


Wa
Iss #

Christopher's

CORNER

FEATURING WARGAME MAGAZINES

rgamer Vol.1 Fire & Movement TO ORDER:
Title Price  Issue# Pricefeach  Current Wargamer and Fire &
Kesselring $65 1 $25  Movement subscribers may
S;’“d"’ 30 2-10 15 takea10%discount before
arston Moor 20 11-20 12 = e
Albuerra/Vittoria 20 21.29 10 ad-dln.g Shlpplng charges.
Chinese Civil War 50 3040 8 Shipping charges are included
Aces High 20 41-50 6 for domestic US shipments,
DNt g 2 : Overseas shipments add $1
Little Round Top 25 51-61 5 K P :
Seige at Peking 20 MOVES per item. Credit memos
Dec. at Kasserine 30 T Price/nch issued on items out of stock.
ST e ; . 520  Pricessubjecttochange with-
ever La cirea - .
RS s 210 15 out prior notice. All payments
Peter the Great 12 11-25 10 incheck or money order must
Lodz: Blitz/East 25 26-40 9 be in U.S. funds drawn on a
Stars and Bars 12 41-59 8 U.S. bank and made payable
gfl:ha‘:ﬁ‘;i 2 60 15 to Cummins Enterprises.
Holy Rmn Emp 25 Complete Set, #1-60 $599 Credit card orders accepted
Khyber Rifles 12 ARES for VISA or Mastercard only
WestVall 12 and carry a $1 handling
Uncond Surr. 25 1 §15
China Incident 12 2-6 10/each charge. Please allow 4-6
Hath No Fury 12 weeks for delivery. Send
?_e]lﬁrc PBass : g Mint Games name, address, title and issue
(;,gé‘;:’]‘:cr,:“ér;s = AH Dispatcher $125 number.wanted to: :
End Tron Dream 12 SPI NATO DivCmdr 80 | Cummins Enterprises
Wellington 12 SPI G.W.East(QUAD) 80 | Attn: Christopher's Corner
MacAnthur 30 3W Army Tenn. 25 PO BOX 1289
Custer’s Luck 30
House of Sa'ud 20 greefi]?merala"Y gg SALINAS CA 93902
Stalingrad 25 tarship Irooper
The Red Baron 12 408/422‘7258
Nap./ Charles 25 Punched Games (8A-5:30P,
Knights of Justice 20 .
Duelin the Desert 12 g g“ “:jc Eeach 34400 LEENERSOR,
Glory Road 12 roadside
Dunkirk:Dynamo 12 MB Dog Pight 40 S&T BOOks
Cor}donieri 12 MB Battle Cry 40 1 (Iss #1-6) $36
aws. 1> | SPIIslandWar/Quad 40 | | 2 (ss#7-12) 40—
Race for Tunis 12 SPI CA 25 3 (Iss#13-15) 32
Rloo.dy L 12 GM Tokyo Express 50
nvil-Dragoon 12 =
Marlborough 130 GDW Burma 20 w Wealso have some issues of
Fallen Eagle 25 Dec. Kasserine/no mag 10 S&T available without games.
Bloody Burma w/mag 25 Please send a SASE or call for the
current list.
i NAME il
I ADDRESS
I CITY, STATE S ZIP,
i PHONE (___ )

| VISA/MASTERCARD (ONLY)#
| EXPIRATIONS DATE
| SIGNATURE
| TOTAL ORDER $
I T-SHIRT SIZE COLOR/TITLE

L_----—---——---—--—---—-——

Locooeoooe

Strategy & Tactics
Iss# Title Price
45  Oper. Olympic $50
46 Combined Arms 25
47 Wolfpack 50
48 Sixth Fleet 70
49 Fred. Great 30
50  Baule/Germany 65
51 World War I 45
52 0Oil War 40
53 Punic Wars 55
54 Dixie 30
55 Breitenfeld 40
56 Revolt/East 45
57  Panzergruppe 45
58  Congquistador 40
59 Assan. Hitler 20
60 Richmond 40
61 October War 40
62 South Africa 30
63 Veracruz 30
64 Raid! 20
65 Cobra 25
66 Constantinople 35
67 Stonewall 40
69  Tannenburg 30
70 Crusades 40
72 Armada 30

