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inside Vol. 20. 20, No.6 of The GENERAL was
an unheralded surprise pleasant we trust-for the
readership. It was, of course, the first issue of
the Victory Insider, printed and mailed as an
insert. Since that auspicious appearance it has
become a regular feature, one we hope is looked
forward to by many. Now for the revelations concerning that genesis.
With the creation of Victory Games and their
great success in designing and marketing wargames for the "hard-core", pressure began to
mount from various quarters to provide supportive coverage in these pages. Foreseeing a
plethora of difficulties, some serious and some
trivial but annoying, I objected-not to the concept, but to the execution.
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First and foremost in my mind was that any
such inclusion of VG articles would necessarily
decrease the space devoted to our own extensive line. Trying to provide equitable coverage of
the adventure and historical boardgames of The
Avalon Hill Game Company's growing line is task
enough without the adding of dozens more to
demand premium space. Perforce, such attention
placed on VG games would affect many of the
regular features of The GENERAL as well-the
Letters column, "The Question Box", the RBG
charts, advertisements. and so forth. This would
mean a dilution of our concentration. I felt. submerging the fascinating and distinctive approaches of the separate design staffs. Both have
Cuminued on Page 28, COIUIIIIl 2
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SPORTS C

The Avalon Hill Game Company continues to
produce the fmest sports boardgames on the
market-challenging, intriguing informative. At
no time in the history of sports has fan interest
been as high a it i today. That-despite the
brouhaha over player salaries and escalating ticket'
prices! We lay no claim to the largest tine of sports
games, but we do believe we've the most diversified. Whatever your likes in table-top action, be
it head-to-head or tearn-to-team or even solitaire,
we know we have the game to please you.
Of €Curse, the true sport fan i not interested
in past history, nor in only one challenge. So, each
year, The Avalon Hill Game Company updates its
sports titles with additional team and individual
statistical ratings (usually of the previous season's
play), and with new CQur es. Over the past few
months. a number of these have been released.
With simple game mechanics, and subtle strategy, PAYDffiTl is one of the best football games
on the market. To create the Team Ghan each
year, we scout all 28 pro teams, determine their
trengths and weaknesses on offense and defense,
and distill this mass of information into colorful
charts. That way your PAYDffiTl game need
never be out of date. Relive Oakland's victory,
Houston's humiliation, the pride of the Pack. The
1983 Charts have just been released. The same
information has been used to the player tats for
STATIS-PRO FOOTBALL, the most detailed
game on the market on America's favorite spectator sport. Recreate every play of 1983-if you've
a mind to-with the new 1983 Player Cards. Every
superb athlete is here: Nick Lowery of Kansas
City, Los Angeles' Erie Dicker on, Seattle' Curt
Warner, and Dan Marino's startling debut.
They're all here, hundreds of the besl.
For those who prefer the wooden court, the
1983-84 Player Cards for STATIS-PRO
BASKETBALL are now available. Every player
of the year is tatistically rated to display hi real

abilities in each of the following categories: freethrow shooting. field goal shooting, rebounding,
foul, foul drawing, blocking shots, tealing the
ball, as it, defen e and stamina. You pick the
tarting line-ups, send in substitutes, and call the
fast break or slow down.
Or maybe, the gentle green are for you. The
latest in course booklets for the innovative PRO
GOLF i ready featuring Pebble Beach, site of
two U.S. Opens, the PGA and the annual Bing
Crosby Pro-Am. Pebble Beach is con idered
among the fine t in the world and here it is in
perfect scale-wood , rock ,sandtraps and all. It
is the rare golfer who can win at Pebble Beach
under par' in one case Nicklaus wound up two
over par and still won by three strokes! Perhap
you can do better?
Who among us hasn't dreamed of driving the
Indy 500? You can do the next best thing as you
take the part of a real life driver among the 33
qualifier in USJ\C AUTO RACING. The 1984
Indianapolis 500 Driver's Card set is now available. The 33 cards feature a full-color photograph
of the driver in addition to his tatistics on the
reverse ide. Ride with Mears, Ongais, Guerrero,
Fittipaldi, or Johncock. All the torment and
heroi m frustration and elation of the 1984 race
are here.
The 1983 PAYDIRTl Team Charts are available now for $12.00; the 1983 STATIS-PRO
FOOTBALL Player Cards for $14.00. Player
Card for STATIS-PRO BASKETBALL are
$12.00. The latest set ofUSAC AUTO RACING
Driver's cards can be had for $6.00. And the
newest course for PRO GOLF, Pebble Beach, is
available in booklet form for $6.00. All can be
ordered from The Avalon Hill Game Company,
4517 Harford Road, Baltimore, MD 21214. Please
add 10% for hipping and handling (20%
Canadian or 30% overseas orders). Maryland residents please add 5 % state sales tax.
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IS SMOLENSK BURNING?
PANZERGRUPPE GUDERIAN Re-visited
By Henry C. Robinette

Why do some games become "classics" that are
played time and time again? Many games go stale
after a few playings because, like puz.z.les, they can
be solved. After players detennine the optimal opening moves alld tactics, play is all too predictable and
about as exciting as watching cars rust on a rainy
afternoon. Eventually stale games collect dust on
closet shelves. PANZERGRUPPE GUDERiAN
plays as fresh today as it did seven years ago when
it burst upon the wargaming scene with a number
of innovative concepts.
PANZERGRUPPEGUDERJAN, for those who've
not yet played this classic, is a regimental/divisional
wargame of the German drive to cross the Dneiper
River in the summer of 1941 and seize $molenskMoscow's first line of defense. Each game tum
represents two days (twelve turns cover the action)
and each hex equals ten kilometers. It is simple to
learn, and playable in an evening.

The Game System
Understanding the game system is basic to understanding the strategies and tactics necessary for
winning any game. The one concept that established
PANZERGRUPPE GUDERiAN as a game apart
from all others was the use of untried units. All
Soviet units are inverted, selected at random, and
ll(l( disclosed to either player until the instant of combat. lltis neatly simulates the "fog of war" and adds
a dimension of uncertainty to every combat. Also,
it eliminates "factor fidget", the shuffling of units
to get that exact number of combat factors needed
for predetennined precise odds. Because of the untried units, no two games of PANZERGRUPPE
GUDERJAN can ever be exactly alike.
Another COIIcept-overrun attacks-was not
unique to PANZERGRUPPE GUDERJAN, but the

manner in which it was handled certainly was. Other
games had allowed for automatic victory against
weak units, but usually only at high odds with the
attacking units unable to move or attack agaiJi during the turn of the automatic victory. PANZERGRUPPE GUDERJAN integrated overrun attacks
with movement. As long as they suffer no adverse
effects, overrunning units can make as many overruns as their movement allowance permits. Defending units can suffer as many overruns in a turn as
the attacker cares to make. Successful overruns disrupt the defending unit, making it lose its zone of
control and its movement allowance for a turn.
Divisional integrity also first appeared in
PANZERGRUPPE GUDERJAN, Panzer and
mechanized infantry regiments double their combat Strength when all the regiments of a division
stack together. This rule gave the gamer an incentive to employ his units by division-efficiently and
effectively.
In discussing PANZERGRUPPE GUDERIAN, the
significance of the unique combat results table and
the application of combat results are often slighted.
Except for Attacker and Defender Eliminated
results, players have the option to retreat or take
step losses to remain in place. Thus a defender can
hold key terrain as long as he is willing and able
to lose steps from his involved units. Combat resolution is, to a great deal. in the hands of the player.
For the first time, a player may institute a true
"stand fast" order and engage in battles of attrition in a strategic game. If the defender retreats,
the anacker may follow along the path of retreat.
Since the opposing player always dictates the retreat
path, the advance after combat may isolate other
units that have yet to be attacked. Optional retreat
and the possibility of the defender advancing after
an Attacker Retreat add flexibility to the game.

But even with all this, the supply rule is the heart
of the game. Supply for the German army is'simple:'be 20 hexes from a road leading uninterrupted
by enemy units, enemy zones of control, or the
Soviet interdiction marker to the western map edge,
Qr be within 20 movemJ!llt poillts of the western map
edge. As there is only one road exiting the western
map edge, the Germans are somewhat road-bound
for supply purposes. Supply for the Soviet army is
dependent on headquarters. Each Soviet army headquarters in the game, named for its commanding
general, has a cofTllrWfld radius that also serves as
its combat strength. The conunand radius varies
from two to five hexes according to the headquarters
used for tracing supply. The headquarters must then
trace a line of hexes of any length free of enemy
units and their zones of control 10 the eastern edge
of the map. Soviet unitS canllOl attack unless they
are within the command radius of the headquarters.
A headquarters may add its strength in the attack
to the units in its stack. but it does not add its
strength on the defense (although it may be lost to
satisfy a step loss combat result). When a unit is
unsupplied, it loses half its movement allowance and
has its combat stTength halved, losing any fractions.
Strategy and tactics in PANZERGRUPPE
GUDERiAN succeed or fail based on how well they
relate to the supply rule. German strategy should
aim to open the Minsk-Moscow road to ensure maximum mobility and combat strength. German tactics should strive to kill or isolate Soviet
headquarters so as to paralyze and weaken the Soviet
Anny. The Soviet strategy is to deny the Germans
the use of the road as long as possible so as to take
away the Germans' mobility. To win more than a
marginal victory, the Gennan must penetrate to the
eastern map edge by the end of the twelfth tum.
Soviet tactics should protect the headquarters as
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much as possible (the quickest way to collapse a
position is 10 put it OUI of supply).
Victory in PANZERGRUPPE GUDERIAN is detennined on the basis of victory points. The German player receives vi~ory poinlS for capturing and
holding cities and funher key viclory point objective hexes on the map. The Soviet player receives
viclory points for recapturing cities and for each
entire German division (other than the cavalry
division) that is eliminated. Soviet victory points
are subtracted from the German total and compared
to the victory point schedule 10 determine the level
of victory. From 50 to 79 vietory points is a German marginal victory. Vitebsk, Orsha, and
Mogilev-all within five hexes of the western map
edge-are virtual gifts worth twenty victory points.
The German player need only capcure Smolensk and
either Roslavl or Yel'nya without losing any divisions to assure a marginal victory. If he can't do
that in twelve turns, he should seriously consider
watching television instead of playing wargames.
My suggestion: 50 to 79 victory points should be
considered a draw.

The Terrain
How well tile Soviet player fares in PANZERCRUPPE CUDER/AN depends on how well he is
able to use the terrain to his best advantage for
defense. "The key feawre is the Minsk-Moscow highway running from hex 0120 to 5907. It branches
in hex 2115 near Smolensk and runs through the
city to Roslavl and from there to hex 5915. Several
forest hexes along this road can be put to good usc
as can the two river lines, the Vop and the Dnepr,
that intersect it. To the south the terrain around
Roslavl offers excellent defensive positions. Since
all victory point objective hexes except Rzhev are
within seven heltes of these roads, their importance
should be obviOlis. The rail net, so important to the
Soviet player for shuffiing his reinforcements and
headquarters arOllnd, dictates the location where he
can best make a stand. The rivers hinder north-tosOlith movement and are useful for securing blocking positions on the flanks. The forest hell:es north
and west of Smolensk, southwest and west of
Vyazma, along the Vop River, and around Roslavl
are the key defensive positions.
Three of the cities~Smolensk, Vyazma, and
Roslavl-should be heavily defended. Roslavl, especially, should be held since it blocks the southern
road. The Vop River line ml..lSt be manned by the
time Smolensk falls. The "Land Bridge" is the area
between the Western Ovina and Kasplya Rivers and
the Dncpr River. Although it offers good initial
delaying pmitions, it is too far forward for the Soviet
to attempl to hold in force. Note how the rivers and
forests tend to channeliu the Gennan advance
through this land bridge.

The Units
Of the two armies in PANlERCRUPPE
CUDER/AN, the Gennan is the better by far. Its
four-step infantry divisions and its many powerful,
mobile mechanized formations can strike fast and
hit hard. So, what are the strengths and weaknesses
of these units?
The Panzer Divisions:
The panzers are easily the most powerful units
on the board so long as they remain stacked together
for divisional iMegrity. They can overrun any single
enemy unit. They are most effective when concen-

trated against key positions or when used for deep
penetrations. With their sill: steps, they can take a
lot of punishment before being completely destroyed. But, whenever the component regiments
are not stacked together, the panzer divisions become vulnerable. Retreat after adverse combat
results leaves the regiments scattered and unable to
overrun in the ncll:t Movement Phase. And they cost
vietory points if totally destroyed.
The Motorized Divisions:
The advantages to these are similar to the paru:er
divisions. The motorized divisions are very useful
for flanking maneuvers and securing the flanks.
However, motorized divisions cannot overrun supplied and doubled units without unacceptable risk.
With only four steps, they are fragile on defense
even with divisional intergrity. The component regiments when unstacked are vunerable, but not as

much as those of the pallZer division. They too cost
victory points if totally destroyed.
The Infantry Divisions:
Fonunately (or unfonunately depending on the
role taken) in this game, the German infantry is
faster than most Russian units. They are sturdy on
both the offense and the defense. They are quite
good for reducing by-passed Soviet units and main·
taining rear area security. But. the infantry is slow
compared to the armored divisions and rarely arrives
in time to contribute to the main attacks aloog the
front lines. They lack divisional intergrity. Vietory
points are lost if they are totally destroyed.
The Independent Mechanized Regiments:
The independent mechanized regiments have good
mobility and are useful for wide flanJdng maneuvers and security. But they have weak combat
strengths and cannot allack alone without unaccept·
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points. Soviet infantry is c;;pecially impotent without
supply and command comrol from headquaners
units.
The Headquarters Units:
Headquaners are a known quantity and can augment the attack capability of units stacked with them
while providing supply and command oontrol radius.
They move by rail without oounting against the rail
capacity. They have a limJted evacuation capability.
However, they too have liabilities. Headquarters
units do not augment defense strengths of units
stacked with them. They are exceptionally vulnerable when alone or when stacked with one other
unit. Nor can they enter an enemy zone of control
by themselves.
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able risk. Since they have only two sleps, they are
very vulnerable. Luckily, no victory points are lost
if they are destroyed.
The Cavalry Division:
The Cavalry Division moves in both movement
phases and is very important for securing the rcar
area rail net. Yet. with only two steps the Cavalry
Division cannot take much punishrnenl. It is tOO
weak to attack alone and should never be exposed
to a possible counterattack. If lost, no victory points
are lost.
The Air Interdiction Units:
Air interdiction units are perfect for slowing
Soviet reinforcements. They are doubly effective
when placed in hexes that contain both a railroad
and a road. But, air intcrdiction range is limited before Smolensk is captured. They are not very effective when used for any role other than rail
interdiction or when used singly instead of together
on adjacent hexes.
The Soviet anny is a motley hodgepodge of units
of very uneven quality. The individual Soviet division must retreat or die since it has only one step.
The Soviet army is a radically different force than
the German army:
The Tank Divisions:
Good movement rates enable Soviet armored divisions to cOver a wide area when used as a reserve.
They can also threaten a broad region when used
on raids late in the game. As with all Soviet units,
armored divisions are of unknown strength with
three phantoms of zero strength. The average
armored division is a three. With only one step they
can be easily destroyed if there is no room for
retreat.
The Mechanized Divisions:
Strengths are the same as those of armored divisions except there are no phantom units. They are
good for counterattacking when stacked. But, fifty
percent of the mechallized divisions have a strength
of four or less. Brittle and weak.
The Infantry Divisions:
Since there are so many Soviet infantry divisions,
they are expendable. They move well enough
through woods and by rall. The percentage of attack strengths five through nine for Soviet infantry
is 20.5%. The percentage of defense strength three
through five is 56.4% and six through eight is
20.5%. However, Soviet infantry is notoriously unreliable when auacking, with fully 25.6% having
a strength of zero or one. The defensive capabilities are also illCOnsistent with 10.3% zero-valued
units and 7.8% of one or two defensive strength

The Air Interdiction Marker:
When placed on hex 0120 the air interdiction
marker can cut off supply for most of the German
Army. However, the air interdiction marker interrupts Gennan supply only during the Gennan player
turn and can be used but three times during the
game. It cannot be located in a hex occupied by a
German unit. Its time and point of placement is a
critical decision for the Russian player, one which
entire ankles could cover sufficiently.
In sum, the nine panzer divisions and six motorized divisions constitute a formidable juggernaut of
22 combat strength points with full divisional integrity. This alone is a whopping 72% of the complete Gennan counter mix defense strengths. The
eighteen German infantry divisions add a further
162 combat strength points, but becallse these enter
play in small groups over a period of time and thus
seldom arrive at the decisive points of battle, they
are less effective then the mechanized divisions and
are for the mast part supertluous. Against this
mighty combat machine tile Soviet Army can muster
eleven armored or mechanized divisions, twelve infantry divisions of provisional reinforcements, 92
infantry divisions and an additional ten infantry divisions of optional reinforcements from the Southwestern Front. Although these are all untried units
of varying strength, the Soviet player can usually
hold any position on the map providing that it is
doubling or tripling terrain defended by at least three
supplied units and that reserves are available to
replace losses. Only by the efficient usc of defensible terrain and reserves can the Soviet Army delay
and perhaps SlOp the German advance.

Tactics
An overview of the two basic tactics, the "Pin"
and the "Overrun", used in PANZERGRUPPE
GUDERIAN is essential for a full understanding of
the strategies of the game. Let llS briefly explore
each in tum.
The Pin tactic arises from the S1icky zone-ofcontrol rule found in this game. Whenever a unit
is in an enemy zone of control, it is struck in place
and will remain stuck there until either the enemy
unit exerting the zone-of-comrol or the friendly unit
is removed by combat or overrun. The Pin is a useful delaying tactic for the defender. By pinning panzer divisions with even single units, the Soviet player
forces the German to either overrun or aUack the
pinning units, thus delaying the Gennans and buying time for tbe main line of resistance. The Pin
can also be a useful tactic for the attacker. After
a breakthrough has been made, the German player
can pin nearby units to keep them from reacting.
Soviet headquaners can be pinned so that they can
be kjlled in subsequentlUrns. He can even pin Soviet
units in clcar terrain so they will be easier to kill.
The Pin works best for holding enemy units out of
position so that they cannot be available where
needed in the following turn and for disrupting the
best laid plans of the enemy.
The Overrun is the one tactic that can make or
break the Gennan offensive. The Overrun is most
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effective against single units in clear terrain. Against
two units in supply on clear terrain it becomes risky,
and against doubled or tripled units in supply it is
positively foolhardy. The advantage of the Over~
run is that it enables a unit to attack more than once

in a player tum. By ovemmning, it is possible to
punch a hole in the defender's line, move through
ii, and surround other enemy units before combat.
The number of overruns the German should make
each movement phase is a subjective decision. Be~
cause of the fact that Sollie! defensive strengths arc
unknown, the mallcr must be carefully weighedborn die best and worst possible odds and results
laken into account. Master players of lhis game,
Larry Lippert and Gregory Mumm. urge modera~

lion in using overruns even though a full-strength
pamer division overrunning a single Sovielunit on
clear lerrain has a 23 % chance of 4-1 or bener odds,
35.9% of 2-1, and 41.03% of 1-1. With an unreduced motorized division, they show a 23.8%
chance for 3-1 or better odds. 16.67% for 2-1 odds,
44.87% for I~I odds, and 15.39 percent for 1-2
odds. Charles Stards. however, believes differently:
"As long as there is space to relreat to, I feel most
overruns against one or two unit stacks, even in
doubled positions, but not tripled. are potentially
useful enough 10 outweigh the dangers involved."
The dangers involved with the Overrun are not
insignificant even at high odds. Since a split result,
wherein both the auacker and defender must relreat
or lose a step, stops movement, too many overruns
can immobilize the offensive for a turn. Al 8-1 and
9-1 odds there is a 16% chance for an adverse result.
At 6-1 and 7-1 this becomes a 33.3% chance. At
3-1 and 4-1 this becomes a 50% chance (of which
there is a 16% chance of "Engaged", and a mandatory step loss). At 2-1 there is a 66.6% chance
for an adverse resuh and at I-I this is a 83% risk.
A 1-2 overrun is 100 percent adverse with a 16%
chance for an outright "Attacker Elimination".
Since, as shown above, many of the Overruns are
made at relatively low odds, the problems facing
the attacker are not inconsiderable.
During the first movement phase, the Gennan can
retreat on adverse results. But retreating will usually
unstack his division, leaving it unable 10 overrun
in the mechanized movement phase and it will prevel'll the division from attacking in the Combat
Phase. Similarly, in the Mechanized Movement
Phase, a relreat will deprive the division of over~
run capability in the next tum's movement phase
while possibly exposing il to a devastating counterattack. So, many times the German must choose to
lose a step in order 10 maintain divisional intergrity
or to keep the overrunning unit adjacent to Soviet
units so that it can attack again. Btlt taking step
losses on overruns (and combat as well) leads to
the gradual attrition of the German's mechanized
units and the blunting of his spearhead. Using the
front of flank overrun wherein one unit gets behind
the target unit so that the overrunning unit from the
front will CUI off supply at the instant of overrun
can minimize the risk of low odds overrun to some
extent.

Soviet Strategies
There are three basic strategies for the Soviet
player. These have been labeled by other authors
"The Orsha Landbridge", "The Main Une of
Resistance", and "The Egg".
Larry Lippert and Gregory Mumm espoused the
Orsha Landbridge slralegy (see Figure I). which
aims to deny the Germans as much of the 0120 to
Smolensk road as possible for as many turns as possible. Most Russian reinforcements are thrown into
the area north of the Dnepr River and south of the
West Dvina or Kasplya rivers. Only the third turn
reinforcements with four of the optional South-

western Front units and a (5)-10 headquarters are
deployed around Roslav\. The idea is to defend in
depth within a narrow saliem.
Charles Starks and Redmond A. Simonsen,
however, advocated a rapid withdrawal to the
vicinity west of Smolensk leaving only a token rearguard force in the forest hexes along the road to
delay the Germans. They set up a main line of
resistance a few hexes west of Smolensk and ex·
tended it in a straight line north to the West Dvina
River and south to Roslav!. Around Smolensk this
main line of resistance would consiSI of stacks of
two and three lltlils on adjacent hexes. To the north
and south of the central position the stacks are
spaced OUI; but instead of every other hex. they are
set up two stacks adjacent and skip a hex between
the next two stacks. Units on every other hex
weaken the defense since should a stack be elimilUlled or ovenun it creates a hole in the line, whereas
if another stack was adjacent 10 it there would still
be a zone-of-conuol to stop movement.
Mr. Simonsen went a step further to explain the
defense to use after the main line of resistance is
eventually smashed. He recommends creating defensive enclaves (hedgehogs) centered around the viclOry objective hexes. The objective hex itself should
have at least two Strong "tried" units if possible
and a headquaners. Deployed around this hex in
a circle two or three hexes out will be stacks of two
or three untried units on adjaCCltt hexes. RosIavl (see
Figure 2) and Vyazma, at the very least, should be
tI,Irned into hedgehogs.
Bill Dunne, Mike Gunson, and David Parish advocated a synthesis of the two aforementioned strategies. They observe, quite correctly. that the rapid
fall back of the main line of resistance slrategy will
not delay the Germans enough. In fact, the Germans
would be on top of the main line of resistance before it could be set up. They deploy the 20th and

13th Annies (Figure 3) to form a hedgehog that they
call "The Egg". These two armies and the 19th
Ann)' cling to the forests along the road and shoold
delay the Germans for three or four critical turns
while the reinforcements fonn strong hedgehogs
around Smolensk and Roslav!. The gap between
Smolensk and Roslavl is not defended since there
is no defensible terrain and it would take too many
units to try to hold it. As long as either hedgehog
remains in Soviet hands, any German advance
through the gap will be unsupplied, especially when
the interdiction marker is used.
As a variant of the main line of resistance, the
Soviel player may disperse his units one to a hex
in a band three or four hexes wide instead of stacking them three to a hex. These '·wall·to-wall·' units
laid down in a red carpet (Figure 4) form a real
defense in depth. Obviously, there will not be
enough units to carpet a wide front, but the gap between the Kasplya and the Dnepr Rivers is ideal.
The flanks are se<:tJred by doubled positions difficult
to clear and the carpet with its single units, in contrasl, looks easy 10 penetrate. With average luck on
the selection of untried units, German overruns
against the carpet's edge should seldom be at odds
higher than 4·1. Thus there is lillIe likelihood of
an outright elimination and such losses as result from
the initial overruns should be from engaged or 01
results wherein the overrun unit was retreated onto
a hex that is then itself overrun. A D2 result should
thicken the carpet as the retreat is made to the rear.
If a Gennan division attempts to overrun a second
unit it may be unable to retreat on adverse results
and will suffer a step loss. Advance after combal
will be limited to exactly one hex. It is difficult to
isolate units in the carpet from supply and retreat;
units retreating after combat are merely reinforc·
ing the next line of hexes malting them harder to
overrun in the Mechanized Movemenl Phase. Sure
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the Gennan can eventually bludgeon his way
through the caJpeI as he can eventually burst through
any line the Soviets erect, but when he does he will
not be able to pin all the defenders as he could
against the conventional stacked line. The real
beauty of this red carpet defense is it takes the German's main strength-his ability to overrun-and
turns it against him. The more overruns the German makes, the more times he rolls the die and the
more opportunities he has to take step losses on adverse results.
The conventional consensus of opinion is that the
Soviet player should never anack unless he can pick
off a component regiment that has become separated
from the rest of its division-and only then after
much trepidation and soul searching. Nonsense! The
Soviet player should not eschew the offensive.
Whenever the Soviet player can surround a motorized or panzer division on clear terrain, he should
consider attacking it. If it is isolated or other nearby Gennan divisions are piruted, it should be attacked if the Soviet player can spare five or six units
for a possible I-I attack. A I-I attack has a 66%
chance of inflicting a step loss on the defender and
the Soviet player can usually lose one or two units
to avoid a retreat. When attacking, the unit blocking the defender's supply should oot be used, for
if it should be a zero strength phantom unit, the
defender would then be supplied. A counterattack
on an isolated division, preferably a motorized one,
wiJI sometimes diven Gennan strength from more
critical segments of the front. Generally, counterattacks should be reserved for the middle and end
game turns before using the interdiction marker so
that the Gennan reaction will be enfeebled.
The interdiction marker shoold not be used until
after Smolensk itself has fallen as it will not be able
to unsupply the German mechanized divisions attacking Smolensk. Smolensk should hold out until
turn seven or cight at the latest. (lfit falls earlier,
the Soviet player is in deep trouble.) So the interdiction should be made on turns nine, ten, and
eleven.
The Soviet player should keep his =hanized and
armored units in reserve if at all possible. These
units must be available to pin or counterattack German units that have penetrated the main line of
resistance. Late in the game they can raid the German rear to recapture vietory point cities or threaten
the Gennan supply lines. There shoold be a garrison in every victory point hex south and west of
Vyazma inclusive. The strength of these garrisons
should correspcnd to the proximity ofGem1llll units.
There is nothing worse than watching the panzers
roll unopposed into a vacant objective hex in the
Mechanized Movement Phase. Make the German
fight for everything he gets.

German Strategies
German strategy, especially in the first three
lUrns, is usually a reaction to the Soviet's deployment. The first decision lhe German player faces
is whether to attempt to penetrate the front or to
swing around it to ihe noM for an envelopment.
If the choice is envelopment, the Gennan player
must choose between a shallow or a deep envelopment into the woods nOM ofSmolensk. The shallow envelopment will seal the doom of 20th Anny
possibly as early as the second tum, but it will allow
the Soviet player to establish his main line of
resistance near Smolensk without any real interference. The deep envelopment will seize good
defensive terrain thereby preventing the Soviets
from occupying it. However, there are not enough
German units 01\ the first and second tums to secure
the flanks and the deep enveloping force could be
pinned down and put out of supply. If the Soviet
player is aggressive and counterattacks, some of the
German divisions could be endangered as with the
20th Army still intact it could be as late as tum four
before help could arrive.

If Soviet 19th Anny has 001 moved and the forests
along the road are nOC occupied by enemy troops,
then the choice may be penetration, A penetration
attack to seize die blocking terrain along the road
affords an excellent springboard for the third tum
German reinforcements. The "Egg" defense is
much too hard to crack with the 39th Panzer Corps
alone and should be flanked to the nOM.
By the third turn the German player shoold be
clearing the road with some of his surplus annored
units and infantry while the rest of his mechanized
force races around the flanks to surround Smolensk.
AI this stage of the game killing every Soviet unit
is not neeessary. The German panzers should concentrate on crocial positions where a successful attack will open a hole in the line so that they can
break through to exploit during the Mechanized
Movement Phase. Infantry should pin as many
Soviet units as possible so that they can be mopped
up later when the rest arrives. Some mechanized
units may have to be detailed for flank security to
keep the road open until these pockets are reduced.
Smolensk should be surrounded before attacking
it. The Gennan player should always strive to put
any heavily defended position out ofsupply before
attacking. Once Smolensk is isolated, the Soviet
player will not be able to replace his losses in a protracted battle. Smolensk shoold be captUred no later
than tum eight, but every eITon must be made to
take it before then. 1be longer you delay, the greater
the danger grows.
After the fall of Smolensk, the German player
must choose between the northern advance through
Vyazma or the southern roote through Roslavl.
While the road to Vyazma is certainly the most
direct route to the eastern edge, it is likely to be
the most heavily defended. The terrain channelizes
the approach to Vyazma along the narrow front and
the railroad enables rapid reinforcement in this sector. The southern roote offers a lightly defended
road to the eastern edge and has the added advantage that Soviet reinforcements take a long time to
reach the front. The Gennan should concentrate on
one or the other routes and should not try to secure
both at the same time, although he will do best if
he threatens to open both. I like to take Roslavl and
Yel'nya before Vyazma so that the strong positions
on the Yop and Dnepr Rivers can be flanked.
If the German player finds all his mechanized
unils pinned by strong stacks of Soviet units at the
beginning of a turn, he has done something wrong.
He must preserve his mobility in order to win. He
should have a few units free to exploit any breakthroughs that occur on every rum. Similarly, overrons should be executed first so that units will be
available to pour through the holes. The Gennan
should make deep penetrations whenever possible.
Some mechanized units should be screened so that
they cannot be pinned and will therefore be able to
move. The German player should position his units
so they cannot be pinned from hexes with favorable defensive terrain; make the Soviet player pin
from clear hexes where he is vulnerable. Although
the Germans have enough power to smash any
Soviet position. the German player must not let die
game become a static slugfesl. He must keep the
panzers moving.

Conclusion
PANZERGRUPPE GUDERIAN is a challenging
game for both players. This anicle has been slanted
IOward the Soviet side because defense in any game
is always the more difficult to play, the advantages
more subtle. The Soviet player will usually be hard
pressed to hold the Gennan to a marginal victory.
But competent defensive play can usually preclude
anything other than a marginal victory for the Germans. The challenge, then is to do better than a German marginal victory. Many a game has ended with
the German player only one tum away from a decisive victory.

Unfortunately, this perceived bias in the victory
conditions has kept PANZERGRUPPE GUDERlAN
off the tournament schedule at many wargame conventions. In the typical competition the players are
paired off in the first round and the winner of each
game advances into the second round. If this procedure were followed in a PANZERGRUPPE
GUDERiAN tournament, the second round WOllld
be made up almost entirely of gamers who had
played the Gennan side in the first round; somebody who had won a decisive victory as the German could be paired with somebody who had barely
eked oot a marginal victory. (In a toornament with
limited time for play there can be no draws.) If this
were the ease, then the players could just roll the
die to see who would be the Gennan player and not
bother to play the game. It would certainly save
time. Clearly, this approach will not do.
The solution is simple. In a given round, the German player is not playing against the Soviet player
for the righttoadvance into the next round. Instead,
he is playing against the other German players as
well as against his opponent. The players (whatever
number the tournament director feels comfortable
with)-German and Russian-with the most points
advance into the nCltt round. Next, the players
switch sides so !hat the Soviet playCl"(S) of the previous round would then be the German player(s)
of the current round. Simply repeat the procedure
until only two remain, Doing this will ensure that
only the best all-around players will make it into
the final round.
At the PANZERGRUPPE GUDERiAN tOUrna·
ment of ORIGINS '82, the Soviet player received
victory points for territorial objectives the same as
the Gennan player; ocher than this, viclory points
were awarded in the usual fashion according to die
roles. To discourage the Soviet player from stalling in order to keep their victory points high, there
was a ten-point penalty for each tum that was not
completed. Similarly for the German player there
was a five-point penalty for each unfinished tum.
Too, everybody had the same die rolls for the 16th
and 19th amties (announced by the tournament
director and varied for each round). This approach
wor1::ed very well and I recommend that it be used
in future tournaments.
Finally, if yoo hanker for the classic game-one
given to quick and challenging play. and capable
of analysis and debate on perfect plans (something
seemingly in disrepute these days for some strange
reason)-try this fine re-issue of PANZERGRUPPE
GUDERiAN. It is worth more than passing interest
in your over-populated game library.

COPIES
II the reader should need a copy of an article
from an "out·of-stock back issue 01 The
GENERAL, The AvalOtl Hill Game Company
does provide a photocopying service. The
charge lor tbis service is $ 1 .00 per page, with a
minimum order of five pages required. Please
specify the article, volume and number it appeared in. and the pages on which it can be
found las listed in this index). Standard AvalOrt
Hill postage rates of 10% of the amount of the
order must be included for domestic orders.
l20% for Canadian orders; 30% lor overseas
orders.) GENERAL postage coupons do not
apply.
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SERIES REPLAY
PANZERGRUPPE GUDERIAN
Russian Player-Stance Nixon
German Player-Jody Clukey II
Neutral Commentator-Andrew Lockton

This Series Replay is broughT fonvard by Three
superlative compeTiTOrs from The WeST CoaSTauguring a fierce game. The German player. lady
Clukey, placed second and Third in The last TWO PGG
Tournaments. Stance Nixon has twice placed Third
in The TOumamellt while The NeliTral Commentator,
as befiTting his position, has placed first and second
in The past TWO PGG TOurnaments.

Pre-Game
Russi.an: We started off by bidding for which side
we wish to play; knowing my opponent likes to play
the Germans, I started in the 60's in order to make
him give me several SouthWestern reinforcements.
With the bid being 68, he must capture everal of
the Victory Point hexes beyond Roslavl. This is
where r hope to stop him by blocking hi line of
supply, pinning as many units as possible, and
heavily defending his target hexes.
1 will set up a defen e tbatlets me delay the German as well a fall back and use the remainder of
the rearguard units. The front line units will be
pinned which will let me move the reserve units,
the leader and armor, to the next defen ive line.
The first defensive. line is anchored on the forestroad hexes of 0518 and 0617, and looks like a
rever ed qu tion mark. The next part of the defen e
stretche down the road to deny its use to the Germans for movement in the early turns. The final part
heads south along the Dnepr River line. This section is designed to make it hard for the German to
get into the open areas of the board, at least for the
first two turn . This defense give him the city of
Vitebsk but makes him fight for Or ha and Mogilev.
The last thing to remember about my defense i that
it is supposed to stay as mobile as possible to allow
the formation of other lines, filling of holes and,
if the German i not careful, the recapture of Russian
cities.
The last two lines are not as complex in their
execution as in their theory because I will have few
mobile units left. Line two forms around Smolensk
and stretches from the north edge of the board to
the south edge around Roslavl. The third defensive
line is on the Vop and Dnepr River line east of
Smolensk with pockets around Roslavl, Vyazma and
the central forest area. At this time in the game,
Turn 7 or 8, the German player should have many
of hjs unjts pinned and be able to attack with a few
mobile armor and mechanized units. His infantry
will be u ed to clean up the pockets I have left
behind.
German: I bid 68 points simply because my opponent bid 67 and 1 wanted to be the Gennan (1 am
a better offensive player than defensive player). This
will necessitate my taking Viteb k, Orsha, Mogilev,
Smolensk, Yel'nya, Ro lavl and something past
Yel'nya, assuming that he takes no SouthWest Reinforcements and I lose no divisions that count for
victory point purposes. I would have preferred a
bid of 65 0 that I would not have to take anything
past Yel'nya, thereby implifying my problems. But
Stance knows me too well to make this easy and
so sent the bid up.

The strength of the German army i their panzer
and motorized divisions. Their movement allowance
of 20 points per game tum, when in supply, makes
them awesome. They can punch holes in the Rusian line and make deep penetration raids to grab
cities, cut rail lines, and overrun solitary leaders,
thereby disrupting the Ru sian defensive plans and
the Russian supply lines. It pay to leave some
mechanized (panzer and/or motorized) division free
and unpinned to exploit weaknes es and mistake ,
and try to force the Rus ian player to weaken hi
center to shore up his flanks.
The first several moves for the German will be
dictated by the Russian placement (i.e., does the
Russian create an egg defense, a forward defen e,
or something else). It is impo sible to project my
moves at this point, they being dependent on those
of my opponent.
My air interdiction units were placed in hexes
3815,3715 and 2915. This placement means that
the Russian first tum reinforcements are slowed
down; if the unlts in Entrance Hex "V ,1" move,
they are ignificantly delayed.
For those ofyou whose only familiarity with PGG
is whm you have read so far in this issue, a brief
look aT some ofthe key tactical poill/s of the game
is in order.
The Russian units are unkTIown. Altlwugh the
average value of a sTack is calculable, the de viationfrom average is very large. Even more importamly, the Russian army is composed roughly of
10% dummy uniTs thaT do not absorb casualties.
Zones of Control may IlOt be left except by combat or overnms. It is crucial to preserve some mobile
units 10 react to threats. 11Us is a game thaT rewards
players that keep a reserve.
All Gennan mechanized and motorized tUlits move
twice, once before combat and once after. If the German gets even a small hole in the Russian line, his
army is built to exploit it. This also means thaT The
Gelman effectively has 20 movemellTfactors per nlm
for his main striking force. This is to be compared
TO the maximum of six per tum for the Russian
defenders. This mobility differelllial is imporralll.

TI,e Russians must coulI/er-balance this wiTh efficiellluse ofthe rail net and a "look ahead" attirude.
The mechanics ofbeing 011I ofsupply greaTly reward even valued units as opposed 10 odd valued
units. TIle Panzer Divisions are composed ofthree
even valued units. If supply is going to be a problem
the Panzer Division is twice as strong as a Motorized Division.
TI/ere aren't any low odds DEs on the CRT. To
eliminaTe a Russian position tends to demand that
it be unable TO retreat. TI/is Catl be done by surrounding it or by attrition. At the odds at which most
combaT occurs, players will have a choice benveen
losing a step from or retreating the involved uniT.
The German almost always will OpT 10 retreaT. It
is very Imrd 10 bleed the German player.
If a stack retreats it is reTreated by the enemy
player; if it takes losses The owning player allocales
them. This meal/s that many SovieT defensive positions must accept D2 results as deaths or weaken
the second defensive line. Remember That a successfi.l overrun takes the hex regardless ofOIher enemy
Zones of Control. EliminaTing all the units defending in a hex grams an advance of two hexes and
these units are allowed to ignore enemy Zones of
COlllroL a,l the other hand, the fact That the owning player deTennines losses means a reinforceable
defending stack is always improving; only the weak
uniTs die.
A weak position in the line will not hold. There
is only one combat phase but one can overrun a uniT
as many times as he can find llllits capable ofdoing
it. Losing an overrun defensively will eliminate the
Zone of Control, upon which all defense is based.
How The German uses These loss-causing opportunities will go a lOIJg way toward deciding who will
win the game.
Strategically, the key is for the Russian to form
a solid line and hold iT, One major problem is that
this line must be held with very few casualties. Contrary to what one would think The German can will
a baule of attrition, if only The attrition is quick
enough. A comparison ofthe Russian and German
forces is shown in Table 1.

TABLE 1
Russian Steps
On Board
F"""';"----72r-------"'2'l""'-----~b~~--~-?'f'
.......
Tum

German AF
On Board

German Steps
On Board

Russian DF
On Board

L-~._---"F..,..,e------~.,__----__>J'

158

This table is for illustration only and it should be noted that it is theoretically impossible.
This also does not include any SouthWestern reinforcements.
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This game ...as played under Southern California toumamem rules. Rather than using the Victory Poim totals as fisted in the rule book to

determine /he winner. an open auaion system is
USM. The ideo .. w ropied from STORM OVER
ARNH£M. This takes theform ofbidding a unain

munJ>er of Victory Points t/un the German p1a)'er
lIuds to obtaill ill order to ....ill. The highest bidder
therefore b«omu tM German player. In the rose
ofthis game. Jady needs 68 Viaary Poi,US to ....in.
(For rontpariSotl purposes, the a''erage bid at the
fast oon''emian was 62).

Turn 1
Russian: I feel very lucky that I can move bcMh the
19th and the 16th Armies. This helps bolsler my
defense and and I can Slan defending Smolensk.
Since lhe movemem of the 19th Headquaners is
allowed. I can save one of my best leaders from the
GelllUlns attacking it on the first turn. The Air Interdiction markers are placed where they slow the
flow of reinforcmems the most. and will keep me
"unit poor" althe from for a while. I have made
a few mistakes in placemenl and will eorred them
nexl turn. The units in 0525 are not needed lhere.
and the Slack of units in 1116 is out of supply. Moving only seven of my eight allowed units by rail is
another of my more obvious miSlakes.
The IClssian is adopting a mcrifice defense in the
()j18 region. The big thing to lookfor willlH the
cost to the IClssiom in divisions as compared 10 Ihe
cos, in time to the Gemwns. /n this regard. the
/PIOl-elllem forwtlrd of twO infantry di,isiom from
1414 is MOSt suspect. It ..ill incrt!OSe rhe COSt to 'he
RJusiOll ..ith 110 apparent delay fa the Germans. As
a point o{imerest the RussiOll o'I1ylOlO\wJ U\'el'IlUIiu
by rail. He ('tin (lJU/ should ha,'t! nIO\'ed right.
Gl'rman: The Russian is capable of moving bcMh
16th Army HQand 19th Army HQ. This means that
I cannol pin KONIEV (19th Army HQ. (5)-10) on
game tum one for subsequent elimination. Unfortunate. Due to the Russian placement after the first
move, there will be no German attacks this tum.
The only thing for me 10 do is pin some Russian
units for later anemion.
Using the motorized divisions to pin the Russian
units means lhal my panzer divisions are free to
move. I have pinned most of the Russian armor that
I could reach. The 20th Panzer guards the 20th
Motorized flanks. supply line and retreal route.
Except for the 7th Panzer Division. all my units are
doubled on defense.
A solid mo,-e. Against a sound Russian def~nse.
conservati"e early mows tend to be best. The Russian at the end ofTurn On~ hasfony inf(VItry di,isions. six armordiiUions. and sn-en HeadqutJnef"$.
This gi,'u iJIl awrage anad vo.lue of 169 and an
a\'t!rage defense vo.lu~ of /84 in 53 steps. The G~r·
man Juufiw dj,;sions ...ith 011 awrage at/ad ,'(I/ue
of71 and defense value ofn ill 26 steps. Aggrusive GenrlOn mows mUSI take Ihis discrepancy into
IUXOWlt. The nI(»-e aaually dwsen is stron.g. wi/h
all Oltodable units being unsulTOWldabfe ucqN for
the 12th PQJll.er Dj,ision. With Ihe 7th Panur
Di\ision screened from all RussiaTlS ucept Ihe
amlOr in 1116, anyallad: on Ihe 12/h Panur
JJj,oision is doomed 10 befrustratedby Ihe 7th Pamer
Di,isiOlI.

Turn 2
Russian: His opening move has allowed him to pin
several unitS and threaten my 20th and 13th Headquarters. I will have to move to block him from gelling to these unils as well as move to impede his
1I1 ..., ...llon I '!'lIe ,i,UOlion 01 ,"" ''''''elusion of ,lie German
MKluIIi,,,,,, 101"",...,.", PIwc of Thm I.

spread nor1h of the 012Q-Smolensk road. He has not
pinned all of his units, so I must be prepared for
him to move around my liroes and deeper into my
terrilory.
!be unilS in 0920 will protecl lhe 20th Headquaners for a while. which will keep sever-II unilS
in supply. I should have pulled the 13th Headquarters OUI and moved it toWard Roslavl this fUm.
1be loss of these leaders will hun later. Maybe the
German player will commit a large portion of his
foree:s 10 eliminating these two Headquarter unilS.
If he does this and it delays his unilS for a couple
offUms. their loss will have been worth il. 11le reinforcements at Enttancc Hex W moved by rail, but
the annor unit wiII be escorted by 24th Headquarters
in order 10 keep it in supply to give it maximum
movemenl. This saves me needed rail mo\'ernenl,
which will be used by my infantry unilS instead. TIle
random unit at EntrllnCe Hex I will waIlr. to the front,
and should reach it in about three turns.
A spectacularly bad mOlOf:'. The German ;s given
a choice of good mo'·u. H~ call send 121h Pallzer
Divisiolls i/l/o Roslav{ by moving ta 1817 ill the
mOI'ement phase whife Ihe 7th alll/20lh Panzer Divisiolls kill the Russians in 1116 alld. depelldill8011
Ihe resullS ofcombat, even pm a dh'isioll adjaum
10 Ihe J3th Heodq,wrters. Or, nwre col1seryotively.
he ron use all thru panzer divisions against 1116The Russian writs in 0920 are horribly ...eak. The
units in 0422 are only stacked IWO high: in the delay
defense Ihree-high Slaw should be USM. The units
under the fou.r value leaders are a flaw. uaders

should haw nO/hing ora stack ofthru unilS underneath. Sillce fhe leader is worth four defensiwly
...hen alone. /1 ('tin IH wry embarrassing to haw
a one vo.lue un/I underneath, thus defending ",ith
a Slrength of one.
~rman:

I think that the Russian missed a chance

to save four infanuy and 1\110 armored divisions from

the front line area. The four infanlty divisions could

be moved to the rear by rail movement from the
Mogilev-Ord!.a area and the two unpinned armor
units could have left using their movement rate of
10. The 13th Anny HQ should also have used rail
movement to go 10 Roslavl 10 Slan getting up the
defense of the South.
The second tum German reinforcements arrive
on map in the nonh but unfonun8tely are tOO far
from the frontline 10 reach before the oombat phase.
It is possible for the Russian to surround and possibly hurt the 20th Panzer Division on the Russian
segment of the next tum, but when the Gennan segmenl of turn three rolls around the division will be
rescued by the Gennan reinforcements. The fact that
it pins the Russian 20th Army HQ while 12th Panzer pins the Russian 23rd Army HQ means thal these
two powerful HQs will not bother me later in the
game.
Meanwhile. the 7th Panzer Division and 10th
Panzer Division are free to move. lhereby causing
the Russian player 10 Utk.e them into account during his move.
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nre Gennon obviously in/ends 10 fr(.lp the Russian
four yalue leaders. Not a bad idea, bur Ihe Ihrt!/'!
division allack on /116 offered much the same opponulI;ty wilh the reward ofrwo dead Russian units.
20rh Headquarters is nOi on a rai/line and has 110
safe haven nearby. 11 is no/ necessary to be adja·
cent 10 a unit 10 kill il. No/ice rhat lhis is arlorher
weaiuless of Ihe Tum 2 Russian mow!. The 13th
Headquarters should have been railroaded to
Rasla,-I, i/ is tlOI supplying a single unit not already
supplied by 20rh Headquarters.
Given the German movement phau, mechanized
mO~'ement is as l'xpected. The only obvious weakness is Ihe failurl! 10 pin Ihe units in 0920. The
Russian will be able to fonnfivt! stacks a/lhTel! units
in doubled terrain, and a Slock offour in doubled
Ittrrain when and iflhe unirs in 0422 mOl'e to 0822.
The German will get more than the utual /lumber
ofkiffsfor the delay defense. bur his lapses this tum
means he will take more time than usual as well.
All in a good n"n in the abstract but II0t nearly as
good as iI could hal·e been.

