am a pacififi I.E. I M i w e  in  pmca. I am alrw 
a wargarner. Mo one of my fellow pcifistp ask 
me how I remncile the tWh They undemnd 
that I am rot brnakiw the l m  of my relidon. 
Yet, I sou one of my fellow wargumers sttacking 
one indirwtly as a "nutty blsedlng k a r t "  and an 
Impractical fool who wants a perfect society. All 
of which I am not. I t  sesms s few imomnt fellow 
pacifist ameked w ~ m l n g  They obvlourly do 
nut undmtmd that wdrgarning is not violent w 
"awlo~us m aggmion", but on the connary 
elimin8ks the evll parts of war and b p s  the 
mind bending, inturestirq parts of if. 

I write this letter partly to & an apoloay f w  
my fellow paclflm w b  cb not understand. 
partly to dnfend my fsllow pacifists from your 
atbckiw insultp whleh I thlnk also eame from a 
lsck of underatanding on y w r  pert, end thirdly 
to demand that y w  nwer d e - m s l e  the war- 
@me syrdrome. 
D w g  Wilson 
70 Hkkery Lsns 
Watsrtown. Conn. 0 7 9 5  

It's a maner of opinion whether Stdingrad is 
the best Avalon Hill gsrna. I t  s e e m  certain it's 
the moat diseusssdl 

Much of this d i s ~ w i o n  mncerrm weya to help 
the Germam, mereby m i r a g  the play-balm-. 
which favors the Ruk4iuns. Implicit in mmt of 
this diaxlssion is the presumption that although 
Stallngrad is unbalanced, i t  is raalistic, since the 
Germam did lose. I mntend thst SQlifllrad k 
unbalanced not -use It i a  rsellctlc, but because 
It Is unrealistic. That Germany '5 lo5 does not 
mwn h e  Lsdred xt le& an wen chance to wln, 
which the German %lingad playw do= laek. M 
course, this is a matter of opinion, but surely u 
good c w  can be ma& fw a G m e n  victory, had 
any one of a numbsr of dlfhrent dacisions k#n 
maole. 

It %ems to me thut Avslon Hlll t h e m l w  
haw found the kept way m rsflect this within the 
frumework of h i ~ r i c a l  sutherrticity: The Anzio 
first turn "Surprire" CRT. 

I f  this is mnsidered reslistic f w  Anzio, how 
much more $0 for Stallngao'l At Anzio, an attack 
oould be expe~rsd at any time, and therefwe the 
surpris wm only taetlcal. In Stallngrad, complete 
m a t ~ i c  surprise was uchiwed, Jeading to mch s 
rapld Germm advarm that mt even the best 
player can -act it in the game. 
Tom Olesen 
1 157 Hill Top Road 
Smoke Rise 
Klnnelon. New Jewy 07405 

Desr Slrs: 
I was mast pleas& to see my micle The 

&hNefh Plan and 1914 in the Nouember- 
Decembnr iw. Unfortunately, I've notioed s 
mistake that I fear I made as I was earrlad away 
by Schlisffen's m p .  

The German plavsr should strim to come 
around West and S o h  of hr is lnot eest and 
w t h l .  My 'apolog[s to any players who rud- 
drnly found their rsar threatend due w this 
oversi@t. 
Mark M. Lowmthal 
Child Hall - 101A 
Howard Un[verslr/ 
Cambridge. Mm. 021 38 

Dm Sirs: 
I am writing to you in ward m your 1014 

pme, which I unforturmtely b o d t  on July 12. 
1888. 1 have tried to play thls g m  two m three 
timtls afmr c a m l l y  reading the rules. but I have 
not suacgeded yet BefOre I bou* 1914, 1 had 
been thlnklng of buylng Bllukrlag or Footbell, and 
now I wish I had. 

I am rmt new to your garma, as I am the proud 
ownw of D-Day, which I mjgr g M y .  I think 
y w r  a s m  are well planned, but I think that you 
went a llnle toc far wlth 1114. 1 hava waimd this 
long to write y w  because I hmd srrm hope that I 
would yet u w d  1914, but Way I beeame 
frustmted and the reult Is this letter. 1 only wish 
*em was some way I r m l d  return thegame, but i t  
is ratha late now. 

When I bught @Day. I read the rule and 
understood the pme wry well, but nmt so with 
1014. To dte one example: On t h e  unlt counter 
man, whrn I mt  i t  up. I had some rrxtra and others 
that wnm c l w  but nuk h e  righi unit, specifi l ly a 
1-1-2 for the Duteh Army lnste8dds 1-2-2. Many 
of the ruler are inmmplete, whlch adds m the 
wnfusion. 