Panzer Battles 20
74 Ney vs Well. 50
75 Nap. War 45
76 China War 20
77 Paratroop 20
78 Patton 3rd Army 20
80  Wilson’s Creek 30
~ 81 Tito 20
82  Fifth Corps 30
83 Kaiser's Battle 15
84  Opera. Grenade 15
85 Fighting Sail 20
86 Cedar Mountain 30
89 Sicily 25
90 Monmouth 30
1 Superpowers 25
101  Cromwell's Victory 15
Special Ed #1 8
Special Ed #2 6
Special Ed #3 6
Special Ed #4 6
103 Vicksburg 15
112 Patton War 12
Iss # Price/each
96-99 $20
104-111 10
113-128 10
129 Harvest/Death 12
130 Tsushima 12



NOV-DEC 1989 ISSUE #1

Features rmmmsmsmm T s s e 5 Hiemi | |

Ty Bomba Barbarossa: _ 11
e Misconceptions, Half-Truths, Lies and Savagery Unbridled
— The Big Issues
Ty Bomba  Blitzkrieg '41 23
This issue's game. The German attack on Russia in June of 1941
CurtisS.King ~ The Eagle and the Bear 43
with Capt. Michael Bigelow  The Russo-Polish War of 1920
James P. Werbaneth ~ Fletching the Arrows 52
The Luftwaffe in Spain
Marty Kufus ~ When Private Hendrix Kissed the Sky 54

Not your typical airborne soldier

Departments  mm5m5smms:5ssssmmmssmmssmossnsm5ms 55550 i o i

Commander's Call 4

Short Rounds 5

Classified & Conventions 62
D-ELIM 62

On this issue’s cover: Artist David Fuller’s
interpretation of hubris, 1941 style.

. EEl:ll\tl:lr Ty Bomba .
o Art and Graphlcs Dlrector Larr}.r H ﬂman

BLITZKRIEG '41 COMMAND MAGAZINE 3



'OMMANDER'S

"ALL

and are new to the hobby of wargaming, a brief disclaimer

follows. That is, no, we are not nazis, fascists, communists,
running dog imperialists or any other kind of bad guys. We
abjuresexism, racism, ageism, etc., and certainly donotadvocate
armed aggression as any kind of positive solution to today’s
problems. In truth, we're just a trio of plain dealers from the
central coast who enjoy reading military history and playing
board games.

First off, for those who may have picked up this magazine

And, now, some explanations to you older hands reading
this. We were on to something about a new golden era, I believe.
Well, it hasn’t ended, it's just moved.

During the past decade, we’ve all been conditioned by the
myth (that’sright— the MYTH) thatboard wargamingisadying
hobby, a soon to be lost art, meeting its destruction through the
electrification of home entertainment. Until recently (4 August,
to be precise) I towed this woeful party line myself, and even, I
am now embarrassed to admit, helped spread it. Well, no more.
This magazine is founded on the well-researched premise that
our hobby, though it's certainly no booming, get-rich-quick,
super-growth market, is alive and well and moving forward and
will keep doing so for years (and years) to come.

Afterall, no oneis putting forth the proposition electrification
is killing books. Why, then, should we believe we are thus

doomed? Propaganda, gentlemen, pure and simple. When,____
through a series of greedheaded and muddled business deals,

companies have steadily beavered their way into a debt mound
of third world proportions, what better way to excuse it all than
say that this market is doomed.

Sacre bleu! Blasphemy, you gasp! Well, there itis. The three of
us (me, along with Graphics Director Larry Hoffman and Attor-
ney /Game Developer Chris Perello) wholeft 3W that sunny day
last summer did so out of the conviction that for a wargame
magazine to truly prosper wargames mustbe the center and sole
business concern of those publishing it. And, brother, that’s us.
We have no intention (or need) to expand into computer, sports,
role-playing or family games. Among us we have over 50 man-
years experience in the hobby and we‘re well-funded enough —
even in the very unlikely event we don’t sell a single magazine
in that time — to do this for over a year. Forward.