Turn 3
R~an: My defense is nO{ going as well as I would
like it to go, but I now have the opportunity to cause
him several problems in an area that is rapidly becoming his back lines. The 20th Panzer Division
in 0620 can be surrounded and put out of supply.
This will cost me several units, and may only cost
him one step since he can rescue it with other nearby units. However, the units sent to rescue the 20th
Panzer Division would be delayed. Their delay will
have justified the sacrifice. Next turn is the major
reinforcementlUm for the Germans and I mUSIleave
no holes for him to exploit with the newly arriving
units.
I had several choices to make this tum. Should
I pin the 7th Panzer Division, the 19th Panzer
Division. or both. I surrounded 20th Panzer Division with only twO units. This may tum out to be
a mistake, I should have used two stacks of three
or no units at all. Orsha out-of-supply is a better
hex to hold than a hex in the open with three units
in supply, and this was the only hell I could have
gotten three units from. I am again seeing my mistake of not withdrawing early enough haunt me. I
hope the units left behind will cause several
problems for Jody in the next couple of turns. as
well as slow his movement.
The Rutsion stocks in 0521 and /02/ are simply
wrong. Undoubled and unsupplied two-step stacks
just provide cannon fodder /Q Ihe Germons without
extracling any reasonable delay. The units in 0521
belong in 0822. The units in 1021 should be. aile
each. inll16and /216. Given thefac/rhO/only
two Panzer Divisions are free, the unit thaI moved
by rail into 2525 should have walked instead. allowing anolher unit from Ihe Vyavna region 10 rail
inlO Smolensk. All in all. a leH than perfecI Russian mo'·e.

German: This turn will be devoted to killing most
of the Russian·units in the forward area. 7th Panzer Division will open a supply line to 12th Panzer
Division for combat purposes.
I will now kick myself for not attacking hell
0521-the Russian Cltpected value for defense is four
and my attack value is 28, giving me an attack of
seven to one odds. It is impossible for his unit to
survive this attack and the allack would have freed
two of my divisions. A very dumb thing to have
done. Next turn should see Orsha fall and the toad
cleared.
At best, an average m{)ve. uhr and Gross
Deutschlalld are being terribly misuted. They should
surround units and scout out informaliOlr. If Gross
Deutsch/and and Das Reich "iere to trade places
with uhr in 07/7. attacking both adjacem hexes
(thut allowing the German to use his units efficiently

on Tum 4). it would be a good move. One other
thing 10 note is the mallY injantry units heading eoSt.
not panicipating ill Ihe early batlles unless they are
necessary, since Iteediessfighting would slow their
arrival againsl the Smolensk area positions.
Very poor combat. balh in execution alld results.
The 20th Panzer Division should have advanced to
0719 to prevellt the retreat from 0618. and the second attack should have beell with rhe 17th Panzer
Divisioll and 29th Motorized Division against Ihe
Russian infantry in 052/. The expeaed odds are 7.. /,
the worSI adds are 3:1.
But the Gemlan has good mechmrized nWI·emelll.
The killing overruns were OOI·ious. bllt IIQt so
obvious were the placemems of Das Reich mrd the
19th Panur Division. Iflhe Russian is careless they
pose a threat. If not. Ihey can go back and help elMr
the road. A good aample ofGerman mobility. Also
noteworthy is tire belated recognition of Lehr and
Gross DeutschlOluFs role.

Turn 4
Russian: Several of his units are tied up and will
be until next turn. German infantry will nOt reach
the Smolensk lines until this turn. and then there
will only be two of them. It looks to me as if lody
is going to send most of his force to Smolensk. This
will require me 10 fonn my line rather quicldy, and
will not let it be as complete as I would like it to be.
It does not look like I will do the Germans a lot
of damage in combat with what is left of my first
defense line. The retreat from hex 0518 means he
will have to attack those units again. but this time
with better odds. The 6-8-6 in Orsha was a bit of
a surprise to both of us, and I hope it will be able
to cause him more than the normal delay.
His overrun that was resolved with an A I generated a small amount of cheer on my pan. 1 split up
the German division so that he cannot overrun with
that unit during his nut movement phase. The final
tally after all the allacks is pro-Geman, but it has
given me some information on my army. With the
twO exposed 0-O-6s and the 6-8-6 and the two
5-8-6s, I know that there are only six 0-0-6s left
and five unitS with an eight defense left. This means
that the line atound Smolensk is populated by many
average units and a few good ones.
After noticing that the German infantry can get
to my Smolensk line this turn. I refused to do anything about it. I shuffled the 16th Headquarters from
Smolensk to Roslavl and the 30th Headquarters from
hex 4012 to Smolensk. These Headquarters, along
with the others, can keep my Smolensk line in supply. If the 13th Headquarters had been moved to
Roslavl earlier, then I wOllld not have to do all of
this shuffling. I did make a mistake in not allowing
for the German infantry's arrival. The area between
Smolensk and Raslavl is not going to be penetrated
by him without a lot of work. This was done at the
expense of my nonhern line. I hope he will consider the terrain unfavorable and rtOI attack. My line
does not stretch far enough north to block a flanking maneuver. There are not enough units in
Roslavl, so the units coming from the rear will have
to fill in here and the north.
A good solid move. The defensive fillefrom 2013
10 2325 isfirm and backed bya solid line. However,
there are some poillls to criticize. The five wllue
leader in Smo/ensk belongs on the nonhernflank.
The northernforeSI is for too weakly held. TIre for
south also is tao weak and tire RlIssiOll line is I·ery
vulnerable to casualties becaute ofthe large number of undoubled positiolls al/ackable from Ihree
haes. A defense line using hexes 201 /.2013. 20/5.
2216, 2217. 2418. 2420. 2422. 2424 alld 2527with
bo.ckers 0/ 2212. 2214. 2521. 2523. 2624 and 2626
would use as IIUlny troops as (his line but would have
less hexes exposed ro potential high adds al/acks.
All in all. however. this is by far the beSI Russian
move since Turn /.

German: It was nice of the Russian to let my two
infantry divisions attack his front line this turn. I
will attack hex 2013 to apply leverage on the road.
I will not use the infantry divisions to allack hex
2015 because the panzer units which allack with
them would be across the river if and when it came
time to overrun.
Bad luck in the forest as Stance was able to retreat
his armor onto his 8-8-6 in their other se<:tion of
the forest; this means still another tum to clear the
road in the forest.
A well dOlle IlIQve which kills mOSI of the delaying units alld begins the attrition in llie Smolensk
area. One imprOI·emellt would hal·e been 10 send
a small force 10 the l@ area to threaten the
northern flank butlhis can be done in ml!chanized
mOl·emelll if need be.
The atlack on 0718 was probably a miSta!«!. There
was a one-third chance of creating a Slack ..·ith a
defense value of22 in hex 0617. By ignoring 0718
it was possible to guarantee Ihat the road would be
elear on Tum 5. Now lady will hal'e to fight for
it since Ihe Russian knows whO/·s there.
I still think uhr would prol·e a //lore dQ/lgerous
threat fanher north. The ""own Russian units in
20/3 should hal·e been pinned. If the Russiall is
bright they will become the lynch-pillS of his
Smolensk defense. The German player does do a
good job of threatening balh sides of the Dnepr,
while allowing almost all the armor ro be free ro
uploit any success.

TurnS
Russian: My front line defense has now fallen,
almost on schedule. He saw the error in my lines
and will now exploit, but I will try to stop him if
he doesn't get too far in the Mechanized Movement
Phase. Jody looks as if he is avoiding the SmolenskRoslavl road defense and is building up just for the
area around Smolensk. If he eliminates the Smolensk
defense too early the game is forfeited.
Last turn ended a little in my favor. I still have
a nice stack in hex 0617 (the forest road). Despite
the limited access to Smolensk. I can still get units
in there this turn to help defend. This will be my
last chance so I need to make the best of it. He conveniently exposed a 2-6-6 and a 3-5-6 earlier and
did not pin them, so I ean move them to Smolensk.
I cannot do everylhing I wanted to do because of
the shortage of leaders and units. I built up my line,
bUll have left several weak points. I have a stack
in 2328 lhat is out of supply; the stack in 2210
should be in 2209 (a far better position from which
to antagonize the German). My biggest mistake may
be not backing up my line at 2418; wilh the three
available panzer units he could eliminate that stack
and completely surround Smolensk. This gives him
a very good chance of destroying the stack in 2220,
and exploiting through 2419 to the rear of my lines,
or deeper still to the eastern board edge.
What a horrible tum! The Russian player would
have been better off if he /zad not mOl·ed a single
llllil. Certainly, the key mistake is the gapping hole
behind the units in 2220. If they go. Ihe Germll/1S
call cut the Vyavna-SmolellSk rail with uhr in
mechanized mo~·ement. The Russian is still weak on
both flanks. but straregically this is where he can
mOSt afford it. The weakness in tire celUer is the
crucial aile.
German: A Russian mistake! He does not have a
double line south of Smolensk. If I breakthrough
at hell 2220, I can isolate Smolensk. The attacks
are set and the 14th Motorized and the 18th Motorized will help uploil in the south. The road will
be cleared this turn!
I will clear the forest in hex 0617 to open a supply line for a breakthrough to isolate Smolensk.
Then I will overrun the unit in hex 2112 to gain
space and free three infantry divisions for use next
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tum. Next on the hit parade is the overrunning of
hex 2118 with a motorized division te free a panzer
division for exploitation of the hole to be created
by overrunning the units in hexes 2319 and 2419.
But after my die rolls there were too many (three)
failed overrun to truly show a breakthrough exploitation. Still, it's enough to isolate Smolensk from
being reinforced,
Trying to take advantage of all the weaknesses.
The German might be beuer off if he COncellirated
ali his mechanized units except Lehr in the 2319 gap
region and let the forces along the road provide the
northern threat. Good auack on 2118 and 2220 is
very strong, but if2118 is weak the path gained to
2219 might well make the difference.
Jody's retreat ofthe Russians ill 2220 was poorly
dOlle. If both units had been placed in 2419 instead,
exploitation would be significalltly easier. The
failure to concentrate against the 2319 gap area is
tlOWapparent. The upcomillg overruns are crucial
to the Russian defellse.
•'Hey diddle diddle, right up to the middle. " With
this move Smolensk is a plum waiting to be plucked
by the Germans. The exploitation, although basically solid, is flawed. The 14th Motorized Infantry
would be much stronger in 2519. This would prohibit the Russian from placing a stack ofthree U- / 0
unUs in 2518 that, combined with Smolensk,forces
German units moving nonh or sourh to do so west
of Smolensk. In addition the powerfUL pill 011 Das
Reich greatly limits German threats next rum. Notice
how the German is using the breakthrough sourh
of the Dnepr to fonn a pocket 1I0nh of the Dnepr.

Turn 6
Russian: With all the damage he is doing to my line
I am surprised I still have one. The armor unit in
Roslavl will have to move north to fiIJ in the gaps,
but this leaves me with a weakened defense of
Roslavl. I will have to move some unit down there
next turn, before he attacks.
The units in hex 0617 did hold out so thi limits
his effort to penetrate my line too deeply because
of supply restrictions. I did not retreat the stack in
2112 because he will now have to overrun the remaining unit at no better than 2-to-1 , which could
slow him down a Little. I did accept the retreat in
2220, however, because it fJ.lled a gap in the line
and frees other units to move elsewhere.
The German has created a very big hole and I will
have to fill it fast. I have to do this while still maintaining the defense of Vyazma and Roslavl. I have
dropped my line several hexes back and formed a
new line that reaches along the Vop River to the
Iput and on southward to Roslavl. My entire line
is in supply, and with the added defense of the Urga
River and the forest from 3319 to 3522 mo t of the
line is in hexes that double defense when attacked.
Weak. The Russian is abandoning 25 steps (not
counting those in 2207) to rhe German. It should
take only one turn for the German to kill approxi-

mately 20 ofthese, and it is very possible to kill all
of them by the end of combat in Tum 7. The Russiall only has 42 steps not at hazard this tum. This
aurition simply wilt not allow the Russian to defend
in depth. Stance was correct in that most ofthe involved units are dead, but was wrong to let rhem
die so easily. For comparison, my defensive line in
rhe nonh would have been three U-6s in 2/12,2114,
2116,2615; two U-6s and a U-10 in 2210; one U-6
each in 2409,2207, 2412, 2212. When combined
with three unknown mechanized units in 2518, three
U-6s in 2520,2420,2422,2526, and rwo more in
2628 as the first line of my southern front. it becomes obvious the "dead" units in the immediate
Smolensk region are being put ro much better use.
Of course, it certainly is easier to see this sort of
move in analysis, as opposed to during play.
German: The Ru ian mis ed his opportunity to
really hammer 7th Panzer Divi ion, and while he
sealed the breakthrough in the south he has allowed
me to butcher his units in the nonh. I will use three
infantry divisions to overrun hex 2212 and then pour
through this gap to surround the units in the north.
My southern drive will have to be put on a back
burner for the time being. Minor note in the first
overrun, I have a 50-50 chance to continue moving
after the overrun to aid in the attack on hex 2315
(but this plan was spoiled by the die roll).
The attack into hex 2114 shows the strength of
a German combined attack force. Where it is necessary that a panzer divi ion not be split, due to the
wi h to use it later in an overrun perhap , an adverse combat result should be taken by some unit
that is expendable rather than taking the ret.reat that
would split the armored division.
I do have a annoying problem in that my southern
position is under-defended and over-eommitted. I
should make some effort to get uncommitted units
into the region.
Not very well handled. One obvious mistake was
failure to notice the supply linefrom 2216 to 2212.
A unir ill 2014 would have made ir a 6:1 overrun.
Far worse, however, was the concept ofoverrunning the unit ill 2212 at all. An infantry division ill
2110, Lehr in 2311, and Das Reich in 2314 along
with the attacks on Smolensk and 2] /4 would have
isolated and surrounded all ofthe attacked Russians
nonh of the Dnepr. Ihis would have allowed the
14th Motorized Division to go to 2519 after 2318
had been. overrun and-combined with a move by
Gross Deutschland to 252/ alld a panzer divisioll
in 2321-would allow speedy elimillation ofrhe Russian units ill 2420 and 2520. The move the German
did make does have rhe advantage of gaining possible DEs versus 2114 and 2314 but has the disadvantage ofnot killing the southern Russian units and
does not maximize the attack on Smolellsk. 171e outof-supply Russians in undoubled terrain are easily
killable in one turn; only the units in Smolensk pose
a danger ofa 10llg delay. An attacking unit in 2218
is definitely needed.

Air Interdiction and Reinforcements
Tum

German

Russian

0120
0120
OT20

Reinforcements

17,e German attacks went very much as expected.
17,e German should have attacked 2217 before he
attacked 2216, however; lowering 22/7 from four
ro three steps would be very usefUL for his nexr tum.
III his mechanized movemellt, lady makes a Strong
attempt to rum the northern flank. aile bad error
on his part is the failure to pin the units ill 3012.
1fthe 14th Motorized Infalltry was in 301 I alld Lehr
was in 3109, the gap between rheforests at 2908
would be open and the panzer divisions could pour
through. The German also left the Russian with the
southern defen e mentioned earlier. hex 2518 srill
divides the battlefield. Note that ifrhe Russian holds
2518 there are 110 free units ill the south orher than
Gross Deurchland alld 1st Cavalry Division. 17lis
would aLLow the German mistakes offailing to kill
the units ill 2420 alld not attacking 2217 to be exploited to the fullest. 'The Russian player must come
up with a good move or his lack ofdepth will prove
faral.

Turn 7

Russian: The way r expect lody to attack is 10 overrun the lone units to get them out of his way. He
will attack the units surrounding Smolensk and the
units in 2420. The units in the north in hexes 2207
and 2210 shnuld also be attacked thi tum, he needs
the unit they have pinned. Smolensk should not fall
until next turn. All this means is that he will not
be attack.ing my line and this should give me a
chance to reform. But ... I have been proven
wrong in what actions I thought he would take in
pa t games often enough. He ha extended himself
thin on both of his flanks; I will be able 10 u e it
again t him.
Now i the time for some offensive action on my
pan. The German has overextended in the nonh and
has left two very expo ed unit holding his southern
flank. I will pin Gross Deut chland and attack the
1st Cavalry Division. either attack exposes my line
to any danger this turn, and may cause the German
to commit heavily to top my attack from becoming a counteroffen ive in force. The attack on Lehr
eases the pres ure on my nonhern line and removes
one of the German's mobile unit I will occupy
Rzhev in order 10 deny the German an ea y five Victory Poin15. This, along with putting the reinforcement from Entrance Hex X along the rail line
between Vyazma and Rzhev, will insure that several
of my units can get to the front lines next turn. The
Random Reinforcement at Ent.rance Hex 6 will go
forward by rail and repair the rail break at hex 1125.
If he doe not an wer this, I can use that that line
to transport a unit to orne of the cities on the
western edge and recapture them.
Successful anacks force him to respond. I have
seven units with a leader almost behind the German line. In the north he can easily go through,
but I am betting he will re pond to the anack in the
south-which will let me reinforce the northern
defense. The German will soon have to worry about

German Gains

11 points (Turn 2, 10 and 12)

-5 points
86 points Total Victory Points
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his supply lines. I have to generate several pockets
of resistance to block them.
This is a move of which Ihe Russian player can
be proud. Advantage is taken of lhe Gemum mis~
rakes of Turn 6. and preparation 10 meet u major
Gerl1Ull1 Ihrusl in the north is made. The lmils in
Rzhev OfC worth their weight in gold! The center
of Ihe Russian de/elise is masterful; four tripled
positions allow the luxury ofa weak 10 nOIl-existant
second line. The ollly portion of Ihe move Ihal can
be questioned is Ihe elimination of /SI Cavalry
DivisiQlI as opposed 10 a solid defenseulong Ihe 24/h
hexrow. 8UI, it must be admilled Ihal evell Ihis i.f
more a mailer of taste rather than doctrine. With
Ihis move the Russian player begins 10 rum Ihe lide.
bU/ rhe lack of units 10 construcr a second line,
especially sOUlh of Ihe Onepr, slill makes Ihe German rhe favorile {() win.
German: The situation in the south has greatly
deteriorated and Smolensk must be taken quickly
in order to free divisions and a supply path to the
south. During movement, the overruns in the northeast went well (though I could wish for something
bigger than a 0-0-6 to have been in the northwest).
My first combat was a disaster; the rest were nice.
Smolensk will be cleared next turn, thereby allowing air interdiction units to be placed east ofVyazma
which will cause some slowing of Russian reinforcements. In the north three panzer divisions are now
free to move and in the south there is one unpinned
panzer division; these divisions will give me something to react with to the next Russian move.
In the southwest I must beat the Russian to the
cities of Orsha and Mogilev with game turn eight's
reinforcements.
Gross Deutschland is in serious trouble but is expendable. The hole between Gross Deutschland and
hex 2715 is not as serious as it seems because he
has no units that can exploit the hole and cause me
serious problems.
The German has made a move 10 break the northern flank. As Ihe German needs 25 more ViclOry
Poims 10 win Ihe game, Ihe obvious Ihrear is 10 /(.Ike
Vyavna, Rzhev, and GVWISk. The unilS senlnorlh
are nOI sufficiem to do Ihis. AnOlher possibiliry is
10 splil Ihe panzers and send Ihe force around
Smolensk 10 Ihe soulh, take Yel'nya and al/empllO
pincher Vyavna. The greal po"-er ofhexes 25J8 and
22J7 splilling rhe board inlO IWO dislinCI parIS is
~'ery well shown. Gi~'en Ihe northern allack by Ihe
Germmu, il is a serious miSlake nOlto have Slrung
Ihe arriving ;nfal1lry OUI along Ihe road and send
back an infamry Unil 10 05JB, which would serve
as a supply source and allow Ihe GermanS 10 cOntinue to push. There are lao manyforesls in Ihe llOrth
10 push Ihe ailack home wilh IItlsupplied units.
The hole in Ihe German line in 2517 is 1101 ;mportant; Ihe Russians lack Ihe UnilS 10 take advantage. W1'at;s importanl;s Jody 's failure /0 use Ihe
norlhern flank forces properly, There are /WO
possibililies; one ;s a Slrong drive w;lh Ihe 10th
Pmlzer Oiv;s;o" (in 3902) and Oas Reich (in 3904)
w;lh Ihe 20th a"d J91h Panzer Oil';S;Ons asfar forward as possible, using Ine 141h Motorized JnfanIry 10 pin hex 3309 and moving the 18th Panzer
Division and Ihe Olher four slrang farnwlIOIls InlO
29J J where Ihey will be in supply On Turn 8. They
then Ihreaten 10 h;1 Ihe north if il is weakened or
drive up the gap berwee" Ihe Dnepr (l"d Vgha al
Vyazma.
The Gem/QJl play inlhe soulhem secloralso seems
mishandled. Iflhe J8th MOlOrized Infamry was in
24J9 and Ihe JOth Mawrized Jnfamry was in 26J 7
alollg wilh Ihe reSl, Ihe Russians would hal'e nine
fewer mobile sleps 10 operott wi/h illihe soulh. The
nexl German breaklhrough will obviously be in Ihis
area as II is very hard to reinforce. The Air InterIIh." ....li'>o 2 The ,itu.,ion at lho """"Iu,i"" of Ihe German
Meclun;ud Movcmcn' PIIa'" of Tum 2.

diClion markers should hQ;'e been used i" 3824.
3925, and 4025 10 magnify this difficullY.

Turn 8
Russian: I am surprised he is not making any attacks in the south. He is attacking in the nonh instead, but not with enough force. I can now readily
attack Gross Dcutschland but I do not think I will,
because it would give him a chance to pin some of
my few mobile units. I need 10 reform my line in
the south and bolster it in the nonh. Now that he
has repositioned his Air Interdiction markers, it will
delay my ability to bring my reinforcements forward and develop balanced defenses.
In order to slow the movement of the German
forces [ will use my own Interdiction Marker in hex
0120. In the south, I expect to lose the armor and
the infantry, but I will have repaired the rail break
for future usc. My Vop line will hold long enough
for me to bolster it, and maybe counterattack. The
major problem I have this turn is that I am shon
of HQs. My earlier mistakes in this game are begilllling to show.
111is move gh'es Ihe German a great cha"ce 10
win. The Russian Slack I" 2420 is aaaclwble at 2: J
odds. Iflhis Slack lases even one slep, il call be overrun at 1:J odds by jitll slrenglh panzer dh'isions i"

•

the area that are guaronreed 10 be free in Ihe
Mechan;zed MOI'ement Phase, A be/ler defellse in
Ihe sOUlh would be 10 hDl'e Ihe Iwo fOur-slre"glh
UIlI'IS and a U-6 in 2420, along wilh 241h Head·
quarters with /WO V-6 unils in 252J. Jf Reserve
Headquarters gacs 10 2819, Ihls allows Ihe 241h
HetUiquarters to die wilhoUi placing 2420 OUI ofsupply! The soulh is secure for another /lim. In addilion. Ihe uni/S in hex 2327would be Stronger i" 2527
Wilhoul crealing a"y weakness elsewhere.
The Russian lack of high value reJerves is especially naliceable III Ihe northem flank area. This
bei"g Ihe case, Ihe Russian has misused Ihe 22nd
Headquarlers. nle tWO hexes it supplies are lripled
and cannOI be aUacked slro"gly this tum anyway.
Jf 22nd Headquarlers haL!. gO"e to 331 J, il would
have freed 29lh Headquanersfor Ihe northern flank.
This allows the flank 10 be defended asfollows: 111.'0
V·6s i" 3708, IWO V-6s i" 3705, a V-6 ill 3703,
29th Headquarters ill 3907, 28th Headquarttrs i"
3804 and a V-6 in 390J. Assuming average defensive wllues, Ihe highesl odds aUacks againsl any of
Ihese posilions is only 4:J. Wilh Ihe hole in Ihe llOrth
closedfor Ihe Ium, Ihe Russia" reitlforcemenlS can
move by rail 10 VyaZllla InsttaL!. of Gzhalsk. NOle
that even wi/haUl rhe hole closed, Ihose unilS be·
lOng ill Vyamw. The GennallS can/WI reac/! GWatsk
in o"e lum while om of SIIpply.

• •
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German: The cowardly Communist quiche-eater
has used his panisan unit for the first time. This
will put a serious crimp in my plans in the far northeast and the deep southeast.
[ was going to use 17th Panzer Division to help
the 18th Motorized attack the Russian units in hex
2420, via an overrun at three-to-one: and because
now the Russian does not have a second line, he
must take losses rather than retreat. Unfortunately,
I received a split result thereby aborting the rest of
the plan (which would have given me a four·to-one
and been guaranteed one kill and a fifty percent shot
at two). This would have allowed me to overrun
the remnant and given me an exploitable hole
through which to pour the units freed by eliminating the Smolensk garrison. My moving an infantry
division into Orsha was a mistllke, I should have
moved it into the hex in front of Orsha (i.e.. hex
0521).
My attack was a TRUE disaster! I hoped to infiltrate his line by Dis, and the allack on his 8-10
with a die roll of six was the last thing dUll I needed
at this time.
The two panzer divisions in the north are
primarily a diversion since the main breakthrough
is in the south where I have punched a hole. My
infantry divisions in Smolensk will march down to
Roslavl to take out the Russian units ahead; by game

turn ten or eleven, my infantry will hopefully be
in position to allack Roslav!. I have pinned most
of the units that can plug the breakthrough although
I have had to gamble the 18th Motorized (which
could be surrounded, overrun to cause a one step
loss and then attacked, given a D2 result-thereby
killing it).
I am sorry that Gross Deutschland found so big
a stack defending and then rolled so badly. First.
because I hate to lose any units, especially a "free"
unit (i.e., one that can be lost at no COSt in victory
points) which could have been used later to nobly
sacrifice itself in order to save a panzer division'S
freedom of movement late in the game. And secondly, because it [ets me pin one less stack of Russian units.
The rail CUI in hex 2920 will keep the Russian
from cutting off the 4th Panzer Division. Because
of the loss of 19th Panzer Division I now need
twenty-six more Victory Points, which can be supplied by taking Roslav\, Yel'nya. and Vyazma (for
a total of 35 Victory Points),
The soU/hem area is ~'ery well played. The nonhernjIank is mishandled. There was no good reason
ro pUI rile 191h Panzer Divisioll in hex 3408. 11 is
vitally imponan! to muimain concemration ofeffon
with the GemUlll mechanizedformations. n,is is not
being dOlle. Lnok at Ihe result: rhe Russian has

alllwst torally IVOn the bailIe betweell lIrobiliry (md
a static defense ill this sector.
The German illfamry should be sem to heip clear
Ihe sou/h. The UnilS ill 2216 are properly placed
as it is imperative to getlhe 7: I against Smolensk:
but rhe units in 21 16 belong ill 1919. Piacing the
arriving infantry ill hexes 0120 and 0219 woliid
guarantee supply to 2218, Ihe hex Ihe infamry in
2216 should ad\'cmce imo after combal, next tum.
The failure 10 advance the infantry sowh of the
Dllepr in Ihe altack 011 Smolensk is a bad play. The
way the Russian/oak the loss in the auack on 2420
is I'ery interesling. lr ieaves Ihe hex wilh a smalier
defense butforces Ihe GemlLin 10 fun·e a Unil ill 2419
to piace ir ow ofsupply. This could easily force the
first slacle overrunning from 2410 /Q take a loss
rather than retreat or leave the second Slack vIIInerable to 011 A2. This is a good move by Slallce.
The truly horrible move during combat was rhe
allack on 3409. Allhough Ihe imem is obviously to
allow pressure againSI 3309 olld possibly 3610, the
auaek hadfar too much 10 risk for sl.eh slllall gain.
Even ignoring Ihe five Victory Points 10SI, the lack
ofabiiiry to now COncentrate in the nonh doOlns that
flank. The only city in the north wilh with a good
lIl...lraU"n 3 'The ,;Iuation at 'ne ro",,]u,ion of lhe German
Mechanizc:l Movement rho.", or 1\lrn 4.
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chance 10 jall to the Germans is Rzhev (lud i/ probably will /10/.
The auack by Gross DeulschlQ/ld, although 1I/
poor odds. was a clever one. TIle deep exploitation
possible, after 2420 is Ol'ernm. is much more powerful .....ith Gross Deutschland and a pIlIlzer di,·ision.
Although IWO dilis/OIIS ...auld bf! I1U)re poltY!rfUl still
il is unlikt!!)' Ihe German has enough Iwiu in Ihe
area to a/low Ihis.
Solid German exploiwllon in Ihe sOllth during
Mechanized Mow!mem sa"'oges some/hing. BUI il
would h6l'c been much Slronger 1101 /0 pin Rasla"f
and use the 7th Panzer Division in 2918 insltf'ad of
Ihe 18th Motorized InfolUry. Units in 2918 are I'el)'
\'ulnerable to a coulUerallack. This ...ould allow the
18lh MOlOrized lnjamryfOgo to 3/ /9. This. in /lim.
would provide II threat 10 Vyozma am/to reaching
36/1 10 help free up Ihe nOr/hem flank.
In Ihe norlh. Ihe 18/h Panzer Division lea,'es ilself\'lilnerabll' 10 a pill from hex 4108. This gil'l's
the Russian a much slrOllger posi/ioll defellsiw:ly:
only 1,,"0 free German units ill Ihe nOr/h. NOlI' Ihat
Ihe Russian Imils in 3708 can be surrol/nded by Das
Reich bl/I if thl'Y are much abO"e a"uage il would
be a 1:2 allack.

Turn 9
RUS5ian: r have lhe advanlage now of an extra five
Viclory Points Wilh lhe death of lhe 191h Panzer
Division. Having Gross Deutschland eliminate itself helps a lot and lets me move lhose units that
were pinned by il. But 1should have anacked Gross
Deulschland instead of letting it attack nte. If 1 had
anacked it last turn the German would have had to
respond to my large group of mobile units. These
mobile unils could have made it 10 Smolensk and
CUI his line of supply. The stack in 2420 is holding
a critical hex; if he eliminates lhem he can pour
through my middle toward Vyazma and the eaSt
edge hexes.
Hedid nOl pin all the units around Roslavl in his
mechanized movemem. This leaves me with several
units. whose values I know. wilh which I can defend Roslavl. [ will also use these units to pin some
of the German units. He may regret using lhe 18th
MOlOrized Infantry to pin my units, if I can gel any
units next 10 it 10 altack it next lurn. The unilS in
my rear must be pinned as soon as possible. I must
also fill in the hole he made. I will have to use my
Inlerdiction Marker until I have atl the mobile units
in my back field pinned.
I am using the Interdiction Marker 10 slow the
northern anack. When lhose unils are all pinned I
will not have to worry aboUl lhem. I have moved
several unhs to Roslavl 10 help its defense. My
defense is now cemered around Roslavl, Vyazma
and Gzhatsk. The loss of a division by the German
allows me to bring on some of my south·western
reinforcements onboard 10 help around Vyazma, I
moved the unil in hex 0924 to 1025 because it will
tie up the twO enemy 9-7 infantry units and keep
them from gelling deeper into the south.
Very, I'erybad. 711e Germmr will will ifhe lakes
Rosla,'I. Yel'nya and Rz,hev. The 111'0 sQU/hem ciries
are fairly easy ro rake, leaving only Rzhev as
difficl/II, BUI Ihe Russian l'Ocates it and leol'es lire
10th MOlorized lsifaml)' Impilmed! A ml/ch SlrOnger
moW! wol/ld be 10 railroad lire 491h Headq"arters
10 4309, leave 28th HQ ill Rz}Je,', use 31.11 HQ ill
3906. and pin Ihe 10lh MOlOrized Illfantry willr the
8-10 from 3407. Alwll,er allernalive was to send
the 8·/0 10 hex 2917 after auemplillg to overrun Ih~
18th MOlorized hifamryfrom 3017. This would nOI
ha~'e be~n a high probabililY allack, bl/I given Ih~
aell/al UllilS could easily have ,,'Orked. n,e 8-10
could 1101 go SO/IIIr if lire o,'urutr failed.
The key lessoll of {his (urn "'as Ihe taking of Ihe
addilional SomhWeslem From rei1l/0reemems. This
>'.'0.1 Ihe decision that makes the above paragraph
lrue. iflhe Russiall ignored Ihem, Ihe German would

COMBAT RESULTS
Series Replay
PanzerGruppe Guderian
German Turn 3 Combat
1) Altack~rs: 191h and 20th Panzer Divisions (32 factors)
0720 Defenders: 1-10, 20th Headquarters out of supply (I factor)
Die: Roll: 2
Odds: 1010 I
20th Panzer Division advances into 0720.

Result: DE

2) Atlackers: Lehr, Gross Deutschland, 41h and 3rd Panzer Divisions (39 factors)
0420 Defenders: 4-4·6, 0-0·6, 6-8-6 out of supply (12 factors)
Odds: 3 to I
Die Roll: 5
Result; DlIAI

Russian 4-4-6 eliminaled.
Gennan retreats to 0319: Lehr, Gross Deutschland; to 0220: 12/4. 33/4; to 0221: 35/4; to 0322:
3/3, 394/3; to 0422: 6f3.
J) Anackers: 20th Motorized infantry, 10th and 18th Panzer Dillisions (44 factors)

051S Defenders: 6-6-6, 0-0-6, 5-S-6 out of supply (14 factors)
Odds: 3 to I
Die Roll: 2
Russian retreats to 071S.
20th Motorized Infamry advances to 06IS.

Result: D2

4) Attackers: Das Reich, 71h Panzer Dillision (34 faclors)
OS22 Defenders: 5-10. 13th Headquarters out of supply (4 faCIOrS)
Odds: 8 to I

Die Roll: 2

Result: DE

Das Reich advances to OS22.
5) Atlackers: 12th Panzer Dillislon (16 factors)

1021 Defenders: 1-4-6.5-8-6 (6 facton)
Odds: 2 to I

Die Roll:

Resull: D2

Russian retreats to 1222: 1-4-6; to 1019: 5-S·6.
German Turn J Mechanized MOllement Qverrul1!i
1) Auackers: 7th Panzer Division from I 122 (8 factors)
1122 Defenders: 1-4-6 out of supply & surrounded (2 faclors)

Odds: 4 to I

Die Roll: I

Result: D2

Russian eliminated.
2) Attackers; 12th Panzer Division from 0920 (S faclOrs)
1019 Defenders: 5-S-6 OUt of supply & surrounded (4 factors)
Die Roll: 6
Odds: 2 10 I
German retreats to OS20; 5/12, 25/12; to 0921: 29/[2.

Resull: Al

3) Allackers: 19th Panzer Division from 0920 (S factors)
1019 Defenders: 5-8-6 out of supply & surrounded (4 factors)
Die Roll: I

Odds: 2 to I

Resull: D2

Russian eliminaled.
German Turn 4 Combat
I) Allackers: Das Reich, Lehr, 6th and 26th Infamry Divisions (39 faclon)
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~fenders:

3-5·6,2-6-6, 1-3-6 (14 factors)

Odds: 2 10 I

Die: Roll: 3

Resull: DI/AI

Russian 1-3-6 eliminated.
German retreats to ISI2: 2/DR, 3/DR; 10 IS13: 4fDR. 61h Infantry Dillision; 10 1814:
26th Infantry Division. Lehr.
2) Attackers: 18th Motorized Infantry, 191h Panzer Division (2S faclors)
1117 Defenders: 2-4-6, 5-10 out of supply (S faclOrs)
Odds: 3 to I

Die Roll: 3

Resull: DI

Russian 2-4-6 eliminaled.
J) Allaekers: 17th Panzer Dillision. 291h Motorized Infamry (28 factors)

0521 Defenders: 3-4-6. 1-3-6 out of supply (3 factors)
Odds: 9 to 1
Die Roll: 4

Result: DEfAI

German retreats 100523: 63117, 4{I117; 100622: 39117. 71/29; to 0722: 15f29.
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4) Auackers: 4th and 3rd Panzer Divisions (32 factors)
0420 Defenders: 6-8-6 out of supply (8 factors)
Odds: 4 to 1

Die Roll: I

Result: D2

Russian retrealS to 0620.
Gennan advances 4lh Panzer Division to 0521 taking Orsha.
5) Altackers: IOlh, 18th, and 20th Panzer Divisions, 20th MOlorized Infanlry (60 faClOrS)

0617 Defenders: 8-8-6,4-6-6. 1-2-6 out of supply (16 factors)
Odds: 3 to I

Die Roll: I

Result: D2

Russian 1-2-6 and 4-6-6 eliminated.
6) Anackers: 10th MOlorized Infantry, 12th Panzer Division (28 factors)
0718 Defenders: 5-8-6, 6-6-6 out of supply (7 factors)
Odds: 4 to I
Die Roll: 6

Result: Eng

Russian 6-6-6 eliminated.
German 86/10 reduced to a 2-10.
7) Anackers: 14th Motorized Infantry, 71h Panzer Division, Gross Deutschland (32 factors)
0817 Defenders: 4-10, 3-10 out of supply (6 faclors)
Odds: 5 to I

Die Roll: 4

Result: D2fAI

Russian units retreat to 0617.
German relreats to 0815: 53fl4; to 0916: Ilfl4, 2517; 10 1017; 617, 717; 10 1018: Gross
Deutschland.

German Turn 4 Mechanized Movement Q\'errul1!i
1) Allackers: 10th Motorized Infantry from 0818 (5 factors)
0718 Defenders: 5-8-6 OUI of supply & surrounded (4 factors)

Odds: I to I

Die Roll: 3

Result: DIIAI

Russain eliminated.
German retreats to 0817: 86110; to 0819: 69/10.
2) Anackers: 4th Panzer Division from 0521 (8 faclors)

0620 Defenders: 6-8-6 OUI of supply & surrounded (4 factors)
Odds: 2 to I
Die Roll: I

Result: 02

Russian eliminated.
3) Anackers: 18th Motorized Infantry from 1115 (6 factors)

1116 Defenders: 5-10 out of supply & surrounded (4 factors)
Odds: I 10 I

Die Roll: 4

Result: Eng

Russian e1iminaled.
German 30/18 reduced to a 2-10.
German Turn 5 Combat
1) Attackers:

18th, 10th, 20th, and 3rd Panzer Divisions, 20th Motorized Infantry, 10lh
Motorized Infantry (-) (86 factors)
0617 Defenders: 3-10, 4-10, 8-8-6 OUI of supply (14 factors)

Odds: 6 10 I

Die Roll: 4

Result: D2

Russian 4-10 and 3-10 eliminated,
2) Attackers: 19th Panzer Division 6th, 261h. 51h, 35th, and 161st Infantry Divisions (61 faclors)
2112 Defenders: 1-3-6,2-3-6,2-4-6 (10 factors)
Odds: 6 to I

Result; D2

Die Roll: 2

Russian 1-3-6 and 2-3-6 eliminaled.
3) Anackers: 41h and 17th Panzer Divisions, 29th Motorized Infantry (44 factors)
2118 Defenders: 2-2-6. 2-3-6. 4-3-6 (8 factors)
Odds: 5 to I
Russian 2-2-6 and 2-3-6 eliminaled.

Die Roll: I

Result: D2

4) Attackers: 121h and 7th Panzer Divisions, Das Reich (50 faclors)
2220 Defenders: 0-0-6, 2-4-6, 3-4-6 (8 factors)
Odds: 6 10 I

Die Roll: 3

Result: D2

Russian retrealS 10 2419: 2-4-6; to 2319: 3-4-6.
Gemlan advances 121h Panzer Division to 2320.

COlli 'd on Page 20

need 30, '10125, ViclOry Poims 10 win. I feel rery
stro'lgly t!rm Ihey shollid have 1101 been taken.
Hal'i'lg wken Ihe reinjorcemems. il dOt!s nOI mOlter as milch: bUI the reinjorcemelll$ Ihat arrh'ed aI
Area 4 should hm't! railroaded fa 3724. The Rosh,,'/hex 5915 road call easily become a Germwl highway and a block is tlecessary. A"orher pain! lVonh
Ilorillg is Ihe placement of the Air Interdictian in
0120, 02/9 which increases Ihe nw'-emem poim cost
10 Ihe edge alld does nOI help Ihe German sIWpl)'.
Should hare cOllgl/1 Illis last rum as weli,
German: How neat! The Russian has taken (our
SoulhWesl From reinforcements, which means that
I now only need Vyazma and Roslavl or Yel'nyaor Roslavl, Yel'nya and one five-point city other
than Roslavl, Yel'nya and Vyalma,
His gambil was only partially taken and 18th
Motorized sli1l lives and hopefully will be saved.
I am sorry lhal hex 2518 was so big defensively,
but, oh well. I will overrun the hex in lhe
Mechanized Movemenl Phase. Other combal was
as I expeCled.
During the Mechanized Movement Phase,l move
to kill Reserve HQ and slart killing unils in front
of Roslavl and maybe lake Yel'nya. I did kill the
unilS in hex 2519: bUl. unfortunately IloSllwOSleps
doing it. However, I now have lhree free
mechanized units in lhe south which will perhaps
allow me to break his posilion in hex 2716 from
a defensive position with a multiplier of three 10 one
with a multiplier of two, thereby making it easier
10 dean out the hex and eXlend my supply lines just
a bit further.
In lhe north things are quiet, exeepl for 10th
Motorized, which is sneaking around the Russian
position in hex 3906 !O aid Das Reich in annihilating the enemy,
The 12th alld 3rd Panzer Di"isiolls con gel a 7:1
sllrrounded Otl heT 242 I. TIlis wallid allow Ihe 291h
Motorized Infalllry 10 go to 2222 ...here it ,,"ould
have a 6-1 surrounded 011 2323. All ofrlris is ge'lerared because Ihe 17th Patlzer Di\'ision wOllld be in
sllpply after Ihe Russiatl unirs in 2421 are eliminated. Some ojlhe German infalllf)' in 2113 shollid
ha"e gone 10 hex 2809 10 heip assaull Mle,-. Notice
how the Rllssian has crippled the German mobility.
Gi"eII his castastrophic casualties, Ihis is Ihe 011/)'
Ihing Ihal gh'es the Russilltl a chalice ill Ihis game.
n,l' 4th Pallzer DirisiOlI should hm'e IOkell the
retrem, il onl)' had olle hex to which retreOl was
allowed. TI'e 181h MOlOrhed "llS left 0111 on a limb.
With lile 8-10 capable ojreachi'lg hex 291 7 and the
RussiaIl9-8-6 capable of reaching 2919, il is "ery
"ullleroble 10 being allacked. The German shollid
ha"e placed Ihe 291h MOlorized Injamry in 292010
prel'em Ihe surrOWlding Of the 18th Motorized hljamr)'.
This /11m finished 11IIe at tlig/ll and jariglle is Ihl'
o'lly excllse for '101 IOki'lg Yel "lya.

Turn 10
Russian: The German player has apparemly given
up lhe anack in lhe north for the deeper penelralion offered by the hole in my middle. I have given
up Yel'nya because I do not have enough unils 10
defend il successfully. I will beef up the defense of
Roslavl and only allow him 10 altack il on a limited
front.
As for the penetration of the 10th Motorized Infantry in lhe north, I will have to pin it as soon as
possible. I will use the 8-10 in hex 3409 to pin il
(or use the Random Reinforcement if I roll a "2").
I can put six units around YeI'nya but this will
weaken the areas from which I will have 10 take
them. The 9-8-6 and lhe 3-7-6 will fall back as far
as their lhree movement points will allow. This
should pul up a small screen that will delay him one
movement phase. My 4-10 armor in thc south (hex
1%2) will move to Roslavl. but if it were free 10
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move west and threaten to capture some of the cities it might draw the German infantry toward ii,
I will have to do something about the units around
Vyazma. My lack of Headquarters units is still caus-

ing problems and tying up my units.
I will leave GZhUISk open until my movemcm of

Turn 11 and let the reinforcements from Entrance
Hex X defend it. I auaek the unit adjacent to Roslavl

in hopes of reducing its attack strength so that it
could nOI overrun me at 1; 1 odds. This was the last
unit in the south that could do so. I was able to rein-

force Roslavl and use the 4-10 10 keep it in supply.
I must comain his movement again this turn with
the use afmy Interdiction marker, but I also must
prepare for the turn when he is in full supply.
Ir was a bad mistake '101 to mtack rhe I&h Motorized Infantry. Ifone does nOI allack Ihe l8Ih MOIorized Illfamry here, / guess Ihe pin on Ihe 10th
Motorized Infalllry is a fair second besl. The 49th
Headquarters is horribly misplaced; Ihe UnilS in
3708 can rake care oflhemselves. The 491h Headquarters should have moved 10 4001, with all rhree
infanlry in 46{)7 maving 10 4303. This would make
iG}Jev very hard to take by Turn 12, and barring
a lotal disaster (like IWO ()"()"6's in 3906) impossible 10 take on Tum 10.
Vyavna is grearly over-defended. Four sleps in
VY<IVna along wirh one U-6in 3715, 3817, and 41 /8
would be plenty. This wouldfree Ihree uni!Sfor hex:
4303, and a unil each for 3724,4321, and Yel'nya.
The Russian does not have enough units 10 afford
Ihe luxury of over-defending any longer.
In the south, we see a I'ery good attack against
Ihe 71h Panzer Division. With IWO 3-4-& in Roslavl,
Ihe redUClion of Ihe only intaCI panzer divisioll in
Ihe area will make il impossible ra overrun Roslavl
ar 1;1 after it is reduced 10 IWO sleps. The Russian
would /wve been betreradvised, however, 10 reverse
Ihe positions of Ihe 2-1-6 alld Ihe U-6. If Ihe U-6
is a O-()"6, Roslavl will have 10 lake Ihe combal
result. The U-6 unit mUSI be used ill this combar
10 avoid being a slep in Roslavl on a die roll of "6".
German: This game turn is simplified in that the
Russian has only sixteen stacks/units in the game
and none of these are in any position to stop me from
exploiting the Smolcnsk-Roslavl gap.
It is tOO bad that hex 2716 was so incredibly
powerful in tenus ofilS defensive strength. It means
that all nine infantry divisions will not help with
the attack on Vyazma. Therefore, I am going to usc
the 18th Paru:er Division to attack the 31th Army
HQ and twO U-6 in hex 4107; if this is a trash stack
(i,e., a 0-0-6, a 2-1-6 and the 31st Army HQ), I
will crush it. From there the possibilities are almost
endless. If the odds are bad and I get an AI or A2
result, the unit will relreat, then reform during the
Mechanized Phase and freeze the enemy units in
hexes 4112, 4111, alld any more reinforcements
from hex X. The attack using 10th Motorized will
allow me to either take Rzhev or use the division
to pill other Russian units out of supply.
Why is Ihe German so insistam on capturing
2716? Thefour infamry divisions in 2116and 2115
should llave been sent south. Roslavl is worth Vicrary Points and Ihe infantry will nol reach Vyazma
before Ihe end of the game. If Jody sends the tWO
infantry in 2219 10 2222 and sends the 3rd Pall<.er
Division 10 help on the allack 2323, Ihe clearing
ofthe Roslavl area could begill. The 291h Motorized
Infanlry and the 121h Pan<.er Division should trade
places. A panzer division is much more powerful
lhan a motorized Olle, especially when OUI ofsupply.
The allack on 2716 proves very p<1injUlfor himpoelic justice perhaps. All oflhe illvoh'ed units are
losl in-sa-far as Tum II is concerned and Ihe infantry is out oflhe game for all practical purposes.
utw;lnilion 4 T1>e "I"Olion al lI>< ."""I.,ion of lI>< Sovic< Comblt
Ph.ase of T"m 7.