I wwld Ilkem thank you for M n g  kind mou* 
to & my letter, and I h o p  I dld not appfsr mda. 
I am jmt exprealnfl my oplnion In thls letQ?r end 
on the e d d  pmmd whbh you put in the 
game. I sincwely hope this letter will M p  you tO 
I m p ~ m  thequallty of y w r  produet. 
P-ick Reagan 
1BMO R b i e w  Avenue 
R&y R k .  Ohio44116 

Dear Sin: 
P l e  keep me on y w r  wi l ing list I prohbly 

will not buy any gumes thlu me mil, bemum I 
a n  buy them Locally. I have i m m &  the 
amount of g a m  3 (Midway, Judand, and Fwt- 
batll. 

Swns tima tmck I sew In som ~uggegtions in 
to make a gam cm Verdun nnd Anzlo. Since 
than yw h a  made a game on 1914 and Anaih 
I have barn wondering I f  you. got the id= from 
me. 

Gary Welch 
7601 Paula Drive 
Tamp, Florlds 33615 



PAGE 15 THE GENERAL 

A REDUCTION in  number of club magazines 
and newsletters received has been quite notice- 
able. Obviously, there has been a great deal of 
merging within the cult's literary fraternity. 
T h m  that remain in circulatibn, in alphabetical 
order, are: "D-Elim," official monthly newsletter 
of the St. John's University Military Strategy 
Club and the Military Smtegy Confederation. Of 
high quality editorially, it is d i t e d  by Tony 
Morale, 39-30 Glenwood Street Little Neck, N.Y. 
Tony also serves as Secretary-Treasurer of the 
IFW (See Club o f  the Month] in addition t o  
provided spiritual guidance to  S&T. Got to be 
read t o  be appreciated. A magazine that makes 
this listing superfluous is 'The Gamesletter", 
among its features being lengthy reviews of all 
other magazines in  the gaming field. I f  you're in  
the mail order business getting a copy o f  the 
1969 Games Bureau Roster is worth the price o f  
admission alone. There are. o f  course, other news 
of gaming interest worth an inquiry to: Editor 
Don Miller, 12315 Judson Road, Wheaton, Md. 
209M. Among the top three magazines is the 
"International Wargarner," published monthly by 
the I FW. Add- inquiries to 4658 N. Spaulding, 
Chicago, Illinois 60825. Vol. 2, No. 12 (Dec 69) 
abounds with top drawer graphics, cartoons, and 
general info o f  a delighrfu) nature. Another must 
for serious devoteas. New on the horizon is 
"lnterplanatary Communication," wk ich seems to  
have picked up where 'Spacelanes" left off. Write 
Len Lakofks, 1806 N. Richmond, Chicago, Illi- 
nois 60647. The "Kommandsur," P.Q. Box 134, 
Whippany, New Jersey 07981, is the official 
publication o f  the Avalon Hill International 
Kriegspiel Society (AHIKS) which caters to  ma- 
ture audiences o f  international plight. Now in  its 
4th year, this newsletter - good quality printing 
- serves as the coordinating organ for its many 
membrs who primarily angaw in play-by-mail 
matches utilizing a special combat rasults system 
that precludes the use o f  stock market reports. 
Among those enjoying consistently fine editing, 
and a magazine that has bsen enjoying longevity, 
is "Panzerfaust," now in its 4th consscutive year 
of advertising. Published by Donald Greenwood 
(another I FW member), 124 Warren Street, Sayre, 
Psnna 18840, this magazine could be among the 
best if f i n a n c ~  permitted upgrading in  repro. 
duction quality. L ibral ly sprinkled with drawings 
and interesting line art is the "SNCL Monthly," a 
newsletter of varying length sponsored in the 
main by Spartan International, 5820 John Ave- 
nue, Long Beaeh, California 90805. Spartan mem 
hers are among the selected elite who regularly 
participate on Avalon Hill's Consumer Test 
Panels. Great, indeed, have besn their contribu- 
tions in the development of the two new games 
to  'be released shortly. A beauty o f  an offset 
publication is "The Vedette," P.O. BOX 30003, 
Bethesda, Maryland 20014. Already in  its 5th 

year. yet new to  us, is this fine journal o f  the 
national capital military collectors dealing with 
table top and miniature wargaming. Another 
journal catering basically to table-top wargaming 
is the granddaddy o f  them all, 'Wargamer's 
Newsletter," now in  its Qlst issue. Edited and 
published from 68 Hill Lane, Southampton, 
Hampshire, England SO1 5AD, the newsletter has 
a large domestic following. It's considered the 
bible in the table-top world o f  wargaming. Our 
apologies to  editors and publishers o f  t h m  
magazines not listed above. We can only give 
l is t ing when we have copies to review. 

"THE STREETS OF OUR COUNTRY are in  
turmoil. The universities are filled with students 
rebelling and rioting. Communists are seeking to 
destroy our country. Russia is threatening us with 
her might, and the republic is in  danger. Yes, 
danger from within and from without. We naed 
law and order1 Yes, without law and order our 
nation cannot sunrive.. . elect us and we shall 
restore law and order. We shall by law and order 
be respected among the nations of the world. 
Without law and order our republic will fall." 
(Excerpt from a campaign speech made in Ham- 
burg in  1932 by Adolph Hider.) 