During my time at S&T, many of you complained — and
rightly so — of the great number of typos, dearth of illustration,
and under-developed nature of some of the games. What you
didn’t realize was that was primarily caused by the fact Larry
and I had our attentions increasingly distracted from the maga-
zine by an ever-growing list of other responsibilities. We didn’t
so much get to edit and layout the magazine as we did merely
give it our blessings and best wishes as it zoomed past us every
six weeks.
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That has ended. I now have the time to proof and thoroughly
edit this magazine, and (along with Chris) playtest and develop
the games. And Larry’s now got the time tolay it all out properly.
We have no fantasies about becoming rich while we do this, but
we do believe (as our planned and already begun advertising
campaign gathers momentum) we can maintain Command at a
high enough circulation level to provide us with a comfortable
and right livelihood.

Enough. Rather than go on for pages about my hopes for
Command, I'll just let the rest of the issue speak for itself. To give
this issue the broadest circulation possible, we've sent it free to
all of the 6,000-some names on our North American mailing list.
(We got the feeling a good many of you were becoming skeptical
of the please-send-us-your-money-now-and-we’ll-send-you-the-
product-by-and-by approach made famous through years of
misuse in this hobby. And those of you who did respond to our
pre-publication advertising — thank you — and don’t worry,
you're not getting gypped; your subscriptions have been ex-
tended one issue beyond what you paid for.) Please use the
center-stapled feedback response card to let us know your reactions.

The East Is Red?

Though, as you'll see in the sections below, I remain an
advocate of the feedback system, in order to get our production
pipeline up-and-running, I had to use my editorial prerogative
to_commission about a year’s worth of games. Here's a brief
report on some of the stuff coming your way in the next six issues
or s0, followed by other titles to be voted on for publication
beyond that time.

When I began looking around for games to start with in
Command'’s first year, I knew I wanted some modern-era and
near-future stuff in the mix. The rapidly changing situation in
whatweused tocall “the East Bloc,” and those changes’ potential
to completely overturn everything we grew up knowing for sure
about Europe, soon got me into a conversation with Jon South-
ard. Here’s an initial report on the resultant game project, which
I hope to have for you by issue five or six.

PROJECT OUTLINE: IRON CROSS ‘92 — THE WAR OF
GERMAN REUNIFICATION, from Jon Southard.
Game Subject

A possible West German attack into East Germany, with the object
of German Reunification.
Scale

West German brigades, East German and Soviet divisions, 200
counters in all, with slightly less than half being game markers. Daily
turns. A half-sized (with large, 5/8" hexes) map will show east Ger-
many.

(Continued on page 57)
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Edited by James Dingeman
& Richard Jupa

Me. 262

On29 May, the Postal
Authority of Antigua
and Barbuda (that's
one country, two is-
lands, located south-
east of Puerto Rico,
with a population of
about 74,000 and an
area of 171 square
miles) issued a set of
eight stamps to commemo-
rate the 50th anniversary of
jet powered flight. One of
the aircraft chosen for a
stamp (Scott Cat. no. 1178)
was none other than the
Messerschmidt 262 “Swal-
low” of late World War II

A, A B B et

fame. This is the first time
the262 hasmadeitontoany-
one’s stamp — and it will
probably remain thelast time
for a long while. Note the
islanders’ tasteful blotting
out of the you-know-what
on the tailfin.

Beware of Greeks
Bearing Flutes

Founded about 700 years
before the birth of Christ, the
Greek colony of Sybaris in
Italy faced the Gulf of Taranto
and soon prospered im-
mensely from the fruits of a
fertile alluvial plain and a
hammerlock on one of the
two main trade routes from
eastern Greece. Within 200
years, the six mile perimeter
of its walls encompassed a
population archeologists be-
lieve to have been between
80,000 and 100,000 — which
was considerably bigger than
most Greek urban centers.