II is easy to understand .....hy the German did allack
4108, Ihe odds were good Ihat il "''Quld be a 1:1
allack and he desperately needs Ihe free unit. It is
difficult 10 understand why rhe Russian did not advance after combat. I can only conclude that heforgo/ Ihat it was possible, The auack by the 10th
MOlorized Infanlry wos very critical. bUI it was an
allack I would ha~'e made eve'l ,hough there was
only a one-third chance of a falJOrable result.
Allhough Rzhev hasfallen, Ihe German mliSt maintain a line of communications to the west board
edge. Easier said Ihan done. Thisallack could have
been postponed uruil the eleventh /Urn. If it were
necessary it could have been taken Ihen with Ihe
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same chalices. /fit had been an AE this /Urn, the
Russian would have WOII Ihe game.
11 is cerrainly easy for your eyes 10 play tricks 011
)'Ou. 1 am sure two Germans "saw" the Russian
stack ill 4017 as being in 3981 but.
whoops.
The 18th Motorized Infantry should have driven to
hex 2827, This would provide a viable 'hreal 10 surrounding Roslaj'l on Turn 10. This wouid require
Ihe 12lh Panzer Division to stay in the 3024 area
where it would pose Ihree Ihreats to the Russians.
It could cross the Dema and get on the Roslavl-5915
highway; il could allack RoslavI; or it could overnm the 4-/Oullit ifrhe 4-IOpinned the German infantry in 2520,
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Meanwhile in the north Ihe /81h Pallzer Division
pins itself. as having Ihe Russian unilS in hex 4/08
free is verydangerolls. These are Ihe unilS Ihat besl
threaten rhe German line of communication wilh
Rzhev, so Ihat Ihe 18th Panzer Division should pin
Ihese units. The /Oth Mororized hl/antry should have
split. This is always a hard move to see but in this
case it is clearly necessary. One oflhe unils shollid
lake Rzhev while the other pins Ihe 8-/0 from 3802.
The move would assure Ihol Oos Reich WQuld be
in supply on Tllrn II. /f Das Reich can free itself
the line of communi"ations 10 Rzhev is given.

Turn 11
Russian: The stack in hex 2716 turned om to be
very heroic and will hold down the eight altacking
infantry divisions surrounding it. The Gennan 29th
Motorized Division has to be stopped, because it
can reach Kaluga and hex 5915. I will have to pin
him down, and create a screen with units that can·
not reach it to pin this turn.
My allack on the 18th Panzer Division did not
go as well as I had hoped; I needed that attack to
gct the extra five Victory Points. J move to covcr
Kaluga but I still nced to cover hex 5915. The9-g..(;
is being used to force the German to actually enter
Yel"nya. if he does not the 9-8,,(; will oc<:upy it. The
4·10 and U-6 unit will be used to keep the stack
in Roslavl in supply by negating the German zoe.
The north is finally out of the game so I will quit
worrying about it, and shift units elsewhere.
/ like II,e Ihinking behind Ihis mo~'e. The Russian
has decided that he cannot hold Roslavl or Slop Ihe
Germ!Jllfrom gelli/lg the Victory Points for Rz}lev.
Ilhink he is wrO,tg: bur given his aHumptions, Ihe
atl{U;k on the 18th Panzer Division is rhe ottly proper
mo~·e. Eliminating Ihe 18th Panzer Division is Ihe
sure way the Russian has of gaining the fll'e ViclOry Points he 'leeds ro win-ifhis aSSl/mplions are
trlle. BUllet's look at rhem.
In Ihe sOllth. iflhe Rllssian were to move bolh the
4-10 mid Ihe U-6 he has free to hex 2825, il becomes very difficull to auack Rosla"l with enough
unirs to have a /:/ attack. The only tl<'O paths inval"e ol·ernms. Either a combination of OI'errunning 2424 at f: I followed by a 3: I OIocrrun on 2625
or 011 unhlown odds o"unltt on 2825. No guaran·
tees 10 either side here. In Ihe ,torth. moving the
8·/0 to pin Rzhev from 3902 wirh Ihe 3/sl Head·
quarierS mOl'irlg to 3705 and the 4-3-6 moving in
the Slack at 3906 looks best. Again Ira guarantees
for eilher side.
Railroading Ihe units into Kaluga was afille idea
but 5915 is very vufllerable. Two of Ihe reinforcemel/ts at "X" along with Ihe 32nd Headquarters
should have moved to 59/ I inslead 10 reaclt 59f5
on Tllrn 12. This would leave ollly two units in
GVtarsk bill this is unavoidable.
III his allack, fhe Russian needed all average attack strength offour 10 have a 6:/. That was not
very likely. A D2 inSlead ofa 0/ would have given
the Russiall a reasonllble (40%) chance oj killing
the I&h PanzerOil'isioll on Tum 12 wilha 1:/ over·
nm, followed by anotlter 1:1 overrwi and a /:/
combat.

German: It looks as if 18th Panzer Division is in
a small bit of trouble, but it is not worth rescuing
at this time. It is ne<:essary to occupy Yel'nya to
prevent its re-occupation by Russian units.
Instead of going for Roslavll will attempt to take
he" 5915 for twenty points. J feel that this is in keeping with the spirit of the game in that this battle was
just a way station on the road to Moscow. If nothing else il will prove amusing to take a hex. on the
eastern end of the IlUlp since I usually do not manage
to capture hex.cs there. Safe victories are for the
faint-hearted. bold decisive victories arc for Real
Men (or Real Women as the case calls for).

tllustnotlon S T1Ie .i'uauon ., tbc CODelu,;"" of tbc Germ.n
Mo<:hanized Movement Ph... of 1Urn 8.

llIu.r,,,lion 6 T1Ie .i'u",io" at the ... ""lu.ion of the Gc:nnlIn
Mechani>e<! M,,_emen, Pbue of Tum 10.
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711/' /Olh Motorized In/amry should have splii.
a"e unit could then remil/"f! in Rzhev while Ihe other
mO\'£5 10 pi.. Gz}ulIsk. If/he German had done this
and Ihen pinned Vya,tma wirh Ihe 3rd Panzer Di,';·
s/on. 5217 1<1rJr the 29/h MOIori,ted InfllmryaluJ split

Ihe 12/h Panzer Divi$ion using one unit each in
47/4, 47/6. atld 4818, il would tlOl be possibll' for
Ihe Russioll 10 guard 5915. II was "ery careless 01
Ihe German 1101 to place a railroad CUI in 1/25. A
mndom die rolf ofa . '6" ,,-ill proOObl)' cos/lhe Ger-

man the game. a chmlce easily (H'()idable by some
careful plumring.
The infamry ill 2726should have al/acked Ihe 4-10
in 2727. /flhis is !illccessfid. Ihe allack on Roslavl
is .frill a /:1 assaull as il is 1I0W out of supply. This
also prevems the U-6 in 2827 from reaching Ros/m"
on Tum /2.
Ewm wil/lOullhe pin on GzhQ/sk. Ihemove I suggesled in Ihe ittilial paragraph still looks good. 11
is very hard 10 undermmd why Ihe German leaves
the Russian so many unilS free to mo\'e so lare in
lire game.

German Turn 5 Mechani:ted MO"ement Overruns
I) Allackers: 20th Panzer Division from 0518 (8 factors)
0617 Defenders: 8-8-6 out of supply & surrounded (8 faclors)
Odds: I to I

Russian: Oh well. here goes Ihe game. I only have
SlOP a few mobile units, yel I now need (0 cover
5915 as well. I shoold have used the reinforcementS
from Entrance Hex X to move south and defend
5915. It also appears Ihat the north is not quite out
of Ihe game. surprisingly.
A roll of "6" for my Random Reinforcement
would have been very nice. I could have sent the
unil nonh on the unbroken rail to block the foreslroad hex and CUi off German supply. II would be
a cheap way 10 win bUll would take any win now.
I should not complain about rolling a "4", however.
1took the SouthWeslern reinforcemenlS 10 block him
from the last Viclory Point hexes. II is all or nOlhing for him now. I have pUI Rzhev out of communication, and if he cannol open Ihem up he will nOI
get the Victory Points for it. My failure 10 eliminate
the 18th Panzer Division huns me because 1 have
several units still pinned and 1 needed the five Victory Points. The pinned units being unable 10 move
away cannot help defend 5915, Ihe lasl obtainable
German objective.
This has been a game of errors, bUI Ihe uilit in
5217 is the decisive error of the game if the German player sees it. Many good ideas on Ihis lurn.
TIre overruns of Ihe 18th Pallzer Division risked
lIorhillg imporlam and could have disrupled it, freeing many Russian unils. TIle taking of IllI~ eXIra
SOll/lr Western reinforcements was also \'ery good.
The besl placemem IQ guard all tire victory Irexes
I cou/tl find was a 3-7-6 in 4816, U-6s in 4713.
4813, 5117, 5318, 56/9. 5921. and 3613. uaders
in 5014 and 4514. This only lem'es twO U-6s in
Vyazma. bll/ Ihis is unm'Oidable.

Result: 01

2) Attackers: 29th Motorized Infantry from 2017 (6 factors)

2118 Defenders: 4-3-6 (3 factors)
Odds: 2 to I

Die Roll: 2

Result: 01

Russian ellminated.
3) Anackers: 12th Panzer Division from 2320 (8 factors)
2419 Defenders: 2-4-6 (4 factors)
Odds: 2 to I
German relreatS to 2220.

Result: A I

Die Roll: 6

4) Attackers: 17th Panzer Division from 2320 (8 factors)
2419 Defenders: 2-4-6 (4 factors)
Odds: 2 to I

Turn 12

Die Roll: I

Russian eliminated.

Die Roll: 3

Result: DUAl

Russian retreats to 2520 and is disrupted.
German 40117 reduced 10 a 1-10.

\0

German: The game is won-simply eliminate Ihat
unit in he:\: 5217 with 29th Motorized Infantry and
the 12th Panzer Division, then move one of those
divisions into hex 5912. However, I am a very
greedy person and will attempi 10 do nOI only that
but also try to take Raslav). Vyazma. and open a
line of communication back to Rzhev. I do nOI expeel all of Ihis to happen, but it is fun trying.
lbe Roslavl auack fails. The Vyazma attack fails.
The Rzhev allack works. The attack for he:\: 5915
also works. Oh well, fifty percent is not that bad.
He sees Ihe weak spot. TIle rest of Ihe lurn is
played only 10 set! if Vyazma or Roslavl a/so falls.

Post-Game
Russian: Well my comratulations go to the German. His attacks got him he:\: 5915 for the win. I
am glad that Vyazma and Raslavl held until the end.
This was not one of my better games! That is a
bit of an understalement. but then again I also did
several things thai I do nOI often get to do. First

5) Attackers: 4th Panzer Division from 2219 (8 factors)

2319 Defenders: 3-4-6 (4 factors)
Odds: 2 to I

Oil.' Roll: 4

Result: DlIAI

Russian retrealS to 2318 and is disrupted.
German retreats to 2119.
6) Attackers: 19th Panzer Division from 2012 (8 factors)
2112 Defenders: 2-4-6 (4 factors)
Odds: 2 to 1
Die Roll: 3

Result: DUAl

Russian relreats to 2212 and is disrupted.
German retreats to 1912: 27f19; to 1913: 73/19. 741l9.

German Turn 6 Initial Movement O"erruns
I) Attackers: 5th, 351h, and 161s1 Infantry Divisions from 2112 (12 factors)

2212 Defenders; 2-4-6 (4 factors)
Odds: 3 to I

Die Roll: 6

Result: Eng

Russian eliminated.
Gennan 161st Infantry Division reduced to a 4-7.
2) Attackers: 12th Panzer Division from 2319 (8 factors)

2318 Defenders: 3-4-6 out of supply & surrounded (2 factors)
Odds: 4 10 I

Die Roll: 4

Result: DI

Russian eliminated.
German Turn 6 Combal
I) Attackers: Lehr, 6th and 26th Infantry Divisions (21 factors)
2210 Defenders: 1-3-6,5-5-6 OUI of supply (6 factors)
Odds: 3 to I

Die Roll: 2

Result: D2

Russian eliminaled.
German 61h and 26th Infantry Divisions advance to 2210.
2) Attackers: 10th. 18th. and 19th Panzcr Divisions, 20th Motorized Infantry (60 factors)
2114 Defenders: 5-8-6, 2-4-6. 6-5-6 out of supply (8 factors)
Odds: 7 to I
Oil.' Roll: 6
Result: 02/Al
Russian 2-4-6 and 6-5-6 eliminated.
German 76/20 reduced to a 2-10.
3) Attackers: 20th Panzer Division, Das Reich. 14th Motorized Infantry (46 faclOrs)
2315 Defenders: 2-5-6, 2-3-6, 2-4-6 out of supply (5 factors)
Odds: 9 to 1

Die Roll: 2

Result: DE

Gennan 20th Panzer Division advances to 2315.
4) Allackers: 3rd, 4th, and 7th Panzer Divisions (48 factors)
2315 Defenders: 3-4-6. 2-5-6, and 19th Hcadquaners out of supply (8 factors)
Odds: 6 to I
Russian 3-4-6 and 2-5-6 eliminated.

Die Roll: 2

Result: 02
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German Turn 6 Mechanized Movement Overruns
I) Attackers: 20th Motorized Infantry from 2013 (5 factors)
2114 Defenders: 5-8-6 out of supply & surrounded (4 factors)
Odds: I to I

Die Roll: 2

Result: Dl/AI

Russian eliminated.
Gennan retreats to 1914: 76120; to 2012: 90/20.

German Turn 7 Initial Movement Overruns
I) Attackers: 5th, 35th. and 161st Infantry Divisions from 2009 (10 factors)
2110 Defenders: 0-0-6 (elintinated)
2) Attackers: 18th Panzer Divisions from 3009 (8 factors)
3008 Defenders: 2-4-6 out of supply (4 factors)
Odds: 2 to I

Die Roll:

Result: D2

Russian eliminated as no 2 hex retreat is possible.
J) Attackers: 18th Panzer Division from 3008 (8 factors)

3108 Defenders: 3-8-6 out of supply & surrounded (4 factors)
Odds: 2 to I

Die Roll: 4

Resull: AlIDI

Russian eliminated.
German retreats to 2909: 101l18, 52118; to 2908: IS/IS.

German Turn 7 Combat
I) Attackers: Das Reich, 19th and 20th Panzer (50 factors)
3110 Defenders: 0-0-6, 3-3-6, 7-6-6 (IS factors)
Odds: 2 to I

Die Roll: 6

Result: Al

Gennan retreats to 2909: 27/19; to 2910: 73/19. 74/19, 21/20; to 2911: 59120, 112120; to
3008: 3/DR; to 310S: 2/DR, 4/DR
2) Attackers: 20th and 10th Motorized Infantry, 23rd, 263rd, and 137th Infantry Divisions
(47 factors)
2116 Defenders: 1-5-6. 0-1-6, 3-4-6 out of supply (5 factors)
Odds: 9 to I

Die Roll: I

Result: DE

German advanCM 23rd, 263rd, and 137th Infantry Divisions to 2116.
3) Attackers: 7th Panzer Division (l6 factors)
2216 Defenders: 19th Headquarters out of supply (4 factors)
Odds: 4 to I
Russian eliminated.

Die Roll: 4

Result: 01

4) Attackers: 3rd. 4th, and 12th Panzer Divisions, 29th Motorized Infalllry (60 factors)
2217 Defenders: 2-6-6, 3-5-6, 5-10, 30th Headquarters out of supply (14 factors)
Odds: 4 to I

Die Roll; 2

Result: D2

Russian 5-10 and 30th Headquarters eliminated,
5) Attackers; ISth Motorized Infantry, 17th Panzer Division (-) (24 factors)
2420 Defenders: 1-1-6, 2-2-6, 4-4-6, 24th Headquarters (7 factors)
Odds: 3 to I

Die Roll: 5

Result: DI/AI

Russian 1-1-6 eliminated,
German retreats to 2319: ISth Motorized Infantry; to 2219: 39/17, 63117: to 2220: 40117.

German Turn 8 Overruns Initial Movement
I) Attackers: 17th Panzer Division from 1924 (7 factors)
1925 Defenders: 4-10 OUt of supply (2 factors)
Odds: 3 to I

Die Roll: 4

Result; DI/AI

Russian retreats to 1926 and is disrupted.
German retreats to 1823: 39/17; to 1923: 40117, 63117.

German Turn 8 Combat
l) Attackers: 3rd, 4th, and 12th Panzer Divisions, 29th Motorized Infantry, 23rd, 163rd, and
137th Infantry Divisions (Infantry out of supply) (72 factors)
2217 Defenders: 2-6-6, 3-5-6 out of supply (IO factors)
Odds: 7 to I

Die Roll: 5

Russian eliminated.
German 29th Motorized Infantry advances to 2217 and takes Smolensk.

Result: 02

"II look at my mistakes, then the things' believe
'did right. A quick word of advice to any who play
a game for a Series Replay: if you're going to take
notes, go back and read them. The only time I read
my notes in this game was just before Turn 4 and
Turn 7 which were, in my opinion, my two best
turns.
, made a lot of mistakes, including throwing the
game away to the German seveml different times.
First, I did not run my defense the correct way, I
often left my leaders where they could be eliminated,
and did not move them back to the next defensive
line. , made Slacks (wo units high and tried to defend wilh them. A stack of two can be eliminated
by a 02, but a stack of three will still have one unit
left after the dust sellies.
lunder-defended Smolensk and Roslavl, but overdefended Vyazma. The defense of Smolensk and
Roslavl consists of a screen around the city, with
a stack of four (three unilS and a leader) in each hex
of the city. A line of supply must be kepI open as
long as possible. The best way to do this is to make
bolh cities part of a north-south defense line. This
way new unilS can be fed in as needed and the sup~
ply lines silty open as long as the defensive line
holds. Vyazma, in this game, needed a stack of four
also, but only a thin screen around it. This was because the German's mobility was severely limited
by this point in the game.
One last point. The German is very mobile, and
to counter this mobility the Russian must save his
annor. I did not start doing this soon enough. The
armor must be used to fill the defensive line 0111y
when there is no other way to do it. The armor
should be used to pin deep penetration by the German, threaten German supply lines. and recapture
cilies.
Now to pat myself on the back. I did attack lhe
German when he became over-extended. I did not
follow through with my allacks, which was my mis·
take. [n this case though, the allacks did more than
JUSl eliminale some of the German units; it lowered
his mobility and forced him to regroup. The picking up of rail break markers is always a good idea.
As you can see I did more wrong than right, and
so (IOSl on the last turn.
German: I am happy to have won this game, even
though I made many miSlakes. , feel my biggest was
not following lhe German principle of Schwerpunkel, or cemer of gravity (i.e., concentration of
forces), during the initial movemem phase and
mechanized movement phase of Turn 8. Had I kept
my mobile meChanized divisions together instead
of using them in penny~packets as I did, I could have
used them to free other mechanized divisions in the
north, The Russian player could not have put any
serious obSlacles in lhe way of this plan. This mass
of mechanzied divisions may have been out of supply, but would have had sufficiem allack points and
movemem points to carry out this maneuver. [ could
then have captured Vyazma from the north and isolated the rest of the Russian units.
Another mistake that I made was in nOl pinning
mOSt of the mobile Russian units near the end of
the game by splilling some of my mobile units. This
would have eliminated the need for rolling the at·
tack to set up the laking of hex 5915. This could
be an exception to my rule of not splitting
mechanized divisions.
One of the many minor errors thaI' made in lhe
beginning was to allow the build-up of defending
units in hex 0617. This caused me to lose precious
lime because the unilS were able to delay me longer
ell mll$U then if lhey had nOl been stacked logether.
Another part of my problems also stemmed from
my lack of aggressive use of the movement phases
10 overrun more Russian units, both to find their
defensive value (the lesser of the two reasons), and
(0 disrupt the actual unit, causing it 10 lose its Zone

22
of Control and lelting me exploit in the area around
the unit where the Ru sian did not have a second
line of defense.
With any post-game analysi , I could go into a
:Ietailed dissertation. But I feel that the pointing up
of the e, my roo t glaring errors, is enough to help
3ny gamer avoid the error of these pitfalls.
An interesting game. Both players showed flashes
7fbrilliance. Yet neither player could avoid major
~rrors. The big Russian mistakes on Tum 5 and 6
were cancelled by the German failure to exploit
7roperly and the major flaw of losing the mobility
7f halfofrhe German AmlY in rhe north. For those
'nterested in /lumbers: the average die roll for the
German player was 3.4; for rhe Russian player,
4.25. 17w German player made 67 combat related
rolls and the Russian made eight.

ll1uslrution 7 The situation at the conclusion of me Gennan Movement PhllSC of Turo 12.

2) Attacker: 7th Panzer Division, 18th Motorized Infantry (26 factor)
2420 Defenders: 2-2-6, 2-4-6, 4-4-6, 24th Headquarter (10 factor)
Odds: 2 to I
Die Roll: 4

Re uh: DlIAI

Ru ian 24th Headquarters eliminated.
German retreats to 2219: 717,617; to 2220: 2517, 30/18; to 2221: 51118.
3) Attackers: 19th Panzer Division out of upply (8 factor)
3409 Defenders: 8-10 (16 factor)
Odds: I to 2
Die Roll: 6

Resull: AE

German Turn 8 Mechanized Movement Overruns
1) Attacker: 29th Motorized Infantry from 2419 (6 factor)
2420 Defender: 2-2-6. 2-4-6. 4-4-6 out of supply (5 factors)
Odds: I to 1
Die Roll: 5

Result: Al

German retreats to 29th Motorized Infantry 102319.
2) Attackers: 121h Panzer Division from 2419 (8 faclOrs)
2420 Defenders: 2-2-6 2-4-6, 4-4-6 out of supply (5 factors)
Odds: I to I
Die Roll: 4
Ru sian 2-2-6 eliminated.
German reduced 5/12 to a 1-10.

Result: Eng

3) Attackers: 3rd Panzer Division from 2320 (8 factor)
2420 Defenders: 2-4-6. 4-4-6 out of supply (4 factors)
Odds: 2 to I
Die Roll: 3
Russian relreats to 2421 and is disrupted.
German reduced 394/3 to a 1-10.

Result: DlfAl

Russian Turn 9 Combat
1) Allackers: 3-7-6,9-8-6 in 3017 (12 factor)
2918 Defenders: 18th MOlorized Infantry OUI of upply (4 factors)
Result: DlfA I

Odds: 3 to I
Die Roll: 5
German reduced 51118 to a 2-10.
Russian retreats to 3016: 3-7-6; to 3118: 9-8-6.
German Turn 9 Combat

1) Attackers: 29th Motorized Infantry 3rd and 12th Panzer Divi ion (40 factor)
2421 Defenders: 2-4-6, 4-4-6 out of supply (4 faclors)
Odds: 10 10 I
Die Roll: 6
Resull: D2
Russian eliminated.
German advances 29th Motorized Infantry Divi ion to 2421.
2) Attackers: 23rd 263rd, 137th, 5th, 35th, and 161st Infantry Divisions, 4th Panzer Division
(Infantry out of supply) (38 factors)
2518 Defenders: 2-3-6, 4-5-6, 5-5-6 out of supply (5 factors)
Odds: 7 to I
Die Roll: 5
Result: D2
Ru ian 2-3-6 and 4-5-6 eliminated.
German Turn 9 Mechanized Movement Overruns
1) Attackers: 4th Panzer Division from 2618 (8 factors)
2518 Defenders: 5-5-6 out of supply & surrounded (2 factors)
Odds: 4 to I
Die Roll: 4

Result: DI

Rus ian eliminated.
2) Attackers: 4th Panzer Division from 2717 (8 factors)
2817 Defenders: Reserve Headquarter out of upply & urrounded (4 faclor )
Odds: 2 to I
Die Roll: 6
Result: Al
German reduced 12/4 to a 1-10.
3) Attacker: 3rd Panzer Division from 2718 (7 factors)
2817 Defenders: Reserve Headquarters out of upply &
Odds: 1 to 1
Die Roll: 4
Russian eliminated.
German reduced 313 to a 1-10.

urrounded (4 factors)
Result: Eng

23
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German Turn 10 Combat
I) Attackers: 31St and 34th Infamry Divisions (18 factors)
1125 Defenders: 5-5-6 out of supply (2 factors)
Odds: 9 to I
Die Roll: 6
Russian eliminated.
German advances 31st and 34th Infantry Divisions to 1225

Result: D2
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3) Attackers: 4th and 3rd Panzer Divisions, 26th. 17th, 268th, 5th, 35th, 161st, 23rd, 263rd.
137th (Infantry out of supply) (60 factors)
2716 Defenders: 5-4-6, 6-7-6. 8-8-6 (18 factors)
Odds: 3 to I
Die Roll: 3
Result: DI
Russian 5-4-6 eliminated.
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Odds: 2 10 1
Die Roll: 6
German retreats 18th Panzer Division to 3908.

Result: AI
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S) Anackers: 10th Motorized Infantry out of supply (4 factors)
3904 Defenders: 8-10 (8 factors)
Odds: I to 2
Die Roll: 1

Result: DlIAI

Russian retreats to 3803.
German reduced 69110 to a 2-10.
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German Turn II Initial Movement O"erruns
I) Attackers: 29th Motorized Infantry from 4521 (6 faclOrs)
4520 Defenders: 0-0-6 (eliminated)

Russian eliminalcd.
German advances 137th. 263rd, and 23rd Infantry Divisions to 2816.
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2) Allackers: 4th and 3rd Panzer Divisions, 26th, 17th, 268th. 5th, 35th. 161st, 23rd, 263rd.
and 137th Infantry Divisions (102 factors)
2716 Defenders: 8-8-6, 6-7-6 oul of supply (14 factors)
Odds: 7 to I
Die Roll: 4
Result: 02
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German Turn Il Combat
I) Attackers: 258th and 292nd Infantry Divisions, 7th Panzer Division (32 factors)
2626 Defenders: 2-1-6, 3-4-6, 3-4-6, 16th Headquarters (18 factors)
Odds: 1 to 1
Die Roll: 4
Result: Eng
Russian 2-1-6 eliminated.
German reduced 6f7 to a 1-10.
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Russian Turn II Combat
I) Anackers: 3911: 0-0-6.1-3-6.6-8-6, 31st Headquarters; 3912: 2-4-6.3-4-6; 4111: 4-3-6.
3-4-6; 4112: 3-4-6. 3-3-6, 6-6-6, 3200 Headquarters (38 factors)
4011 Defenders: 18th Panzer Division out of supply (8 factors)
Odds: 4 to I
Die Roll: 4
Result: 01
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4) Anackers: 18th Panzer Division out of supply (8 factors)
4108 Defenders: 0-0-6, 4-3-6, 31st Headquarters (3 factors)
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2) Attackers: 18 Motorized Infamry. 12th Panzer Division. (both out of supply) (12 factors)
3018 Defenders: 0-0-6 (eliminated)
German advances 18th Motorized Infantry (-) to 3019.
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Mr. James Baker is 34, single, holds a MS in
computer science and is employed by the US
Stale Department in Washington, DC.
....uri,. Co..", THE RUSSIAN CAMPAIGN
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Russian Turn 12 O"erruIlS
I) Attackers: 1-3-6,6-8-6, 31st Headquarters from 3911 (5 factors)
4011 Defenders: 18th Panzer Division out of supply (7 factors)
Odds: I to 2
Die Roll: 3
Russian 1-3-6 eliminated.

Result: Al

2) Attackers: 3-3-6, 3-4-6, 6-6-6, 32nd Headquarters from 4112 (6 faclOrs)
4011 Defenders: 18th Panzer Division out of supply (7 factors)
Odds: I to 2
Die Roll: 4

Result: Al

Russian 3-3-6 eliminated.
Cont'd on Page 24

Mr. Baker states:
"I enjoy PBM because anecan really subject
the game to analysis and play knds to be of the
highest quality. AREA h& b~" e.ltremc1y
helpful ;" this because ;, ensures that 'h'
opponents will be 'sporlsmen' . This does not
mean that one should limit himself solely to
PBM. But for many, it is the best. For FTF, I
prefer the visual appeal of miniatures and the
joy of unique tactical situations."
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HOW TO WIN AT PANZERBLITZ
The Serious Side of Choosing Sides
By Steve Powlcsland

PANZERBUTZ is ccnainly one of the most challenging games created by the wizards oflhe Avalon Hill

Game Company. and by far the most educational.
For those new to the hobby. there is no finer tactical simulation anywhere. By presenting us with such
an array of stimulating situations, we cannot help
but absorb key tactical methods, culminating in the
primary lesson: how to win. Even for the veterans,
it can be enlightening to examine the game situalion by situation, however, imagining every step of
the way that this is all somehow new-as though
we were novices once again. Studying the rules care-

fully with a friend. and noting that we are recommended to begin with the lower number game

situations, we commence with ..
SITUATION I: The first situation is also the vehicle for prescnting an essential principle of this war
on the Eastern Front. That is, this happens 10 be
occuring in 1944 and not 1914, The Russians, not
having discovered this themselves, send in honestto·God cavalry, supponed by some non-descripl artillery and a few tanks. to take an entrenched hilltop
position guarded by 88mm cannon and some very
effective flak guns. Secure in the town and in the
nearby woods, the ~nnans confidently wait for the
Light Brigade maneuver of Crimean War fame; or
else they pick off daring tanks with the aplomb found
in a shooting gallery. Despite this, we are pleased
to see that at least someone is bound to win, given
the victory conditions. Never mind that it is almost
always the Germans. Armed with this illusion of
better things to come, we are now ready for.
SITUATION II: In August of 1914, France and
Britain were convinced that much of their salvation
lay in the appearance of the vaunted Russian
··steamroller". Unfortunately, the steamroller did
not appear and so they found it necessary to do their
fighting themselves. Actually, it was not that the
steamroller never existed-it was just late. About
thirty years late. For now, as the German commander. we see that it is no fantaSy. With our "small
German mobile foroo·'. we face the difficulty of try·
ing to stOp a march that seems to ooze rather than
penetrate as those sneaky Russian SOBs think nothing of hiding behind trees and creeping along slopes
just to get a few more miles west. Meanwhile. a
bunch of Russian trucks hauling 120mm mortars or
122mm howitzers have sped off into the distance,
and are now parking themselves somewhere just
across the Oder, thereby ensuring the Russian of
a de<:isive victory. You must de<:ide whether to come
to the rescue of the Fuehrer, or allempt to destroy
the ten or twenty Russian units necessary for victory (but quick decision under fire is the hallmark of a successful commander, even when he
loses). Dispensing with WWI finally, we can proceed to ,
SITUATION Ill: You know the saying ·'pride goest
before a fall", and you have heard the Biblieal story
of Job, Perhaps you are aware of the Greek tenn
hubris. If not, you soon will be. It is 1941, early
in the war against Russia. You are a tank commander of the 10th Panzer Division, part of the allconquering Gennan blitzkrieg. Moreover, you read
that "Advancing German mobile units scatter remnants of shattered Russian units during the push on
Moscow". This means you, and there are stars in
your eyes, as you see yourself being congratulated
by the Fuehrer himself as the first to sight the towers

of the Kremlin. While the rest of the division has
stopped along the side of the road to have breakfast, you forge ahead to glory. And why not, for
all that stands between you and Stalin are the ·'remnants of the 119th Rifle Division".
Now what Avalon Hill means by "remnants",
however, is that this division lost its commanding
officer and the political commissar in an early ex·
ample of a fragging incident-to your disadvantagc.
And so you are "topping the rise ... a glint ofdawn
renecting off the muzzle of the first German tank"
and you see in front the Russian version of the Siegfried Line, with 76.2mm artillery staked out in the
woods above and a monstrous line of infantry dug
in along the side of the plateau. A mass of insolent
barbarian Guards are sitting square across the only
valley passage. Five years ago, your tanks saw suicidal action in Spain; but they are all you have now,
and so you futilely concentrate them for the great
drive-supporting their prospective advance with the
artillery you had planned to usc 10 blow a hole
through the city gales of Moscow. The Russians are
repllled to move with the consistency of molasses,
but they fill holes created in their lines as though
they had the consistency of water. Unsuccessful in
even making a dent you decide to go back and have
the breakfast you missed, and let someone else take
Moscow. While eating, you can contemplate the
problem presented by

SITUATION IV: Back to 1944 (a bad year for situation cards). We see we must acquaint ourselves
with a tactic which is "more economical (and often
more effective) than a blocking action". We also
get 10 experience another important principle: you
can't fight with what you don't have. Reminiscent
of the battles of Lexington and Concord, the German battle group (composed of elements from two

regiments and three battalions-which means these
are the survivors) proceeds to squeeze itself into
forests, hide behind rocks and buildings, I\In around
mountains, and jump from one place to another
preparing ambushes for the Russian tank corps ..
who, unfortunately, persist in using the same tactics. Pretty soon the Germans lUn out of trees, rocks,
buildings, mountains. . and troops, Resolved to
take the initiative, they find themsclves next in ,

SITUATION V: In this situation, the Russian vie·
tory conditions say they ·'Win if they can prevent
the Gennans from accomplishing their victory conditions··. This is a little like saying they win if the
sun rises in the East tomorrow morning. AClually
the Germans have the opportunity here to duplicate
one of history's most amazing military adventures:
Hannibal's crossing of the Alps. But in this case
all lhe Gennan elcphants are white, and instead of
facing a few irate Gallic tribesmen, you are wending your way through a thicket of 122mm howitzers. 120mm mortars, and 45mm anti-tank guns.
not to mention mines. tank-destroyers, and fanatical Russian infantry. Your goal is to attack the
Dnieper bridge with seven units or more (these will
probably consist mostly oftmcks) and return to your
own lines before you run out of ammunition, fuel,
time. But, if you reach the bridge, you may as well
keep going right on over to the nearest prison camp,
because there is absolutely 00 chance of getting back
in time.
By the time you have gone through all twelve situations, you should be in a posilion to provide the
correct answer to the question we broached at the
beginning of this treatise: how to win. You must
utilize superb tactics, blinding speed, total surprise,
and bmtaltenacity-when the time comes to dwose
sides. On this matter there can be no second place.

t:.

Russian Turn 12 Combat
l) Attackers: 6-8-6, 2-4-6, 3-4-6, 3-5-6, 4-3-6, 3-4-6, 3-4-6, 6·6-6, 31st Headquarters, 32nd

Headquarters (34 factors)
4011 Defenders: i8th Panzer Division out of supply (7 factors)
Odds: 4 to I
Die Roll: 6

Resuit: Eng

German reduced 52118 to a i-IO.
Russian 2-4-6 eliminated.
German Turn 12 Initial Movement Overruns
I) Attackers: 258th and 292nd Infantry Divisions from 2726 (8 factors)
2727 Defenders: 4-10 (8 factors)
Odds: I to I

Die Roll: 3

Result: DJ/Al

Russian eliminated.
Gennan 258th Infantry Division reduced to a 4-7.
2)

Attackers: Das Reich from 3806 (9 factors)
3906 Defenders: 0·0·6, 8·8·6. 28th Headquarters (8 factors)
Odds: I to I
Die Roll: I

Result: 01

Russian 28th Headquarters eliminated.
8-8-6 disrupted.

German Turn 12 Combat
1) Attackers: 12th Panzer Division, 29th Motorized Infantry (26 faclOrs)
5217 Defenders: 5·8·6 out of supply (4 factors)
Odds: 6 to I
Die Roll: 4
Russian eliminaterl

Result: D2
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VICHY IN THE EAST
A British Strategy in the Levant
By William Searight

Syria was one of the overseas territories of France
which. on the collapse orthe metropolitan govern'
menl, considered ilselfbound by the surrender and
resisted the British advance 11110 the Levant in carly
June 1941. By lhe middle of July '41, the Vichy

authorities there sued for peace and Syria passed
into Allied occupation. Although Ihe lime frame was
comparativc:ly short. the fighting was bincr and
caused Greal Britain 10 dispatch additional reinforcements to the area when she could least afford them
from other theaters. BUI, so the argumcm goes. Ihey
had to be sent to prevent an Axis incursion in the
Middle East.
In THIRD REICH. history is altered somewhat
in regard to the status of Francc's colonies. If
lebanon-Syria becomes Vichy, then lhe British
player is beset with the same slralegic and taClical
problems of hislory. The Brilish player has only a
limited amoum of manpower wilh which to defend
his empire. But something can be done to alleviate
the potential problem of having a Vichy Levant-a
new strategy.

Lebanon·Syria
As the Allied and Axis forces are locked in intensive combat on the European eominent. the disIlInt French colony of Lebanon-Syria seems of linle
immediate importance to either player. Generally
garrisoned by a single French infantry. this area
does not come into strategic focus until France is
conquered. At this time, the French player must wait
in anticipation while the German player rolls the
die to determine the status of French colonies.
As a British player. I am cenainly not Olle to relish
the idea of having my Egyptian defenses rest on a
SO-50 chance of lhe die result on having a Vichy
colony in lhe Middle E.:ast, as this would require
stationing additional British forces in Palestine and
Transjordan to pr01c<:t the eastern approaches to the
Canal. With Britain's meager forces already
Slretched 10 the limit, lhis additional burden could
leave Olher sectors dangerollsly weakened. Britain
really has very lillie choice except to react in some
way. To ignore the threat would only allow the Axis
to quickly spearhead attacks against Egypt from twO
directions and overrun the Suez Canal.
Of course lhe British have Rille 35.5 10 help
alleviate such a problem (I.e., two British Oeets
based east of lhe Suet Canal and/or a combination
of air faclors within four hexes of the Axis ports
would negate the 18 maximum factors allowed to
be brought in by the Axis). But the Axis can counter
this rule, to an extent. by bringing in Oeetlair factors
of their own. A 5-4 air unit in Rhodes, along with
an Italian neet SRed into Beirut. would offselthe
18 British fleet factors and allow the Axis to SR in
nine factors of ground units. NOTE: Although the
fleet in Beirut is counted as part of the 18 factors
allowed, the air unit in Rhodes is no!.
For the British to counter this Axis play, he would
have to increase his commitment of fleets and air
factors-cast of the Suez Canal. The above situation could conlinue 10 escalate further by the Axis
control of Cyprus and/or Crete (for basing additional
air). Eventually. the British player could very well
find himself with an inordinate amount of his naval
and air forces tied down in Egypt, leaving England
and other sc<:tors dangerously exposed. Instead of
this huge drain on the British resources, there is a
much easier, more efficient, and less costly method
of keeping the Axis out of the Levant.

In Defense of Lcbanon·Syria
If someone were to tell you that it ....ould be possible for the British to hold and defend Lebanon·
Syria with only an airbase counter and a 1-3 infantry
unit (without naval or air suppon), against the entire Italian Navy loaded to the gunwales with armor
and infantry, you would probably consider the idea
laughable at besl, Conversely, it will be shown how
this seemingly impossible idea can become reality,
bUI first some points lhal may come to mind.
The Vichy status of a colony is determined at the
end of the Allied combat phase, ....hen Paris cannot
be recaptured. Since Brilish units muSt be SRed out
of Vichy terrilory, how can lhe Axis be prevented
from SRing forces into Lebanon-Syria? And even
if the British were able to capture and defend lhis
Vichy colony, how could a single weak infantry unit
hope to hold off a seaborne invasion force (i.e., two
).) Italian units aboard two fleets. supported by
shore bombardment from three fleets).
In countering the above. Britain needs only to
build/SR an airbasc counter into Beirut anytime
before the German occupation of Paris. As far as
defending the beach hex. there is no need to, nor
will a single British fleet be required to sonie out
to intercept any Italian naval mission. How? Rule
49.6 pertains to British units (ground. air, and
fleets), which muSl be SRed out of Vichy territory,
bUl an airbase is only a counler and not a unit (see
4.4). Therefore the airbase counter could remain
in Beirut, adjacenl to lhe now Vichy French infanlry unit on the beach. As lhe airbase counler SilS
on the only logisllc source for this Viehy colony
(27.12), the Vichy infanlry Unil could neither be
moved nor SRed away from lhe beach hex (27.42),
nor on lhe following Axis turn could additional Axis
UnilS be sea transponed or sea escorted to this
colony. By the end of the Axis turn. the Vichy in·
fantry, cut-off from supply, would be eliminated
through isolation. Of course, for lhe airbase counter
to remain in Beiru!, Britain would have to declare
war on Vichy France on the very next turn (49.6).
To fulfjll this requirement the British Palestinian I·)
garrison could be moved north from its beachhead
to Beirut. NOTE: [n reaching Beirut, no other Vichy
hexes are to be crossed over or occupied other lhan
those necessary to eomplele lhe above action. and
during the SR phase, an additional unit would have
to be brought in 10 cover PaleSline's beach he;<..

Axis Seaborne Invasion
The Axis player(s) would cenainly classify this
defense as no defense at all, believing the siluBtion
could easily be reelified by launching a massive in·
vasion. Since the beach hex is now empty (the
French unit previously eliminaled through isolalion),
an Btlacking force could land unopposed, smash the
puny British 1-3 uni!, capture the pon. and then SR
in addilional ground/air unils. Sounds simple and
straighlforward, but in reality, lhe Axis would be
stopped cold on the beach, no matter what force is
thrown ashore.
The key to the British defense lies IlOl. in the match
of combat forces. but rather by something more
subtle-lhat of logistics. The Axis could cenainly
invade the beach, but because the Brilish never
occupied nor moved over it, the beach hex would
still be considered friendly to the Axis (meaning that
110 Axis bridgehead counter could be used-9.1 I.
29.436). The original Axis unils landed on the un·

defended beach hex could not conduct anacks
against any enemy adjacent to the target hex
(29.4)6). With no bridgehead coumer. lhe remaining embarked Axis units (which did not participate
in the allad), could not land, even if they were
armor ex])C(;ting to exploit out of the beach since
the beach hex was already Vichy (friendly) and no
breakthrough hex could be established (14.31), With
no bridgehead or breakthrough hex possible, amlQr
could not be exploiled nor supplied from the beach
hex in order to auaek lhe Brilish unit (14.4, including ERRATA).
Even if the Axis had been in a position 10 take
advantage of and COnduCl a seaborne invasion on
the Axis turn immediately after the fall of Francc.
the British airbase counter would be sufficienl to
deter the Axis for the same reasons. In a nutshell,
lhe mall>imum number of Axis units on the beach
hex, al anyone time. would be limited to two, and
even lhese would be oUt of supply at the beginning
of their next tum. Wilhout logistical support. the
seaborne invasion forces fate is sealed even before
leaving pon. At most, they will control a few bits
of sand and rock at the water's edge until their supplies are exhausted and then be eliminated (17.1,
27.43).
As the war continues, the AIl>is might altempt
other alternate methods to gain control of Beirut
(i.e., invade Cyprus and bring in air/parachUle
forces), but any such action should alen the British
player sufficiently ahead of lime to plan counter
strategy-increasing Beirut's ground defense and/or
having air available for counterair and DAS. To help
deter Axis control of Cyprus, a British pre-emptive
move could be to SR an infantry unit 10 Cyprus
(29.67). This can be done by first pre-staging a fleel
10 Malta and then SRing Malta's I·) garrison to
Cyprus on lhe following turn. The above should be
accomplished before the fall of France since !lalian
fleets rarely attempt seaborne invasions while both
the French and British naval forces are active in the
Mediterranean. After France has fallen. more British
units will be available for use in lhe Mediterranean
and the Cyprus garrison could be replaced wilh a
stronger infantry unit.

Summary
The British player must prevent the Axis from
gening a foothold in the Levant, even with a small
force, Nol only would Egypt be threatened. but
perhaps Turkey, the Lend Lease Route, and
southern Russia (if Turkey ....ere to fall). Allhough
the Axis arc limiled to 18 faClors lhrough pons (east
of the Suez Canal), the Brilish player could still be
forced to lie down valuable air and fleet factors in
Egypt/Palestine jUSllO prevent an Axis buildup that
mayor may not happen. This lhreal would force
Brilllin to deploy additional ground units 10 Palesline
and Transjordan to pre\'em even a few Axis units
from reaching the Suet. Britain'S initial combat
ground and air, plus allowable builds (before 1942).
does not match Germany's at·start ground and air
Slrengths. While Germany and ltaly have a massive
amount of future manpower 10 mobilize (total numbers of units), Britain has comparatively few in number lind these must be carefully deployed to protect
not only England's shores, but her far flung outposts and colonies as well. Britain is stretched very
thin defensively until America enters the war. That
is why this British strategy towards a potential Vichy
Lebanon-Syria is importan!' since it conserves
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Briti h re ource. Although some critics may
deplore the concept of an early declaration of war
on Vichy France (this does not automatically cause
activation), without planning to gain any conquest
BRP for Lebanon-Syria, I for one feel that the
strategic value of this area, far outweigh any of
these minor disadvantages.
Once the British have control of Beirut eliminated
the French through isolation, and moved the infantry into Beirut, the airbase counter and the 1-3 infantry unit can be redeployed back to Pale tine
andlor Egypt. A garri on within the Levant would
no longer be necessary except in the event of an Axi
parachute threat. Although it may sound strange,
a Vichy Lebanon-Syria would be more of a trategic value to Britain than having a Free French
colony.
Without having to deploy additional fleets, air and
ground units to the Levant, these ame units are free
for future operation such a creating an impregnable Malta defen e (thereby trangling the Axis
supply to North Africa), ea e corting more unit
per turn throughout the Briti h Empire, and later
ending vitally needed BRP loan to Russia. These
are but a few ideas that show what far-reaching
effects a minimum of force can have if applied at
the right pl~ce and at the exact optimum moment,

SO THAT'S WHAT
YOU'VE BEEN PLAYING
noes

l~ed:
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Rank: Title
I. Up Front
2. Souad leader
3. Third Reich
4. B·17
5. BUlge '81
6. Russian Camoailrn
7. Cross of Iron
8. WS&JM
'J.

AmbUSh

10. War & Peace
II. Empires in Arms
12. Banzai

13. Air Force
[4. Civilization
15. G.l.

Total Responses: 513
Rank Times
Last On Freq.
Pub Time List Ratio

AH
AH

AH
AM
AI{

AH
AH

1
4
5
2

[9
7
10
12

AH
'J
vG
AH
ADO AH AH 13
AH
6
AH
3
AH -

16. Naval War
17. -Crescendo ofDoom -AH
18. !'Jatn
Vo
19, Hitler's War
AH
20. Hundred Days
AH

11

-

5
23
23

9.3
3.8
3.1
6 3.0
-3 -2.3
23
2.1
23
2.0
8
2.0
L
1.9
[
1.7.
I
1.6
1 1.5
1.4
3
1.3
4
13
1.3
I
1.2
-~.