THE IFW OPEN tournament is accepting en- 
trants through the end o f  January 1970. Fess are 
$2.00 for non-IFW members, only 50 cents for 
IFW members. Prizes total over $200. Games 
selected for the PBM tournament are: Waterloo, 
Afrika Korps, Bulge, Stalingrad, Blitzkrieg, and 
Diplomacy. FTF selections are: D-Day, 1914 and 
Anzio. Post your fees directly t o  IFW, d o  Bill 
McDuffie, CCT, Powers House, Box 651, Pots- 
dam, N. Y. 13676. 

NO ONE predicted the exact order o f  finish of 
all seven cars in last issue's LerVIans contest. 
Those coming closest were led by Dougtas Nel- 
son, Minneapolis, Minn., who prsdicted the cor- 
w t  order of the first three cars. Other winners 
not far behind were, in  order: Edward Vomacka, 
Valley Stream, N.Y.; Richard Wiewiora, Chicago. 
Illinois; Mark F. Teehan, Halifax, Nova Swtia, 
Canada; Larry Cheatham, Anchorage, Alaska; 
Steven Rentz, Virginia Beach, Virginia; Greg 
Rubin. W s s t w d ,  Mass.; Martin VanBuren, 
Atlantic City, New Jersey; Thomas Chaill, Balti- 
more, Maryland; and Norman Philbert, Los 
Angeles, California. Gi f t  certificates have been 
sent to  the winners in addition t o  the following 
whose articles polled the best in  last issue's 
Generat. In order o f  popularity, they are: Alan 
Augenbraun, "German Defense of Normandy - 
Part 11,'' Louis Msnyhert, "Defense o f  Fatung 
Europa," E. D. Henderson, '"Strategy of Dafanse, 
" Naomi Gilbert, "Hit & Hold," and Don Wolff, 
"Formations at  Jutland." 

"IT IS A SEEMING PARADOX," said Dr. 
Harvey Goldey, a Westbury, New York, psychia- 
trist, in  comparing the wargame fad to  the drop 
in children's war-toy sales. He claims, in the 
Decernkr 12th Newday feature on adult gama, 
"the direct experience is what is affecting adults 
here. In the table war games, thgr are not 
actually holding guns, oo the games involve mom 
strategy to toe who's smarter than the other." 

WHAT MAY INQOLVE THE GREATEST 
NUMBER of  people ever to participate in one 
gam0 is Bill Dickens' game o f  Inter-Nao'on war- 
fare. An international simulation game will dupli- 
cate internal and external functions o f  real 
nations, the difference k i n g  that players control 
each nation's destiny by making all major deci- 
sions themselves. Designed for between 50 and 
100 players, Sim-central will be handled at 105 
N. Broadway, Park Ridge, Illinois 6 W 8 .  

GAMEAHOLIC o f  the month might very well 
be Lt. James Crawford, vow stationed at  Ft. 
Holabird, Maryland. The Akron, Ohio resident is 
awaiting , entrance into the Aerial Survsllance 
Course which will commencs in  February. Mean- 
while, he whiles away his time against PBM 
opponents furnished by the AHIKS when he isn't 
playing FTF with his wife, Roslyn. Lt. Crawford 
is also one o f  the devoted cultists who attended 
the I FW Lake Geneva Convention, leaving it with 
a most favorable impression of the sewices 
provided by this "Club of the Month." 

THE JOHN WAYNE varient is a psychological 
angle added to D-Day that "has turned certain 
defeat into victory for me more than once," 
declares innwator Damian Housman. This varient 
may be invoduced for real at the JULY 70 
tourney-convention sponsored by Mr. Housrnan's 
St. John's University Military Strategy Club. 
Early entrants battar make plans now - write: 
Grand Central & Utopia Parkways, Jamaica, N. Y. 
11432. Meanwhile. membsrs o f  this club are 
taking up the challenge of the West Point cadeB 
and are recruiting "pros" who wish t o  make the 
trip up th0 Hudson wmstime in January or  
February. 

THE IMPERIAL WAR MUSEUM in London i s  
in  need of funds, so implores Robert Kana, 7 
Lafayette St, Portland, Maine. This 18 y a r  earns 
about $18 a week and contributes half t o  the 
museum's trustees. The museum. supposedly a 
reliabla sourm of h i s to r i d  data, is Imated on 
Lambeth Road, London SEl. England. 

GAME OF THE MONTH CLUBS, on a com- 
mercial basis, are springing up all over. One that 
welcomes your inquiries is "Game of the Month 
Club of New Jersey, Inc.," P.O. Box 191, 
Berkeley Heighb, N.J. 07922. Their December 
brochure featured Avalon Hill's Word Power 
along with 1914 as alternate selection. Club 
rnembenhip entitlss the bearer to a discount 
structure that might well be worth looking into. 

THE SPARTAN WARGAMERS. fearured in  
the Nov-Dm issue o f  this magazine, are about to  
effect a name change. From SNCL they will 
become SlCL [Spartan International). 
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