So wealthy had these for-
tunate Greeks become, the

name “sybarite” became a
universal term for one who
lives to enjoy ostentatious
luxury. It was said that all
physical tasks were carried
out by slaves; these waited
on reclining masters, who
were usually busy sampling
the delicacies of overpaid
chefs (who enjoyed one-year
patent on particularly origi-
nal culinary creations).
Despite their reputation
for soft living—a reputation
made even more scandalous
among fellow Greeks by the
Sybarites” shocking custom
of eating meals with their
wives—the citizens of Syb-

Footnote To

Operation Sealion:

And Speaking of Willy
Messerschmidt, you might
not have known it, but he
was also involved in the
Luftwaffe’s planning for the
aborted invasion of England
in 1940, Operation Sealion.
He was asked to come up
with an answer to the ques-
tion of just how would the
German army actually get

its heavy equipment across
the English Channel if the
Fuhrer gave the go ahead for
the attack?

On 4 October 1941, an ad-
ministrative revitalization of
theshelved plan caused Gen-
eral Ernst Udet, head of the
Luftwaffe's Technical Depart-
ment, some consternation
when he evaluated a scheme
submitted by the famous —

and often brilliant—Messer-
schmidt. The aerospace en-
gineer and industrialist pro-
posed that tanks should be
fitted with “wings” and a
“fuselage tail with control
surfaces,” then towed by ca-
bles behind four Ju.52 trans-
portplanes flying in tight for-
mation.

Udet had enough head-
aches (particularly that Oc-
tober) in his job, and vetoed
the proposal instantly. He
sent a letter back to Messer-
schmidt, requesting the en-
gineer consider something a
bit more practical—like very
large gliders. He gave
Messerschmidt three weeks
to work up a new proposal,
but it seems nothing more
ever came of the whole idea.

aris apparently took the
trouble to field a large army,
with the help of their hinter-
land allies. (Strabo estimates
300,000 men, whichisridicu-
lous. Even a tenth of that
would have been quite a lot
for those times.)

One distinct military ad-
vantage wealth brought the
Sybarites was an unusually
large contingent of cavalry
— 5,000 mounted men, ac-
cording to one estimate. (In
334 B.C., Phillip of Macedon,
commanding a bigger popu-
lation base, was still unable
to raise more than 4,000

horsemen for one of his ex-
peditions.) Undoubtedly,
given the cost of a horse and
equipment, the cavalrymen
were aristocrats.

Of course, stirrups were
unknown in Europe at this
time, and the mounts were
small by later standards, but
few of their Italian opponents
enjoyed this military edge.
(The Sybarite horsemen may
have worn hoplite armor,
functioning less like cavalry
and more like mounted in-
fantry.) When pitted against

the vulnerable flanks of
(Continued next page)
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Greek-style city-state pha-
lanxes or horse-poor Italian
tribal forces, this gilded
mounted unit probably
proved tobeatactical trump.
Apowerful army wasnec-
essary because a rival to the
south—the envious city of
Croton—oftenfound excuses
to make war against Sybaris.
The home of the famous
mathematician Pythagoras,
Croton had been founded by
fellow Achaens about the
same time as Sybaris. Its citi-
zens deeply resented the
trade they continually lost to
their northern neighbor.
Apparently, factional
fighting in Sybarisin510B.C.
gave Croton the chance to
intervene under the guise of
protecting the richer, prop-

ertied citizens from a popu-
list upstart. The Crotoniates
were aided in their aggres-
sionby aSpartanadventurer,
Prince
Dorieus,
who had
gained in-
valuable
fighting ex-
perience
against Car-
thaginian
mercenar-
ies.

The battle turned when
the horses of the crack Syba-
rite cavalry—which wereex-
pertly trained to prance to
music for Sybaris’ ever-
popular parades—were
throwninto disorderafter the
Crotoniates played the

beasts’ favorite tune at a
crucial moment in the
struggle. (As with many
ancient reports, certain logic

gapsremain.
-~ It is difficult
4 to see how
. the debacle
4 of the cav-
:a
4+ alry could
% have broken
4 the phalanx,
% unless the

sight of the
city’sleader-
ship fleeing the field splin-
tered morale.) Inthe ensuing
chaos, the Crotoniates de-
feated the army of Sybaris
and then captured the city
itself.

The animosity between
the two peoples must have

been extreme—at least as
intense as that later existing
between Rome and
Carthage. Determined to
exact the harshest revenge,
the Crotoniates first methodi-
cally sacked the city, then di-
verted the course of the
Crathis River so it flowed
over the location, which re-
mained lost until archaeolo-
gistsdiscovered itagainonly
about 20 years ago.