1
I

~::

1.0
1.0

A number of interesting fluctuations appear in this
issue's listings of the popular played games among our
readers. UP FRONT continues to dominate the listing
as no game has for some time. Riding this tide of popularity i BANZAI. ilS expansion garnette. which
appears for the first time. Hrn.ER· WAR, subject of
our next i sue, makes its first showing while. ironically, PG GUDERIAN falls from the list. Naro and
Empires in Arms, both fine games, return to the Jist
after a brief hiatus. Obviously sparked by recent contests, HUNDRED DAYS BA17LESand NAVAL WAR
also make an unusually strong showing. Meanwhile,
a number of games-STORM OVER ARNHEM, FLATTOP, VITP and GUNS OF AUGUST-all fall just
below the mark. Bob McNamara' revision of PANZERBUTZ (due out in 1985), which seems to be showing its age, should teturn thaI game to its rightful place
among these titles.

CONTEST #122
The traightforward object ofConlest 122 i the German capture of Vyazma as quic":lY as po si~le
in onc turn of a game of PANZERGRUPPE GUDERIAN. The contest commences wnh the beglDning of the current German Player Turn. AU German units are.at fulJ ~trength· the Soviet interd.i.ction marker is nOl in play; and the road from 3414 to 0120 IS conSIdered clear. Only the UDltS
shown arc available, and only the area of the map depicted may bc moved over. Note that all
German divisions have their component tacked together. For the purpose of this contest, ail Rus ian
units are con idered to have an exactly average defensive trength and all German die roll are
considered to be 2'
The task of the reader i simple: move the German units and conduct their overrun and attacks
in the mo t efficient manner po sible to insure the fail of the city during the current turn. Capturing Vyazma during the Movement Phase is rated better than captur~ng it during the Combat ~hase;
capturing it during eithcr is better than capturing it in the MechanIZed Mov~ment Ph~se. FlDaIly,
in the case of ties, those who accompli h the task with the least number of dle roll WID. To complete the contest indicate: 1) the phase in which Vyazma fall : 2) the number of die rolls required
for your solution; 3) indicate movement of unit and any overruns andlor auacks they make. All
standard rules of PANZERGRUPPE GUDERIAN apply.
The answer to thi COOlest must be entered on the official entry form (or a fac imile) found
on the insert of this is ue. Ten winning entries will receive merchandise credits from The Avalon
Hill Game Company. To be valid. an entry must be received prior to the mailing of the next issue
and include a numerical rating for this issue as a whole. a well as Ii ting the three best issues.
The solution to Contest 122 will appear in Vol. 21, No.5 and the list of winner in Vol. 21,
o. 6 of The GENERAL.
For those who may wish to recreate the conte t with their game, the folJowing units are placed
as indicated:
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TURNING THE TIDE
Playing the Russian in The RUSSIAN CAMPAIGN
By Michael Anchors

Since publication in 1976, THE RUSSIAN CAMPAIGN has been a stable residem of the "So ThaI's

What You've Been Playing" top ten, but relatively
few articles have dealt with the game. Those that
have appeared have dealt almost exclusively with
the initial set-up and first tum of the Campaign
Game. The middle game and end game have been

neglected. Indeed. in the only Series Replay (Vol.
16, No.4) to date, the Russians were crushed in
1942. Most games I have observed have ended in
two hours or len !Urns because there was not time
to finish. The rules provide for shorter scenarios.
Players couid start the game in mid-I942 to get a
taste of the middle game, but most don', because
they "don', want to be handicapped by the mistakes
of their predecessors". As a result, few players
practice the sublle art of turning the tide and using
the Red Army on the offense. A real shame.
The first major Soviet offensive should roll off
in November 1942. The Russians may strike at vulnerable Axis units even before then, being careful
to avoid severe casualties or jeopardize precious terrain. But the first pre-meditated, sustained offensive must await the cold of November. If the
offensive starts late, say in January, there won't be
time to cause appreciable destruction of Axis forces
before March brings non-snow weather, the Axis
replacements and a Stuka. If the offensive starts
early, in September, there is a 50% chance the Germans will have non-snow weather in November in
which to mount a response aimed at minimizing their
loss. In clear weather, a 17% chance, two Stukas
are on hand to pulverize the Soviet spearheads,
Mud, a 33% chance, slows the Soviet drive while
the Axis uses full rail capacity to reinforce.
The crux of the problem lies in the faci that the
Russians cannot afford to miss damaging the Wehrmacht, but cannot afford to lose many armor and
Guard units either. Those mobile units are needed
behind the front in 1943 to blunt Axis tluusts. Armor
and Guard units are replaced slowly, one each per
turn. Be sure to include a low-factor unit, preferably infantry, in any allack in which the CRT may
call for a unit loss.
Snow is ideal weather for Russians. The dreaded
Stukas disappear, allowing armor and Guards to
stack together safely. Axis rail capacity is cut to
three; Russian capacity stays at five. First impulse
movement is cut in half for both sides, and second
impulse movement is one hex for most units. Thus
the Germans are deprived' of their usual advantage
in mobility, True, Russian non-Guard infantry units
can't move in the second impulse, but most infantry on the offensive front should be Guards. Let the
mukluks hold down the rear and non-active parts
of the line.
In snow, Axis units not adjacent to Axiscontrolled cities have their combat factor cut in half
(17.2). Technically, units twO hexes away from a
city are not halved unless the intervening hex is in
a Russian zoe, but in most situations the intervening hex is in a ZOC. The ZOC can even belong to
one of the units attacking the now out-of-supply Axis
uni!. If a separate Russian unit is needed to put the
intervcning hex in a zoe, the Russian player should

resolve combat against the out-of-supply unit first.
This rule deserves careful allention by every Russian
player.
Russian airborne units can do their thing only in
snow months (IS). There are just three of these
beauties and each can jump but once, so thrift is
in order. They are most handy in 1944 to complete
encirclements the Germans are too weak or too harried to break, The airborne can cut railroads in areas
partisans can't reach because of SS units; but then,
the SS is represented by a single unit in 1942 so
the partisans can handle the job. In fact, there is
little use for the airborne at all in 1942, but they
are available in a pinch.
Winter should see tbe Wehrmacht sapped by accumulated losses. Replacements don't arrive until
tbe first clear weather in 1943 (usually May) and
the only significant reinforcement. the 2nd SS
Paru:er Corps riding long partisan-infested rail
lines, won't get into action until March.
There is enormous variability from game to game
in Russian replacement capacity in 1942. Historically, the Russians bad 14 worker factors in
November and averaged II factors/turn through the
year. In most games, the average is less: 10 worker
factorslturn through the year and 12 in November,
because Leningrad or the Donets valley fall well
ahead of the historical schedule. If Archangel or
Moscow falls as well, the Russians are in hot
barscht. There is no use discussing the middle game
when the Russians have stumbled that badly. We
will assume the Russians have done no worse than
lose Leningrad and post an average replacemcnt rate
of 10 factors/turn through 1942. The Red Army
should then muster 30-40 armies, 40%-50% of
which should be Guards and armor, an ample force
to gouge the Wehrmacht in one carefully chosen
sector.
Which seClOr to choose? Common sense dictates
choosing any sector vital to the Russians and threatened by the Axis. Leningrad, Moscow or Archangel
would qualify, The Sudden Death cityobjcctive for 1943 chosen before the game (24.3)
would cenainly mandate an offensive to save it, if
threatened. A winter offensive in the Leningrad district is particularly nice since the Russians can advance over the frozen marshes. The same marshes.
thawed out in spring, seriously impede an Axis
counterthrust.
If all the above cities can be held or are irretrievably lost, the Russians should commit their offensive might against the sector that offers the best
opportunity to knock off Axis unilS. Any area with
a large porportion of non·German units make a good
choice because those units are weaker and less
mobile. Although destruction of non-German units
may seem less important than eliminating German
ones, mobility counts for less in 1943 because the
line is fairly static. Consequently, dead non-German
units are worth as much as dead German ones, and
they are replaced more slowly, if at all.
The Russians should try to bag a few panzer units
in the sweep too, but steer clear of an area with /00
many panzers. These big boys can break encirclements and cut off Soviet spearheads. The advan-

tage of limited Axis rail capacity in snow is forfeil
if the Russians needlessly assault a seClor rich in
panzer forces.
It is extremely tempting to surround large pockets
of Ax is units; but the best policy is to break through
on a broadfrOlll, eliminating as many units as possible by direct assault. Adminedly, there are strong
historical precedents for envelopment tactics, Stalingrad and Korsun to name but two. And the disposition of Axis units during the winter is tempting.
If the German commander arrays his army in a continuous front, sectors of the line between cities are
out of combat-supply (rule 17.2 again) and weak.
If he clusters around controlled cities. the Russians
can roam at will through the gaps. However, the
Russian player who surrounds a large pocket ofGerman units in controlled cities and waits for lhem
to starve will see spring arrive with the Wehrmacht
intact and the Red Arse exposed.
THE RUSSIAN CAMPAIGN is not THIRD
REICH, guys! Surrounded units don't starve if they
trace supply to an Axis-controlled city. The city itself does not have to trace supply anywhere, Call
it unrealistic if you will, but that's Ihe rules. Let's
admit it is a compromise. Leningrad held OUI in the
war; Sl3lingrad didn't. Local faclors are so important in whether a siege will work (e.g., a frolen lake
that could take trucks, a snow-covered airport that
couldn't take planes), that the designers could not
make supply rules both absolutely realistic and
simple.
The Russian player must adapt to the siluation by
keeping his envelopments manageably small. The
purpose of envelopment is only to prevent the vietims from being reinforced or withdrawing. II will
still be necessary to eliminate them by direct assault
(usually) or recapture of cities within the perimeter
(sometimes).
Another way in which TRC differs from 3R is that
unsupplied units can move. They can roll right out
to the perimeter and attack in coordination with Axis
units on the OUlside. Even low-octds attacks can succeed because the Russian retreats are cut off. The
Russian player should, therefore, man the perimeter
in doubled lerrain or at least four hexes from Axiscontrolled cities so that German units attacking on
the outside will be half-strength. And the Russians
must keep the Huns busy with multiple threats.
Since it is expensive to allack German units in
supply near Axis-controlled cities, Ihe Russians
would be delighted to force the Germans to move
out of their urban strongholds and allack out-ofsupply. The Sudden Death rules provide a means
of doing just that. Assuming the Russians are in firm
control of their own objective for 1943, they can
put greal pressure on the Axis by attacking all possible Axis objcctives (Leningrad. Kharkov and the
oil well at PPI3) if Axis-held. If one of these attacks succeeds against the actual Axis objective, the
Germans are compelled to counterattack or forfeit
the game. It would be foolhardy for them to delay
the attack, hoping for non-snow weather and a Stuka
in March because there is a 33 % chance of clear
weather. If it is clear weather and the Russians control both objectives, the game ends immediately!
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Consequently, the Germans have to counteranack
in snow. Leningrad and the oil well are more than

three he~es from any city so Axis units anacking
them must be Ollt of combat-supply. The Russians
should be careful to occupy Kursk or put Yl3 in
a zoe to prevent combal-supplied German units
from reaching Kharkov.
Many players don't like and don"t play the Sud·
den Death Victory Conditions (24.3), feeling that
the rules force players into unnatural lines of play.
As the Axis player. one might ask, would yOll really
bust your trcads geuing to Sevastapol in 1941 if it
were not a possible objective for 1942? Some games
seemingly end prematurely with one side controlling both objectives for a year. but losing C\'cryw!lere
else on the boord.
I personalty like the Sudden Death rules for rcasons that have to do with TRC both as a game and
as a simulation of history. The rules improve TRC
by shortening the length of play and intensifying
the excitement. The middle game can get mighty
boring as the two titans wrestle along a static line
with no chance of deciding victory for two gameyears. twelve tlIrns and many hours later. With the
Sudden Death roles in place. the game is never dull
as players seek to deduce their opponent's objective and seize it while concealing the identity of their
own. Such behavior is not a departure from history,
either. By Sudden Death rules Russia won the war
in Spring 1943, controlling both their own objective, Stalingrad, and the German's. the oil well at
PPI3. Without these rules, players would seldom
fight a do-or-die bailie like Stalingrad. There were
no l:i:onomic or strategic reasons why a single obscure city on the Volga should have been so imponant; but there were several psychologicalpropaganda reasons, also of imponance in war, and
they are simulated well by the Sudden Death roles.
Choosing Russian Sudden Death objectives intelligently before the game is an important aspect of
turning the tide. !fthey are chosen inappropriately.
the Russian commander won't have freedom to action in late '42. If your opponent is known to focus
on the nonh, choose objectives in the south and l'ice
"ersa. If your opponent is unknown to you, choose
Kharkov for 1942 and Stalingrad for 1943. The reason for the fonner is that Army Group South has
to traverse some tough defensive terrain to reach
Kharkov. AG South is less well provided with panzcrs than AG Center, and loaded with slow nonGennan units. Kharkov is a major city, doubling
the defenders and adding a two-factor worker unit
to the defense. Too, Kharkov can be reached by
replacentent units generated in many nearby cities.
In contrast, Kalinin is a minor eity square in the
path of a major German thrust, logically aimed at
Moscow. Sevastopol is more defensible but tough
to reinforce, and many units defending the Crimea
would readily mark Sevastopol as the objective.
Stalingrad is the logical choice for 1943 because
it is farthest from the west edge of the board, It is
a major city amidst strong river lines and near the
east edge oflhe board wllere reinforcements amve.
Voronezh, three hexes farther west, is an acceptable alternative, but never choose Moscow as an objective, The Germans will be aiming at Moscow
anyway, for the sake of its workers, railroad con·
nections and capital city Status. Why give them any
more benefit.
The objectives in later years have nothing to do
with "turning the tide"; but since the subject has
not been addressed previously. I will complete the
list. (n 1944 ( choose Kursk, a miTIOr city and easiest
to recapture. In 1945, choose Bucharest. The Germans then have to retain Warsaw or Lwow to keep
you from winning. Table I lists the Sudden Death
objectives for both sides in order of preference.
The last aspect of turning the tide to consider are
the Optional Rules and Campaign Variants, The 0ptional Rules are easy. All but two of them favor the
Russians. The "SS Replacement Substitution" and

"First Impulse Attacks on Cities" (26.2 and 26.7
respectively) are pro·Axis. but have minor impact.
No proble1IlS with these Optional Rules; accept what
feels comfortable.
Among the Campaign Variants, "Artillery
Corps" favors the Russians. since they get more
of them. "Sea Transport" tOO is pro-Russian, since
on average the Russians have more pons. The "Alternative Strategic Scenarios" are a mixed bag,
however: "Mediterranean Distraction" is strongly
pro-Axis because of the extra tum in '41 and the
Fliegerkorps. "Putting the Bulge on the Russians"
is always a bright Teutonic notion. Why not? A
draw is historically meaningless anyway.
The other two German options, "Italian Sell-Out'·
and "Not Tunisia". are burn deals for the Axis.
The Russian player should respond as follows
when the Fuehrer eschews a "Mediterranean Distraction·' and attacks Russia in March: if the weather
is clear and the German player competent, activate
the "Russian Reaction" option. You will need the
Siberian reinforcements carl)' to save Moscow.
Otherwise, leave the option alone, avoiding the risk
of a "Japanese Gambit'·.
This concludes our look at the middle game and
"turning the tide", Yoo won·t see a sequel on the
late game because the situation is so variable that
general analysis is impossible, Suffice to sa)' that
any Russian player on the defensive in 1944 should
ask for a draw. On the offensive, the same tactics
that worked in Winter 1942, work in 1943; and with
no Stuka around in 1944. the Russians can continue
their offensive even in non-snow weather through
the year and on to Berlin. Urroh!

TABLE 1
SUDDEN DEATH OBJECTIVES
by year in order of preference
1942

1943

1944

194'

Axis

Russia

I. Bryansk
2. Dnepropctrovsk
3. Leningrad

2. Kalinin

I. Kharkov
2. Leningrad
3. oil well (PPI3)

2. Voronezh

I. Kharkov

3. SevaslOpol
I. Stalingrad

3. Moscow

I. Riga

I. Kursk

2. Kiev

2. Rostov

3 Sevastopol

3. Leningrad

I. Warsaw

I. Bucharest

2. Lwow

2. Berlin

3. Stalin

3. Hiller

AH Philosoph)' , .. Com 'd from Page 2
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much to offer the historical gamer, and the merging of the two in these pages into an amorphous
melange could not but be detrimental to every·
one's efforts, I felt.
Still another problem would be my own limited
f<Jmiliarity with the Victory Games products, In
order to make even a cursory review of. much
less edit and paste up. any article herein demands
some working knowledge of the topic game and
its systems. My past experience, along with
badgering my way into every current AH playtest, assures me of at least a feeling of com·
petency with respect to our expanding line. In
those instances where a truly expert opinion is
warranted, I can readily turn to the designerl
developers in this building for immediate judge·
ment or advice, Not so with Victory Games' ad·
mittedly complex simulations. Given the
constraints on my time (i.e., other ongoing
projects). I simply would feel neither competent
nor comfortable expounding upon them. The task

would definitely demand someone enamored of
these fine wargames, who was also blessed with
the time to study them at leisure. At the very
least, he should be able to, when neCeSSary,
grasp the guiding hand of those at Victory,
Another facet of that distance between our
Baltimore base and the New Vork offices of
Victory Games imposes itself as well. The two
game companies have a number of different tech·
niQues, not always compatible. For over twenty
years, The GENERAL has aimed at in-depth reportage of the games of The Avalon Hill Game
Company. A number of exceedingiy nagging
technical problems would arise should I allempt
to mix articles on VG and AH games. None were
insurmountable. but all would demand an outlay
of extra time and money.
With the creation of a new periodical (HEROES)
and the <Jrrival of Mr. Bill Peschel to become
founding editor, a compromise suggested itself.
Bill expressed an interest in the VG game line and
offered his services in seeing anicles on them into
print. And concurrently it occurred to us that
many of the technical problems could be sidestepped by printing the VG articles separately
from the print fun of The GENERAL. Thus, the
Victory Insider was born, an extensive insert
devoted to the products of our sister company
yet enjoying the wide distribution of wargaming's
oldest continuously published magazine. By turning over this insert to Bill, who is able to coordinate closely with the staff at VG, I was able
to efficiently solve the dilemmas facing me, Now.
and henceforth, the Victory Insider will supply
the kind of support for their products that has
been a hallmark of The Avalon Hill Game Com·
pany for twenty years.
Of course, not all the difficulties were immedi·
ately settled; but at least those remaining were
manageable. The first and hardest decision to
make was that to raise the cover and subscrip·
tion prices of The GENERAL to allow the twelveto-twenty page full-color insert to become a reg·
ular feature. This was instituted with Vol. 20, No.
4 without prior warning; and, as usu<JI, such a
move brought an outpouring of distress and dis·
gust to this office. Hopefully, those who
lamented the incre<Jse are satisfied with value
returned for such.
Bill Peschel was forced to work many long
hours in deciding on the format and layout for
his "mini·magazine", Ithink most discriminating
garners will agree that he succeeded in producing an eye·pleasing and information packed in·
sert, That he continues to do so is a credit to him
and the entire staff at Victory Games who contribute so heavily to each issue, Obviously Bill
brings a professional approach to his distinctive
layout. I suspect that many of our readers will
turn to "Thrilling Tales of Victory". "W. Bill's
Oversights" and the fine articles with as much
anticipation as they do to the " AH Philosophy",
"leners to the Editor" and "Infiltrator's Report",
Of course, all is not smooth sailing yet. Coordination difficulties still arise. The production
of the Victory Insider will occasion delays in final
mailings for several issues yet. And Bill notes a
singular lack of submitted articles from the
readership. But at the very least. we 8re trying.
Like any sibling. The GENERAL looks with pride
on the growth of our "little sister", despite her
current teething. May she grow into a beautiful
lady.
In conclusion, the appearance of the Victory
Insider is a unique experiment for the staid
GENERAL, Both Bill Peschel and I would like to
hear the reactions of you, the readers, Questions,
suggestions, advice, complaints, all grist for the
mill.
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THE IDEOLOGICAL FACTOR
Benign German Occupation in THE RUSSIAN CAMPAIGN
By Richard H. Eggleston

It is November 1941: light mud, barely serviceable airfields, marginall1ying weather jn the north.
Over the past two months, strong Gennan armored
and infantry formations, aided by aircraft attached
to Army Groups Nonh and Center, have smashed
through the Russian defenses to the suburbs of
Leningrad, encircling the city from the south. west
and east. Despite the weather, it is inevitable that
the few reTlUlining $Qviet forces will be driven from

Leningrad either Ihis momh, or in December allhe
latest.
BUI in the south. the siege of Rostov-gateway
to the Caucasian oilfields and to Stalingrad-has
bogged down. Most of the panzer and panzcrgrenadier divisions diverted from the north during
the summer encirclement of Kiev have suffered serious losses. Courtesy of the Red Air Force, the
weapons, vehicles and other equipment of three
Hungarian mechanized infantry divisions that attempted in October to land on the coast northeast
of Rostov are, for the most part. at the bottom of
the Black Sea. Soviet reinforcements and replacements are pouring into the area. To make matters
worse. autumn rains have rendered the Luftwaffe'S
forward airstrips vinually unusable. The only bright
spot for the Axis is their uncontested control of the
Kiev-Rostov rail line to a point just to the southwest of Rostov.
Elements of Army Group Center's Panzer Army,
fresh from their victorious drive on Leningrad, are
pulled back and entrained for swift deployment to
the southern front. The men and equipment of three
panzer COrpS ron southwest by rail through eastern
Poland, then east again through the western Ukraine
until suddenly, sixty-five miles southwest of
Kiev, small arms and mortar fire bring the trains
to a halt. The railroad bridges, so painstakingly
repaired by German combat engineers, lie in ruins.
Mile upon mile of railroad track is torn up. Partisans. The German commander asks, "What did I
do to deserve this?"
The German occupation of Soviet, Polish and
Yugoslav territory during the Second World War
was virtually unprecedented for its ruthlessness and
brutality. Underlying this brutality was Hitler's ideological obsession with the need to create Lebensraum
for ethnic German colonists, to control and exploit
the great mass of Slavic "subhumans" and, in the
USSR, to exterminate all communist party functionaries as well. The ideological conviction that Slavs
were racially inferior had a number of important
consequen<:es. Together with inadequate military intelligence, it led Hitler to seriously underestimate
the fighting abilities of Soviet troops. More to the
point. this view formed the basis for the calculated
German policy of starving and/or executing millions
of prisoners-of-war, civilians and party officials.
The most significant result was the creation of a vast
resistance movement behind German lines which
seriously disrupted military communications at the
most inopportune moments and. concomitantly,
diverted scarce German resources to non-productive
(and savage) seCurity operations. Not surprisingly,
non-White Russian nationalities (particularly the
Ukrainians) which had aspired to some form of
autonomy and were initially disposed to welcome
German victory reacted to German terror tactics by
quickly developing an a1I-consuming hatred for their
tormentors.
As early as 1941, senior field commanders and
intelligence officials began attempting to persuade
Hitler and Nazi Party leaders of the need to moderate

German occupation policies, to enlist the support
of anti-communist nationalist groups and to create
a limited number of frontline combat units from Russian prisoner-voluntcers. Soviet General Vlasov,
captured in the summer of 1942, had great personal
appeal and might well have served as the vehicle
for pursuing such a policy. Instead, the German
"moderates" were ignortd or scorned; Vlasov's socalled "Russian Army of Liberation" existed
primarily on paper until the eleventh hour-by that
time it was tOO late and German credibility had been
destroyed. There are many who believe that Hitler's
refusal to consider a sensible occupation policy
comributed significamly to Germany's defeat in
Russia. and hence in the Second World War.
Germany's failure to accurately estimate the
difficulties posed by fighting on and occupying Russian soil is taken into consideration in the rules of
numerous wargames dealing with the Eastern Front.
In RUSSIAN CAMPAIGN for example, the proper
use of Partisans can have a decisive effect on the
outCOme of the game. Thus far, however, there has
been relatively little interest in what might have
occured had the Germans exercised better judgement. The ensuing variant assumes just such a
occurence-it postulates that the rule of reason (or
perhaps a fit of intuition) caused Hitler to subordinate his ideological theories to a recognition of
the military and economic benefits that would be
realized from benign treatment of the occupied
eastern territories. The variant also assumes Hitler
was not completely misled by the massive internal
purges which nearly destroyed the Soviet officer
corps during the mid-1930's or by the Red Army'S
abysmal performance in the Winter War with Finland. On the contrary, he suspects that these evems
might lead to fundamental military refomls which
could redtlce the likelihood of a decisive German
victory in 1941. The chief effects of Hitler's vol/eface are summarized below and appear in the
variant.
Soviet citizens eagerly accepted their German conquerors, greeting them as liberators from the
despised rule of the ruthless communist political
commissars and NKVD functionaries. To the extent practicable, the Germans reciprocated, introducing local autonomy by retaining and giving limited
authority to indigenous civilian officials. German
Gauleiters were selected primarily for proven administrative skills; SS fomlations were restricted to
front-line service and, therefore, did not participate
in security operations. Soviet secret police officials
were simply transferred into German intclligence
organizations or were remanded to local authorities for punishment of their crimes; other party
members were "re-educated" and returned to assist
in administration (or secretly eliminated if
uncooperative-the Germans did not change rhal
much). The total mobilization of the Gennan women
in 1940 rendered forced labor in the Reich by
foreigncrs unnecessary; and large numbers of volunteers were recruited from the millions of Russian
prisoners taken during the great encirclements of
1941 and 1942. With uncnaracteristic foresight. the
Germans fonned these volunteers into infantry units
led primarily by disaffected Red Army officers and
Russian-speaking ethnic Germans from the former
Baltic Republics (Lithuania, Latvia and Estonia).
The capture of Genen,,] A.A. Vlasov in July 1942
finally provided the volunteer formations with the
high quality military leadership that they needed.
Vlasov, a brilliant field commander who had JUSt

experienced one too many encirclemems as a result
of the STAVKA 's incompetence, quickly and enthusiastically turned on his former masters. By early
September of 1942, the "Vlasov Army" consisted
of three full-strength, (j{:rman-equipped infantry
divisions ready for frontline service. The number
of additional volumeer divisions that were eventually raised fluctuated between three and nine, depending upon the availability of supplies. equipment
and volunteers from among prisoners and militaryage men in the territory under Gennan COntrol. Even
the possibility of receiving reliable Russian reinforcements gave German commanders incentive to
deliberately seek 10 capture rather than annihilate
enemy formations.
Although the "Vlasov Army" and associated
volunteer units did not decisively affect the course
of military operations, there were other substantial
direct and indirect benefits from the benign occupation policy_ Partisan recruitment and operations
became exceptionally difficult for the Soviets in certain areas. In fact, Partisans were unable to operate effectively anywhere in the former Baltic
Republies, the Ukraine or former Polish territory
occupied by the Soviet Union in 1939. Without support from the local populace, fledgling panisan operations withered. German manpower which
otherwise would have been required for security
operations in these areas was freed for more pressing duties, permitting the formation of numerous
additional infantry units to replace from-line losses.
Finally. although the severity of the winter of
1941-1942 crippled Axis combat operations, the
supply problems were soon rectified with the thaw.
As a result, Axis troops were sufficiently wcllsupp)ied in subsequent winters to engage Soviet
forces at full strength.
The Russian Campaign for the Germans was a
conventional war of imperialism and conquest,
without the encumbrance of ideological baggage.
Although the Gcnnan High Command recognized
that giving limited autonomy to the occupied terri·
tories and even establishing volunteer military formations might well lead to future problems, they
were sufficiently shrewd to realize that failure to
do so might have more immediate and serious oonsequences. The variant attempts to illustrate, then,
what might have occurred had the Nazis ceased to
behave like Nazis. Such a proposition may appear
to be preposterous, but upon reflcction. few would
disagree that their historical behavior was equally
ridiculous. With this variant. we can explore one
of the great "what-ifs" of history. Few other games
even consider the broad implications of the ideological factor in World War II.
~

RUSSIAN CAMPAIGN VARIANT,
Benign German Occupation in the USSR
This variant may be used in the Campaign Game
or in conjunction with suitable existing scenarios
and variants. It is suggested that the optional rules
which benefit the Russian player be adopted if this
variant is to be used.
I) Permanently remove from the game one of the
Partisan units scheduled to enter on Game Turn 3.
2) Partisans may never be placed in the following
cities:
Ukraine: Kiev. Odessa, Kharkhov, Stalino,
Dnepropetrovsk
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Crimea: Sevastopol
Former Baltic Republics: Tallinin, Riga, Taunus
Former Polish Territories: Brest, Lwow
3) Partisans may /lot be placed on railroad hexes
that connect the following locations:
JGev and: Brest, R26, 1'27 Odessa, Kharkhov,
Stalino Dnepropetrovsk, Sevastopol, Wl5
Brest and: P23, 022
L23 and: L22
122 and: EI4
4) SS units have no more effect on Partisans than
other Axis units.
5) During the Winter of 1941-1942, the "snow
month" rules of 1942-1943 apply to German and
Axi units. In the Winter of 1942-1943 (and subsequent winters) German and Axis units are subject
to the same supply rules as the Rus ians.
6) Two additional infantry corps become available
in 1942 and succeeding years on the annual replacement tum ( ee Rules 21) so long as German troops
occupy any Soviet territory. Use 34 German corps
if available; otherwise, Axis infantry or cavalry
corps of identicaL (or lesser) strength may be used.
7) At the beginning of the September 1942 turn
the Vlasov Army automatically becomes available
as a reinforcement. The Vlasov Army is a 34, Axistype corps which, if destroyed or surrendered, becomes available again as a reinforcement at the
beginning of the third turn following its Loss. If the
Vlasov Army is lost on any turn in which there are
no German units on Soviet territory, it is removed
permanently from the game. The V1asov Army
enters the game in any of the Axis-controlled cities
listed in Rule 2 above.
8) Surrendered Soviet units are not immediately removed from the game; rather, they are kept in a
separate pile of building volunteer units.
9) Volunteer infantry units may be formed with the
following prerequisites:
a) take any three surrendered Soviet units and remove then permanently from the game; and
b) from the list of cities in Rule 2 above, control
at least two major and one minor city.
10) A volunteer unit may be created at any time
the conditions in Rule 9 are met so long as the cities
involved are under Axis control at the moment the
unit is formed. However, such units may not enter
the game until the sixth game-turn and must be introduced in one of the Axis-controlled cities in
Rule 2.
II) Cities involved in creating volunteer units may
only be used once for this purpose. However, the
loss of the city involved has no effect on a volunteer unit once it has been created.
12) Volunteer units are never replaced; they are lost
permanently. The maximum number of such units
that can be formed is three (excluding the Vlasov
Army). Volunteer units are rated as 3-3 Axis-type
infantry corps.
With these simple rules, the historian-gamer can
explore Germany's chances given a benign occupation. Needless-to-say, much could be learned by
applying similar rules in other games. One of the
most fascinating aspects of our hobby is its endless
variety. And its potenti.al for education and fun. The
above variant succeeds in all, I feel.
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I Give Up. . . But Not to You, Fella!
By Rod Walker
The "Suicide Ploy" is one of the most common
you will meet with in DIPLOMACY. It is frequently
also one of the least effective. It is common because
it is a "knee-jerk" reaction to a really srunning stab.
It i often ineffective for the same reason. And yet,
it can be a great diplomatic weapon in your arsenal.
So let's talk about it here.
First of all, what is the "Suicide Ploy". Very
simple, realIy. You've alI seen/heard it at one time
or another in multi-player games I'm sure. You stab
orne guy-whose back no doubt deserved that
knife-and he rum on you to swear he'll commit
suicide (figuratively, of cour e). He intends to work
to give alI his centers to some other player so you'll
get few or none. This may be simple revenge but
it usually is followed by an "unless" ... usually
then followed by a demand for return of whatever
it was that you got in the stab and so forth.
How do you react to this sort of a threat? How
do others react when and if you make it yourself?
Although the maker of the threat always wants it
taken seriously, reactions in fact vary. All too often
they vary from indifference to outright scorn. That's
not what you want, at least when you're making it.
Avoiding that and getting the proper reaction, or
at least getting the proper result in the end, is a tricky
maneuver demanding finesse and patience.
Revenge is a very poor reason for suicide ...
if for no other reason than the fact that if revenge
is truly the only option open to you, your position
is probably too far gone for you to be able to bring
it off. Furthermore, once you promise a suicide as
revenge, you are pretty much obligated to go
through with it or lose credibility in future games.
Of course, the progress of the game might give you
good reason to change your mind. But if, as often
happens, you have a change of heart and decide to
try for survival instead, people will begin not to take
you seriously (and often not JUSt in matters of . 'suicide" alone, either).
0, the "Suicide Ploy" really works best when
you have a good reason for making the threat and
a good chance of making it stick.
A good reason ..You need a cau e to be dying for.
"If you don't get out of my home centers, I'll suicide against you. " There needs to be a concrete demand, a condition under which the "suicide" wil.l
be calJed off. This also lends credibility to your
threat by allowing it to be given in cold blood, not
the heat of the moment. This gives you options and
a negotiating position. It is nOl irrevocable.
A good chance. Many players make the "suicide"
threat, for whatever reason, without thinking too
much about it. It is very important to determine
whether you actually have the strength and position
with which to resist your prime opponent while allowing some other player(s) into your remaining

centers. If you can't resist effectively, don't even
think about using the "Suicide Ploy" unless your
opponent is a cretin (and if he i , how did he pull
off such a deva tating tab against you).
Once you have threatened suicide, and the threat
has produced no results, you must now go through
with it, scrupulously until your opponent stops
attacking you. There can be no turning back, no
attempts to defend your other centers from other
players, no regrets. This ort of threat depends
entirely on it credibility: your diplomatic position,
your military position, and the full expectation that
you will follow through.
ow, what can you expect to gain through
··suicide"? Sometimes you will gain absolutely
nothing; you'll get eliminated. Good, at least you
have made real your threat. However, the threat,
when convincingly presented, can turn the game
around for you sometimes. The player who stabbed
you normally expects two things. First, he expects
some significant gain . Second, and partly in consequence of the fir t, he expects to win the game.
Your suicide action effectively denies him his first
expectation; worse, you are making sure that someone else gets much of what he was expecting. Now,
that player may be his alIy at the moment, but how
Long can he allow you to take an action that might
well throw the game to another ... even if he is
an ally? If your ituation i otherwise hopeless after a stab, and you have no other way to get an alteration in the alIiance structure, the "Suicide Ploy"
i an often effective way to get somebody to back
off barring the circumstances of being opposed by
a too-close alliance.
Of course some people play DIPLOMACY on the
"buddy system". That is a very poor way to approach it. In fact it isn't really playing the GAME
at alI; it's just going through the motions. If your
"suicide" is failing because two allies are too close
and show signs of playing the whole game that way,
your diplomacy should be aimed at getting every
other player on the board to attack them and
eliminate them so that the rest of you can play the
game the way Allan Cal hamer intended it to be
played.
Even so however temporary they may be, any
alIiance can be for awhile a real "buddy-buddy"
system. If both benefit, why not? There can even
be circumstances in which you'd let an alIy into a
home supply center. "What," you say, "how can
that be? I'd never let even my own mother into a
home center!" No? Well, think again, because
sometimes you really should. And that's the subject of our next excu rsion into duplicity, treachery,
brute force, and the other cardinal virtues of
DIPLOMACY.

1;(
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SOVIET UNION-1941
Melding Two Classics
By Dean Miller
STALINGRAD is one of the most popular oflhe
AH games. It has much going for it. The game is
easy to learn, and easily balanced. II lends itself well
to play-by-maiL The board vividly depicts the vaslness afthe Russian landscape and the unit counters
are both legibly and altraclively designed, things
which most of the Russian campaign games lack.
The subject matter is one which is of perennial interest 10 wargamers. Yet the game fails to live up
to the promise which I believe most often motivates
its purchase-to enable the player to duplicate the
Russo-Gennan conflict, penniuing him to experience history's greatest "what if'. For once the
game is begun, it soon becomes apparent that the
movement of the unit counters across the gameboard is not going to msemble the actual campaign.
Instead of blitzkrieg, we have sitzkrieg.
Since STAUNGRAD was brought out, the art of
wargaming ha!; advanced considerably. Games have
been designed which do permit players to simulate
campaigns as they were performed in the era of
Lightning war. Probably the best of these is FRANCE
1940. With its fluid zones of control, its mechanized
movement pha<;e, its use of air units and its CRT,
this game permits the breakthroughs and encirclements which characlerizcd the blitzkrieg, and were
most strikingly employed in the Russian contlic!.
Yet there has been no attempl to merge these features to AH's STAUNGRAD. This is not to say that
there have been no variants-past issues of The
GENERAL abound with them. But these have
usuaUy required their own extensive new sel of rules
and, quite often. new unit counlers; most have for
some reason, ignored the potential of adaptation of
FRANCE '40 techniques.

Nor have other designs which apply the FRANCE
1940 method of play to this war been lacking.
Inevitably, however. the games which others have
produced have also been deficient in some serious
respect-the board and/or the counters are on the
wrong scale, the rules are unclear in some essential respeCI. and so forth. Probably their most important failing, however, is their lack of the support
and e;.;;pertise that the Avalon Hill Game Company
brings to all its products. It is usually impossible
to find opponents (particularly PBM), get rules inu:rpretations, replacement parts, all those things
which AH provides so well. This, then, is an attempt to merge two great AH garnes-STALiNGRAD and FRANCE /940, and in the process
correel the foregoing litany of ills.
To begin with. yOli of course use the STALiNGRAD game board and unit counters. From the
FRANCE 1940 components add the air units and the
CRT. The rules are a combination of both, with a
minimum of modifications. Let me review them.
in no panicular order:
Stacking: Either side can place up to three units
on a he;.;;, as inSTAL/NGRAD. The ground support
and air unit counters count as one for this purpose,
as in FRANCE 1940.
Movement: Movement is according to the movement factor on the counters, with minor exceptions.
Air ground support units have a movement factor
of J, haifthat indicated on the counler. The German air units have a range of five hexes; the Russians, four. Movemelll in rough terrain and swamps
is one hex per tum as in STAUNGRAD unless the
hex is in an enemy zone of control, and the unit
wishing to enter lacks sufficient additional move-

ment factors to do so. Russian cavalry al.w may
move in the Mechanized Movement Phase.
Railroads: A unit may have a railroad bonliS of
len he;.;;cs (five in snow months) subject to the same
rules as in STAUNGRAD, with minor exceptions.
First, no unit may advance into enemy territory on
a railroad. This will correct an anomalous but
devious STALiNGRAD rule, which the Mechanized
Movement Phase now makes unnecessary. Railroad
he;.;;es which are in captured territory may not be
used umil friendly units have first advanced over
them at the regular movement rate. Secondly, the
railroad bonus is only available in the first movement phase-il may not be used in the Mechanized
Movement Phase. Third. a unit may not advance
into a zone ofcontrol while using the railroad bonus;
it must revert to normal movement rate in entering
the he;.;; subject to the enemy zoe. Finally, no more
than six Gennan units may use the railroad bonus
on Russian railroads in any tum.
Zon... of Control: These rules are the same as in
FRANCE 1940, e;.;;cept that it costs two factors to
enter a zone of control. one to leave and three to
go from one to another, in addition to the usual
movement cost.
Combat: This follows the FRANCE '4() sySlem,
with some e;.;;ceptions. First, as many as three units
may attack from or defend a given hex. Attacks tannot be divided into more than one battle against
defending units on the same he;.;;. If three units are
defending and the result is a CA, all three must
counterattack-it makes for a whopping attack on
one poor unit (a<; in FRANCE 1941J, only the weakest
unit is the subject of counterattack), but doesn'l
destroy playability or realism! Second, in attacks
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on units defending in cities. swamps and mountains,
two is subtracted from the die rolL The same is true
for attacks where all the attacking units are on river
hexes. Third, FRANCE /940 retreat priorities apply.

except thai flO hexes are treated as fortification
hexes.
Snow Months: This is determined as in Sl"AllNGRAD, but with slightly different effects. All units
require one additional movement factor to enter each
hex (except a mountain or swamp hex where the
movement rate remains a maximum of one hex per
tllm). The railroad bonus is cuI in half to five
hexes per tum. The same swamps, lakes, and rivers
are frozen over and become plain hexes lI.'i in the
original STALINGlUD.

Mud Monll\'>: This is also determined as in
SfAllNGRAD; aJl units require an additional movement factor to enter each square (except mountain
or swamp hexes where the movement rate remains
a maximum of one hex per tum). Railroad bonus.
lakes. rivers and swamps are not affected in any
manner.
Air Unils: All rules from FRANCE 1940 apply,
except for the reduction of range and ground unit
movement factors. noted above. Air units cannot
be used in snow momhs. Germans begin with six
air units; Russians, three.
ReinforcernenlS and Replacemenls: The German player receives replacement factors at the rate
of one Infantry and one Mechanized faClor per
month. Italians and Hungarians appear as in
STAllNGRAD. No replacement of German air units
is permitted. The Russian player receivcs replacements according to the STAllNGRAD schedule. but
are not limited to units in the "dead pile". In other
words, the size of the Russian army is unlimited
(play~rs moy ~ed 0" eXlro itl of Ultil coum~rsl.
Only one-third of each turn's Russian replacement
factors may be mechanized. Replaccment factors
may be accumulated. Mechanized replacement factors may instead be used 10 generate infantry units.
if a player wishes to expend them in this manner.
However, the reverse is not tnJe and only
mechanized replacement factors may generate new
mechanized units. The Russians also receive an additional air unit in September 1941, December 1941.
May 1942, arxl September 1942.
Sequence of Play: Same as in FRANCE 1940.
Supply: This 100 is the same as found in FRANCE
'40, with one qualification. German units must be
within 12 hexes of a railroad, which in turn leads
back to the weS/: edge of the board or Helsinki without obstruction by Russian unils or zones of control to be in supply.
Initial Setup: As in STAllNGRAD, German atld
allied troops cannot be adjacent to the border, but
the Russians can. Also, the same rules on troops
in FinlarKI and movement across the narrows of the
Sea of Azov found in STALINGRAD prevail.
Victory: The STALINGRAD rules on winning,
and neutralization of Replacement Cities are
followed.
Under these rules, the game takes on an entirely
different complexion. 1be Russian must really sweat
during 1941 to save his replacement cities, and the
bulk of his army-bolh being vital to his survival.
If he makes it to wimer, the task becomes somewhat easier. As his replacements begin to accumulate, he gathers a oounter-offensive reserve which
is at first only of use in local situations. but gradually becomes the capability to mount a full scale
offensive if not squandered. Allow me to voice a
few tips for the Russian player here, for I consider
his to be the more difficult task with the new rules.
At first the Russian must preserve his forces,
while giving up real eSlate which is not crucial to
his cause. He should try to funnel the Gcrman advance into the vast spaces. Allow him to extend his
lines to the Caucasus if he wishes-you may have
a STAUNGRADofyour own in a year or so! In the

process, keep in mind that various units have dif·
ferent utility than in basic STAUNGRAD. The
mechanized (which includes cavalry) units are vastly
more important, because of their mobility. Olten
the mechanized movement phase is vital in enabling
a hole to be plugged. Even the maligned 2-3-6s are
valuablc here-it is often better to preserve them
and use a 4·6-4 in a sacrifice situation.
The initial setup should include a mobile reserve,
if possible. lbis should be given priority overcrushing the Finns, in my opinion, although some may
disagree. As in FRANCE '40, a continuous line
should be maintained where possible. as Olherwise
the Germans can "percolate through" a vacant hex
between two Russian units in the Mechanized Movement Phase and break into the rear. The two-factor
COSt to enter an enemy zone of control should constantly weigh in your planning of troop placements.
It is often possible through strategic withdrawals to
avoid combat with the German infantry. If in
response, the German armor becomes over'
extended, you may be able to counterallack on
favorable terms with your mechanized units. If it
docsn't work out, simply pull them back 10 preplanned defensive positions during the mechanized
phase. Any loss of the German armor is a serious
blow because of the reduced replacement rate. Keep
this in mind when it comes time to mount your
counter strokes.
In the meantime, try to position your units so as
to reduce the possibility of a breakthrough and encirclement. This is the easiest way for you to lose
the war, and it can happen in one move! If the Germans can break through and encircle enough units
so that the Russians are no longer capable of con·
dueting a defense, you've had it! A unit cut off here
or there is unavoidable, perhaps. Indeed, it may be
helpful-if it blocks a rail line momentarily. particularly.lust to require the German 10 allocate some
forces to penning it in and eliminating it is of advantage. BUI to have a major portion of your anny
encircled is a dis.asteT. With movement and attack

The GENERAL INDEX

1964-1984
Updating the previous effon at listing every
item in our pages, the new 16·page Index to
The GENERAL brings twenty years of continuo
ous publication into sharp focus. From the AH
Philosophy to the contests, from our Series
Replays to Buyer's Guide evaluations, every
facet of wargaming's oldest continuing magazine is divided for ready reference by those
interested in specific games. The major portion of the Index is devoted to a game-bygame listing of every article that has appeared
in these pages since the early enthusiasm of
wargaming washed over those fascinated by
military history. Other major sections of the
Index, covering Volumes 1 through 20, concentrate indexing the authors and the many
lellers printed in The GENERAL. Whether for
the aficionado of a particular AH game seeking every word printed on it by the experts,
or for the game collector looking to insure that
his AH collection if complete, or simply for the
reader wanting a new {though old) idea for
winning, The GENERAL Index is a must.
The GENERAL Index is available from The
Avalon Hill Game Company, 4517 Harford
Road, Baltimore, MD 21214. Price is $4.50
(plus the usual 10% shipping and handling
fee-20% for Canadian orders and 30% for
overseas). Maryland residents please add 5%
state sales tax.

factors cut in half there is lillie the trapped units
can do to extricate themselves, and the units which
remain outside may be too fcw defensively, let alone
to provide forces to break the cncirclement.
Some may feel that this variant gives the Germans
too much of an advantage. This can be readily corrected, as has been done in the basic STAUNGRAD
game, through adjustment of the replacement rate.
Balance and realism might in such a case be achieved
by giving the Russian immediate replacements at
the rate of two Infantry factors per city per month,
for example. We have found this version of the game
to be exciting, challenging, and realistic, yet without
an excess of new rules to learn. I believe it to be
superior 10 all other games covering the Russian
campaign to date. The number of pieces is not overwhelming. and the scale and game length are
superior to any other game. And perhaps best of
all, we have the benefit of the existing AH interpretations of the rules of the parent games to look to
so that ambiguities should not arise. In the event
that any do, I will be happy to provide a ruling. I
am cenain the same offer is extended by myexcellent play-testers. Lowelllackson, Dave Nelson and
Bill Boyle!

CONVENTION CALENDAR
llH: GFfit'RAL will li.. an~ i"'Jling o,,"w.rIIion in thisopoe.

~r~o:-il...."?~ ..=.::~t~~i~f~·~::'-~l.":

£o,oh listing muSl include tho< rial
"",•• ,i... and COD'*"
oddrd. of1ll< co,wenlion, "Mid"" infOlmOtion "f In'......
10 OIl' readersbip ,och ... " .."1\...... n" « ••
ut<li~in(l. TIle
" ....011 Hill Ga
C"n1pan~'Jll''''''i, IIOlicilCd.nd will be:
prinlCd if mod<
il..bl••
llH: "vaIon H,lI G..... Compa"~ <10<0 "'" ....,.,....,;I~
nd
« .ncIom: """" plberiniJ. 11<>I" do we
!""1
....
UJinllllH: "¥&lon Hill G....... Compan~·'
will be held.
Readero ..re uraed 10 contact tho< liSlai ""'
for funbe,
infOlmO,i"" bef"", maki"l pi'"J 10 ..l,.nd.

"nt.

'11&'""'' '

FEBRUARY 9·10
GATEWAY, Lincoln, Nebraska
Conrac/: Merl Hayes. c/o Hobby Town, 130
North 13th Street, Lincoln. NE 68508.
MARCH 1-3
CONFLIX '85, Sumter. South Carolina
COlt/oct: Mr. Thomas Powers, CONFLIX '85,
USC-Sumter Wargamers Club, 200 Miller
Road, Sumter, SC 29150.
Nore: Tournaments in KINGMAKER.
DIPLOMACY and Nalo among others.
MARCH 29-36-31
CON-TEST Il, Tulsa. Oklahoma
Conract: Tactical Simulation Society, P.O. Box
4726, Tulsa, OK 14159.
MARCH 30
TIPPY-CON V. Lafayelle. Indiana
COil/aCT: Mr. R.andall Black, Tippy-Con V, P.O.
Box 5596. Lafayette. IN 41904.
NOle: Tournament in SL are on the broad·interest
schedule.
APRIL 21-28
GOLD CON III, Pompano Beach, Florida
Conwc/: Mr. lohn Dunn, Omni Box Office,
BCC Nonh, 1000 Coconut Blvd., Pompano
Beach. FL 33066. (305) 913-2249.
MAY 25-26
4th ANNUAL SQUAD LEADER OPEN,
Charlotte, North Carolina
CoII/OCI: D.R. Munsell, 6101 McBride Street,
Charlotte, NC 28215. (104) 535-1401.
NOIe: Five rounds of SL and its gamettes.
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OPERATION HUBERTUS
SCENARIO 2000

Board Configuration
Note that Scellario 2000 demands the use of boards 20. 21 and 22-1101
yet released as parr of any gamelle.

N~

STALINGRAD RUSSIA, 11 November 1942: For Paulus, the battle for control of the city of Stalingrad had become the battle of attrition he feared. Shonages of ammunition and heavy weaponry were serious, but the crucial deficit
lay in combat troop . None of the German divisions were near normal strength,
and the only reinforcements being received were a trickle of convalescents
returning to front-line duty. Paulus repeatedly appealed for major reinforcements, citing his casualtie and arguing that recent directives on staff billets
and urban minefields did little to augment his offen ive forces. He felt strongly
that time was running short for his Sixth Army to secure the remaining tenth
of the devastated city still held by the tenacious 62nd Soviet Army.
As his forces regrouped in early November, Paulus worried. The Germans
were not equipped for winter warfare and intelligence reports of increasing
Rus ian activity along his northern flank augered a major enemy offensive.
Paulus fUmed to his commanders for a final de perate effort to clear the city
rubble-Operation Huberrus. All available force were to be concentrated in
a "Gruppe Schwerin". New unit, orne four battalion of pioneers (each
with 600 specialists trained in demolition of fonification ) then preparing (0
fly into StaJingrad, would lead the assault. A dozen experimental assault guns
mounting 150mm guns would join other armored vehicles for the street fighting. To reduce certain strongpoints, 210mm howitzers maintaining a steady
fire for several days. General Paulus empha ized these extraordinary preparations in an order to his troops on the eve of the attack. At the same time,
however, special aid stations and field burial formations quietly moved up
to the front lines.
When the officers of the pioneers arrived in Stalingrad on 9 ovember,
they were met by Major Josef Linden, who was to command their phase of
the operation. Among the targets hown them was the Red Barticady Gun
Factory; Linden appraised it with glum foreboding, "100 ely hanging corrugated steel panels that creaked eerily in the wind; a perfect mess of iron
parts, gun barrels, T-beams, huge craters." Cellars were turned into strongpoints. Every unturned tone threatened a booby trap. At the Barricady plant,
the combat engineers were ordered to aim their first assaults at two Russian
strongpoints-one called the "Chemist' Shop" and the other known as the
"Red House". The troops began the careful chore of preparing their demolition charges and flamethrower, confident that they would take both within
a matter of minutes.
The Soviet defenders were well aware that a German offensive was in the
offing. Newly compressed into a zone only six miles long and one mile deep,
with the freezing river at their backs, the weary soldier entrenched themselves in cellar bunkers protected by heavy machinegun and anti-tank guns.
Steel plates with holes drilled through exposed only the muzzles of the gun ,
while mines and booby traps were strewn with abandon. Penal companies
were organized into tank-killer close combat groups. Heavy artillery shells
were withheld by the Front Command, but Chuikov was able to distribute
sparse ammunition and food supplies to the men still in the factories. Chuikov
was in desperate straits. 10 the predawn darkness he sent a despairing message, •'Deliveries of supplies have fallen through for three days running. Reinforcements have not been ferried across, and our units are feeling the acute
shortage of ammunition and ration." The weeks of fighting had begun to
take a toll on even the stolid Ru sian morale, and the commissar of the 62nd
Army were ordered into the front lines to maintain di cipline.
At 0300 hours on I I November, Hubertus opened with a short and violent
barrage. Ten battalions of German infantry, supported by tanks and pioneers,
tormed toward the Barricady Factory, the Red October Factory and nearby
ruin . Paulus had launched his latest. and as it would turn out last, bid to
capture the city.

VICTORY CONDITIONS
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ote: The shaded portion of the mapboard is not in play see Special Rule
2001.).

Victory is evaluated on the basis of points which are gained for the control
of building . Each building of three or more ground-level hexe east of the
"Stan Line" (see Special Rule 2009.) controlled ( olely) by the German player
at the conclusion of play is worth a number of Victory Point equal to the
number of ground-level hexes of that building. (Example: sole control of the
building centered on hex 22V2 brings three VP; of that centered on hex 20H3,
ix VP.) Each building of four ground-level hexes west of the "Start Line"
controlled by the Soviet player i likewi e worth a number of Victory Points
equal to the number of ground-level hexe of that building. At the conclu ion
of play. the number of Soviet Victory Points is subtracted from the total number
of German Victory Points. The result is then applied to the following criteria:
-I points and below = Decisive Soviet Victory
o points to 45 points = Tactical Soviet Victory
46 points to 60 points = Tactical German Victory
61 points and above = Decisive German Victory
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TURN RECORD TRACK
0430 Hours, 11 November 1942
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SPECIAL RULES
2001. Only he.>orows A through p, inclusive, are playable on Board 1 and Board

21; only hexrows R through GG. inclusive, are playable on Board 7.
2002. Overlay 0 is placed on Board 22 nonnally.
2003. Woods, as such. do not exist. lnstcad, consider all '\IOOd5 hexes as stone
rubble. Rubble covers the entire hex, lind blocks LOS along a hexside.

2004. The stream is dry (157.2); treat it as a gully for all purposes.

2005. The river is deep, mooing at normal level, with a moderate current flowing
south.

2006. Envirornental Conditions are moderate, with no wind.
2007. The following hexes are third-level building hexes: 21K4, US and 20H3.
2008. Given the v.eeks of fighting, the Soviet soldiers proved themselves expen
engineers. The Sovict player may secretly designatc any five ground-level hexes
as fonified building hexcs (161.).

2009. The "Stan Line" rullS along the road designated by the following hexes:
IP9, IM8, 119, IF7. ID5, ICS, 22EE6, 22Y6, 22S7, 2crr9. 2fN7, 20Z6, 20FF5
to 20006. German units must be initially placed west of these hC!tes: Sovict
units, east. No units may stan adjaccnt to any cnemy unit.
2010. Soviet units of the I053rd Rifle Regiment may not move, nor fire, nor
engage in any activity prior to Turn 5 ulJless a German unit is within three
hexes inclusive of any hex (whole or panial) of Board 8 and with LOS of a
multi-man counter of the I053rd Regiment. Should such an event occur, the
Russian units are immediately released from all restrictions.
20U. The Russian player has available a 122mm OBA anillery module with
scarce ammunition.
2011.1 The Russian radio. in actual fact. represents a field phone. All rules
for Field Phones are in effect.
2012. The German player has available a 105mm OBA anillery module with
normal ammunition.
2013. The Brummbaer counters of the third turn German reinforcements actually
represent the C!tperimental SIG33Bs. For game pruposes there is no diffcrence between the vehicles, use the s!lltistics for the Brummbaer throughout play.
2014. Field Promotions (115.) are not allowed.
2015. Beyond the OB snipers, neither side

IIlll)'

generate snipers.

2016. Given the extent of the fighting. and the length of time the enemies have
faced each OIher across the street. both players may Bore-Sight (78.) with all
onboard ordnance. This does not apply to main annament of AFVs nor to any
machineguTls.
2017. The Russian player nlll)' exchange any or all of his mine factors for booby
trap factors (136.1).
2018. Neither side is subject to Battlefield Integrity (93.).
2019. German units may not become Berserk (110.1) rcgardless of level of

Me.

2020. Orchard Road. Any hex containing both orchard and road symbols
(such as hex 20S5) is actually a tree-lined boulevard. Entrance of such a hex
through a road hexside is idelllicalto movement along any road. Same level
lIindrance rules do not apply to such hexes if that ponion of the LOS from
firer to target within these hexes never leaves the confines of the road depiction. Otherwise, orchard roads are identical to orchards in every respect.

AFTERMATH: The seven German divisions came on a three-mile front
between Volkhovslroyevskaya Street and the Banny Gully. Chuikov's troops
leapt to meet the Germans head-on. The isolated Soviet command under Colonel
Gorokhov attempted to relieve the pressure by counterattacking from the railway bridge over the mouth of the Mechetka towards the Tractor Factory. Fighting was unusually bitter, even by the fanatic standards of Stalingrad. Quaner
was neither asked nor given.
Near the Red October factory, one batch of the German pioneer point troops
ran into a Soviet assault group just moving into position. Inside a work hall,
heavily armed soldiers fired point blank into each other. Some Gennan unitS
were forced back to their lines of departure; local Soviet counterattacks with
a few tanks blunted othet advances. The Chemist's Shop fell almost at once,
but the occupants of the Red House fought off attacks throughout the day and
night. Next dawn, when the engineers finally broke inlO the place, the Russian
defenders hurried to the cellar. The Gennans ripped up the floorboards, tossed
down full gasoline cans and ignited them with rifle fire. Then they lowered
and detonated satchel charges. At long last they were in full possession of
the Red House; and there they stayed, trapped by withering fire from the Barricady Factory.
Meanwhile, elements of the German 305th and 389th Infantry Divisions
made better progress, winning ground on the bank of the Volga around the
devastated oil depot and Barricady plant. To the south, three German divisions were laboriously clearing ad-hoc Soviet bunkers. After five hours of
the grim close-quaner fighting, Paulus commilled his tactical reserve, overrunning the right flank of the Soviet 95th Division and reaching the Volga
in the Red October plan on a frontage of about 600 yards. With that, the Soviet
138th Division was now cut off and isolated from the tattered remains of the
62nd Anny. When Russian reinforcements tried to land from across the river,
they were driven back by heavy flak and machinegun fire. The 138th, trapped
in the angle (a wedge of land only four hundred yards wide and one hundred
deep) behind the Red Barricady, was written off. But this time there was not
the tension that there had previously been among the officers of the 62nd,
for they knew this to be Paulus' last fling. Though the fighting was hard,
and the fluid situation critical, they were opimistic
Casualties on both sides were extraordinarily heavy. Soviet and Nazi commanders both clamored for more men from higher headquarters and demanded
detailed situation repons from subordinate commands, all in vain. The German 336th Engineer Battalion lost eighteen men to a booby trap even before
they left their start positions. The Soviet ll8th Guards Regiment defending
the open ground in front of the Barricady had 250 men when the fighting began
on 11 November; 244 were lost in Ihe first five hours of fighting. The German engineers had lost 440 men in the same time period. At the oil depot,
the 1121h Guards Rifle Regiment commander could field less than 100 men
in each of his ballalions, and every other staff officer was dead. Lyudnikov's
138th Division numbered only seven hundred effectives. A number of regiments simply ceased to exist in the cauldron around the Red Barricady Factory.
Lyudnikov's division, the i38th, was in a very precarious position. Chuikov took to calling him by radio each hour to tell him help was on the way.
This was pure bluff, intended to deceive German listeners; in fact Chuikov
had no help to spare for Lyudnikov. The relief of the trapped division was
to be a mailer of creepiing back towards his position building by building.
Indeed, with the dawn of the next day. 'everywhere in the city the Soviet troops
began to counterattack, block by block, house by house, room by room.
Despite the losses, the Germans doggedly resumed their attacks on the morning of the 12th. But such attrition could nOI long be taken and the rubbled
city itself frustrated any efforts to coordinate operations. By the fall of evening,
all four thrusts spearheaded by the pioneers had broken down into savage little battles that did not differ from the previous street fighting. Nothing had
changed. Scores of clashes ebbed and flowed in the city for another three days.
Gennan and Soviet troops often found themselves defending positions in the
same building. Hubenus was over; the Sixth Anny could not clear the city.
At dawn on 19 November. Chuikov and Paulus and all their weary men
in the ruins heard the boom of big guns carried by the wind from a new direction far 10 the nonhwest. That barrage heralded the Russian counterattack
to relieve the city. Paulus' fight to take Stalingrad was over.
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'41 IS GONNA BE A GOOD YEAR
Russian Play in THIRD REICH
By Nayyer Ali

77,e followillg piece was originally being considered for inclusioll ill the Warga mer 's Guide to
THIRD REICH (to be released for ORIGINS). But
alas. the cOllstraints ofspace eliminated itfrom that
special event. This issue proved the perfect opporIImity to print Mr. Ali's fine article rather than let
it languish ill the files allY longer.

THIRD REICH i one of lhe most commonly
written upon games in The GENERAL. Articles
dealing with variants, historical background, trategy, specific campaigns, and specific countries
abound. One country though, has not gotten equal
treatment up to now; this, curiously, is the Soviet
Union. There have been few articles dealing with
Russian play, and even those concentrate mainly on
what should be done before the war with Germany
begins. I will also discuss play in the pre-194I rums,
but the gist of this article will deal with Russian play
in those mo t crucial year , 1941 and 1942. If the
Russians play well in the.se two years, everything
else is secondary.

Initial Placement
Let us first examine the forces at Stalin's dispo al
in the Fall of 1939. The Soviet land army is mainly
a weak infantry force that is at once incompetent
in battle and slow afoot (they can't even retreat
rapidly). Some 50% (15 of 30) of the available Rusian infantry are 1-3 units. These are best used to
take up space and provide a trip-wire to slow down
an enemy advance. As a combat force, or even for
attrition factors, they are practically u eless. Ten
of the thirty infantry are 2-3 units. These will provide the backbone of the early Soviet defense. They
can deal with two German infantry by themselves
and possess a certain degree of offensive power. PIIt
them in the marshes or behind a river, and they will
give a good account of themselve .
So we come to the five remaining Russian infantry, the 3-3s. The e five units are the heavy infantry of the Red Army. They stand equal to the
German VoLksgrenadiers and, due mainly to the fact
that they are so much better than their Russian
counterparts, the 3-3 units are an intimidating
presence. Although it sometimes looks Like the Germans have more air and armor units than they know
what to do with, they don't. The Germans are very
much willing to bypass the 3-3 infantry than fight
them. So the question is, how doe one turn the intimidation potential of the 3-3 infantry into a concrete and worthwhile advantage? This win be
answered as I discuss the Soviet defensive et-up
for the actual war.
We must examine the Russian armor force. This
consist of ix 3-5 armor units, one of which must
remain in Moscow until Axis forces come within
five hexes. These units are of very poor quality
being only slightly better than the Italian armor.
Their combat factors makes them no better than Rusian Guard infantry. Their five movement factors
allow them to move only out of one ZOC per tum.
But all of these shortcomings are made up by one
superior quality, the ability to exert a zone of control. The placement and use of these six units will
be very critical for the success of Russia in the early
years of the war. Their main pU.rpose will be to land
behind the front lines and contain, through their
ZOC and movement capabilities, the German
armored penetrations. A rule of thumb, always use
infantry when you don't absolutely need armor. In
Russia in 3R lives are cheap, tanks are expensive.
The Soviet air force consists of three 5-4 air units.
In quality, they are inferior to the Germans (and
are saddled with a -1 modifier in air combat) but
are equal to any lent Italians and uperior to the
minor countries. Russia is not capable of rebuilding more than 15 air factors (unless BRPs are sent
from England) before 1942. Until then, the air force
should serve as an intimidator, too far behind the
from to be counter-aired, but till able to lend DAS.
As far as using them in an attac.k role, they ju t don't
have the number necessary to offset the Luftwaffe
and give ground support in meaningful quantities
until 1943. Air units are very expensive, and should
not be used except in emergencies.
The Soviet fleet consists of three nine-factor u.nits
which, at first glance, can't do much. The Russian
fleet cannot hope to challenge the German in open
battle because of the - 2 ftrst modifier it has. This
does not mean that the fleet is worthles . It can perform many important functions-such as supply
unit trapped in the Baltic States, invade Sweden,

or even invade the Baltic coastline later in the war
when the German navy is in the west. It can also
conduct critical sea transport or SR mission . Obviously, most of the e duties will also be carried
out later in the game when Russia is on the offensive, so it is important that the fleet be preserved.
This shou.ld be done by basing all of the fleet in
Leningrad and making sure that Leningrad doesn't
fall. The navy should not be ba ed in the Black Sea
(for the only thiog it can do there is invade Turkey, a very unwise move in my estimation).
It is now Fall '39 and the Poles, Italians, French,
and English have set-up in an orthodox manner; now
it is the Soviet's tum. A quick examination of Soviet
goals in 1939 should lead to a correct sel-up. Russia wants to occupy all of the Ea t European cities,
and take some simple precautions against a firstturn Barbarossa. In addition to the deployment
limits, there are 13 infantry two armor and two
air units to set up. The air force should be deployed
with one 5-4 air wing in Leningrad and another in
Kiev. The infantry should be placed along the front,
with no gaps, and able to cover aU the neces ary
cities. The armor must be behind the front and in
the northern half (the area around Smolensk and
Bryansk is suggested). The Germans only have four
armored units, and can real.ly only mount an attack
in one region at this stage of the game. Figure 1
shows what an adequate initial set-up looks like.

1939
Assuming the Germans don't attack in '39 (which
happens in over 95% of the games), what should
Russia do for the next year and a half? This is a
complex question, and I will answer it in due course.
Before that though, I will indulge my elf in a small
digression.
Russia's chances of victory depend heavily on
how the war in the west goes. Obviously, the longer
France holds out the better off Russia is. If the
French fall in Spring '40 or earlier, it will probably be a quick game, and most Likely the Allies
will surrender and start over. But if the Allies play
competently, and the Germans use the most common plan of attack (Poland-Low Countries-France)
then France should hold out at the minimum until
Summer '40. If France falls in the summer, then
Barbarossa can begin by Winter '40. If this happens, the Russians are not doomed but will have
to play an excellent game to win the war. If France
falls after Summer '40, the scales tip in the favor
of the Russians. So the key is having France surrender no earlier than Fall 1940. The Russian player
can't do much about the Western Front, but he
should badger the British into a serious commitment
to France (five or six strong units; i.e., 3-4s and/or
4-5s), omething the British are not always apt to
do. What this amounts to is that for the Russians,
their fate i not completely in their own hands.
In Fall of 1939 the Russians watch as Germany
roUs over Poland and prepares to invade the Low
Countries and France. The Soviet player resigns
himself to four to six turns of boredom and proceeds to do the following. In 1939 Ru sia captures
East Ellrope and completely builds its force pool.
This leaves 19 excess BRPs. Nine of these should
be sent as foreign aid to Bulgaria. This serves two
purposes: 1) it takes BuIgaria away from the Germans unless they are willing to pay the necessary
foreign aid, and 2) it provides some needed intelli-
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gence regarding German intentions vis-a-vis Turkey.
A number of good German players like to attack
Turkey as a means of both outflanking Russia and
the British in Egypt. Russia should however, never
attempt a pre-emptive invasion of Turkey, unless
she is reasonably sure that the Germans have Variant
7. In addition, the nine BRPs sent to Bulgaria would
only be worth I BRP in 1941 after two YSS. The
other ten BRP can be used for intelligence efforts.

1940
1940, in most games, is a year in which normally
very Little occur for Russia. The USSR should sit
tight and wait until the war with Germany begins.
BRP expenditure should be kept to a minimum,
preferably nothing.
But what should Russia do when presented with
German mistakes before 19411 There are three
major mistakes Germany can make in this time
frame that affect Russia. The first is no garrison in
Finland. Finland doesn't have a port so the only German units in Finland are those initially placed there.
The obvious question is, should Russia take Finland out in 1939 by using the offensive option, or
attrition it away through 1940? I think the attrition
option is much more productive. When taking out
a minor country, the bottom line is how many BRPs
it yields in 1941. When using the offensive option,
it costs a minimum of 25 BRP (10 for declaring
war and 15 for an offensive) but yields only 13 BRPs
(lOx30% + 10) in 1941. This a net deficit of
twelve. The attrition option is a much cheaper way
of securing the northern flank.
The second mistake is a similar failure to garrison
Rumania. This mistake should be exploited immediately. Rumania should be crushed in '39. This would
allow Russia to take out Bulgaria in Spring '40 before the Germans can open up an SR route through
Yugoslavia. Once Rumania bas been captured, the
only garrison should be a 1-3 in Bucharest. Russia
cannot stop Germany from taking Rumania back
when it wants to. Any garri on, therefore just
weakens the Russian front without serving a legitimate purpose.
The third mistake is the violation of the 2D-factor
East Front garrison. This allows Russia to attack
Geonany before Fall '41. This situation is not so
clear-cut a decision as the other two were. In a twopLayer game, Russia should usually invade. In a
multi-player game, they should not get involved if
the French and/or British are doing very well. Only
if France is in trouble, and it is clear that an invasion would help more than hurt should it be undertaken. The decision must be tempered by the fact
that Russia does not have the military capability to
mount a serious offensive against Germany (before
'42).
[None ofthese Gemlan mistakes should ever take
place, but actually they happen quite often. I would
estimate that one of them occurs in every five 3R
games I play.]

1941
1941 is the most important year for the Russian
player. He must come out of it with most of his army
intact, without having lost too much ground, and
with his economy capable of counterattack. Before
I begin discussing 1941, we should take a look at
what forces Germany has for Barbarossa.
Germany can be expected to send 15-20 infantry
units to the East. These are oLid unit that can help
create a breakthrough, can bold ground, and can
chew up the Russian front line in a series of 2-1
attacks. In addition to that, they are cheap to rebuild.
Add in a number of weak Rumanian, Hungarian,
and Finnish infantry whose purpose will be to flesh
out the from and absorb attrition losses and the German has an infantry superiority-in fact if not in
numbers.

Ten or eleven full strength armor units will join
the attack. These units combine a high combat factor with a superior movement capability (they can
exit 2 ZOCs per movement phase). They are an extremely devastating threat. It is possible for them
to advance up to 14 hexes in one turn! The only
way to contain them is by having a double line of
defense. Establishment of a double line of defense
will strain Russian resources to the maximum. It
is how well you manage these resources, especially
the armor, that will decide the game.
Germany will also have available its airborne unit.
This unit is most valuable to the German war effort because it is capable of breaking a double line
of defense. It does this by dropping on a second line
unit and eliminating it. This allows exploiting armor
to freely pass through this second Line hex.
Some 30-35 German and Italian air factors will
participate. Three minor air factor are also availaole. The German air superiority will be complete.
It is imperative that Russia avoid air combat; Germany can afford to rebuild air factors, Russia can't.
The German navy might possibly be available to
shore bombard Leningrad. If it does so, the Russian fleet should intercept. If Leningrad falls, then
the Russian fleet will be destroyed anyway, so it
doesn't burt to take a few Germans with you.

Defensive Set-up
It is obviou from the comparison of forces that
Russia will be on the defensive for a long while.
What is the best defensive set-up to both minimize
German gain in the first turn and keep Russian
losses at a reasonable level? What I believe does
the best job is shown in Figure 2. r have refined
it with the help of many other gamers. The Hne of
1-3 infantry in the front provides a cheap way of
stopping the German infantry. It also forces the panzers to create a breakthrough before advancing
against the stronger second line.
The second line consists purely of 2-3 and 3-3
infantry. Every hex from 046 on north has a defense
factor of six. This requires a large air effort (9 facFigure 1 lnililll Soviel Set-up. One Russian air unil and one ncci
are in Leniogr:ad.

tors of ground support plus enough air to intercept
any DAS) for the airborne to burst the second line.
Nothing could be better. Russia's strategy in 1941
should be based on holding the line in the north at
the expense of the south. Anything that is conducive
to this strategy should be exploited.
Behind the second Line are the five armor units.
They are there to contain that one airborne-assisted
exploitation to be faced each tum. There is one weak
spot in the placement of the armor, and that is in
the far south. If Germany sets up its airborne to
reach either of the two vulnerable hexes (R38 and
S38) then the armor can be shifted to compensate.
Two 2-3 infantry are placed in Leningrad, and
the fleet is based first in Pamu. The air units are
based in Vitebsk, Talinn, and Smolensk. Again, the
placement of the air is made to defend the northern
section of the front.
The overall strategy for 1941 must emphasize an
organized retreat that preserves a trong defense in
the north. The north has to be defended strongly
because everything of importance is located there.
Moscow, Vologda, and the Baltic States are all in
the north. The most important hex in all of Russia,
Leningrad, is also in the north. We will explore
Leningrad's true importance in a moment. What it
amounts to is that Russia can retreat only to the
Moscow area in the north but as far as Astrakhan
in the south. If she retreat any further than this,
her chances of winning decline dramatically.
Let's take a look at why Leningrad is so very important. Leningrad in the bands of the Soviets serves
many purposes. It is the only afe port for the Baltic Fleet. It is a fortress, and hence Ru sia can build
inside of it even when it is completely surrounded.
It is a base from which to strike out at the German
flank when the front advances past it. It is an objective hex. It is one of the two receiving cities for
the Munnansk convoys. If Leningrad falls, Russia
immediady loses 15 BRPs and Germany gains 15
every YSS. No other city is nearly so important.
Moscow is a supply source and Russia loses 15
BRPs when it falls, but otherwise it is not significant. Russia can afford to lose Moscow but never
Leningrad.
The Red Army's major concern lies in preventing any large fraction of itself from being surrounded. Units eliminated due to lack of supply
cannot be rebuilt in the same turn, resulting in fewer
units to man the front, resulting in even more surrounded units next turn ... and so forth. This
"snowball effect" can be prevented by keeping the
number of surrounded units per turn to a minimum.
If 37 or more factors die of starvation in one turn,
then Rus ia will be forced to surrender in short
order.
The economic situation in 1941 is bleak. Germany will begin the year with about 260 BRPs. Subtract 10% for strategic warfare and they are left with
234. Germany will also receive 45 BRPs for its
minor allies in the summer, yielding a total of about
280. The Soviet Union should have about 125 BRPs
from its base plus 25 BRPs from Baltic States. The
BRPs from the Baltic States won't be around very
long though. Economically, Russia is no match for
Germany. This has great implications for overall
strategy. First, it is impossible for Russia to hurt
Germany by wearing down its army. Germany, if
it wishes to, could rebuild its entire armor force
almost three times over. KiLling German units does
not give Russia any benefit in economic terms.
Rather, Russia must keep Germany from destroying large numbers of Red units, especially air and
annor, since a war of attrition at this point spells
doom for the Kremlin.
It 15 quite possible for Russia to limit her losses
to about 30 BRPs per tum. This means that Russia
will not need BRP grants from England in 1941.
A deal with England that lets'ber keep her BRPs
in 1941 in exchange for more BRPs in 1942 is something to consider obtaining. This would ensure Rus-
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sia's economic needs later in the war. It might also
encourage England to be aggressive if she chooses
to in the Mediterranean.

Spring 1941
The fIrst Gennan attack will probably consist of
a few two-hex penetrations by armor, plus one
airborne-assisted one. A Iypical first turn allack is
shown in Figure 3. Germany has attacked all along
the front, but with armor in only three locations.
One attack in the South drove in the direction of
Dnepropetrovsk and the Crimea with three armored
units. The second altack was made right through
the hean of the Pripct Marshes with another three.
Both of these anacks advaneod two hexes deep. Both
of these penetrations can be readily dealt with during Russia's !Urn.
The major armored allack occurs in the North,
as was e,;pected. Even though five armor and the
airborne unit were used, the Wehrnlacht only
managed to push to Minsk! Every single German
infantry also allacked. They destroyed nine of the
thirteen 1-3 inf.mtry that made up the front line. The
FIj{u.. 2 SoV;<1 dcfcns.ivc Ii"" for the oruloughl. This can be in
pi..., os carly .. Win'er '39.

armor destroyed two 2-3 and one 3-3 infantry plus
a 3-5 armor unit. One 3-3 and two 1-3 infantry units
were put out of supply. All of this at a COSt of twO
infantry units.
Russia is now faced with a maJtimum loss of 26
BRPs. If Russia can maintain this r3Ie, then shc will
be in great shape. The Soviet Union now should
clearly selecl the allrition option. Attrition does not
cost any BRPs. Futhermore, it is far easicr for Russia 10 push back. German armor by attrition than by
combat. The Red Anny should fall back. slowly.
especially in the nonh, 10 form a new defense line.
Bttause one can:1 build in a ZOC, the German
armor must be sealed off by movemenl. The air
force should pull back any units that are now within German counterair range.
In Figure 4. we see a reasonable Soviet response
to what Germany has done. A new from line has
been formed running basically in front of the Dvina
and Dnieper. Units rebuilt at the end of the tum will
form the second line of defense directly behind the
fInt. Russia now takes a 31-40 point aarition. There
is a 67% chance of gaining a hex. Hexes are all that
mailer; any corp losses come out as cheaply rebuilt
replacements. Remember, it is more important 10
establish a solid defense than try to increase the at-

trition table a column. Attrition is fine. but on the
long Russian front. one more hex or one more corp
will usually not make much difference.
If Russia does gain a he,;, the obvious one to take
is Minsk. This is mainly because Minsk is the only
airbase open to Germany in the north. One major
factor in slowing up the German advance is denial
of airbases. Cities that Russia retreats out of in its
own turn can IlOl be staged to by the Luftwaffe on
Germany's next turn. The Russian player should
keep careful tnlCk of those cities he has just retreated
oU! of, and those thai were previously captured. As
has been stated so often, the key to 3R is airpower;
so Russia must keep Germany from bringing the
full power of the Luftwaffe to bear.
The airborne unit must be prevented from dropping next lurn. There is one sure way 10 do this;
put the airborne in a Russian ZOC. This will never
be very difficult to accomplish, given that the airborne must land in the second row to be effective.
In my example, either the armor near Riga or the
one near Minsk could have done it. This move was
not made because the airborne is not on a city, nor
Figu.. 3 Hypotl>el.icol Si....ti".,., the end Gcnnon tum of Spring
'41.
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resources evenly, leaves the entire front inadequate
to handle the Germans. I would have a full defense
in the nonh and a single line of infantry in lite south.
Armor and air should be placed in the south to bol~
ster Ihe infamry line. A good eumple of such a
response is shown in Figure 5. This represents the
situation at the end of Summer '41. The nonhern
seclion is defended very heavily. There is a double
line of infantry plus armor behind. Germany won't
gel far if il makes its big push in the north.

Fleu",," HYp<llh.. i~ll Sil....,io<lII lhe e .... <>r s".ie' 'urn <>r Spring
'41.

was an airbase constructed underneath it. An airborne can jump if it doesn't begin its turn on a city
or an airbase.
After the attrition is resolved, the Soviet player
should build back his destroyed units and re-form
a double line. After the firsl allack, there should
still be enough units to form a oomplele double line.

Summer 1941
The silUation now looks prelty good for Russia.
She has a double line of defense. she has momentari1y neutralized the airborne, and she has only lost
26 BRPs. Germany, at besl, can only advance two
he:l;es during Summer 1941.
Gennany'S minor allies do enter the war in Sum"
mer 1941. fuccpt for delivering 35 BRPs, Hungary.
Rumania and Bulgaria are fairly insignificant. When
playing Germany, I usually have the minors capture Yugoslavia through amition. They don'! play
any part in Russia except for li.lling gaps in the front
and absorbing allrilion losses.
Finland is another mailer. The Finns can stride
10 Leningrad, and they can hit the rear of the Russian fronl. Basically, they can be quite obnoxious.
There is an easy way to handle the Finns, especially
when dealing with an agressive German. Russia
must let the Finns sweep into Ihe nonh through the
undefended region between lakes Ladoga and
Onega. On the immediately following Allied IUrn,
Russia constructs partisans in 846 and 847. This
seals the Finns out of supply. End of thrcat.
The same principles used in Spring '41 apply
equally in Summcr. Germany will make a lot of
short Slabs assisted by her overwhelming airpower.
The airborne unit will be moved to a safe airbase
so thai it can drop in the autumn. Afler Germany
completes her lurn, Russia should again fall back
and re-form. 1be problem is that,lItis time, the front
has e:l;panded beyond the capabilities of Ihe Red
Army to contain it. The army will not be able to
form a double line, much less a third line with armor to contain the airborne. This is when a decision must be made. Is il is beller for Russia 10
solidify one section of the front al the e:l;pense of
another? The a1ternalive, spreading the available

The southern section is a different SIOry. There
is only a single line of infantry. This is supplemented
by IWO annor and two air units behind the line. Their
job is to slow down the inevitable breakthrough.
Germany could very easily drive as far easl as N46.
This is acceptable. After lite Fall tum, Gennany will
be stopped by the Russian winter. 1941 will be over.
F'JiUt"e ! Hypo<heUeal SillllUon Illhc: end of S<Jo<i.. lwn of Summa'41. N<>Ikc lhe rell,i.e~,of1he Runion line in the swlh.
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Flip-Flop
Before I continue discussing the combat aspect
of '41, there is another point I should bring up. Russia begins 1942 with around 150 SRPs. England will
usually have about 120-150 BRPs. This gives an
Allied total of approltimately 280-300. Germany has
about 250 to start the year plus 45 from minor allies.
Add in 80 from Italy and the Axis have a lotal of
about 375. Germany will have spent quile a few
BRPs in 1941. She will declare war on Russia, take
offensive options in the East and possibly the Med,
and she will build the fleet. Russia and Britain on
the other hand will be playing a very inexpensive
delaying game. The possibility of a flip-flop becomes very evident. Should Russia accepl the flipflop, wh.ich wwld most likely occur in Fall-Winter?
Absolutley not!! 11 would be a tremendous mistake.
The danger in accepting the flip-flop lies in the fact
that the Axis get lhe initiative back in Spring '42.
An Axis double move in Winter-Spring would be
devastating (nOl only on the Russian front). If one
is faced with a flip-flop, there arc many ways to
get rid of the unwanted BRPs. Foreign Aid, Murmansk V-boats, intelligience, and British attacks in
the Med, can all bum those unwanted BRPs.

Fall 1941
Germany will launch her last offensive of the year
this rum. As has been seen, the Wehnnacht will not
get very far, except in the deep south, The Russian
must make his Fall rum move with a deep awareness of the Russian Winter and its implications. The
rule states, in brief, that Axis (non-Finnish) forces
during the firs! Winter tum in Russia arc not doubled
on defense, and may nOI take the offensive option.
This means that in the Fall '41 tum, Russia only
needs to form a single line of defense, and can concentrate on achieving a high attrition lotaL An example of such a move is shown in Figure 6. This
is the position at the end of the Russian Fall turn.
Notice how much further Gennany has advanced
in the south than in the nonh.
Before conlinuing with consideration of Winter
'41 there is another possibility to consider. Suppose
Germany attacks earlier than Spring '41, This isn't
tOO common, but it happens once in a While. If Russia is hit hard in Fall '40 or earlier, the blame lies
with France and Britain. There is no excuse for
France falling early enough to allow Gennany to
attack so soon. Russia will be hard-pressed to survive at alL If Russia is attacked in Winter 1940,
then comes the true test of how good the Russian
player really is,
Obviously, don't take the Russian Winter in 1940.
The Russian Winter is a device that pulls Russia's
bottom out of the fire; in 1940, the coals haven't
even been warmed. Using the same strategy I have
previously outlined, Russia can get through Summer '41 in reasonable condition. Now though, there
is no Winter to stop the Wehrrnacht; a very devastating Fall rum looms ahead.
This is where the skill of the Russian player is
crucial. There arc two basic strategies that can be
used to handle this situation. The flfSt is the same
old retreat and re-fonn. II tries to hold the nonh
and give up the south again. Unfortunately, this
usually won't work very well, 1lJc from has become
too long for the available Red units to hold it. Germany should be able to make a major encirclement
in either the southern or central regions. The pan·
zees could also break through in the center and drive
nonh into the rear of the Red Anny, This is NOT
a good position for Russia to be in. I can't speak
very concretely about what wHi happen since so
much depends on the panicular simation and the
goals of the Gennan player. In short, this is a passive rather than active solution to the problem.
The other solulion is to counterattack against the
main pockcl ofGerman armor in the North. Because

of the nature of the combat system in JR, the Wehrmacht will break up its armor into two or three
major attack groups, If Germany has only two annor
units working together as a breakthrough and exploitation team, they won't get very far. Mass (i,e.,
three to five units) armor is necessary to make big
gains. This results in "pockets" that are ripe for
cournerattack.
Some readers arc now thinking, "The Gennans
won't let themselves be put into a position vulnerable to counterattack," or, "How can Russia mount
a counterattack against all that airpower Germany
has?" Both of these arguments are invalid. Germany
cannot avoid getling into a position vulnerable to
attack. The Wehnnacht must be very bold and reckless with its armor to have a chance of winning. If
they play conservatively, always waiting for the in~
fantry and airbases to catch up, their advances will
be reduced to a crawL Gennany will always have
weak linJr:s in its line as soon as the front expands
inside Russia, These weak links (i.e., minor units)
can be the holes through which Zhukov attacks.
The second point seems like a more reasonable
argument. On the face value, Russia can't possibly
hope to mount a counterattack with so much German airpower available. Now is when a good
knowledge of the rules helps out. It is very possible
for a weaker air force to completely neutralize a
much stronger enemy air foree. I will show how
this is done by giving an example from a game recently played:
Germany had dropped its airborne into London,
garrisoned by a single 3-4 infanlf)', Another 3-4 infantry was in Plymouth and a 1-3 infantry was in
Southampton, The Axis had 35 air factors within
range of London (30 German and five ItaUan).
England had twelve factors, all of which were out
of counterair range. Germany added nine factors
of ground support to the attack on London. England
chose not to fly DAS so the combat odds were 2-1
(12-6). The Axis rolled a "5" eliminating the
defender and occupying London. It looks pretty
grim for the Allies now, right? Wrong!
Consider this. On the Allied tum, Englal'ld moves
the 3-4 infantry from Plymouth to Birmingham. The
RAF contributes three factors of ground support
leaving it with exactly nine uncommitted air factors,
England now has a I-I (7-6) attack with an 83.3%
chance of retaking London and permanently
eliminating the airborne unit. The Luftwaffe has 26
factors of uncommitted air, but can oniy fly nine
factors for DAS (3x basic strength of defender).
These nine factors are intercepted and turned away
by the remaining RAF factors. The I-I attack is
allowed to go through right in the face of overwhelming Gennan air superiority. It was an excellant move on Britain's part and would have been
even better if he didn't roll a "5". The point is that
Russia can circumvent superior German airpower
by holding back its planes for an interception rather
than direct ground support of CQunterair role, (I personally consider this tactic sornewhar: illegal. I suggest allowing the defender to fly additional air
factors as "escorts" who could panicipate in air
combat against interceptors, but wouldn't count for
DAS.)
When I, as Russia, launch a counterattack, I
always conduct it in the north, for three major reasons. First, as I have said many times, the north
is intrinsically rmre imponant. If tile German assault
in the nonh can be stopped for a turn, it does more
good than doing the same in the southern or central fronts.
Secondly, the northern annor pocket is usually
larger in number of units and smaller in physical
size than those in the south. A larger concentration
of armor can usually be found in the triangle
demarked by Leningrad, Smolenskand Yaroslavl.
In the southern pan of the front, the armor is much
more spaced and spread out, This means that the
northern pocket is easier to surround.

Lastly, there are a couple of terrain features in
the north that help do the job. The constricted nature
of the Baltic States and the location of the Lake Peipus help to cut off alternate supply routes. Leningrad is in a good position to launch attacks at the
German rear.
The goal of the counterattack is to isolate a large
number of Gennan armor units. Units that arc out
of supply cannot move and hence cannot advance.
Armor units that exploited the previous turn are
automatically in supply, but are not allowed to exploit this tum. Because these arrnorcannot exploit,
they arc no better than infanlf)'; hence any advance
will be limited to only one hex. If Russia can pull
off this counterattack in Summer, men Germany will
have to extricate its units in Fall. The next tum will
be the Russian Winter and again Germany will be
stopped.
An example of JUSt such a counterattack is shown
in Fijl:ure 7. If possible, exploitin~ Russian armor
should try to destroy undefended airbases and put
the airborne into a ZOC. Note that the airborne must
jump from a supplied airbase out of enemy ZOC.
The overriding concern should be the encirclement
of the Nazi armor, Quite often, as was the case in
my example, the construction of partisans can be
the very key to completing the Kessel. It is in this
mode that the partisans are most devastating.

Winter 1941
Many 3R players feel that Winter '41 is a perfect time to counterattack. The Wehrmacht is not
doubled on defense. Too, no German penetrations
have to be dealt with this turn. I think this is the
wrong analysis, There are many factors working
against any successful major eounterattack.
For one, the Wehnnacht player knows his units
are not doubled on defense, and will take reasonable counterrneasuTCS. He will probably double up
units, and space armor behind the line to prevent
a large breakthrough. In the German winter turn,
Germany will be concentrating on a reasonable
defense rather than offense. This will prevent her
from being caught seriously off-balance. Another
problem is that the Gemtan annor has not made deep
penetrations in Winter. This will allow the lagging
infantry to catch up with the panzers and solidify
the front. The last major problem is that Gennany
did not, of course, need to use any airpower in
Winter. A much larger number of air factors will
be available for DAS. This preponderance of airpower can be nullified in one or twO locations by
the strategy outlined earlier, but a major offensive
can never be made in the face of it.
I look at the Russian Winter as a time for the Red
Anny to take a breather. It can rebuild all the units
surrounded in Fall. It can re-form a solid defense.
It is not yel the time to launch a major counteroffensive.

1942
At the beginning of 1942, Russia will be in one
of two positions. The first, is one in which Russia
is strong both militarily and economically. She wi11
be defending a line that stretches from Leningrad
to Tula and then southeast to the DOll bend and on
to Rostov. Russia will be in control of Leningrad
and will probably be engaged in a fight for Moscow.
This is what I call the "Victory Line". From this
position, Russia will probably win a tactical or strategic victory in the multi-player game, and at least
a marginal victory in the two-player game.
The alternative position is the full rout. 1llis prob..ably came about because Germany attacked in Sum·
mer or Fall 1940. The Red Anny will be in full
retreat all along tile front. If Russia is in a two-player
game, then she should play for the draw. In a multiplayer game, the Russian player should at least try
to avoid surrender, There is probably no way a German strategic victory can be avoided in this case.
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Before I discuss appropriate strategy for both situations, I want to conclude my general overview of
1942,
Economically, Russia will need a lot of BRPs
from the West. lndeed. 89 BRP equivalents in new
force pool units need to be built. 1bere will also
be a cominuous now of destroyed units that need
to be rebuill (approximalely 15-30 BRPs per tum),
Russia will oenainly take one and maybe two offeno
live options in 1942. Russia begins the year with
only 125·135 BRPs; this obviously won't meet all
the Soviet needs.

Spring 1942
Let's eJtanUne the "Vietory line" siluation in

1942. With the Winter calm, Russia has !\ad a
chance 10 rebuild her defense. Again, the Slrength
should be in the north, 1be German anack in Spring
'42 will crawl forward in the nonh, but in a1llikeli·
hood. should bursl across the Steppes and into the
Caucasus. After this happens, Russia has two
priorities: l) Russia must nOllel Germany outnank
her nonhcrn front. Germany has to be prevented
from driving nonh in the direction ofGorki. 2) Rus·
~ia mu~t nOI try to hold Germany in the Caucasus.
It would be 100 easy for the panzers to drive toward
Astrakhan and seal off a large number of Russian
units. If the Don river line has completely collapsed,
the Red Army should re-form along the Volga.
Russia's Spring '42 tum is a perfect time to launch
acounterattack in the same manner as was suggested
eutier for SuIJU'ltt '41. If this counterattack agalllSl
Anny Group North is successful, then by the time
tile Gennan rccovCf5 (Fall '42), the Red Army will
be in much better shape.
Russia should realize that the Gennan offensive
will continue well imo '42. Maybe even until fall
or that year. By that time, Russia will have built
mough of her new force pool to put a halt to Bubaro.ssa, But how far can Germany be allowed 10
IdvltlCC in '42 before there is too rmtCh ground 10
be made up? I draw the maximum advance line, give
or take a few hexes, like this: it starts al Lake Onega
in the nonh, locs down 10 Moscow, across 10
Kuibyshev, then down the Volga and on to the
Caspian Sea. 1lle Wehrmacht caDllOl: be allowed to
make a COtlSO/idattd advance acros.s this line if Russia hopes to win. II is very imponant that the German army does not ever reach the east edge of the
mapboard or Russia is in serious trouble.
In the build phase of Spring of '42, Russia must
de<:ide whether or not 10 use the Free Siberian Transfer rule (if she didn't do so in Winter). I was initially
againsl using this rule in all but the most desperate
situations since it increases the vietory conditions.
Since then, I have heard a very convincing argument for using this rule. The argument ran like this,
"Very few 3R gamt::5 are played to cornpletionall the way to 1945. They usually end in conces·
!ion. Hence, there is very lillie need 10 worry about
bow 100gh the victory conditions have bcoome. Just
tbe fact that itloob like the Allies will take Berlinevmtually----oounts." How can I argue with that?
Of course, if you are planning to play a complete
game, then II$C of this rule should be restricted to
those cases in which il is absolulely ne<:e.ssary.
In 1942, Russia's force pool eJtpands tremendously, Fil\ecn Guards infanlry, four Cood annar
(the imroduct.ion of the T-34), and lWO aifbome units
are added. Russia should build the infantry first,
and maybe one or two armor if needed, Two tank
units can be brought on through Free Siberian
Transfer in Spring and Summer. The airborne are
expensive, and really won't be needed until Russia
goes on to Ihe offensive.
By the end of Summer '42, the Axis should be
at or near their high water marlc:, Russia sOOtJld have
a continuous double line, and armor behind the area
f~ 6 H~
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the airborne can hit. An example of this situation
is shown in Figure 8. This exact situation will pr0bably never occur in your games, but il gives an idea
of what Russia s.houId be aiming for in '42.

Turning The Tide
The Red Anny now goc5 over to the offensiveno later than Winter '42, and maybe as early as FaD.
There are IWO reasons for why this will happen: I)
by lale '42, Russia will have !\ad time 10 build up
iu additional force pool; 2) the fror.t will have expanded to such a long line tha Germany can'l possibly defend it aJl either.
How Russia will go aboul driving the Nuis back
to Berlin is far 100 complicated to di$cu$s here. I
will5lllisfy myselfby mentioning a few tips thai an:
helpful in crushing the Wehnnacht.
Germany will quickly realixe that it can't defend
a line that strelches from Finland to the Caspian.
The Wchrmachr. will probably fall back to a line thai
resembles the '42 staJ1line. If it doesn't, then a Russian drive from Moscow toward Rostov will make
a 101 of priests out of the Sixth Army. When Gcrmany fonn~ a solid line in Russia, the Red Anny
shouldn'l try 10 push the whole Ihing backward. It
is more. productive 10 hit either end (or both) and

Iry to tum the corner. Both the physical layout of
the BaIlie Slates and the Crimea is conducive 10 this
strategy.
The airborne units can be used as harassment.
Dropping them on Helsinki or Buc~ is an excellent move. If based in Poland (obviously later
in the war) or the Baltic StateS, they can drop on
Stenin or Ro5lock, or even on Berlin. Russia dw:JuId
aJways keep !ver eyes open for airborne possibili·
ties. Don't lel 100 carried away though, because
Russian airborne. can be permanently eliminated
also. FlankinC invasions by the nect, especiaJly if
the Krieg.smarine is tied up with England and
America, can be helpful. A landing on KJO, with
three annor uniu, will caplUre Copenhagen and
Kitl, 1ltis would allow WC!item Allied forees 10 SR
into Nonh Gennany.
One poinl 10 remember, always maintain a double line of defense, even in '44 and '45. Germanv
is very capable of a crippling counterattack that can
really throw a wn:nch into the Russian drive, This
is exaetly what happened in the lasl 3R series replay
(Vol. 17 No. 6) printed in these pages, As the game
winds down, it is important to keep victory conditions firmly in mind. In the multi-player game, it
is objective !vexes that COUll!, not who captures
Berlin.
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Full Retreat Scenario
Now let's return to the alternative '42 position.
Russia has being routed. How can the Soviet Union
stabilize the front and avoid being forced to surrender? One way for the Red Army to get a respite
is 10 retreat and rebuild their new line at leaSI five
hexes away from the fOlWard Gennan infantry. This
will prevent the Volksgenadiers from assisting in
any attacks in the next turn. The Wehnnacht will
have 10 attack wilh unsupponed annor. This will
be somewhat easier to handle than the entire German army.

But this will not stop the Wehrmacht for long.
The Red Army should ease back inco the area sooth
of 059 and the nonh end of the Caspian. The Russian player must fashion a three- or four-row deep
defensive line and force the German to dig him out.
The lack of eities in the area will cunail the availability of the Luftwaffe.
In the multi-player game, it is now next to impossible to prevent a German strategic victory. In
a two-player game though, Germany muSt have 28
objective hexe:;; at the end of Wimer '43 to win. This
is assuming Russia does not surreTKIer, in which case
Germany wins anyway, At first, it looks like it
would be hard to prevent Germany from having 28
objectives hexes. The Allied player must reson to
a devious little Irick. In the Winter '43, Allied construction phase, Russia should build a single panisan on each of three objective hexes inside Russia.
Nine times out often, the German will not have garrisoned these hexes, and so the Ames will have
snatched a draw from the jaws of defeat.
In the two-player game, the Allied player should
realize that it is impossible for him to take Berlin
while the Russians are fighting by the Caspian.
England and America should concentrate on sending BRPs to Russia so she remains strong enough
to hold out. Opening a s«ond fronl will also help
by drawing off German air aud armor units. The
West should clean up the Mediterranean, and defend Tabroz 11.00 Sarab (if they fall, the Persia pipeline will be CUI),

f'I&ur- 7 Sovie, wun~r.'la<:k apin" Gorman Army O"",p North
in Fall '4\. The Soviec air urn' in Kalini. mu", brm _ n In,"
3-4 aod 24 COIln,.... Eaplo\'int armor ""'.... to !lex... 143 and
141. Pvti..."" are
in the ,haded hex.'.

Turkish Gambit

=.'ed

Fl.u~ 8 Hypo<IIttical SilUahon., ,"" end of Summer '42 "'!>en
Ru..ia', defn",;velir>e l>ao s<>lidified.

Earlier, I expressed my opposition to an attack
on Turkey in '39, but I didn't explain why. TIle simplistic reason most Russian players attack Turkey
is to gain BRPs (some attack out of boredom). I have
shown that Russia doesn't need any additional BRPs
in '41. She needs them in '42, and I find it highly
unlikely that Turkey will belong to Russia in 1942.
JUSt on economic grounds, the attack is not essential, Even worse, the defense of Turkey drastically
weakens the defense of the Motherland. Russia will
not be able 10 form a double line of defense umil
1942, which will be mueb too late. I liken an attack on Turkey to self-mutilation.

Conclusion
In this ankle, I have tried to outline the principles that a successful Russian player uses. In 1941,
which is the year that decides the war, Russia should
avoid challenging the German army. Never let the
Wehrmacht surround large nwohers of units, If you
can do even this, you have played Russia well. Germany's real chances of winning come from innieting tremendous losses every turn (in \enos ofBRPS).
Don't help the Nazis in their attempt to do this. The
way to win is not launching suicide coumerallaeks
and throwing in your airpower for DAS at every
opponunity.
This does nO! mean that Russians must be conservative throughout the war. Innovative uses of
armor. airborne, panisans, and naval units can be
quite fun and quite unonhodox. There must be a
balance though, and it is the very best 3R players
that achieve this balance.
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/1 is rare thar an arlicle on O'le of the "AH
rlassics" comes across our desk. Yell sliIlftnd rhat.
Uwuld / wish 10 play<J game wilh a 'Iew.-found "'or-

gamingftiend. we usually turn 10 STAUNGRAD,
AFRIKA KORPS, D-DAY or WATERLOO ini/ially.
Ir is a dicolOmy that / ronl/OI explain.
Whenever I play a game of STAliNGRAD, I allW)'S
try to learn something from it that will improve my
play. I generally watch for two things. I look for a
better WlI)' to do something, which I often find by
watching what my opponent does. Secondly. I try
10 pay attention 10 mistakes made both by myself and
by my opponent, so that I can avoid repealing those
mistakes in future games.
HllVing played STAliNGRAD more than 100 times,
I have noticed that the Gennan player more often

tllan not commits at least one of three common
strategic mistakes. I call these mistakes "The Big

Three". Often the Gennan player makes many more
"risky" allllck!; dUHI are necessary. and suffers needless losses. I define a "risky" attack as one that is
made at less than 3-1 odds (especially against a doubled position), and is not a "soak-off'. Or the German player fails to do everything he can to hold out
in Finland for as long as possible. Or the German
player is guilty of what I call "strategic misdirection" (this mistake usually occurs in the "middle"
game, the Spring and Summer 1942 campaign). In
this anide, my intention is to discuss the general
stDltegic situation during different phases of the
game. By doing this, I hope to explain why those
mistakes are so often committed, how these can be
avoided, and how this fits into the overall game situation,
The German player commences the game with an
impressive looking army. Despite that, progress
against a competent Russian opponent is usually
made slowly in the opening stages. The reason for
this is that the Russian situation at the beginning of
the game is better. Let's take a look at some of the
things the Russian player has going for him as the
game begins. First of all. the Russian player starts
with his entire anny on Ihe board. After the German player makes his first attack, never again during the course of the game should the Russians be
able to field every one of their units. Secondly, Ihe
Russian player begins the game with a relatively
short front to defend; even with units in Finland,
he has many more units defending a shorter front

than he should ever have in any other stage of the
game. Last, but not least, the area near the Russian
border offers an abundance of doubling terrain. The
Russians have mountains, cities, and river lines to
defend in (or behind) 10 a depth thaI will not be encountered again after they are forced to withdraw
deeper into Russia. Although not doubling terrain,
the marshes are fanlOus for the part they play in the
Russian defense.
The German player need not despair, however.
Provided Ihat the Gennan plays competently during the first few turns, the situation for the Russian
player can be expected to soon worsen. This rum
of events will be caused mainly by factors designed
into the game, nOt necessarily by a lapse into bad
play by the Russian commander.
First of all, the Russian player does not begin to
receive replacements until his fourth (September)
turn; therefore the German player has four turns to
inmct losses before the Russian player can begin to
replace them, This means that the Russian player
will have fewer and fewer units to hold the same,
or longer, frontage. This is the German's best chance
to rupture the front and make significant gains. A.s
the Russian forces relire deeper and deeper into the
interior, they will gellCraI1y ha-.-e to defend more open
terrain. Once the Soviets have been pushed back
beyond the Dnepr River, they will no longer be able
to depend on the Pripyet Marshes as part of their
defense. Thus, the Russian line will become longer
and more difficult to defend.
The onset of winter will only add to the Russian
player's problems. Although it's lrue thai snow will
impair the German mobility, Ihe Russian player's
mobility will be hurt even worse. The Russian front
will stlll be distant from his replacemenl citiel;, making it difficult or impossible to get those 2-3-6 delaying units (or any other units) into position each tum
particularly in Ihe south. His low unit count (rela·
tive to the Gennan forces) can make it very difficull
for Ihe Russian player to defend as efficiently as he
IloQUld like. He will find il hard 10 shift his units about
from one position to another.
The Russian player does have a couple of Ihings
in his favur 10 partially offSet those problems. By
now. the German forces will probably have been
weakened to some degree due 10 occasionallow-odds
altacKs, exchanges, and soaks-offs. And, the Russian forces in Finland can be expeCled to complcte
their campaign and move toward the main front by
,the time wimer has begun,

The beSI way for Ihe Gennan player to further
his goals is 10 minimi~e those factors (mentioned
above) that work in the Russian player's favor. The
German player can do this by minimi~ing his losses
and by keeping the Russians occupied in Finland
for as long as possible. Let's eumine these two
objeclivel; closely, one al a time,
The firsl objective is thai of keeping Gennan
losses to a minimum during the opening stage of
the game, As mentioned earlier. one of the most
common mislakes made by the Gennan player is
10 altack al low odds much more often than is absolutely necessary, Ihus incurring needless losses.
I believe that there are IWO main motivations behind this mistaken lendency on the part of many German players. First. because il is so difficult to make
progress at the beginning of the game, I believe that
many Gennan players fear they will run OUI of time
before they can accomplish their viclory conditions.
Secondly, German commanders are usually anxious
to aUrile Ihe Russian anny before his replacements
begin to arrive.
The notion that the German player will run out
of lime unless he makes numerous risky attacks is
false. However, as is the case with many groundless fears, this notion does contain an ounce of truth.
In the game STAllNGRAD, theGennan player cannot afford to simply sil back and take what the Russian player gives him. In order 10 maintain the
momentum of his advance, especially in the opening stage of the game, the German player must take
some risks. This does not mean, however, that the
Germans should allack everything in sight!
A low-oods attack thai is properly executed will
risk a minimum of losses and have a good cha~
of capturing its objeclive. Such an attack could, for
example, be made to break a Russian river line
defense and force the defenders into open terrain
where they can be attacked at favorable odds. BUI,
in the final analysis, there are only a few instanees
where such low-oods attacks are feasible or useful.
At this point. I feel thai il might be appropriate to
give an example ofwhal I consider to be a "properly
executed low-odds attack". After the Russian player
has set up his opening defense, the German player
should e:l:amine Ihe entire fronl before placing his
unils on the board. However, for purposes of keeping the example simple, I will consider only a small
portion of one possible Russian set up. This will
be the sector in the area of Ihe Nemunas River (as
shown in Diagram Ifl),
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Given the defense shown, there are four po$Sible positions along the Netmlnas River WI the German player can anack. Of course. the 2·).(i delaying
unit will be ·'AVed'·. If !he German pIa)'cr declines
10 make any risky anacks lllaillSl the "Nemunas
defensive line", it wiU require four rums 10 outflanIc the Ncmunas by advancing into lhe marsh at
the south end of the river. J don', believe that Iny
Gcnnan player can passively allow the Russian
p1ayeTto "bottle up" his foo::es tIw long. The German player muS! lJy 10 break lhis line I' some point
and force the Russian defenders inlo !he open.
My $Olution would be to attack the 7·10-4 unit
II 1-2 odds from hex TIS. This attack would risk
len fiKtorS and have a )3$ chance of destroying
(in an Excl\angc) or pinning the 7-10-4 unit. With
me 7-10-4 unit out of tbe WlY, the "Ncmunas
defense" at thai point will eilher be broken immediItdy (by advancing duc 10. D-back result). or soon
after. If the 7-10-4 is losl in an Exchange. it will
not be possible for the Russian player 10 ")-1
proof' the river al that point (unJes,s the other 7-10-4
can reach 518). This. then, is In example of an 11lack thaI risks relatively few losses and yet has a
fair chance or accornpliMling something significanl.
or course, an attack such as this will often rail, but
ir attacks such as this are OCCClsioTlCllly attempted at
selected points, the Germans will succeed at
times-bringing great gains in their wake.

[ForCl number o/sound ideas on /U)W to minimize
Gemum fosses, the reader Is referred 10 an ucellentanicfe in Vol. /3, No.4 of The GENERAL enlilled "Taking the Offensive in STAllNGRAD",]
Now I would like 10 discuss the second objective
mentioned above, which is aimed at keeping the
Russians occupied in Finland ror as long as possible. Many German commanders seem 10 be almOSI
indifferenlto the action going on in the Far North.
The German player either considers it to be a relatively unimponant rronl, or he seems to reel that
the Russian rorces Ihere are 100 powerrul to be
stopped anyway. so whal the heck'?
While it is probably true thaI the Russian rorces
in Finland are usually 100 powerful to be prevented
from conquering it indefinilely, I believe thai the
Axis rorces in Finland Ilave a good chance or holding out ror at least six months, My opening Axis
derense or Finland is shown in Diagram 12, This
derense allows the Russian player to "AV" a 2-2-4,
but ir he Wllnts 10 "bag" any other Axis units he
win be rorced to risk lower odds attaCks with po5sible Exchange, D-back 2. or other unravorable
results. This derense takes advantage or the fact: lhal
the Russian units are relatively weak in offensive
power, though they are.~ Sl/OOiderCll5ivdy. My
derensive play is to rcltelt each tum jUst rar enough
10 shonen my line a bit. Each tum I plan 10 offer
only one easy kill, al most. while rorcing the Russian player 10 take ris.b 10 elimiIwe any Olber units,
lDe rules allow the Gennan player 10 $end 8 raeton worth or units to the aid or the Finns. $cod a
5-5-4 and a 3-3-4. The 5-5-4 is the key unit, I almost
always keep the 5-5-4 staeked with another unit the

The situation duting the second wintet is almost
the opposite or the situation Ihal exists during the
first winter. The Russian rront is now closer 10 his
replacement cities and he is usually fighting on interior lines. Even with reduced mobilily, the Russian derense has greal flexibility. On the other hand,
the Gennan fun:es are often spread aU over the map,
Additionally, the Gennan army is somewhat depleted arter almost a year and a half or fightillJ.
'The seeds or a Gennan dereat in the winter are
usually sown during the 1942 summer campaign.
II was mentioned earlier thai some advanced planning was necessary in order to be successful during the fint winter offCll5ive. llJat is even more true
ror the second wimer offensive, Many German
players who could Ilave woo, lose inslead because
they railed to coocenlrllte their rorces in the righl
places durillJ the good weather turns or 1942.
Often I have seen a situation similar 10 the rollowing occur, Strong German rorces close in on,
and finally captUre Leningrad and Moscow. Meanwhile. a handful or armored unilS with a rew inrantry unilS are bealen bad: by determined Russian
coumenlltlCu in rronl of SWingnid. 'The German
April 1943 tum finds six or seven (or rewer) German unilS within tWO hexes or Stalingnld. With a
solid batrier or red units between them and the city,
the game is lost_ II is not uncommon ror the German player 10 come thaI close and still lose.
However, "overkill" againsl one objective at the
expense or taking another objective is one or the
leading causes or the German player losing in
STAUNGRAD. It is what I rererred to earlier IS
"strategic misdirection",
TIle only way I know or 10 avoid that mislll.ke is
to plan well in advance how your objectives are to
be best men. One mUSI keep firmly in mind the
advantages thai the Russians will enjoy during the
sooond winter and prepare accordingly. Remember
that even one Russian replacement city can generate two 2-3-6 armor corps el'c!ty tum. Also remember that you will probably be atlllCking on exterior
lines and will not easily be able to switch units rrom
one sector to another. It is a raa that is orten lost
in that firsl flush or victory as the Red Army ralls
baek in disarl1lY.
1bese three errors, endlessly repeated by novices,
can be avoided, When the day comes that you have
played a flawless game of STAliNGRAD as the German commander, then (to SiCa! a phrase), "On that
day, my son, you will be a WARGAMER."

firsl rew turns. Because or that, the 5-5-4 is often
one or the last surviving units in Finland. The Russians would try 10 kill it sooner ir it were left alone
in a hex. After the Axis rorces have been "whitlied down" 10 the point wtlere the Russians are about
to be through with them, I like to move the 5-5-4
into Helsinki and use other smaller Axis units to
rorm a derensive "ring" in front orthe city. It then
lII.kes the Russian player another two turns 10 "finish off the Finns". The Russian playet's final atllICk in Finland is olien a 3,1 surrounded against
the 5-5-4 in Helsinki. The Russian player is forced
10 risk a 33% possibility or an expensive Exchange
jusl 10 rid himselr or the last Axis unit in Finland!
If the German player bas managed to avoid excessive Iosse:s and bas succe:ssfiilly delayed the Russians in Finland, his situation should be much
improved by the time his 1941 wimer campaign begins. The $DOW turns will impair the mobility orboth
p1ayen, bul the German player's numerical superiority should give tum the upper hand in this situation. To make the most or his advanlale, the
German player must: plan ahead. Berore the snow
begins, the German player must decide where he
will CODCCnlrale his rorces and wllal his objectives
will be. The Gennan player should carefully study
the lerrain and the Russian player's derens.ive aliJnmenl and try w visuiliz.c, in general, how the game
can be expected W develop. Has the Russian player
concentraled his sttength north or south or the
mats.bes? What kind or doubling telTllin will the
Russian be able 10 util~ to slow the German advance and where? What is the best way 10 overcome
the obslade? Can these strong positions be bypassed
or lIlUSI they be attacked'? How long will it take Russian replacements to reach the rront line in each
sector? These things muS! all be considered when
the German player plans his wimer offensive, It
sounds diffICUlt, bul with experience these things
can be COllSidcra1 and ractored into the Gennan plan
rairly quickly. With good plannillJ and a bit orIuck,
the Gennan player can inllialosses and take much
ground during the winter or '411'42.
Most or the opponents I've met have done very
weU with the Gennans during the firsl winler. 11
is during the second winler that most German
players, including myselr, have the grealcsl difficul,
ties. The reason ror this is the advantagcs or mobility
ror the mosl part now belong to the Russian player.
lei's consider the general tactical situation during
the second winter ror a moment.
~
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DurReJl:
)u" 'houghl I'd w..'e. bil "fyour 'im< wi,h
><>me id•• '.nd >luff On OIIr favofi.. g.me, UP
fFlONTISANZAI.
Fi", f", ,he bad n.w,. Afler .",,,inual play_
ing. "n OUr luneh """,. of .v.ry "",,,,,rio. Ron
Whal.y.nd 1'h;nk w.....e finally found an im·
...Iance in one of ,h. se... ri.,.. 1 ref., '0
"Scenario 0". wi,h 'Il< Japanese OIl the dde"..,.
I' tw be.n our ""'mal me'ltod of dd.n,i•• se'·
up for.1I thesc se.n.ri"" (ond ,..., "f i.. oi...r.
"S<:en.rio C") '0 ploce 'Il< MMG in lh. pillbo~
to p""= i.. firepowe'. Thi, r....l.. in a ,ypi••1
""up "f .i,h.r lhe r." Or ""'" of 'Il< re" of 'he
troop. in Group A ,,, C,
r. if the lap pl.y.r SC" up card, 5. 8
ond 2' in the pillbox;" and 12 in a group:.nd
tho ,,'" ie 0 fir.b.... ,h. following can "'ppon.
TIle lar,ts' "oup c.e be placed in .i,her A or
C. (lepeadieg on how ,he o"ock.r .... up hi,
groupo. Thi. iii••a ,he fOllowing firepower fac·
0-5: 6. 7. 14. 21. 22. 29-.imply
'we><>me a' 'imes. n... 'w<>'man group ,imply
run, a"",y '0 p"".n, ,h. US play.r from win·
nin, by.limi",,'ing 75"" of'he .nemy. AI ..r...•
'ively. i' m.y ,,",,,f.r on. man lO ,he pilll><>. at
Ihc same: ,i"", .. ,he pillbo' send$ nne 10 Ihc <><he,
g",....--. ,implema".r gi.en m. nun,be,of Jap
"",.cmen' e.rd•. If ,he I.,,"' group g.., f.v"r·
obi. terrain • .,ly-.ueh .. wood. (plu•• n .n,renc~m.nl) "r a good building. c.rd-'hey arc
ne.r1y .. in.uln.nbl••• ,he pillbox when you
OO<I.i<ler ,Ite -1 f<>r ,lie jungle .ffec'. Given the
tali. diff.renee in number of ""'vemen' c.rd,
.nd 'lie def.nder·. u.. ofmi...... nd anipo... ,hi,
in • large di.....v.nlaS. f",. the US pl.yer.
No<e ,..., ,hi. i' n<>I .pparen' in ,he o<her
matoh.up' of ,he "",,,,,ri,,,, ,inc. any ",h.r
<lef.ndcr would lose by .Iim,n,,,i,,,, "f'he I."i.
group (SO"" +), Si""" the def.nd.r I, abl. 10 reacl
'" the American ...-up. he g... lO pl ... the lorg.
groupinei'....' A '" C "' ....i' his purposes, Group
C i' prefer.bl•. Thi. I.av•• ,lie a"acker 'h.
........i'y ofcha'ging 'hrouBh he..y fi"'and bad
'enain lO IIopc he c.n nonk ,he def.nder-'....
only way win. W"'l w••ugg." '" r.m.dy all
IIli. i, lO aUow til<- a,,",,k.r ,,, ...·up .. cond_
• ner ,lie J.panese. Thi. ia a 'mall o.<I""'.g.
_mingly. bu' we ,hink i' tssen'iaL Would be
intere"ed ;n ",h.r though.. "n ,hi•.

"ow•••

,"'" ., '""B.'

......1'.

'0

11m Burne"
Clin,on. Tenne,ace

I- - ,he ri'e< wi'h four po",.r corps in exp'oi'.,;on
and had intercepted in'.",c"inS French air willl
fou' Dfmy ...ing<. The die roI' modifo." led 10
• 'ie. '" , I"'" my f""r and he IIad Ono air ani'
I.n. H. ,hen ""'g~' 10 o<Id i' '" ,.... Pari.
def.nder> '" make ,he ..laCk on'y H. MIA!!
1 remembered a roc.n' rul. cluing. and I""a'ed
i' in. GEN£RALQ&A >«:';0. I plto<ocopied ,,,
k..p wi'h lhe gome. The a".. k on P.ris w.n,
mrough a, 2·1 .nd wo> a D·Elim (which would
lui•• b<cn. A-Elim .. 1-1 odd'). The pOin' "f
.11 lIli, i. 'lull ...ading you. ",.guin. C'n and
<loe5 help u, become beller game". I.nd many
",h.r ""PllY S'''''''' monk yoo .11 for making
gaming'" .njoyabl., w.1lop< ,h.. you will no<
forg.. 'hOK ".. Ito have bough' your gan.... W.
or. <:oun'ing on The GENERAL ron,inui", '0
•uppon 'htse.
Chris R....
T.wanun. Au",,,lia

J_e,eron 1>0.

I'wfacedl~

..'!tile my a..-nfi...,""'p "",,,'ed I~""'g~ lhe

GlJII)', 10 optlmam ra"g•. I" a"y roJe. your .wg·

srsred clum~ .. em, t~e """" eteg"nl .<>Iw,lo"
ro lhe ImlxJlnn,•. I h"""II)' """"",""d im·
pI'menting II in all fl."' ... pla);ng' <>fScenaria O.

Dcar Sir;
Snme of the old.r. ts,.bh.hed Sames or. being n.glected in n... G£NERAL. 1 ....li.. you
"'ve '0 ""y on m...,;.1 ,ubmi"ed•• nd .urely
,he paller<> is '0 p"blici. . .nd in'roduce ...w
gam... OK. aut"""" of u. IuIve 20+ Aval"n
Hill games. enjoy fouro' f,ve. and oniy gCllime
.nd """"nen" '" pl.y I"''' or 'hree. We'd Ii ••
lO see """. ankle, on ,he be.. old One•• and.
Few could ",viv. in..re" in ,he ",he". For .. .mpl•• THIRD R£ICH. " ... of your be.. (.,p
PBM) pme. 11.,0', had.n .rticl. for .ge'. and
,he Emerald Ci'y game ..... Slopped "",,-,hird of
,he ....y 'hrough, Surely you should fini,h ...h'l
you·v. >t.ned al I.a".
I pers<>nally believ. Avalon Hill tw .. ponded
...eil (ifw;dely) bu' .hould t<>n>oti<lo.. before i'
spread' itself '0<> 'hin .nd it> repu'a'i"n ,uff....
Ge"ing back '0 lIle pOint. i' .houldn·, be hard
'" ron..... Ihc known .'pens in Ihc variou' games
.nd ask 'hem '0 ... ri'e wi'h an off.. "f .ui,.ble
«>mpe"..,ion. A' presen'. ,he same' I pl.y.re
limited .nd llulven'l even read D....half'he rule'
of COD. I., al"ne any of GI Dr UP FRONT
(whioh I am now ollkrinS). H.lp m. feel I ..
fool;,h (.nd c"",,,",,i ••) by f<>ll"wi", up 'h ..
g.me. wilh aniclts On """.gy...ri•• replay••
even an open pan<1 for reader 'uggestiona. rul.
clulnges•• nd bacl:ground inf",","riDn.
Now all tha' was mean' lOberon>lroc1lve. and
IIlop< you
i, ...uch. Ac,".lIy. you,maga·
.in. ia ..' ..."'ely w.lco"IC (.v.o if,wu moo,h,
I.,. "".r bere) and v.ry valuable. A, ....;tample.
in JR rec.n,ly 1 wa' a".eking Pari. 2·1 kr05.

,ok.

A. you may know. the Sovie' l<adc"hip mad<
i' • pOin' to d"""nplay our rememberonce of
D·Day. Ao<:<>rding
them. OUr rol. in ,he war
had no bearing On the OUtcOme on
Ru..ian
Fron'. In response. I would like 10 "'u<>' a ....
ian' f"r THE RUSS/AN CAMPAIGN TIli. v.ri·
.n, .,ould reflec'. 100'" German .ffo" agai ..l
,he Ru"lo".. untroubled by tile mreat of .oothcr
fron'. I wouldal'" hop< ....h. varia., would take
in'o """,,un' ,lie abJenee of ""legic bombing "f
,he beavy German indu"ry. Then I., ua in ,hi.
b<>bby explore hnw ,he oule<>mc 0tI ,he Ru..ian
Fron' would ha,ebeen arrec,ed had ,he w... "'"
brough, abo<" the greale" in.a.i"" in hi"ory.
I beli.ve ",eh a varian, would Create grc., in'
le.... t.""'nS ,he rea<lersh;p of TIle GF.NEIUL .
if noo a"",ng ,h. Snvieto,

'0

,h.

Wickliff•• K.n'ucky

dud .... " ... d'~ndo'" ~pon submi..ion. t" fill
the.. pa8<-' In paint <>fj<tclilotl... solicised (even.
perhaps. I>tufg"ed'/ a"id" on fXJPI'lar gam..
from lhe.. "U~rlS" I've "'" and />ave an <lpp..dation of-:'r-uno S;nigasliQ, Marl< Nix"".
&b Bt)""'. Jim Blm~lI. MclA"shlln. Mtd'ow.
Mi,hcon. a,
II 01 I~e ga",e d"ig"e,,1
dewlope.. in ,h
hnllawed halis th'''''llw•.
1111. is rspedally m" <:tJn~,"lng the old"
games; .....0 "',h a cons.la", tffim 10 find
Juilablt-.,,~ lO(t'1lI""Uy accrptable_"","rial.
il i. a ,,"'ggl,. The.. g.nll.men ha'... "'do .....
all. a limited a_n' <>f,lm. '0 "iu from Ih.
,raJ ...
<>flhtl' p"'fr..i"", and familia de·
""te ,,, lhi, hobb)' "" ma"., Iro", jiucin<tling, A
"",.In painl. d". to a ..riOl<J iIIn... and Ihe
f"mify and p",fessional dim'plion it e"'ailed,
Mr. Nilhlingale Iua yol '"
the
i,,_
"ailme"t I" hi. J.ri.. an ,h. JR sa"'" al ,ht
ECC&GC llasl ,un in Val. 19. N". 2}. I ..... "."""
had "nydoub' bwt Ihat Th. G£N£IUL iJ a ...1""",.d "nd ""fl.i oMlllonj<»- Iht st,;"", gamer.
,4,nl/ ,h". i' m"ch ""'... 111", ... """,Id liu 10 do
wi,hl" Ih..e pag.,. B~t. Iht rcoli,I., of the ,It,,_
a'lOr! impinge and ..... 'imply do ,he be" .... con.

",Id

'0

campk'. "u'

*****

n>CTelMn on<".

Wi..., GlJlly. Marsh and S".am wrd.-pilUtins
t~e",

T" lhe Edi,,,,..

Robe" l'e>ddie

M,. Reeve ",'Mr 0 ..." " " " . hi> pi>i~t. bu., in·

I ",=lIy pl"cc m)' machinesa", 04",id. the
bunke, .... 'n d,fendl"S. "'gardl
<>fntUi"""liry
I>olns plc)'td. ,a ha ... "en ha aK'e',,",' ,he
<JN1 wo" anly IhrowSh a rare <:<>mlXnatlan of

I

Letters to the Editor

Dear Rex:

."off

My cornplimenu '0 the edi'arial
of Th.
G£N£IUL for ,h. fin< i.",. (ca,uri"g UP
FRONT(Vol, 21. No. I). AaaSQ;UM>/LAD£R
.n,hu,iu,. 1 pa"ioularly .njoyed Palrick
C.llahan·. "Tile Men !.lehind the C.rd_rd"
ond Mark Ni.",,·, "Anvil "f My Ey.... The
complelion of Mr. Nix"n', detailed .naly.i, of
rile ... maining occnarios f""" GJ was ""ell wonIl
Ill. wail. TIle ."id. by Mr. ",1I.han remind. u.
all ,ha, we ""gh' no< "il"ry in war. bu' in ,/lose
wI><> wen' ,,, war... The price paid by 'hose wI><>
served in !he ronfliet5 .i",ali.ted by ou, cardboard
and po"., was hig....' ,han we cOn im.,in.
...gardl... "f ,he reali.m of ,he ",I.a.
I would lik. to C<>rre<' on••rror tha'aWC'rs
in M,. Call.h.n·, ."icl•. II. ref.rs '0 ,he 9lh
Di.iaion'a .uack "" Aachen., ",be bucke' of
blood". AO<:<><ding lOCeciI B. Curry', e~..llen'
v"lume On ,he ba"l. of the "u"gcn F<>re5t
(Folio'" M. and Die: Th, DtJl",crlon of an
,4,mt,;can OMsi"" in Wo,ld W", II. 1984: Stein
.ed D.y). ,hi, ,itl. w" actually applied '0 the
28,h Divi.iOtl. A•• n =ivated N.,ion.1 Gu.rd
Di.i,iDn from Pcnn,ylv.ni•• ,he 28,h wore the
red K.ys",ne .mbl.m f",. "t<>gniliDn. The Ger·
man ><>Idien came to call the divi.ion \he MwtiS"
elmer (. 'bl00dy buck.,"). no< oniy for lhe palch
..."'" bu' als<> f'" the intensi'y wim which the Gis
fOUi h..
To under"""re Mr. Callah.n·a a".mpl to "'"
"n..h and blood" in oor cardboard COlln'.rs.
..veral ....i.l... 5Ilould be cited. 111< ""er ...gimen, '0 ,h. 1121h. ,he 109th auff.red. c..u,hy
.....,cceding SO," in its .tt.ek on Germete'Or,be 1091h·....ffom."". only Ono remained
fi' fo' dU'y foll"wing ,lie b-o,d. from lhe I.. all'
..lion. Easy C"",pany of Ill. 2nd Ba... lion "'.
""ned only foor off,cc".nd 47 men .v.ilabl.:
,his from a "",mal cumpl.men, of 193 men.nd
office"!
Theodore Bleck
Canandaisu,. N.w York

*****

111",', on. of ,h. lhin,' I .0 like abo", Ihi.
hobb}'. II p'o"'d" a '<h"lady and
Iaxlng
"",nner of exploring th. fauinaling
-/wI If'
b)'WQY' of hi""')' .. ;I_t ~rr...Ire,orlc laking
a",r,

Mr. M.nin,

*****

End<»ed in ,hi•• nv.l""" is a ""'"-"Ti" of my
own ~ 10 be used willl\he SQUM> /LADER
,y".m. I beli... il 'obe bo<h .... n-bal.nced.nd
"fa hish desrce ofplayabilily. ,WD facfors ... hic~
I ,hink.re very impOn.n' in a wa'g.me. llulv.
sen, it I" be con.ide,ed for p,in,ing in a fo"h"""ing i"u.ofyour maaui.... 111< GI::N£RAL.
If you do prin' i,. I would 'wedat. no<ifi••_
,i"n ".'ing 50; .nd if you don". I hov••""I<»ed
a stAmped. self-addres>«! en,..lope for its re",m•
Thank you for your au.n,ion.
T"ny Ame"
Yellow Sprini" Dhi"
I ha,.. prinlM Mr, Am",', ."bnri"Ion I",,,
no< lucouJ< It I' ""Iqae.
uive
a dtI«n ,irnilar in <o",em elicit ......k. Urr'ally
h"ndreds Of SL .""""rio, pour Ih",wgh "'''
a/fi«. ,,"any. B", I wi,h.d
hi'
a.
a ,..hkle
infOrm "",,,Id·be aU11ro1S 10 d.iay
"'''her ,<tnario.ubmi..,lons. o.w:.. M>VANC£D
SQ;U,4,O U:..iDER ha. bun r.ltoud 0'
ORIGINS. allfl."her ,un"rio, prlmtd I" Ih.st
pog"
C<"\Ii>rm 10 ,ht ",I.. and ,y"t"" of
tM'lame. Th. n.'" map.!. ".,'" ro""terj • .0.'"
,«nario fOm",'. ami many n.", ",I.. will be
"andt1r1J. SI"Ct 'ha' i, tire cru•. 1'", mo""han
e"""'gh moterial haml/e the req.ire"",n" awr
the nv:t fe'" is,,,.,. All mhen a",/HI"g ret"",td
10 rh.ir aUlhotS . ..i,h a t<qu"" tha"hty o.."i,
the ,.Ieas. of ASL and reworl< lite ...naria fOr
,,,bmiJ,lon [oIlo,,;n, IMI a,,'pi<iOUJ date. To
ovnid u"",",Jtlt'}' '''1'''''', ...ad,tS huplng '"
,wbmi' , ..nariM are ad,ised ,,, a .."i, release of
ASI. AI lhal painl. "" '11 again be mo... lha<! glad
III ",view all ...nari" .~b",l..io,...

b., /)«",,'e .... ...
'0 "'e

'0

I"'''

"1""

'0

Dcar Mr. M.nin:
I rec.ntly receiv.d • copy of FR£D£RICK
TI/£ GREtf,T •• agin. I W'a '" pleased wi'h the
game Ill., I proudly sbowed i' to my neighbor.
• Ge'm.n Army office,. li. ,",'" qui,.
in'.=ed.bm 'ery surpri.... at the ...blide: "TIIe
Campoign> of the SoIdier.lGng". H. told me tha'
;, ..... Ihc f.wr of Frederick Ihc Grca,. F,tdcri<;k
William II. wI><> was kl>OWn as ,he Snldi.r·lCing.
n<r Frederi.k him..lf. I ..... checked .nd my
n<iS~bo' i' cor,ecl. My (.i,h in Avai"" "ill ha.
been ,h,ken'
J<>hn Pi'..r
MoUan. Virginia
In F~II,,·. M;li,a'Y lii"ory of ,he We".",
World. Frederic~ Ihe Grco, it I"dord ",.,t,,<1o<1
'he ,obri""., "The Stlldl".KI"g". I/o.....""r. a
""mb.r of worlt.J (•• ch "-' Frederick ,be G,• .,·.
Army b}' Stolon and The Army of Fred.rick 'he
Greal by Duffy! ma~, "0 ,,,c/r r.f.ren.. 10
Fredericlt Wilhtlm. gtOn450n oft'" Grcot £l«tor
and Klnl of P",..ia 117JJ-I74fJ). nor '0 ~i,
fa"""" """ellher. I ...pc<f tMt. gi,..n Frrdericlt
Wilh.lm·' p,,,onoli'y ami In.....".. the 'erm

45
doeJ I,.,..d oppIy '0 ~i", bul ..." find ISO corn:>bc>-

tOlion. In an)' <a... ,"c/r colorful-if I... 'hn"
a<Ulrot.-.id>lIII•• appear"" many",,",' In ,hi.
hobby. No "'<>'<0" fo')'O'<' fullh to be .ItoUn.
,In.. th. ",aller .orm. oprn to delxJ,. ''''n
amOllg Ihe upr"', Indud. I """,id beil.... 'h'"
Iht Kinl' ofP"",i" so """'td """Id Ito"e cored
I... oW• .. oMl Ihey .... re 10 be I",,, rolled.

*****
Dca' Mr. M.,,;n,
One thinS 'ha' g'" m. mod in Ill. I..,
G£N£IUL{Vol. 2\. No.1) was a I.".r 'la';ng

'ha' ,h. q".II,y of Ill. ",as...ine had gone down

rcccn'

isoues and cornplainins abou' the .nieles
;n
.v.ilabl•. If 'hCJI d"n', I;kc. th.. ', ju" to<> damn
bad, Ramer than off.r suggestions. Or con,,,;"
u,. '0 ,he ."iel. mi•• they ,imply comploin and
demand. And 'h.....en. They reflect lila, ."i,nd.
"" pre..len' in ,he hobby the.. dO)". le' ,hem
canc.1 'heir ,ubscriplinn•.
Mik. Hagnn
santa Rosa. Calif",.ni.

*****
Dc", Mr. M."in:
Thank you for you' I."e< "f 2S Oe<obtr;
re'urned herein i, the .igned undertaking form
.. r«!u...ed.
I noo. who, you say ronoecrning 'he _Iari,y
of FUTTOP (",. "'her. lack "f i') .nd i' ....,her
.urpri.ing ,hat. ga"'" which stood in y""r 'ap
,•• rsnking. an'y sonIC ,w" y..... • g" ,hould
1>0>•• its .ppeal fade '" quickiy. I beli.vo ,he 'w<>
main reason. f",. ,hi ••r.: I) ,he",.re only four
se.n."'" provided for the iame: and 2} il ""s
.n e"...meiy large mapboard which. ,"'hh ;1,
.."",i.ted cha"•• l'C<luirc,. ".ry Isra< ..... (al
lea" by Bri'isll'landard') to set i' up. FlATTOP
.uff... by rompa"«In with. say. SQUAD
LEttDER in 'oday', "in".n," w",g.ming
"",i.,y. G.m.. ,u.h .. SL aed its gam.. Ie, prn.ide.
"ri.,y of ...nori"". e"'"r·
ins that pl.y........ no< conSl.n,ly re-figh'ing old
balTles: .nd ,hey c.n be pl.yt<l in • rela,\>·.ly
'mall playing ar.a wim immedi ... ".c,;on"
.n'uing.
Howev.r. f.,h;on. and fad, Ofe t<>n>un,ly
Changing and chaniing and ) am su'" il i' j ...,
• ma"" "f'ime before gamers will W'n" break
from SL and what-.ll. Then m.y ..';11 be looking
.fOUnd f"r o'd f..<>ri'e, ,,, P'ay. I'm c"n.i~
,h., FlATTOP i. "ill m. ""''' .. '"l.n.....nd
reali"i. game 'lui' I'v. played ••nd ,h.. i" 'i"'"
w;1l cOrn. ogoi". If you .gree wi'h .n ,hia. then
i' mish' be tha' by publ;sIli"8 ","""00. on games
such as FlATTOP. you """d be "",'ing some
woy 'oward' ...,,'ing in lhe "renai,..""," of
w··soming.
Dav;d Payn.
Burges. Hill. G...., B,i"'in

"."",0<100,

Do "'" b. mi,led b}' a"y lame', oppratOnct
on "", ..StI 1M1', lI'Iral yow·... B..n Pla),ng"
ii"ing, Wa'$"'mlq. Ii~e SO mM)'olh.,p,,,,,,I/J
Ih... da)',. ,
10 Ita,...",,,ed 0 cycle of
.fad>": n<w game -hlc/r may /H s"atl)' played
fOr a",hil. rc 10 lhe .hel/ ..;Ihi" a CO<tpl. "f
men,h, in fa''Dr of'h, ne".."
gam, or
fOma.), nd...nl"re mod"I,. Thi, i, t",e of .",n
th' be" and "'OJt inna''D,i,.. reieo..,. """ Ihal
will d.,.,and yearJ ofpia)' befO" ani can <Iaim
<'DmJ't'rn<}' I~ r-omptn.,lon. 1ftng IHfore ,he.. a"
~"d.moo<l (and ~rhap. Ih.i, ,,"1'1". '1""IW..
C'OIllrib"" to Ih. I"m" ,,,,,,InS to Ihe more
f_mar ronctpt•.•Implyd.....ed In "C'" color'),
Ihe ,ame dl,apptnrs from ou.r Ii"i"g. Stlm' in_
deed 110 d..." .. III; olh." art ,loJSlc'-1/ bwt
sl",n '_Sh ptoy '0 ••ally it. Tho.. gam..
""hich appror on n~merOtl, 1/'" ar. Iho.. able
'" ...."'her ,hI> fickl. offllud, a"",nS ,amer,.
Too,)'OtI
"llu Ih",Ihe lop I/"In"ofou'
",~/ar . 'popuwrilY crtt1I'SI •• art gr<tltlyaffrc1ed
by "'hal has been ....ml), f~lw ...d in Ih...
POS". And lIS IH." ,Dmt ,I"" sinct an)Thing Ira.s
oppra"l/ in pri"' on FlATTOP.
StI. 110 "at judg, "ny game'.
by its .ho..Ins In Iht "Top T""nl)'" /fa,,).hi"S. FlATTOP
ha, conlinu<d 10 ,ho..' .om. en"."Ch<d ."ppatr
.In.. " dor' .ho..' wp from tlmt I() lime. I h"'dly
c"",ldet SL e" "i""a"," ,am, a"d dQllbl Ihal
ga""'" .. ;U ....
a brco~ ". ,",'abl)' '" "';Ih 'he
impending rtl,aJ< of AS£.. B,,' I do q .., ,hal
mare ...nan", In ou.r pog,,/<>r a"" ,ame ,,;;1
Incr~ .. II' appeal. 11I.diffic"lt)' Ii.. i" ..
,"S ,hem. fi"'Mg ti_ to ' ' ' ' Ihem. and th.nfind.
'ng Iho 'PO"
prinl tho.. thai ..e,., ,wilable.
Certainly. Mr, Pa)".'. ,~nariu fO' FIATfOP
I' 'he I)PI Ihal "",k.. i, all ",rmh,,'hile.

"",,,,,i,,,

m,," ..

,,,1,,.

,,"1

"i,_

'0
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IAN CAMI1\IGN

Q. Rule 10.1 tale. ,hal for a unit to be in Com-

Q. Is r1ill ownership dctermlned bf!for~ or aftt'r
second impulse combat?
A. Aft~r all .second irnpul.s.c combal is fini hed.
Rule 4.4 13i misIC.1ding.

Q. I lhc Axis C3plUrcS both Moscow and Leningrad and Ihe RusslaM have no zoe 310ng [l'Ie
rail hne from MO:t.t:Ow to hC:-i: K2 [0 Lenmgrad.
does Ih~ Axi gnin conlroJ
Ihi ri'illinc ull the:

or

W3Y I

K2~

A. Ye..lii!

Q.

en} thai you control (0 gnln
comrol of il r3:11 c.apacily?
A. No. if you control Inc city and it i OUI or
1USI you emer

Q

zoe at Ihc ~nd of your lum then you
automatically control its mil line. This i the
only case In which your rail head can move Imo
a hex thtll you never aClually emered.
enemy

Q. Assuming no unil intervene. what happens
10 R 51 reich or roil line then i between tWO Axis
citie. imd. D.l the arne time. between (Wo RussHIn Cities?

or

A. At the end Ihe Axis lurn it becomes Axis.
and at lhe end of the Ru ian lum il becomes Rus~
silln. In crreC:I. tl1i mean lhat neither side can
use the streich for rail mOl,lcmenl (il is always
cnemy·conlrollcd dunng Ihe movement ph.ascs).
bUI both ides c.n use iI for supply.

Q. If a unil Invades during MAR/APR. whcn
does II have 10 trace supply again?

A. AI thc cnd of lIS MAYIJU lurn. Thc unit
Is lJu(omlUicully supplied on (he turn it invades.
bUI it mUSI trace supply normally on it side',

Conlro[ h mus[ be located within seven
hexes of:J friendly headquancrs unil." May this

man

U

path be "aced through impos",ble 'errain such
as nll·sea hexes or acTO s major rivers_?
A. Yes.
Q, Is Weather checked at the beginning of Ihe
first turn or (:ach scenario":'
A. Yes.

(")

ployed?

3

· Yes.

Q. May T.lnk and Panzer Armies br: moved be:~
fQre Ihey are. combined or broken down?

Q, May the additional combat unit allowed 10

Q. May OUI of upply unilS conSlruel fortifications.?
A. Ycs.

Q, Do fonificatlons built in woods' hexes rc·
double the defenders' alre.ady doubled defense
slrcngth?

A. FortificatIons may not be conslruclcd in
woods: amend 18.1

Q. May fo"ifications be destroyed at any tlmc

during any pl'lase of [he owning player. and no
unils need be prescnt.

Q. M.y Panzcr Corps or Tank Am,;es be catransponed? May airfield be SC4"Hranspone:d: air
unils?
A. o. Yes: no. Amcnd 20.4.

it 1 los..

Can an ~nnc.king unit in a woods hex rctreal':'

I the auackcr WQnlS il IO?
• No! A unll (hal n1l3C'ks or defends while in
u woods he'" c,annol rclrC!lt.

Title

stack in a bridgehead add ILS combat strength into
attacks from or .he defensc of Ihc bridgehead
he,?
A. o.

city?

Q~

",;;
"~
:='~

· Yc.

nex( !Urn.

uh~.

0

..,0

Q. Can I1n: RUSS13n player pUI a worker in a city
on Lhc s.1mc movemenl phase that he caplure lhat

Q. If the Axis. pI3)'er cannot make a Panzer
Grenadier sobstilulion on Lhc scheduled Ium. ta.n
he make: it luter (when he gelS an infanlr)' unll
of 'he proper type)?
A. o. If the ub lilUtJon is: nOl made on sched·

WARGAME RBG

Q. May reinforcing units be 't'olunl3rily de-

voluntarily by the owning player" MuS! friendly
combm units be present [,Q destroy the fortifi ..
cation'?
A. Fortifications may be voluntarily destroyed

A. L O. Rus ian workers must be pin cd in cilie.'i
{in Russia} Lhal were under Russian control at the
Sian or the ':urrent Russinn tum.

AH RBG RATING CHARTS
The following games are ranked by their reader-generated overall Value
rating. Further aspects of reader response to our titles are indicated
by the ratings in other categories. By breaking down a game's ratings
into these individual categories, the gamer is able to discern for himself where the title's strengths and weaknesses lie in the qualities he
values highly. Readers are reminded that the Game length categories
are measured in multiples of ten minutes (thus, a rating of "18" equates
to three hours).

Q. May 0 uoit 10 be railroad-moved begin its
turn on a friendly RR hex 11'13t is in an enemy
zone or control"?
· No.
Q. It there a limit on the: number of units which
Clln utilizC' rail movement in alum?

A. No.

Q. May units enlcring as remforcements use rail
movement on the turn of arrival"?

/I. Yes.
PA1'olZERKRJEG

Q. By rule 10.21. "Reserves m.y cross major

Q. May units. stacked togelher retrCal
enl he~es?
A. Yes.

(0

differ·

rivers only al bridges Or bridgeheads." How
aboul AI river crossings?

A.

PANZERGRUPPE GUDERIAN
The Battle of Smolensk, July 1941

o.

$18.00

PANZERGRUPPE GUDERIAN has long

A H de.. . elopment. Game Length. even at (he

been uccorded (he Slatus of a "classic" ;n
the wargaming hobby. and this perception
hows lhrough In the readership-generated
rating for the. game_ The Overall Rating
","ould have ploced it 25th on Our listing-If
enough responses h'3d been received. II
would seem that
strengLhs (hEll chane·
lerizcd II a decade ago remain strong in our
't'ersion.
As 1r~ Robincltt poinLS Oul in his lend

highesl level of compc:tilion. IS bUI four

me

anicle. as the Series Replay highlighls. ond
as lIle50 ratings suppon, PGG is highly playable. with n Compleleness of Rules value

Ihat is en\'iable in these days of complex
simulalions. Ve( there i a depth to the play
that many have overlooked despite il
moderate Comple,i,y level. The unique fea-

or

lures:
Ihe game remaIn as intrIguing 10da.yas yesterday. Drawing on severnl years
of experience whh the game and Ihe thou·
sands of words thaI have been printed aboul

il (an appendix

'0 the rulebook lists Ihe besl

aM-ldcs lh,H hal,lC .appeared in lhe: hobby press
on PCG 10 date). [he AH devclopmcnllcam
was oble to c.lean up the few ambiguilies that
did ex.is'~ The play balance and excilemcn(
of the design has been retained, both filtings
being well abol,le the al,lera,ge for the RBG.
And the componentS show Ihe usual solid

hours. perfect for an el,lening's enjoyment.

Cenainly. among the AH "remakes" PANZERGRUPPE GUDERIAN is foremost. II
remains as much a "classic" lada)' as iI was
years .go.
The complete rotings for PANZERGRUPPE GUDERIAN arc as follows:

Overall VaJue: 3.33
Components: 3.41
Map: 2.. 93
Counter: 2.94
Player' Aids: 3.66
Complexity: 3.10
Completeness of Rules: 1.82
Playability: 1.95
Excitement Level: 2.73
Play Balance: 2.86
Authenticity: 3.49
Game Length
Shortest: 2 hr _, 55 min
Longest: 3 hr ., 54 min .
Year: 1983
Sample Base: 31

TIME
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With a Napoleonic theme, Vol. 21, No, 2 was
sure to be a crowd-pleaser (at least among wargamersl. Indeed, the overall rating 13.07) was also
an editor-pleaser. Andrew Blauvelt's comprehensive "Test of Arms" not surprisingly took the top
stOI among the individual article ratings.
However, equaUy fine articles on WAR & PEACE
and BA TTLE FOR ITAL Y made their mark in the
minds of the readership too. Ratings for all the
articles in Vol. 21, No.2 are as follows:
TEST OF ARMS
EMPEROR AT WAR..
ACTION AT ARCOLA
SPAIN FOR THE SPANISH
THE CORSICAN FACTOR
THE 1776 EXPERIENCE
SQUAD LEADER CLINIC
KEEPING THE REPUBLIC FREE. .
FORCE MARCH TO VICTORY
THE LOWLANDS GAMBIT.
BY THE BOOK, .
AH PHILOSOPHY .,
THE COMPLEAT DIPLOMAT.

279
.21B
176
127
91
B5
50
48
42
30
25
17
12

The Avalon Hill Game Company is looking for
qualified gamemasters to run tournaments using
our games at the upcoming ORIGINS convention
in Baltimore, June 27-30 1985. Each GM will be
solely responsible for paying event fees, filling
out event forms with the convention sponsors,
and providing any promised prizes. However,
each GM wiU receive all entry fees from the convention organizers after the event has been
staged, as well as free admission and merchandise certificates for use as prizes from AH. Interested parties should write both to The Avalon
Hill Game Company for official sanction Ito avoid
duplication} and to ORIGINS '85, P.O. Box 139,
Middletown, NJ 07748, for the necessary forms.
With attention at AH already turning to
ORIGINS '85, il is inevitable that some new promotions will be unveiled. The first mentioned
should be of interest to all. The Avalon Hill Game
Company is reactivating the Elite Club, Long-time
readers may remember the original offer, which
was featured for several years; in essence, a dis·
count was presented to our best customers. This
time, instead of offering $1.00 off each game,
we will be giving a flat 10% off and it wiU apply
to aU items-games, parts, magazines, special
publications, everything. New tickets are being
printed now, and will carry coupons good through
August 1989. By simply attaching one such
ticket to his order, a customer can obtain the 10%
discount applied to his entire purchase. To join
the Elite Club, a minimum one-time purchase of
$90.00 will be required, The purchase can be
made at any time, even at the ORIGINS booth.
Indeed, ORIGINS will see the kick-off of this latest
bargain,
Progress continues slow but sure in the ongoing Postal AREA Championships. In the
AFRIKA KORPS competition, the field has finally
been narrowed down to three finalists: Frank
Preissle, Joseph Beard and David Kopp. In
WATERLOO, Kevin McCarthy has qualified for
the finals but is awaiting the outcome of the Peter
Landry-James Naughton match. In SA TTLE OF
THE BULGE, Joe Drummond and Claude Todorol;
are still battling it out for the last pass into the
finals where Don Burdick, Jeff Power, Frank
Peterson and Alan Dudderand are already engaged. In the STALINGRAD contest, David Kopp,
8ill Armstrong, Frank Preissle and Gregory Smith
~re in a close four-way battle, having eliminated
Stuart Martin from the finals. RUSSIAN CAMPAIGN has also entered the final round with
Robert Jones, Ed Mineman, Pat Flory, Bifl

Infiltrator's Report
Salvatore and Robert Shurdut all still in cOntention. D-DA Y, that fifty-turn monster, is apparently
dragging out to the end with Frank Preissle and
Kevin McCarthy fighting it out for the final slot
against Don Burdick.lnANZID, Tom Oleson and
David Downing are battling it out for the crown.
The PANZERBL/TZ tournament ended some time
ago with Bruce Remsburg triumphant and ready
to defend his crown against all comers. Anyone
wishing to challenge Bruce for this championship
should forward his formal request to Don
Greenwood in cale of The Avalon Hill Game
Company.
It gives me great pleasure to announce that
Kathy Byrne has accepted the position of General
Editor of Diplomacy World, the premier periodical on the DIPLOMACY hobby. Ms. Byrne comes
to her new post after outstanding service as
Co-Director of the US Orphan Game Service and
as Boardman Number Custodian.
After a too-long hiatus, Charles Vasey's yerfidious Albion returns to a regular and tim&.y
schedule. For many years, this English publication provided a literate, witty and thoughtprovoking look at the hobby for its devotedand occasionally outraged-readership, Overlooking no subject dealing with wargaming, Perfidious Albion again gives game reviews, industry
gossip, hobby personalities, developments, and
general what-not. Of particular interest to us here
were recent reviews that included surveys of UP
FRONT and Victory Games' Naro and CiVil War,
Mr. Vasey is once more in top form, at times with
a touch of acerbity, often with tongue firmly
planted in his very BritiSh cheek. Not everyone's
cup of tea, but always insightful, Perfidious
Albion may be obtained by contacting Mr. Vasey
at 14 Osprey Gardens, Selsdon, Surrey CR2 8TB.
Last repo"ed plice for an issue was 62p British
and $1.07 for American orders.

Omni Magazine has, for a number of years,
announced Its "twenty best games" in the
December issue. Although the selection process
is not explained, and some of the "games" took
more like toys, the list does reach millions of
readers around the world and selection to it is an
acknowledged honor. The Avalon Hill Game
Company has reason to be proud this year, for
two of our games were listed. For the best roleplaying game on the market, the editors gave the
nod to RUNEOUEST, chosen over the likes of
James Bond and Star Trek. Among the many
pleasing features of RUNEQUEST mentioned,
special stress was given to the new rule books,
which makes the game "more accessible to firsttime players". Among trivia games, Omni chose
our TRIVIA. It seems that the basis for eliminating others was the quality of questions and the
unique and playable system found in TRIVIA.
Now, if Omni just had a category for best wargame.
Once again, the opening for nominations for
the Rod Walker Award for Lirerary Excellence in
the DIPLOMACY hobby has been announced by
Larry Peery. Nominations are accepted in four
categories: fiction, strategy and tactics, hobby
oriented, and special. In each category, the best
article on the game is being sought. For the 19B5
award process, four new members for the nomination board have been announced; Steve

Knight, Bill Quinn, Paul Rauterberg and Mark
Berch (last year's recipient) join the five that
selected the nominees that were, in turn, voted
upon by the hundreds of readers of the
DIPLOMACY hobby press. This year too, it was
revealed, the nomination process has been
opened to the hobby at large. Those among the
readership of The GENERAL who may wish to
contribute a nominee should contact Rex Martin
by post. Such should include the article being
nominated [periodical, date, page numbers-a
photocopy of the a"icle if possible) and the name
of the author. These wiU be passed along to the
secretary of the nominating committee, Larry
Peery.
The challenge of Contest 120 dealt with the
onboard arrival of the French Army in HUNDRED
DA YS BA TTLES; by its appearance in our "So
That's What You've Been Playing" list this issue,
and the number of responses, the challenge was
taken up by many readers. Even though minor
variations in organization occurred (primarily the
switching of Mouton and Drouot!. the ten winners duplicated our solution in ali important particulars. The following are awarded a
merchandise credit voucher from The Avalon Hill
Game Company: David Brown, San Gabriel, CA;
William Davis, Denver, CO; John Grant Jr.,
Stamford, CT; Kevin Heagerty, Ossing, NY; David
Hricisak, Charleroi, PA; Bill Large, Gettysburg,
PA; R.B. Roberts, Clarksburg, NJ; Lloyd Sadler,
Salt Lake City, UT; Bruce St. Dennis, Granger,
UT; and Michael Seibert, Lancaster, PA,
Contest 121 brought a relatively simple
challenge to our readership-a straightforward
calculation of who would win the game of
NAVAL WAR depicted. To win on the expected
number of correct answers, the card played by
South (if allowed to play) was asked for also,
The calculation of the winner of the game is
obvious. Given the number of points at the beginning of the hand, and those of the ships
already sunk, at the point shown in the contest.
North has amassed 99 points, South 100, West
9B, and East 90. To insure a victory for the South,
you only need to guarantee that the North player
sinks no further ships; or, if he does, that you sink
one of equal value. Luckily, this is assured.
South will draw two of the three cards remaining to be played. By careful count of the ships
shown still in play and those in the Deep Six pile
of the players, it is apparent that one of the "Additional Ship" cards remain undrawn (since these
must be played immediately in lieu of a normal
play if drawn). If the No"h player draws this card,
the game is over and South has won.lf however,
he should draw any other card lsince this is the
only red card that is certain in the remaining
deck), it is possible for him to sink the Mississippi. Since there are no cards that allow even
four hits for the gun calibres shown on his fleet,
it is not possible for him to send the Missouri or
Rodney down. Thus, you must either protect the
crippled Mississippi or sink his Scharnhorst.
Should you draw the" Additional Ship" card
still lurking in the deck first, he will certainly sink
the Mississippi. In turn, you play the 16" Salvo
card to send down the ScharnhQrst. Should you
draw any black card, you may either play the
"Smoke" to protect your cripple, or fire and put
down the Scharnhorst to end the suspense. Since
firing on the enemy guarantees the win, obviously
this is the preferred next card played, Should
either player draw the extra "Additional
Damage" card, the results are the same. Thus,
the final score wiil either be North 99 points and
South 100, or North 104 and South 105. In either
case, South has won the game.
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OC.II4 PCiO Ed OfllkmUl. II
C'h~j.l« $1•• QlIIilK'f. MA 0:1110. (6l7J
oIn·&UJ
1200 PrO'¥ WlII111. A~ oppgnc:au. far BS·lli

88, FE.

lime hml. line Wtl: tmI...imu:m. k'U wI'lc~"er
powbkl I M:o prompc IJMCI! Any Itf ~nu
111 9C ItN" AIIIJI pj'uu.., 11 OIoflUlt. Ibnlr
Cm:~.

MI oIW)l7. (616) '.l6S-1706

17""Y'.oIdl4lolJClIflXfd'..u~ot'_pmc&

nc.

f-"II'IO!I~

AH ut1u

f'tlmSL lJIl(1V.p.OI.
f'E.OOA, AF, A":,
AX HlJ VtNI X.up::lmia. j.!01 8"",,",u. Itll •

Vbike-, FL )lJ9~
JR. "'-K. Jolt NP, TRC, vTTr.

w""'. WAS 0.11

·S~'.IIO'1711l1Ave_.VC'to!k:JCh.

fL ,1.2960,

.562·~i.

)S'Y' old fQfll"lCr pmr:r of P£t PL. RW, OL~
kIukillg. !Of IH Jll.-yt'h lind ctllb IU ,101ft 11m
Pttduc", PO I ,,2631. :'II~,Ct». QA )0091.
U4-0'261$

*

8o.ardpn.:n kddn.. fgr Ihc lICti.-In PonJllIIIf'
Evtry

MDltd.y. FrldllY lind $illlu:'411)'
DipkJMI~, SL.*Nt A'....... HIJI Spg,UOllJfMlll
PIli) mH}' mor.- F SCot'l Pil)'ftC", 162S $W 91.Avec... PanWId, OR 9711). 2-t4~.

e-penenc.:d Idlill '1Im.::~ XltD pbm OWOUC'III.
........sfllY~1. AK.F£. TteC.OOA
OtOlhetAHdiIuio:1.ll bala.ll.sf.ap.~)'
Ave. OcMc:r. Plio 1901], ,2:lSIIT.H9ll
YOIoaIII P"'ttftiltf
f« oppocx:ftII f« 88,

eg.

CIIario 81m _201 0Cn). XJf~
MO "101. 1411:U·2&))

Pra~.

w...... phnl·u lNl ,ut'aod'&d..uD«.U'ITRC
Al'dl~onl)'.

l·mI2'OPl'O'o",IR(MlRobc-1UoII.2111~.
.$I .... ~t, MO till1Sl. 014) 191.00I1S

Mclalk)'. WtnIlCIft\lo(Q, NV 1901'5. (102)
6]3-41)9
AJ GppOnmlJo ...·oMllcd tOf SL, COl. COO. (il
lhaiY'tappt01.*tc:c;1W1Q1. Il'lI:1!L.t....·IlfIJkl.
~60 CMil)ll A",,, MI_ HolJl. NJ 01060,

247ol.w
r...~1j..yY.

oI.J MCbpmcn 111I \\'d:""
'''Y Prc1'« fit bIlll wlll pIlrm UftllUr:miC.Iud bt

UC- tMt.tlJ\ lit., SL. 1176, W.tCP. TRC. fll';I
8m Bnucn. PO 80.1. f2. 101)11 )11111 St,.
Arc• • NY 1'*009. (710) 492·214'
$«fcl"l lilly pnxn III Irooli:I) II lIP I . $L.
cot. COD. 01 11m' bq)lInu bill pId; lip f.......

I\urGalto, 101)1 ~li1l Ave... fU:lyn. NY 11134.
(7Ul),))I·U99
o/l,dilh "mc'r f%4).Ke ~ fltOf!P(WlCM' (ot AK.
eN, MD, Nil'. STAL. FR£D !..u.e ItllT'lCloom
lIy••ltble IIUlU~ phytff only.
Kelty. 1%
Ib.llk 51., AIM,.1, 8rootl)ft, 1'11'1 11101. au,
1JH9!).

J"

1·lIIlaol:iDa_!l;lQIttI~kII'SL.tCIict..

me. WSI

I. _,

I. DIP. QllIa,; -7 d"IM
9nICC Gcorp. S1 CoIbtINJt: S1, "'-pc

"'.

Klnpaan. Pr!Pt. 0aw"1O k'K ICT. ).i946r?
Aa, ..,men ,. ItOllland'" upurJllI:C Amu1QI\

~ra~llr«$L.WSIM,ClV.AIrdofl

ftill SCI F1bl1D.,U1,.~"f1nNO¥ I Ene
PruJc. MPNI. P 0 Bulll16JO, 2SO:ZAPOOftl\
HAAG.

Nelbc:tI.Nh

A~~ p.-r t«b r.r CIPP'OflClIl In SL .nd
JItIDC&s.AboWSlM ..dLW. Pr~fq21a"ltGHc:r
o.r,1~IIakI.P.O.8a&-'DdmDnI..,m5mo

COLLECTOR'S
CORNER

_.ntId

en., Hoo9cr.

'0

Sa- tn3. Q--9.

WloMCdmllllrc-0fP"0"I""Il.\:Q5ouIbC'mSC.fCI
WIllIft'» IQvel 100 mIle "d..., MQfolI " ....IQ11
Hili

14,)', uld lMIvicc. _lu: flfllpponC:QI!.n

me SL

l)'-"Cm. UF.IbIlJ'~. ud WSIM Milt\: Arll(lld.
Tn'll'A-ood ApI' III. Calwnbb.. TN 3&.&01.

(61!i) ]11·16;11
MidI Me frt (Of Hilles", War. FT. W&,.
VITP. GOA.. 1m .... 101CIM:r.. ATe. flIlrd
llOQ.. Cbartn
629 Ciol4c:Il HuvtU
Rd . KMl)~·IIIc. TN l79n. 966-1201.
AJI)' tlt,lq;~nfol- PT. VITP. 1776, 001. . . .
TN1 I .m a" adu1'l-(Ald IlOG. J ChM\n S
DIlddcy, 629 QoIi;;ko Kane:.u 1t4 • ~\·Ille.
TN )7'92J. 161$) 966-12Ol
l)'roSL...ssr-ra-rMt:i.JftloppoIlCllUlort'.apIlICI 1'flCn:uIOft. Sua 01)' WlI'1lmcl"ll Jil"I're WI
l2Ietc 1iOI1X""'hf'n:: OM m~n.. )6]0 ~ Buren.
EI P',uo, TX 70930. (9lS) S66--7on

D-Id.,.

Then: nunc be In .dult iT AL pam IOIncwht:te
IIlHCllnlbft: ....' Ulllt'l'lOpI.yftr STALor «htr
AV~ Hln

pma_IoI yn_ up. EflICllIr Atlc.,.

mo MUnlllS,

nu.

HOWoloo. TX 17OJ1.

211·IID

«

AIKIltIon )M N1knonl Hltw tire. fln.lldllm
of M, Preudltlll fOf 0011 S29. Smd: SASE {j)r
ItslarlllhaAylklaHillI3M T'imqth)'S~.
~~ C-ouMl'J Mancr.OrlMd t"ar:k.lL60&62..(312)

IIc.lll1MOC'\1~~'CI~CENC1UlAV~
or tIe101 ~ offc:r S-O.e

21S" S. h'lS Rd.• LaU.. MI41P..J1.

Wllnled: 2111 CcIllIl1Y FooIbllll pme UId
191)(19701 CollqCoIaIrm.. Wlllnm~l6crbu)'I"..
11em) ~11IlC'l)'. CondtllOll of "~m( .rtOII Impm.
tIlIll.ConIKI.It.D.TUl,p'II't..... :J3J7SCt I9St..
0rnW.. NB 6I12~

kcm.. MIO)'

t...Jtc "'rs:- <llII1ca1Qll

$r~

t1tVtt ~ed:

ScrMI SASE (Of 1i»1

s.nrc-. JOt L.oanI S- • H.-.oMlIn. KJ

KfKl-ofe- W""1d 0. All FtIIIlU.PO
80. W. M~I, AoR 716.50

For SIre- UO-. IIfIMS. INiP ItlIId pbm Uti SolId
SASE for tlllIrI;II<IC Ikr E4 v SpI'ket. 11)1
bh"'onVe...~111t..."olYl]m7,f3U)

63 ·1161

aame.' C'1c:ltraN:lt:

Cnu..

ell. 9jQ6Q, (401) ...'2)~1I0

FoISUc OWAX.88,lNII)'otIWrt.~So/l,$E..

E-.

W)'1'Y"", )M..C MMlifCIU A'N:. SKITII

~.

CA 91024. (Ill) US..6 1lS

All mIIJI 10, prkft milK«!
prior Ii... Morr ,amel.ald1'G 10 11"1, Send

trotn
SASE (or Iu-. Ray f'1«lNn. ,)20 OlltdllU SC •
RNtl,IlI, NC 21407, (919) Uo3·24111
For s.k or TradeJ OuloOt'prilll MItIOll ifill
JlImu OVlldalt:II.n.I. 191ol. lr'mart' _lid
a~'OtALt Send SASE
111.1 If JtOIIt.-U"
,..,k--.y AvC.• ChnlC'f. PA 191)1). au}

e-

rm

1'72.1"2,
For Sale:: VcnLkt

n l.-nllit) _ MONAD
Will IICC'IqlI k.N fUIoIMIab1t: offer
Rora CCI1, 51QS 8cfnt:;r.ft $I • Spe.NrIboa'c. SC
:9JOI
(SIInd;)

JotlllFltrt_lI,411 MId!llftdAu:, tamfoni,CT

For Sdc B) AIIC'\iotI; Nat mlm "191-1" IkJ11W1i111 bid UO HI'~1 'bkI tar !tUI) ~1I
acqul-Ai Ihc pmt-. Miduld n.ilY.
Cam·
brld;e. 1806. lI~oa. 'TX 170S4. (71)
19)-,5."2,
Wanttd Oad-or'$II'llll GENERAlJ. Vol's 1-13
~ ~ lUI ot CiEN£:RAu II\IIJ ",Icn \0;
Uo)'d $lIdkr.1019 $I. ~bry·. Or_. Salt ~tC'

0Ml06. UOJ) )27-091'.

Cllr. UT 114108. (101,312·99S1

811y,$cU. T!'1dcprc-mt"ncd ,.lIlClIw,"'~
eompillltril.c4 lnIldIltll KrYft.. SASE fOt
dC'lalb. Dr lohn Fltrc-~I. 61 MII1II1hl Ave••
S4.am!ord. cr 06906. C20J) J27.0919
Pot~: Mltncmt. Vttdkl. A.JI):i.o hi Edl P'flll
C'lChcrOlilI..()f·1W11iM and lSI cd. So/l,Sti bnna;l Ii"

anypart ofOran rfllir~ad'~"lS~mtm

should fheH nor 1M /oI(owt'd.
W"",·ods will IN OC'C'tPfed only
~'Ir~1f primM on /h~ opproprio/f

0IQ)1

For sak. Ovt-ot'rnnt pUla.alllt ma.c» cllldud·
Inc 191 •• (iUAD, (iE{ftul. vmKt., Vcnikt U
IJ·...,.-Sl. lS-8oIIII'61 Many cQcn EadOIC
.$AS F'ri Hall. 110 La (\IICa.. Ct. Sama

.JerviCf! will conli"ue so long as culain ~"Ioria( rquloflolU ar~ odhutd
10 sulclly. Th~ N;lon of 77r~

form or a rMSOnDbl(!lt1C:$imiJ~. Such
mUSI N Quompanied by IJrr appropriQ/~I~~. Thu may tokt tht/orm oj
unalftcr'(td US P05t(/g~,' not~ thaI

Ant:lll.... $Qi,ilrd I",aGct Gltlllt:'n' Flad 0IIt .bcM
'-0. AU Fnxu" IJIt _-,Jeua f« 1_ Sl..JCit

GENERAL BACK ISSUFS

Onl)' the (ollowmg GEJrlERALbne:k IUUes o.l't: ShUa\...lllble. Price is $3,00 pet issue plus IOe;t, postage
and handling chlltrgCi (20'1 to Can::u1:t. 30~ overseas). MAryland residents please add 55 UHe sales
tax. GENERAL po$tlJgc COUpOns may nOI be used for this or other non·game orders. Due to the low quan·
tluu of some back ISSUes we n:qlJe5t dUll you $pecify ahUfUlte sclectiolU ,-.houJd your firsl choiee
un3"'lllllblc:. Below is;I listing. of each issue by subject maner~ game abbreviations are italicized and round
iD the Opponenlj: W;ilnled ad inscn in Ihu lnue and ankle types _I"C' identified lIS follows: H-HislorlcaJ
Badcground. ON-Designer'
Oles, V-Variant, SR-Series Repla)' (sample I-ame). S-Stnuegy.
Q-Questions. P-PBM (postal) syslcm. c·Sccnanos. A-AnalytLs. Tht: IfLrge$[ (fe:uute) an.ides are
alwa)'s the firsl ones l!.sled in C3Ch i uC. Those is. ue numbers primed in red indicate one-eolor repnnts
or previous I)' oUI·or·print issue5.

WIIIDIlI$, Jr 611

OIlIoOf.lJt1f11Avlllooa lIit1tltklolllldcoll«tlllf"..

Oi. Salt: O.rpl" IbM:meN price:-. Enl"" pmc.
C'OlJ«IJIIn' mold)' mini cmd,tlon.1Il1 tDmplrte
l.ow' rr~ Scllll SASE {or li.. oar,. HIIIIU:
1969 AlultrMSu Drive, EkoI:IlIodO. CA 920U.
741-7467

orr i"ltndtd as l2 ~rvire It) the
uadYsh;p of ,hi~ ~rlodiro/. This

FcwSa1c rl1lmlcollc:ctlonolA..-alaaHiJlpma
~ OlII-ot-rrillll"'~ 1.1$0 tome aOV£ftAlA
$eI:d SASE fqr list. Wlilillm Morby, 65) We*)'
Aft.• E...-Im.lCM'I. IL60'202.

f'or Sale ... Trwk

VlelDf)" titles No blooddnBl)' IlUnW'

W,t!4"OtCllII. O,L-Cr~.I2J$l. M~bDr.
Ciclme Cred.. SC 2iM4j. (10]) .5-»-1125

H

pog~

FL 11601. ('90<&)

OItibcJo~ilk.

373·'1"

C'11,~1~SlIO

19W6.(2l5)}86.1.S19.

Th~ "OPPO"~fH& Waflftd
ad~.erliumfm(5 op~oHft' On Jhls

GENE.RALtUVV~flllrlgJr'louriR

fOI"mIiIll~1Jb)'UIRr.l"-WlIIfy

SE hi A"I.

Jact~.

Arel 900 KdJ 1lI1C11 pbIn ~ qfAX. W$IM
~ or
PI" but neal '1JICIIl- IidrI
Qmpbdl,mwOOlbdA...... ~'A nG'4.

C,. . . . . . . CI:W2O

19101. ()Q2t fIU·%6)C

F'oIsak !DIMe st.191-l,~lU1:ClU(·
or·pntIlwar~lttll!lflIt"'lIC:Il:M:t'ttClllll
GENf.ItA.l.A. ~ $1.00 Crefta:n¢lble) _ $A.$£

7-9. SUQ

Duu&lbII.XUHnIlllJ

.Po/l,I9OC1.Ql.$)>>'H317

Aru. ,..,s IllmEJ WIlfUl: lira t*d pIlll'J or
B8'M, TRC.LW, WAT.I'B iOfpOal. M"llYo0e"
flf CaI1oAIlYIIO. T.Z2Od.~0r•• Cilt:IIllktcIl.PA

pIDIl&

0609<
I WIt'!. 10 t./W'c: t{1lof a pr~) II R£'c:nlly acqUI~
l:ol!«ul:Mr'" A ...a1lV1 Hm JI'"""- Send 1111 S~E
(add ;r-r lilt Ir lIl~ted III IQldrl'll1 R J
~. 2W Dtlta Dnve. Wdrnirlflall. DE

Far-Srok

11'I_1DP:mt00lW1tbCllb:r~COIplqt:n

E.o.~pmc:nple.aflr:

'"IIC'I

o

361·2999•
Fe. SaSe. '-"lilt hcJbby All 1 _ fIlII'l ro
~ S"SE tot IW. Mlkc: McGrull.. 4.5
M~~. "~",,11 H"tt;, IL 60061. om
361·1014

IInIcto D II.IJ'ntwt. 413 MlItUs St.. Ap 1
B"""·M"lnC. PA '5411. ('11) '7U-607.

UoI.mA.~

Wallitcd GENF:RAIA VOl1. 11. 13. 1'*, 1.5 and
17.1. Tupdoll.r JIIid Ibve lORIIC lrlllk
C F-lJfbr.olhc.or. U BaakS[r~l:l, Wi~led. CT

61Y-)8::o

108J.,

"'"' 1'1. AIW Prc.fn Ira t'Iik'd My 1"ItI11ll "
1

COO'II"*'IIt ..tntr '"-iii nr pII)CU Rlt opaa.
donalllolrillqie bopd pmu. H....c '"Otl AV"IJott
Jlill 1jt!C.I: pref"r NlIptlIf'Gllic. mid Clnl WU
t~Md DwOl'k II.. ~.-cIer Hot,. Rd~I;aj.
S~e. MQlUp:e!Ier, VT0S602. (802) 2:9·0007
Flf ~ IIMIt:'llll!laltl Md...utft" ara.. 8oanl~
pmiBJ. IIIlnbl1l1:!b. till DAD £Iprrico«d
pnKn pn!crn:d CVIIIKl. Kellb Ber.dt. I 10$
W 8dolIl, N~ IkrliD. WI oS] I " , (.,.)

CHlIndIoI"MD.~I"'fiO(IftC.,.~

BLllfflbNtWt·""-fCJi)·,lMC:rci1cdllltenOft

~.)OA:e;C'r;~lofll:~.Y~c=~~~~i1'::

Wmltlll f'lftU'ld pbIn I wt.Il

r~U~" ~~ to pllty RlIWalI ~ pbm
TlRC 1_'tdllillppurmidplIIClfBamroua
rliIJo. Anktkrt~ ....cred JolllISblik1od:.1IM1
B~~I'WiXld Dr., ~m,lClCi, OH 4413'

.5eC'l.11II

uatJacblaCld-t_orlUldOfPOllClDlDJ!117

forflln..nocto ..... ln.J()f1~Lhilld.169o/l,'o'Clldl~
!"t<IUrtlll, SanLJI Boutttw, CA t;II.1111, (tID,)
%'-1690
dll1l,pmu wck._Of'P"/flCllbfi:KSI.. COl, COO

TO""l11 C.,d!f. P.tc-ll'lXlff!lC'. FL ,l.'9:ll

nc,

(117)1IW))4

Dr,

OW-... lllil:. PI. 32605, l72·IJJ1
AlI0fM7.::0, MuJ
PTo.- -.ca......
t)'Mtft D...d pbcn \In TRC. n. PI.. Two pnK
1CfIft, (M,lt p£cuc-.. 8,.:1 8l111'" 1249 H.ItltIPr

'I L.t.od... l-, Wbc. Sulul liIImJ. NY HlJ03.
'9'L61111
'o\'1ld ptJm 1Irt:.. ID ....~ f'IIlnl; AIW. Fa.
L.W.
NSLlJuv 01. lIICSlllMllcr A"&Ion
HIlIIlIII18 ClIrl hl..-r. BJSl4 MI G:I. Ft
NC 2IJ07, (919) )96-9627
Ftl LW. ftr pbm VtTP. ~ $TAL. frt AIW
Wl11ll1J 10 Jnrn. 0lhEn ioN J:UII=S. J.-.,. J
5c«t., oS,. t Kmq",...1II Dr • CIIICI:IlIllKI. OH
4oS2J9. (11)) 91]·1614,

~11)~8·:2'J'r.

fC)!' St., OR. K.M. VC Ihlft, Pb)' ,"lou It)' bul

and 01 H,Ye Clmu, wt.lu"'l 10 1UCh. ne..pb)C-"-. Dw"l.N JDna,. 3626 NW Und Tefl.

1.~ JlIIDU

SL t.ni17. SU1lt. ached.. ""'1 dll.b.Itt'OIIftd~
Uabs..filll.R1IBDI. 1M6,Gr'il}bnc. MI-'971J,

I){

Cc-mPU•• ,lImclandDD

1s.y'oId~:I,IIl,\'~IIfII:1'.IIl:ebftr~

~

ap:1I rlJlf munberdlrp. CtIolrKI: uny Bc1'ld.
Jr._76t!·:ZU9 cr JoIu:I BIClI"Ilo,k:-944·9166

1.soG

27.)'r•. IIId _·rued wanu
nfoppol'lttlta for wwn .. nd NlIpgleon En.. AH
PIlla e.i9«~I)' SL aM WSIM. 1«11\ Rcbon.
5lHtn

aau-

I .tll

"'o:oepIlu'.'br'~J'1l. c:mn&naIlJo. II«qJI hiddI:I'l
mcIQ.

P.l.lJUr

110 OM • :!

Up:fKlKcd pbm pl.)"tt _eVJd II.

,.tl)'tt pblII pmt (.- •

OPPONENTS WANTED

OPPONENTS WANTED

rtam. All:. lunu. BR. I..RT. WAT and

"'$

/0""" postag~ is nOI arxep(able. No
r(/undsollhisfn w/JIIH mode. t!'vtn
should fh~ od not ~ primM du~ 10
jQ/lu'Y 10 conform 10 A H polici~s_
Plegs~ prim 01' Iype 111ft ad ropy.
1/ 'he "d Is nor Iq.ib/~. if wfll nol be
prmf~.

Too. flO ad d~/ln, 1tII(,h non·
AH produC'1$ will be prirrMd and any

mou/o" 0/ such wUf M ~x(lUd. Ads
an. acapfef} lor a 1f",le printin,
only_ Should lilt reodtr da;r~ ,ho, D
J/1«U;c ad trUDy l2 mul,iplt pr,,,ti,,,.
o UfX1rO/~ Ifumbtr of copies equul10
Iht /'IumtHtr 0/ rimts ,hft ad is ro ~

bt subm;UM-afrhough
onb' one 10rDl poymt.", Ilttd Min..
Nuda} fo co"~r ,ht prin'ings,
rrm mUSf

All mQttrial in Tht GENeRA L u
prOleC'/(!d by copyrithr and rtproduCo110" wilh inttnt fO .xII Is sirictly
/orblddtn. Ad',«NlS,.rs may nfl
photocopi6 of perlku/or arliclu
from SOLD OllT bock
NO
LONGER In S10d (for Q 'Istlng 0/
Ihose WlJt$ still;n sl«k. conSUll thr
IlSlinr 01 the bollom ollhls pa,r).
provided I1TQI tlrey clrDrge "0 more
lor Ihis stm";u 'hun Ihtlr own expenses. A n)'Ofrt! of/erin, such copies
/01' 0 profil or dislrlbull", copies 01
bock issuts sl/II D'I(lJlQb/~ will M In
,,;o'olion of 1M copy,."fr, 'aWfofrhe
Umftd SUites.
Finally. dur to Ihr ptUSUtt! 0/
various dtodlinu. ollen odver.
IIstmtnls subml,,~d ....WKs btJore Ofl
ls!ue opp«or.s will nOI bf' print6i In
Ihal issue. P/~ bt palien,: such will
~ prlrlltd In Ihe ImmtdiDftl, lollow-.

Iss,,,,

I", £nu" PltaJ('. do "OJ j'PttilY a por·
ltefl/Dr issue/or Qft ad Jo "pptor; such
requests (QnnOI bllronortd.

*

12-2: 7'8-H. 0 ; BB-V; B/.,-V: PS-5R; Pl.-ON; STAL-S; AZ-Q
14-3: AIIV-H, ON. 5, Q; 77/C-S; JR-S; STAL-SR; WAS-V; PB-Sc
1+5: SL-H. A. DN. Q: Il'S&IM-A, 77/C-5; MD-5; SST ·S; JR-S
15-2: Pl.-V. Sc; $TAl-\'. JR-\'. /)D-D"; flB-S; I'ITI'-S
15-6: COl-A. DN. S..
Q_ II;'
Y; _4111'-5; SST-S<. 1'1.-\'
1~1:AZ-5<.S.DN;JR-S;NP-S;PB-SR:
1776-5;DIP-S
1~2: BI
A. 5<, H, DN. Q; PS-SR; AK-S; 1776-S; WS<l:IM-S
1~3: P/"-A; IVAS-S. H; TII-Sc; COI- R; 1776-5; MD-V
164; MR-A, v, D • Q. COI-S; JR-S; DlC-SR
1~5: DlC-S; SlIB-5<; SST-s; WAS-So PB-V: RB-V;
AP-S; COD-Q
I~: DUNE-A; DIP-V; OS-v; AZ-ON, Sc. SR; PB-A. PBM
17·1: IV&P-A, DN, V. Q; JR-S; CO/-So MD-V; COD-A' MR-V; LIV-S; IVAS-SR
17-3: AK-S; JR-S; COD
,Q; AF-A. ON; DlC-V; VI17'-V; COI-SR
17·4; FE-S, P, ON. v; .liD-V. Q; COI-SR; V/TP-5; 1776-5<: IVD-A; SST-V; NAp-S
17-5: CM-S, V. Q. RIV-V; SL-V; STA/"-V; 1'/"-5. JR-S. SR; CAE-V: KM-S; MR-S
17·6: STAL-S; IVS&IM-V. So; IVA
V; JR-SR; SL-S; 7UJ-Q; CL-S; VITP-S: DlC-5
18-1: FmV-A. Q; BIS- ; SJ.-S; DlINE-V; DIP-S; All-A; PB- R; AL-S; lV&p-S
18-2: AF-A. 5<, Q; AK-V; JR-ON: TB-V; SL-S. 5<; AlIV-V; VITP-5; Dlp-S; DD-S
18-3: GOA-S. ON, V, Q; AOe--V. Sc; AK-S; VTTP-V; SL-S, Sc; IVS&IM-5R. P; Dlp-S
18-4: GL-H, V. A. Q; SL-Se. A: LW-V; W4U'-SR; AOC-S. P; FE-V; IVAS-S; AK-S
18-5: JR-S. A. V. DN. Q; SJ.-S. A. So; DlC-V; TIl-V; RIV-V; CL-A; DUNE-V
18-6: IT-A. S<:. V. 0 ; VITP-V, Q; MD-s. Q; SOW-A. Q; SlIS-S<:; BL-V
19-1: SOA-A. V. DN. SR. Q; TLD-A. Q; JR-S. Q; DIVTK-D ; TB-A
lll·2: SB-H, S<:, S. ON: TLD-A, Q: Sl.-V; JR-S; SOA-SR
19-3: GSL-A. So. V, R. Q; DIP-A; RIV-S<:; GE-V; I 776-S<:; UlT-V. Q; SL-A
19-4: C/V-A. V. ON; CM-V: DIP-A: GL-V: AL-V: TR- 0: IVD-s<:; LA; JR-S. Q
19·5: SON-A. S. H. Q; W&p-S, Q; DIP-A; IVAT-V; IVS&IM-Sc; SL-A
19-6: V/TP-PBM. SR; JR-V.Q; DIP-A: FT-V: BIS-V; NIV-A; SI.r-A. So; SlIB-V. Sc
20·1: GI-S. A. 0 . V. Q; VITp-SR
20-2: IT-A. 0 '. s, Q; IR-V; UlH-A; SL-S<:; W&P-V; GOA-S. Q; DIP-A; P/.,-V
20.3: FRED-5. V. s<:. Q; pB-A; 1776-S<:; DWTK-S. v. Q; DIP-A: CON-V. S
20-4: FlTG-S. A. Q; SST-PBM. v; A IV-A; DlINE-PBM; DIP-A; S/.,-ON. A. Q; BL-S; KM-V
20.S: SR
R. S, H, Q; UlT-S: DIP-A; G ~ GE-A: IVS&JM-S<:; SON-Q
10-6: S·17-A. V. R. Q; AF-V; LIV-S; DL-S; FE-S; DIP-A; MIl-S; SR- R; GOA-S." SL
-A: PLQ
11-1: UF-S. A. SR. ON. Q; SOA-5; GI-H, 5; 77/C-5; DD-s
21·2: NAB-S. ON: IV&P-S. A. Q; NAp-S, Q; DIP-A, FR-S; FE-S; JR-5; BFI- : 1776
-5; SL-A
21.3: SB-S. SR. Q; JR-5; SL-A. H: SOW-v: DIP-A: FRED-s; FE-S, Q; SST-So TLD
-So Pl.-So: 1776-Q; SOA-Q

The GENERAL
CONQUISTADOR
$18.00
The Game of the Age of Exploration

WHAT HAVE YOU BEEN
PLAYING?

INSTRUCTIONS:

Rate each category by placing a number
ranging from 1 through 9 in the appropriate
space to the right (1 equating "excellent";
5, "average"; g, "terrible"). EXCEPTION:
Rate items 7a and 7b in terms of minutes
necessary to play the game. in ten-minute
increments. (Example: If you've found it
takes two and a half hours to play the basic
scenario of FRANCE 1940, enter" 1 5" for

Top ten lists are seemingly always in vogue these days. Whether the
subject is books on the Best Seller List, television's Nielsen ratings, or
even games, the public never seems to tire of seeing how their individual
favorites stack up numerically against the competition. Our preoccupation with this national pastime is almost akin to rooting the home team
on to victory every Sunday. So to further cater to your whims (and to
satisfy our own curiosity) we unveil The GENERAL's version of the gamer's
TOP TEN.
We won't ask you to ojbectively rate any game. That sort of thing is
already done in these pages and elsewhere. Instead, we ask that you merely
list the three (or less) games which you've spent the most time with since
you received your last issue of The GENERAL. With this we can generate
a consensus list of what's being bought. The degree of correlation between
the Best Selling Lists and the Most Played List should prove interesting.
Feel free to list any game regardless of manufacturer. There will be a
built-in bias to the survey because you all play our games to some extent
but it should be no more prevalent than similar projects undertaken by
other magazines with a special interest-based circulation. The amount to
which this bias affects the final outcome will be left to the individual's
discretion.
The games I've spent the most time playing during the past two months
are:

category 7a.) For an explanation of the
categories, refer to the AH Philosophy of
Vol. 19, No.4. Sub-categories are indicated
by italics. Enter ratings only for those
categories relevant to the game in question.
Note that AH' 5 ratings for Complexity and
Year of Publishing have been provided; do

not rate these categories.
1.

Overall Value

2.

Components

2a.

Mapboard

2b.

Counters

2c.

Player's Aids

3.

Complexity

3a.

Complexity

4.

Completeness of Rules

5.

Playability

5a.

Excitement Level

5b.

Play Balance

6.

Authenticity

7.

Game Length

7a.

Basic/Shortest

_7_

I.

2.

7b. Advanced/Longest

8.

3.

Year of Publication

soc

Opponent Wanted

1. Want-ads will be accepted only when printed on this fann or a facsimile and must be accompanied
by a soc token fee. No refunds. Payment may be made in uncancelled U.S. postage stamps.
2. For Sale, Trade, or Wanted To Buy ads will be accepted only when dealing with collector's items
(The Avalon Hill Game Company's out of print games) and are accompanied by a $1.00 token fee.
No refunds.

3. Insert copy on lines provided (25 words maximum) and print name, address, and phone number on
the appropriate lines.
4. Please PRINT. If your ad is illegible, it will not be printed.
5. So that as many ads as possible can be printed within our limited space, we request that you use

official state and game abbreviations. Don't list your entire collection, list only those you are most
interested in locating opponents for.
Afrika Korps-AK, Air Force-AF, Alexander-AL, Alpha Omega-AO, Amobea Wars-AW,
Anzio-AZ, Arab-Israeli Wars-AIW, Assault On Crete-AOC, Bismarck-BIS, Blitzkreig-BL,
Battle Of The Bulge-BB, Bull Run-BR, Caesar Alesia-CAE, Caesar's Legions-CL,
Chancellorsville-CH, Circus Maximus-CM, Civilization-CIV, Conquistador-CON,
Cross Of Iron-COl, Crescendo Of Doom-COD, Dauntless-DL, D-Day-DD, Diplomacy-DIP,
Down With The King-DWTK, Dragonhunt-DH. Firepower-FP, Flat Top-Fr, Fortress
Europa-FE, France 4O-FR, Frederick the Great-FRED. Freedom in the Galaxy-ArG,
Fury In The West-FITW, Gettysburg-GE, G.!.: Anvil of Victory-GI, Gladiator-GL,
Guns Of August-GOA, Gunslinger-GSL, Hitler's War-HW, Jutland-JU, Kingmaker-KM,
Legend of Robin Hood-LRH, The Longest Day-TLD, Little Round Top-LRT, Luftwaffe-LW,
Machiavelli-MA, Magic Realm-MR, Midway-MD, Napoleon-NP, Napoleon at Bay-NAB,
Naval War-NW. Origins-OR, Outdoor Survival-OS, PanzerArmee Afrika-PAA,
Panzerblitz-PB, PanzerGruppe Guderian-PGG, panzerkrieg-PK, Panzer Leader-PL, Rail Baron-RB,
Richthofen's War-RW, The Russian Campaign-TRC, Squad Leader-SL, Stalingrad-STAL,
Starship Troopers-SST, Storm Over Arnhem-SOA, Struggle of Nations-SON, Submarine-SUB,
Tactics II-TAC, Third Reich-3R, Titan-IT, Tobruk-TB, Trireme-TR, Up Front-UF, Victory
In The Pacific-VITP, War and Peace-W&P, War At Sea-WAS, Waterloo-WAT, Wizard's
Quest-WQ, Wooden Ships & Iron Men-WSIM.

CONTEST #122
To enter the PANZERGRUPPE GUDERIAN contest, merely answer the following.
The phase of the German Player Turn in which Vyazma falls:
The number of German die rolls required for Vyazma to fall:
The movements, overruns and combat of the German units:
7th Panzer:

anzer:

29th Motorized:

Issut' as a whult' . . . (Ralt' from I 10 10, \o\ilh I t'qualin2 t'Xnllt'nl. 10
Bt'st J Arlil,.'lt's

t'qualin~

ftrriblt)

1._-------------------------NAME

_

PHONE

2.

_

J.

_

ADDRESS - - - - - - - - - - - c - - AIHlRESS .

CITY

STATE __ ZIP_ _--'-

CITY

_
STATE

ZIP

_

The GENERAL

Boardgame Classic now available on the IBM® PC!
Computer Diplomacy is the computer version of the classic
boardgame of persuasion, compromise and betrayal. Against a
backdrop of Imperial Europe, Computer Diplomacy uses a
minimum of game mechanics and a maximum of intimidation
(and back stabbing) to create a game of exciting international
intrigue where each player tries to arrange the deals and
alliances that will lead him to ultimate victory. The result is a
game of pure diplomacy, a balance between the trust needed to
deal and the profitable stab in the back that leaves the betrayer
friendless.

The player is free to scroll the map.
Provinces and seas are shown by
three letter codes. Supply centers
are marked by crosses (~).

Flags of a power within a province
signifies control. Symbols
indicate a fleet (~ ) or army ( ~).

For years, the board game version of Diplomacy has been
regarded as a true classic in the world of gaming. Even professional diplomats, including no less a celebrity than Henry
Kissinger, have enjoyed its accuracy and intensity. However,
for years it has also been noticed that the game had one flaw: by
far the best version of the game required seven players, a
.
sometimes hard-to-get number.

THESE GAMES ARE
ALSO AVAILABLE
FOR THE IBM® PC,

as well as for
other microcomputer
systems. Available at
fine computer and
hobby stores, or
call toll-free:
1 (800) 63~-9292 for
more info.

But now there is Computer Diplomacy where six or less
players can compete and the computer resolves the moves of the
other nations. Admittedly the computer isn't always as devious
as a human, but it is treacherous enough to make play vastly
more enjoyable for six or less players. In fact, it's fun for a
single player to take one nation and try to conquer the map
(though this certainly cannot be termed "diplomacy").
Of course, Computer Diplomacy also has all of the amenities
you expect in a computer game: a detailed scrolling map that
displays the location and type of all units, various status reports
and even a built-in clock that times each "diplomacy period".
The computer also takes care of game mechanics: you simply
enter your moves and the computer swiftly resolves all conflicts,
prompts you when to take the action and explains why a move
failed.
So, if Diplomacy is a classic, what is Computer Diplomacy?!
We'll be humble and just say it's still a classic - but not just
for seven anymore.
Computer Diplomacy® is available on diskette for your
IBM® PC with 256K memory at $50.00. Also compatible with
Compaq Portable® and Chameleon Plus® computers.
@Trademark of Int. Business Machines. Compaq Computer Corp. and Seequa Computer Corp.
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Turning Words Into Games, Part Two
The Lineup
SEAD comprises half of Victory Games. In editorial, we have
Robert J. Ryer, who has been in the business for over seven years
and is frequently sane, despite hi time on the front line; Michael
E. Moore, a five-year veteran and beginning to show battle scars;
and Paul M. Murphy, the new kid in the company, unscarred yet,
but taking cohesion hits already. In art, we have Ted Koller, a sixyear veteran of the board who has yet to play one of our games;
Rosaria Baldari, our recent addition to the art of boardwork (she
still doesn't know what we do); and Jim Talbot, artist extraordinaire. Most of VG's and T AHGC's covers have come from
Jim's fecund imaginaton and talented fingers. These six are
responsible for turning the designer's ideas into professional
games, and they often come through.
Victory Games' editorial staff is rather unusual in our hobby.
That we have an editorial staff to begin with is very rare. Not only
are they responsible for turning out a good set of rules, they
actually become involved in developing the game as it goes
through production. In developing the game, they seek primarily
to make the game rules as accessible as possible, which may involve tearing apart the rules manuscript and reorganizing it to
make understanding the rules easier.
For example, a designer may design several Combat Results
Tables for different ways of resolving combat. The information
may be redundant, and by adding another column or rearranging
the possible combat results, several tables are combined into one.
Occasionally, more drastic measures have to be undertaken with
freelance designs - eliminating excessive chrome, redesigning
the game system to add enjoyment to the game, or reducing the
game system to its basic elements and building it anew. The final
result i to have the rules read well and the game play well.
The editorial staff also must make the game counters and
maps both attractive and easy to use in the game. They decide in
what order of importance the bits of information are to be shown
on the counters. As the number of bits per counter increases, they
do numerous tests until they find the best arrangement of the information. They also must decide how the information will be
presented on the map - how big will the names of cities be; how
many charts, tables, tracks and displays will fit on the map; what
decorative graphics should be added to the rulebook to increase
playability and produce a pleasing work of art.
The basic design decisions about the maps and counters are
made with the art staff. Ted Koller has been doing maps and
counters for over a hundred simulation games, and is a font of
knowledge about adding glitz while cutting corners. Ted, by the
Executive Editor: Mark Herman
Managing Editor: William E. Pescl1el
Tile Victory Games Slatl:
Mark Herman, Jerry Gllcl1enl1ouse, Rosaria Baldari, Roberl Kern, Gerry Klug,
Susan Koch. Ted Koller, Michael E. Moore, Paul Murphy, Bob Ryer, Eric Lee Smilh.
Jim Talbol,
Project Oversight: W. Bill
Conlents Copyright ©1984 by Victory Games, Inc.

way, will explain his technique in a future "Tales." Once
editorial, art, and the designer have agreed to the final look of the
maps and counters, the type is set and the mechanicals begun.
As the hard components are being done, the editorial staff
works on the rules. It may take several drafts before the rules
come out the satisfaction of the editor and designer. Once the
rules are ready, they are typeset and then laid down on boards.
The final mechanicals are sent to Monarch-Avalon in Baltimore
to be printed.
Thus a game goes from the designer's manuscript to the final
product you buy in the store. In the next issue of the Insider, we'll
go into more detail on the editing process of a game.

In This Insider
This time around, we continue with Tony Curtis analysis of the
Vietnam game. Tony received developmental assistance credit on that
game, and he has put his experience to good use. The article covers
the variety of tactical options the U.S. commander has at his command. There are numerous examples that you can follow along with
the text.
For Ambush fans, we also have 'An Infantryman's Diary' or
one gamer' impression of how hi campaign went.
In the Next Insider
While the final mix has not been decided, we do have a slew of
articles to choose from. In the bin is another article on Vietnam
(although after Tony's exhaustive analysis, we will wait at least an
issue before printing it), and we expect articles on Hell's Highway
and Cold War. And with the publication of Purple Heart, the second
supplement to Ambush, we will also publish a mission of our own.
Why not publish it now, I hear you ask? Because it will u e some
of the counters and rules found in the supplement.
By the way, Purple Heart is methodically working its way through
typesetting by the time you read this. You will be happy to know
that it folJows the tradition established in the first game of "planting" bogus paragraph that are often quite hilarious. We're thinking about a future column in Thrilling Tales that will help you locate
all the paragraphs, and provide some explanation for the private jokes
that appear. We'll see.

Victory Insicler is devoted to printing articles about tile products of Victory
Games, Inc.
All edilorial and general mail should be sent 10 The Avaion Hill Game Company,
4517 Harford Rd., Baltimore. MD 21214. Subscriptions to The General are $12.00 for
one year, $18,00 for two years, Address changes mUSI be submitled alleast 6 weeks
in advance to guaranlee proper delivery, Paid advertising Is not accepted.
Articles from tile public will be considered for publication at lhe dlscrellon 01
our Executive Editor. Arlicles Should be typewritten, double·spaced. and writlen in
English. There Is no limit 10 word lengtl1. Rejected articles will be returned iI submil·
ted wi 111 a slamped·sell addressed envelope,
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Hunting the Vietcong
Winning Vietnam Tactics
By Tony Curtis

Whenever you playa ingle Vietnam cenario or campaign game, the
U.S. player alway ha a nagging problem: the VC. Those inverted VC
units are really lippery and elusive. They alert out of dangerous situations. They react out of areas where they could be trapped. They use
trategic movement to escape from provinces swarming with U.S. units,
or cro s the border to shelters in Cambodia or Laos.
In order to catch the VC, you will have to rely on your workhorse
tactic: the search and de troy (S&D). It comes in an infinite variety of
shape and ize. There are no pre- et number of ground units or support level required. The trick is to use enough force to do the job without
overkilling. at u ing enough force is false economy at its worst because the allocated units cannot be reused even though the VC get away.
You have to throw out all of your pre-conceived ideas about how to
engage in combat. Simply moving one or two units next to a VC unit
in a target hex is a waste of your time and units. Occupying the target
hex alone is no guarantee of success either.
The U.S. player has to develop a methodical approach to hi S&D
operations. You have to remember that unlike standard combat units
the VC can react out of harm's way before combat. VC units are not
powerful. They will 10 e the fight when cornered by a U.S. player utilizing ufficient force. The real trick for the U.S. player is to ensure that
the VC cannot run far enough during any round of combat.
Again tingle VC units, I prefer to use a surround and interdict system which practically nullifies all chance ofVC escape. There i a tradeoff to thi type of operation. It requires high number of ground unit
and support levels. The high chance of success makes it worth it. There
are additional benefits to using higher force level : higher odd produce
higher VC casualties. When amassing combat strength for the higher
odds attacks, make sure that the majority of the points are air or artillery
points. Large numbers of ground units with little or no firepower are
inherently inefficient and tend to receive more ca ualtie than they inflict. Check out the combat results table. Eight strength points upported by 24 air/artillery points is far more effective than 24 strength point
supported by 8 air/artillery points.
A econd advantage is the increased pursuit bonu es generated by the
higher odds. VC units surviving the first round of combat have a far
less chance to e cape when U.S. units are able to come storming after
them with high pur uit bonu es. The e higher pursuit bonuses help fuel
subsequent round of combat. All unu ed pursuit translates into higher
positive die roll modifier for the combat. Finally, after the VC units
are destroyed or cha ed across the border the higher pursuit bonuse
generated aid in repo itiorung the operational units for future operation
or to block the retreat of VC units not yet targeted.

Part One: Search & Destroy
The fir t example shows how to catch a ingle VC unit even when
terrain most heavily favors VC chances for escape. Seven maneuver units
are required. Most S&D operations require fewer, u ually three to five.
In extreme cases where a VC unit occupies a cultivated or grassland
hex, a ingle U.S. battalion using +2 interdiction will still remain on
or adjacent to the VC unit on any reaction die roll except a six.
We are going to run a S&D operation again t a VC target unit in 1775
a marsh on the Chuang ThienlBa Xuyen provincial border. We will

assume that the VC is a 2-1-7 battalion. The six hexes around 1775 are
clear terrain, and even though a minor river hexside has to be crossed
to enter 1776 and 1876 the overall movement advantage for a VC unit
using alert movement is more favorable here than almost anywhere else
on the map. In other words, if you can catch the VC here, you can catch
them anywhere.
For this example, both Choung Thien and Ba Xuyen province are
not firmly enough under government control to withstand free-fire and
not enough under VC control where free-frre wouldn't matter. So freefire will not be used. All province captials and towns are garrisoned
by mi cellaneous ARVN battalions, not shown in the illustrations.
The U. S. player is the phasing player and he declares a S&D mission
again t 1775 u ing the e previou Iy uninvolved units:
Headquarter, 9th U.S. Infantry Divi ion
Headquarters, 2nd Brigade, 9th Divi ion plu the three organic
battalions, in econd deployment

Illustration 1-1
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Air Cavalry Brigade, 9th Division
16th Regiment. 9th ARVN Division (augmented side showing)
8 Air Points
Plus, a roll of2 on the die means that 2 ranger units out of the 5 in
the pool are available.
The U.S. player airmobilizes the brigade and division HQs. These
units are moved to the following hexes:
16th ARVN Regiment: 1675
Ranger battalion and 16th ARVN Regiment: 1776
3rd Battalion, 2nd Brigade, 9th Division: 1775
AR CAY Battalion, 9th Division: 1674/1
1st Battalion (Mech), 2nd Brigade. 9th Division: 1774
Ranger Battalion with 1st Battalion Mechanized: 1874
HQ. 2nd Brigade. 9th Division: 1774
2nd Battalion, 2nd Brigade, 9th Division: 1875
HQ, 9th Division: 1875
Fourteen points are allocated to interdiclion to provide a two-point
movemem penalty on the VC unit. The points are all artillery, and provided as follows: 16th ARVN Regiment: 4 points; 2nd Brigade, 9th Division: 5 points: HQ, 9th Division: 5 points (leaving 3 for combal).
The VC unit in the target hell is now in a tight position. (See lItustration 1-2). If it takes alert movement. it will suffer a four-point movement penalty due to interdiction (two points) and exiting a hex with an
enemy unit (also two points). At least three more movement poims arc
needed to pass through any hell surrounding target hex 1775 (one point
for the terrain and two points for exiting a hex wilh an enemy units).
With the three-point bonus for exiting a swamp hex plus one point for
being in an operation containing ARVN units, our VC unit must roll
at least a four to move out of the target hex and some of the surrounding
hexes. To get away entirely, a six must be rolled. Even entirely surrounded, a VC unit can still get away. but the chance is only one in
Sill, and the unit will probably be forced into an unfavorable incidental
attack in the process.
Illustration 1-3: The Incidental Attack. The VC unit rolls an alert roll
of 5. Added to the four-point movement bonus (three for marsh terrain
and one for ARVN units), the unit moves along a path which ends in
1777. While crossing 1776, however, the U.S. player declares that an
incidental attack must be performed against lhe ARVN ranger battalion
in that hell. The initial odds are 3-(\:)-2 in favor of the VC, with no terrain modifiers for cultivated terrain. The U.S. allocates four of the eight
air points to assist the rangers, making final adds three to four for a
-I die roll modifier when the VC attacks. The VC player rolls the die
and gets a three, modified by the -I to a final result of two. The VC
unit loses one strength point (for casualty computations, the VC strength
is four: two group strength plus four U.S. air points, reduced to two
for no free-fire. Casualities are found on Ihe 4-to-7.5 column on the
attacker side). The ARVN loss is zero (ground strength two plus one
VC Artillery point equals three. Use the l-to-3.5 column, defender's
side.) Helicopter loss is ignored because no combat took place in the
target hex and the U.S. unit in the target hex went in on foot instead
of airmobile. The VC absorbs one replacement point and completes its
movement to 1777.
Illustration 1-4: The VC unit is attacked. The VC unit used all nine
movement points to reach 1777: full interdiction (2), exiting with enemy'
unit in 1775 (2), crossing a minor river into 1776 (I), terrain cost in
1776 (I), exiting with enemy unit in 1776 (2), terrain cost in 1777 (I).
To have gotten away completely, the VC unit would have needed two
more movement points: leave zone ofcomrol of ARVN rangers in 1776
(I), terrain cost of 1677,1778 or 1877 (I).
The ARVN unit, augmented by four air poims, atlacks with a strength
of four (two for basic strength plus two points for air support: the four
air points divided by two for no free-fire). The VC unit defends with
three poims: two for basic strength plus one for the VC artillery factor).
NOIe: there are three artillery points unused in HQ, 9th Division, but
they cannot be used because the ARVN rangers are nOl a 9th Division
unit. There are no modifiers to the die roll because 4-to-3 does not meet
or exceed 3-to-2 odds. The U.S. player rolls and receives a five. The
VC unit takes one sU'ength point loss and absorbs one replacement point.
There is no loss to the ARVN rangers. Pursuit: +2. The VC unit relreats
to 2078. The U.S. player pursues.
nlustration 1-5: Thc pursuit and second combat round. The U.S. player
declares the following units to be uninvolved in future rounds: both ranger
units are removed from the map; the 16th ARVN Regiment are air-
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mobilized 10 2076; the 9th Air Cavalry Squadron is not moved; the 1st
Battalion Mechanized, 2nd Brigade, 9th Division is moved by road 10
2075; and the HQ, 2nd Brigade. 9th Division is moved by airmobile
10 2075.
The U.S. player pursues with eight air points and the following units:
the 2nd Battalion, 2nd Brigade, 9th Division is ainnobilized to 2178;
the 3rd Battalion, 2nd Brigade, 9th Division is airmobilized to 1978;
the HQ, 9th Division is moved by airmobile to 2076.
Note that pursuit movement for ground unilS is the printed pursuit
modifiers plus the + 2 pursuit bonus gained in round one of combat.
Both the 2nd and 3rd Battalion use 3 lh movement points, rounded up
to four. Both have a pursuit allowance of five (+ 3 printed on the counter
and + 2 from combat). This leaves them with a + 1 modifier for second
round combat. U.S. attack strength is 14 (six ground strength plus eight
air points, divided by two, added to the eight artillery points that is also
halved). VC defense strength is three. Basic odds is 4-to-1 which yields
a +4 modifier to the die roll. The VC unit defends in marsh and receives
a -I benefit. Net die roll modifier is +4.
The U.S. player rolls a four, modified to eight. The U.S. player suffers
an ainnobile loss. The VC player, seeing the +4 pursuit modifier from
combat. knows he cannOI possibly outrun the pursuing U.S. units. He
takes some comfort from inflicting an airmobile loss, and removes the
VC unit from play to satisfy the two strength point loss. End of operation.
To summarize the preceding example, the most potent VC weapon the ability to escape - is neutralized. This allows the U.S. player to
effectively utilize his two premier weapons: firepower and mobility. Most
of the time, the VC units won't be able to escape. In this, the most favorable of situations for the VC, there was only one chance in six that the
VC unit could break contact with all of the surrounding U.S.lARVN
units and force tennination of the operation withom first round combat.
Even then, the VC unit would be forced into an incidental attack, and
all available air and artillery points would be applied, since none would
be needed for a first round combat which could not occur.
Other setbacks can spoil an operation. The die roll for rangers can
ellceed the number in the holding box, forcing the U.S. player either
10 scramble for more units to plug escape routes or launch the operation
on a shoestring and hope the VC bombs on the alert die roll. Poor first
round combat results can limit for pursuit, especially for artillery, and
can cancel future combat rounds due to poor odds and the risk of high
casualities.
Still, most terrain the VC hides in is less favorable (sometimes much
less so) than what was presented here. Allowing for all the possible sctbacks, the kill ratio should run elose to five out of every six operations
undertaken. Using a good U.S.lFWA/ARVN force level (described elsewhere), 15 to 20 operations per turn can be conducted easily. Multiplied by two, we have 30 to 40 operations per season. If the VC player
is willing to field 30 to 40 VC units, or more, per season, the U.S. player
will easily destroy or force dispersal of 25 to 30 units per season.

The Proper Way
To Search & Destroy
Whenever possible, use ARVN units to surround VC units and fight
the first round of combat. The firepower, surrounding and loss-taking
benefits outweigh the + I to the reaction die roll. ARVN regiments are
powerful, ARVN artillery is almost as good as U.S. artillery, and the
rangers are lifesavers when it comes 10 preventing VC escape.
In most search and deslroy operations, first round combat results will
be most severe for the U.S.lARVN player because the pursuit modifiers,
both printed and earned in combat. are not available to offset defensive
terrain advantages. Whenever strength point losses occur, assign them
to the ARVN; losses in subsequent rounds may have to be borne by U.S.
units alone.
Because of their low pursuit modifiers, ARVN units eat up most or
all of any pursuit bonus gained through combat, therc!?y reducing the
effectiveness of second or subsequent round attacks. Only if the ARVN
units can attack in subsequent rounds without moving should they be
used, and then only on a case-by-case basis. It is also wise not to put
an ARVN unit in the target hex. If the VC units stays in the target hex
for a second round of combat, an ARVN unit in the target hell, probably with a pursuit value of zero or one, would be obligated to attack
in the second round, rendering the printed + 3 or +4 U.S. pursuit bonuses
useless since the 10weSl printed bonus of the attacker is the one used.
Notice that in the example given, that the U.S.lARVN units converged
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on the VC unit from all directions. Dispersing U.S.lARVN units throughout the map increases the U.S. player's ability to surround any given
VC unit. Since only one ARVN ranger unit can be placed in a hex with
units designated for a search and destroy operation, having all the designated units in only one or two hexes limits the number of ranger units
you can put into play.
If the VC player wishes to launch VC attacks against lone battalions
in the countryside, so much the better. The U.S. player usually has
artillery, naval gunfire or air points on call. Let the VC player aflack
and take the losses, leaving you several units free to go after the attacker
or other VC units later to inflict additional loss. If the VC player wantS
10 work for you, so much the better.
The VC units which arc easiest to catch, but cost the most to do, are
VC units on holding missions in the mountains. The VC cannot escape
easily because they usually have 10 move into adjacent mountain or
forested hill hexes. In many instances, when a U.S.lARVN unit occupies
the target hex and interdiction is applied, the VC unit cannOl even exit
the target hex. That often makes dispersal or combat the only two options.
If it comes 10 a fight. a doubled VC unit on a defensive mission in the
mountains is a fomlidible force to tackle. First round losses will be heavy
(remember to bring the ARVN to the party!). There will be numerous
air and airmobile losses, too.
The offsetting advantage to the U.S. player is that isolated VC units
in mountain or forested hill hexes are almost always destroyed or
dispersed since they cannot escape. Even when going after isolated VC
unils, keep some ground units and artillery around to use as offensive
reserves.
A warning about keeping an offensive reserve: as the U.S. player,
you can get lulled into a false sense of security as you bash an unending
stream of VC battalions. Never forget thallhere are VC regiments too.
You may send a few battalions to hunt down a VC battalion, but you'll
will need much more when you run into a VC regiment. Odds for your
first attack will be poor. Pursuit bonuses will not be high. In order to
raise the odds and maintain contact. new ground units and artillery will
have to enter on the second round. Without offensive reserves, the U.S.
player either has to call off the operation and let the regiment get away,
or risk taking unacceptable losses in exchange for destroying the
regiment.
At this point, don't start 10 feel overconfident about walking over the
VC. The truly competent NLF player won't give anything away. He
won't go out of his way to leave isolated VC units, You will have to
isolate the VC units because in most cases thCy will be grouped togethcr
in clumps or dusters of four to six VC units. It's a tactic akin to forming a square against cavalry, and it is very effective. VC units in a cluster
keep the U.S. player from surrounding any single VC unit. Reaction
movement allows the VC to shift units if necessary to block routes of
U.S./ARVN pursuit, allowing VC target units to break contact. Another
VC tactic with reaction movement is to react one or two VC units into
the target hex. This has the unfortunate effect of turning decent first
round auacks for the U.S. player into low odds/low pursuit attacks. It
is entirely possible to expend several U.S.lARVN units to do nothing
more than move one of these VC dusters a few hexes in one direction
or another as VC units break contact and react.
You can't ignore VC clusters, but you have to have some certainty
of destroying several VC baualions because of the high level of units
and support points which have to be committed. A complete encirclement is not only tOO expensive in terms of units committed, but also
futile. The NLF player isn't blind. It becomes obvious to even the casual
observer that a ring is being constructed. Alter several U .S.IARVN units
have been commiued to operations where they have no chance of catching VC units. the NLF player will run the next few operations and use
strategic movement to get far away from the trap. The U.S. player is
left with several wasted operations and a very real sense of frustration.
There are two basic U.S. tactics and several variants which serve to
break up these VC dusters. They are the use of clear and secure operations and employment of offensive reserves,

Part Two: Clear & Secure
First. some discussion about clear and secure operations. You don't
use it to destroy VC units, but to set them up for future S&D operations. One or two units are moved adjacent to a target hex containing
a VC unit which is part of a cluster. The VC target unit should be able
to alert out with no difficulty. The payoff of the operation for the U.S.

player comes when he puts the units in the clear and secure operation
into a patrol operation since they didn't end the clear and secure in the
target hex. Every hex around each unit on patrol will now cost +2 over
and above the terrain cost for a VC unit 10 leave. One or two units out
on patrol will make it very difficult for VC units to retreat in at least
one or twO directions later.
The next step is to run a search and destroy mission against the cluster
on the side opposite the patrol units. The VC player either moves the
cluster out of the area before you conduct the S&D, or stands 10 take
the S&D operation with one or two avenues of retreat cut off. On a related
note. if the VC player starts a turn with several VC units adjacent 10
an eligible U.S.lARVN unit, it may pay to put that unit onlO a patrol
operation during the special operations designation phase. You get the
benefit of running a clear and secure operation against several VC units,
and they don't get to alert.
If you don't use clear and secure operations to block off some of the
retreat routes, you will have to surround a VC cluster with operational
units on the firSI round. This means placing a couple of operational units
on the side of the VC cluster opposite from the target hex so that no
matter which way a VC target unit alerts, an operational unil will be
adjacent to it for first round combat.
The second major U.S. tactic is offcnsive reserve activation. VC target units often alert into adjacent hexes with VC units, lowering first
round odds and Icssening attainable pursuit modifiers. Other VC units
in the clustcr either through reaction movement or initial placement will
be in a position to slow or halt U,S.lARVN pursuit. The only hope for
continuing the operation is 10 bring in the offcnsive reserves to maintain contact andlor restore subsequent combat odds to higher levcls. Here
again, if the NLF player chooses to put more than one VC unit at risk
as a target unit, the U.S. player should not hesitate to add enough
resources to conduct the equivalent of tWO C&S operations, because that
is really what you have. Support points for first rounds of operations
should come as much as possible from air or naval points. Save the
artillery 10 use as offensive reserves since air and naval points cannot
be added on second or subsequent rounds.
Use your dedicated artillery to the maximum extent around VC clusters.
So long as a subordinate unit is a part of the operation, the artillery can
add its support, even though it is not tasked as part of the operation.
This multiplies the value of a brigade or division headquarters many
times over if it is placed on or adjacent to a VC cluster. This is one
inslance where the VC player helps you maximize your strength by placing units in clusters.
Three examples follow to show some of the do's and don'ts of operations against a VC cluster. The first example shows a clear and secure
operation followed by a search and destroy. The second depicts an S&D
operation conducted against a VC cluster by surrounding it on round
one. The third example shows an S&D operation utilizing offcnsive
reserves.

Example One: Quang Nam Province
Illustration 2-1 shows the initial positions plus the clear and secure
operation. Quang Nam province is the area of operations. Free-fire is
not declared initially. Il is presumed to be early in the campaign game,
and U,S. airpower is not abundant. No air points are available, but four
airmobile arc available. For the clear and secure operation, HQ, 3rd
Marine Division and 2/4, 3rd Marine Division move from 3814 to 3716.
HQ, 3rd Marine Division is airmobilized 10 do so. The infantry battalion moves on foot. Nonc of the artillery points are used for interdiction. The VC unit could escape on any alert roll, but elects to defend
against an all-U .S. operation in hopes of inflicting U.S. casualties, Total
u.S. attack strength is 7·t0.-2 VC for a +3 modifier. But the VC defends a mountain hex for a -3 modifier, cancelling out both. The die
roll is one. Both sides suffer one strength point loss and consume one
replacement point. The VC units stays for one more round. The U.S.
player attacks again and rolls a five. There is no pursuit modifier (+3
printed on 2/4 battalion; - 2 for a clear and secure operation; -I for
combat result). The VC unit suffers one SP loss, absorbs one replacement point, and retreats. The 2/4 unit docs not pursue, and is converted
over to a patrol operation.
Illustration 2-2: the VC player attempts to "str31 move" the units out
of the area, The U,S, player is given the next operation. The U.S. player
declares an S&D operation against 3917. Ranger support is rolled for,
and the U.S. receives two units. The ARVN rangers arc placed in 4117
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and 4119.
Note that the VC unit which was the target of the clear and ecure
operation has retreated to 3918. The cluster is still unbroken. It has simply
shifted and taken on a different shape. Placing that VC unit in 3918 will
hinder the operation against target hex 3917. Note, however, that the
clear and secure operation did yield two benefit to the U.S. player.
Hexes 3815 3816, and 3717 are almost impossible to retreat through
due to the patrol status of the 2/4 Marine battalion (note the VC unit
also on patrol. The VC can effectively utilize patrol to inhibit access
to VC clusters or to curtail road movement). Since another 3rd Marine
Division unit i pan of the S&D operation, the HQ 3rd Marine Division aniUery may add its eight artillery points since it is within range.
HQ, 2nd ARVN Division an9 HQ, 4th Marine Regiment are airmobilized. Fourteen artillery points are used to provide +2 interdiction
(eight from HQ, 3rd Marine Division; 3 from HQ, 2nd ARVN Division; 2 from the 6th ARVN Regiment; and 1 from the HQ, 4th Marine
Regiment). The remaining artillery points are held on-call for combat.
As U .S.I ARVN units move into or adjacent to the target hex, the three
VC units not in the target hex can all react. The sequence of U ,S.lARV
movement will determine when the VC units will react. All three VC
units could react away from the target hex but that would isolate the
target unit and fragment the cluster. All three VC units could react into
the target hex, but that would put all four into jeopardy on the second
round when interdicting artillery is witched to support. The first round
combat odd for the U.S.lARVN would indeed be low. Quite possibly
the VC would react one or two units. For purposes of this example,
the VC unit in 3916 will react into the target hex. If it does not, and
the target VC unit retreats, the VC unit would have been isolated if it
had remained in 3916. The VC unit in 3817 will stay in place to provide
a secure path of retreat. The VC unit in 3918 will remain in place to
make it more difficult for the ARVN 6th Regiment to pursue on round
two.
ll1ustration 2-3: a die roll of three or greater on the alert roll will allow
the two VC units to alert out of the target hex. The odd ay that they
will get a three or belter, so in this example the two VC units alert to
3817 where they join a third VC unit. The U.S. player now has a problem
of in ufficient force. He has adjacent to 3817 only one U.S. battalion
plus fourteen artillery points which would be reduced to even if freefire was not used. A first round combat without free-fire would go in
with a -2 or -3 modifier due to basic odds plus defensive terrain modi-
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fiers. The U.S. player can either attack at bad odds or declare free-fire.
A low odds attack results in high U.s./ARVN casualties with no offsetting gain because there are no offensive reserves available. The only
real choice is to declare free-fire. inflict as many casualties on the VC
units as possible, and hope that the pacification die roll is not hurt by
the minus two for free-fire.
The concept of this operation was good The clear and secure worked
well. The shortcomings for the U.S. player were twofold. First, it takes
more units and support points to go after VC clusters in mountains or
forested hills than anywhere else on the map. Since no additional support was available, the U.S. player should have declared free-fire at the
start of the S&D operation. Without free-fire, the odds were good that
the four VC units would survive to lower the pacification ron by - 2
anyway. Declaring free-fire would have put more firepower into the first
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round attack since only seven points are needed for +2 interdiction with
free-fire. Thc second shortcoming was not having any ground units or
artillcry available to use as offensive reserves to increase second round
odds and make it possible to run the three VC units into the ground.

Example Two: Quang Tri Province
This situation portrays the effects of "surrounding" a VC cluster with
U.S./ARVN unils on the first round. The area of operations is Quang
Tri province. Free·fire has not been declared. The following forces are
available 10 the U.S. player: 1/4, 3rd Marine Division; an armored battalion from the 3rd Marine; the 5th ARVN regiment; two ARVN ranger
units; one cruiser; four air points and two ainnobile points. Firepower
and maneuver units are both in short supply. The target hex is 4717.
The U.S. cruiser provides + I interdiction on the target hex. This is
offset by + I addition to VC alert movement from ARVN participation.
There is enough power to eliminate the target VC unit if il remains in
the target hex. There are not enough maneuver battalions to spare for
a preliminary clear and secure. The VC cluster has 10 be surrounded
to Ihe extent that the VC unit reacting out of the target hex would remain in contact with at least one U.S.lARVN unit so that combat could
be forced on the Vc. rtlustralion 3/1 shows the initial positions.
Illustration 3-2: One ARVN ranger unit is placed in 4716 and remains
there. The second ranger unit is placed in 4918 and moves on foot to
4719. Neither VC unit in the adjacent hexes lake reaction movement.
The 5th AR VN regiment moves on foot to 4517. The adjacent VC unit
does not react. The 1/4 Marine battalion moves on foot to 4717, the
larget hex. The Marine annored battalion moves into 4817. The VC
unit in 4617 reacts into 4518 when the 1/4 Marines move into the target
hex. The cruiser provides + I interdiction. The air points are reserved
for combat.
An alert roll of three through six would allow the VC target unit to
move into adjacent hex 4718. Although there is a VC unit in the hex
and the terrain is rough. there are II U.S./ARVN ground strength points
adjacent. That is not a really desirable option. On an alert roll of five
or six, however, the VC target unit can move into 4518 or 4618. Both
hexes are also rough terrain and contain one VC unit each. The big ad·
vantage to these hexes is the relative weakness of the adjacent ARVN
units. The optimal hex is 4618 where only the ARVN ranger unit is adjacent.
Illustration 3-3: we assume that the VC target unit gets reaction roll
of five and reacts into 4618. The U.S. player has only the single ARVN
ranger unit adjacent to the hex. Since free-fire is not being used, total
attack strength for the U.S. is four (two for the ranger and two for half
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of the available air points). Chances for a favorable combat result do
not look favorable before the VC units are revealed. The U.S. player
decides to attack anyway, which is probably a mistake. The VC units
are revealed, totalling five strength points. Basic odds of four U.S. factors to five VC factors yields a -I modifier to the die roll. The VC
defend in rough terrain, so another -I modifier is added. A quick scan
of the combat results table is not encouraging. Out of the six results,
the ARVN will lose one strength point on four of them. The VC will
lose a strcngth point on only one out of the six. Pursuit bonuses range
from + I to -2 . Should the VC stand after round one combat, the 1/4
Marines could pursue into 4617. That addition would cancel out part
or all of the -2 die roll modifier, but the U.S. player still would not
have a favorable attack. The VC player would probably retreat the target units out of contact after round one combat, and "strat move" the
other two VC units adjacent to the retreating VC units so that a cluster
would be rebuil! in a new location. The sole U.S. gain from this operation is that. temporarily at least, the cultivated hexes in Quang Tri
province have been cleared.
The concept of surrounding a cluster is viable. The VC target unit
was not able to break contact in round one. The problem again is lack
of ground units and firepower. There were weak links in the chain of
units surrounding the cluster, and there was a significant chance that
the VC would alert into positions adjacent to them. Given the limitations on forces, the operation was conducted as well as could be expected. You will find situations early in the campaign game or some
of the scenarios where abundant support is not available. In those cases,
you have to run the operations with what's on hand, so go for it and
hope for the best. If you have additional support available and run an
operation in this manner, you should be shot! This example would end
far more favorably if another U.S. infantry battalion also occupied 4719
with the ARVN rangers, and if six more air points were available.
Carrying it one step further, add another U.S. battalion plus a 155mm
battalion as offensive rcserves. It becomes a walkover for the U.S.

for the search and destroy operation, and the movements the VC units
take in response. Three of the U.S.lARVN units are ainnobilized. They
are the ARVN ranger unit, the 155mm battalion and the HQ, 9th Marine
Regiment. The rest move by foot from their original locations. The two
Marine battalions in 5019 have not been activated for round one, but
may be activated as offensive reserves in round two. None of the VC
units take reaction movement when U.S.lARVN units move adjacent.
The VC cluster is not completely surrounded. The VC target unit can
only alert move one hex back into the mountains even if it receives the
maximum alert die roll. The U.S. player allocates 14 points out of the
29 available air/anillery points: 4th ARVN regiment (2); HQ, 9th Marines (8); 1/27 155mm banalion (4).
For this example, the VC target unit receives a high enough alert die
roll to alen out of the target hex and into 4721. The U.S. player attacks
the two VC units in 4721. The VC units are nipped over to reveal a
combined strength of six. The U.S. player has five ground strength points
adjacent to the VC units plus 15 air/anillery poinls, reduced to 71h because free-fire has not been declared. Basic odds are 121h to 6, which
yields a +2 die roll modifier. Since the VC occupy a mountain hex (a
-3 die roll modifier), the final modifier is -I. A six is rolled. becoming a five: both sides suffer a one point loss. The U.S. loss is taken
by the ARVN rangers in 4720. Both sides expend one replacement point.
The U.S. player also receives a +2 modifier for pursuit.
Illustration 4-3 shows the two marine battalions in 5019 activated as
offensive reserves and airmobiled to 4620 and 4522. Both use ainnobile

Illustration 4-2

Example Three: auang Gnal Province
In this example, a properly supported U.S/ARVN force with offensive reserves takes on a VC cluster in the mountains. The area of operations is Quang Gnai province. There is no free-fire. The target hex for
the operation is 4821. The U.S. player has 12 air points and 4 airmobile
points. The die has been rolled for ARVN rangers, and two are available. Illustration 4-1 shows the starting positions for all U.S.. ARVN
and VC units. All units shown are eligible to take pan in the operation.
lllustration 4-2 shows the movements of the U.S.lARVN urUts activated
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points previously assigned to the operation. The HQ, 9th Marines uses
the third point to move baek to 4822. This artillery unil is in position
to be ainnobiled into Ihe third round of combat if the pursuit modifier
is great enough. The U.S. player assigns the fourth ainnobile point to
the operalion. moving the 2/9 Marines to 4721. That move costs three
pursuit points (one (or leaving a VC zone of COntrol, one for entering
a VC zone of conlrol in a landing hex. and one (or the hex itself). It
would have cost (our pursuit points to move on foot, however. The 2/9
Marines have IWO unused pursuit points which give the U.S. player a
+ 2 die roll modifier (the two newly activated Marine baualions are excluded (rom pursuit computations on their lurn o(activation). The U.S.
player has 10 ground strength points and 9Y! air/artillery points rounded
down (rom 19 (the 155mm baualion and 12 air points). The VC still
have six strength points. Basic odds are 3-to--l which yields a + 3 modifier. The VC are still in the mountains (- 3 modifier). They cancel each
other out. leaving the U.S. player with the +2 modifier from pursuit.
Barring any really bad die rolls, this operation will end up a U.S. success. Decent pursuit bonuses should allow both artillery units to reposition to add their firepower 10 the third round of combat.
Conclusions
The U.S. player has a tough but by no means impossible job when
hunting the ve. There are two points to remember:
Cut off the avenues of escape for the ve units. Any forces commined
to an operation are wasted when the ve escape. The means 10 keep lhis
from happening are many and varied. You have the clear and secure
operation which changes into the patrol operation, patrol operations inhibiting ve movement. interdiction, and. depending upon the terrain.
surrounding the target hex with your units to prevent escape or trigger
incidental attacks.
Second. use enough force to get the job done. This means employing
enough ground units and support points on the first round to ensure that
decent pursuit is generated (or subsequent rounds. Keep units on hand.
especially artillery. that can be activated as offensive reserves. Remember
that as VC units combine, they make it harder for the operational units
10 maintain good odds. For that reason alone, it makes sense to keep
offensive reserves on tap. Also, when additional ve units become target units after an operation starts, they have the disadvantage of sharing
all the risk of the original ve target unit, but they don'( have the advantage of an initial alen movement. The U.S. player only needs an incremental addition o( strength to generate odds. Additional forces
necessary 10 prevent escape generally aren't needed.
The alert die roll, terrain, combat results table and the VC player ensure
that no two operations will be exactly alike. Combine these guidelines
with your own common sense, and you will come out a winner.

-- --
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An Infantryman's Diary
From the Journal of Daniel "Coke" Simmons, PFC, U.S. Army
Transcribed By
William Hamilton
Ambush represents to me the merging ofthree I'ery exciting hobbies.
For gamers, there is the realism oftactical commit (with albeit very intellsive action); for compmer gamers there is the programmed action
paragraphs: alld there is the elemelll of role-playing that gives you a
\'(Iriety of optiolls (would you leave your wounded buddy behilld, or go
011 and attempt to fillish the missioll?), For those wllo agree, ,rot ollly
is Victory comillg 011/ with Purple Heart sometime ill the future, but at
thm time the Insider will publish a scellario of its OWII! SO, il is with
pleasure thlltwe preselU this anicle: one man's joumey through the world
of Ambush. WEP

7 June 1944
War is Hell, all right. All us GI's that have seen action know that
for a fact. After minimal training, we were dropped into France, We
were to capture and hold two important bridges near Caretin for thc boys
busting through Utah Beach (missioll 4). The winds were gusting at dawn
and we got jerked all over the drop sile. Willie Stevens drowned in the
river when he couldn't get out of the chute. Tom Wilson took one in
the belly and died before the medic came. The Krauts must have known
something was up because they blew the bridges before we could Stop
them. Big Bubba Jones killed a couple of Krauts and near blew off the
leg of another with his Browning but didn't get more than a nod from
the Looie when we got back. Probably because he was a negro. I like
Bubba, and wouldn't want anyone else 10 be in a firefight with. I busted
a Jerry open with my carbine as did our second in command, Stan
Browne. All in all, we gave as good as we got, killing two and incapacitating five more. Too bad about them bridges. Sgt. Diny Jack got a commendation and Richie Long got a Purple Heart for getting wounded.
5 July 1944 (Mission 5)
Dirty Jack sure lives up to his name. He voluntccred us for a raid
to bust up a rocket base in Holland. With help from the Dutch underground, we found ourselves on the outskirts of the base early yesterday
morning. We had been given plenty of explosives, but found ourselves
shan of them before we would have liked. Our orders were to destroy
what we could and try 10 find some documents on a rocket the Germans
were building. Well. we found the documents, blew up a tower and radar
station, but had to scram when we ran out of demo packs and things
staned heating up. We gOi out, but lost our two replacements. Arnie
Davies took one between the eyes and died instantly. Charlie Simmons
(he was the Rabbit, since his eyes got real big and would shake in 3
figh!) took some shrapnel in the belly and died real slow, scared as hell
and crying for the pain to stop, His last words were for his mom. I volunteered to write his parents and found it worse than busting tanks with
baseball bats. The CO destroyed a command car with a grenade and
we kill three and incapacitate one. I didn't get any, but did get a commendation, I found out later that Stan Browne told the Looie about Rabbit
dying in my arms,
10 August 1944
After our last mission, we got 10 days R&R and then some guard
duty. Eight August, our orders came through to bivouac at Monin, a
small French town. Never could spell those Frenchie names right, We
got AT mines and a Jeep since a tank attack was expected (missio/1 2),
Dirty Jack took along a bazook and got Rick Long to load for him. We
sure did a number on the Jerrys when they tried to cruise through. Sgt.
Wagner and PFC Long personally KO'ed a Panzer and a Jadgpamher
tank destroyer aJong with three Gennans with the baz. Wagner then threw
himself on a live grenade, and aJl we found were his stripes and his Purple
Heart. That was all we wanted to find, When the tanks staned going
up in smoke, Krauts started crawling out of the woodwork. They tossed

everything they had at us, but we gOt nine of them, losing two. Our
other casualty was the second, Stan Browne. who caught a machine pistol.
I incapped three guys and wounded one in hand-to-hand, and gOi another
with a crack shot of my semi-auto. Got another commendation for that
one. All in all. we only let twO Krauts slip through. A good day,

14 August 1944
We got our new CO today; a real vain bastard by the name of Vance
Hughes. The second's name is Junior Carlin, but he told everyone to
call him Spike. He's a real decent son, compared to Hughes. I gues
that's what you call taking the bad with the good.
23 August 1944
Our next engagement was during an offensive. While waiting for fuel
and supplies, we were sent ahead 10 SCOUt out the town of Chasel (missioll
2). We cleared all the buildings, incapping or killing nine Krauts while
none of us so much as bruise a shin. A lucky shot from my carbine
knocked down a plane in night. Hughes, Jimmy Jackson, Lome
Washburn, and even Bubba Jones gOt commendations for that mission.
Washburn was Rabbit's replacement and really showed what he was made
of in his first fight.

7 September 1944
We were sent forward to capture a crucial bridge across the Sambre
two days ago (missioll 8). They told us that a Sherman would arrive
for backup. We reached the bridge with little trouble, but when the Sarge
went to check the bridge, the Krauts blew it up. Hughes got a nasty
gash on his arm, bUI bandages and sulfa powder took care of it. Luckily,
we found a ford a linle ways downstream and managed toc1ear the area.
The Sarge was worried about Washburn. who'd taken a couple of bullcts,
and didn't feel right waiting for the Sherman, so we kept going. Washburn turned out OK and both he and Sarge gOi Purple Hearts. Doug
Crawford, Spike Carlin and I all got commendations.
1 November 1944
Things have calmed down, so tomorrow we're being sent to Belgium
for garrison duty.
5 November 1944
Who ever said garrison duty was easy! Yesterday, we were out on
patrol. There must have been Krauts all through the area. Although the
attack was sudden, we killed, wounded, or incapped II Krauts. and Big
Bubba knocked out a tank with a bazooka. Bubba later took some nasty
shrapnel in the leg, but we bound it up and gOi him out.
20 January 1944
Wow! You want to talk about hairy missions. Sixteen January saw
us approaching the bunker-packed Wesl Wall by canoe (missioll 6). Good
thing it was at night or we might have crapped if we'd seen all the
bunkers, We knocked out a couple and wasted about half a dozen other
Krauts, though it cost us our CO and Bubba. That fool Hughes must
have gone nuts, cause he tried to rush one of the bunkers and got cut
in half. Washburn. Rick Long and Crawford all got commendations on
that one.
25 January 1945
The new replacements arrived today. Our new second (Spike's now
CO) is Willard Wilcox, and seems a decent enough son. Buboo's replacement is Freddie Thompson. Those are awful big shoes to fill, Fred. I
wonder what our next mission will be like?

With Victory ~~ Games, Inc.
STRATEGY GAMES & SIMULATIONS

You Get What You PLAY For. ..
V' Quality

V' Excitement

V' Challenge

Victory Games, Inc. knows as well as you do that the very
best simulations and strategy games are a product of design
experience bringing fresh, new ideas to the gaming public.
Now the most innovative and respected company in the field
is prepared to prove that point again!
ExciUng Multi-Player
Game 01 Modern Politics

New Module 101 ll1e
Award·Winning Ambush!

Look lor
these New
Releases!
A Detailed Simulation of
Modern War at Sea

A Dynamic Mulli·Player
Game of lhe Age of Empire

COLO WAR

PURPLE HEART
$22.00
Six new missions tor the
phenomenal Ambush!
solitaire game system.
Includes new maps and

$24.00
Multi-player game 01 intrigue
and global influence·peddling
in the contemporary world in
an easy·to·learn formal.

counters.

SIXTH FLEET

PAX BRITANNICA

S30.00

524.00
Multi-player game of
colonization and empire
building from 1880 to the
outbreak of the Great War.

More than 600 playing pieces
and two maps in a panoramic
simulation of naval combat in
the Mediterranean.

EXCLUSIVE FOREIGN DISTRIBUTORS
UK: AVALON HILL GAMES, 650 High Road. North Finchley, London N12 ONL, England.
Telephone 01·445·3044. Australia: JEDKO GAMES, 134 Cochranes Road, Moorabbin,
Victoria 3189, Australia. Telephone (03) 5551022. Japan: POST HOBBY, 26·5 5·Chome.
Sendagaya, Shibuya-Ku, Tokyo, Japan. Telephone (379) 4081. Sweden:
TARGETITRADITtON. Storgalan 29, 5·114 55 Stockholm. Telephone (08) 619301.

43 West 33rd Street

New York, NY 10001
12·84·05