Total destruction was a
highly unusual fate for one
victorious Greek polis to in-
flict upon a defeated Greek
rival—but perhaps the afflu-
ence and arrogance of the
Sybarites had grated on their
less fortunate neighbors in
more ways than we can now
imagine.

Money And Blood: The High
Costs of the Persian Gulf War

Where They Got Their
Weapons

The full story of whatmay
be the largest arms buying
spreein history—by Iranand
Iraq since the Gulf War be-
gan in 1979 — will not be
fully known for years to
come, particularly if one con-
siders that shooting wars are
often followed by a rebuild-
ing of destroyed military ca-
pability. However, it may be
worth summarizing whatwe
know today of the questions
involved.

Both Iran and Iraq were
engaged in
an arms

began to drop. About the
same time, Iraq significantly
increased its arms imports.
Throughout the 1970s, Iran
was the world's largestarms
importer. Iraq has held this
distinction since 1980.

The US supplied 35 per-
cent of Iran’s arms imports
prior to 1980, making it the
largest single arms supplier
for the period 1972-1980.
Since 1980, however, North
Korea, followed by China,
has become Iran’s principal
arms supplier, although the
number of countries export-
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ingarms toIranhasincreased
many fold. In addition to its
direct purchases of armsand
military equipment, Iran in
particular often purchased
items of a primarily civilian
nature (e.g., Swedish Bog-
hammer speedboats) and ef-
fectively converted them to
military use.

Since 1980, the Soviet Un-
ion has been the principal
arms supplier to Iraq, sup-
plying over $20 billion in
arms, which comprised more
than 42 percent of total Iraqi
arms imports. For the same
period, France supplied $6.7
billion and the PRCsome$3.9
billion inarms, making them
the next largest suppliers to
Iraq.

Ratio Scale |IRAQ

100000

In the scramble for arms
suppliers, Iran and Iraq
scoured the globe. The huge
volume the Iran-Iraq War
generated for the interna-
tional arms trade is reflected
not only by the fact that 41
countries sold arms to one
party or the ather-but also
by thelarge number of coun-
tries that sold significant
amounts of arms to both bel-
ligerents. The diversity of
arms sources madeavailable
to Iran and Iraq is readily
apparent in the following
summary. Iran obtained 42
percent of its arms from East
Asia (particularly North
Korea and China), 16 per-
cent from NATO countries,
12 percent from countries

classified
as “Other
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spread. Fifty seven percent
of the arms supplied to Iraq
during the war came from
the Warsaw Pact, 22 percent
from NATO countries, 11
percent from East Asia (par-
ticularly China), 5 percent
from Other Europe, and 6
percent from assorted devel-
oping countries.

The practice of supplying
arms toboth belligerents was
remarkably widespr&a'd.x___ln

fact, over 93 percent of all™—

arms supplied during the
war came from the 28 coun-
tries that supplied both Iran
and Iraq with war materiel.
Only 7 percent of all arms
purchased during the war
came from the 13 countries
thatlimited theirrelationship
as an arms supplier to either
Iran orIraqexclusively. Rela-
tively unrestrained arms
transfers by countries pro-
viding arms to both sides
make this war unique in that
political and ideological fac-
tors often took a back seat to
broader economic objectives.
(Gotta get all that oil money
back somehow, eh? — Ed.)

Relative Burdens

The burden the war
placed on the two countries
is significantly different. In
the late 1970s, Iran’s arms
imports accounted for almost
17 percent of total national
imports. From 1980-1987, an
average of about 12 percent
of all Iranian imports were
military in nature. Iranian
military spending as a per-
centage of GNP averaged

about 7 percent for the 1980-
87 period. By contrast, an-
nual Iraqi arms imports as a
percentage of total imports
averaged 46 percent since
1980. For the same period,
Iraqi military spending as a
percentage of GNP averaged
an estimated 35 percent an-
nually.

ThePersian Gulf Waralso

by a factor of almost 2 to 1.
Iraq’'s military effort con-
sumed a much larger rela-
tive share of that nation’s re-
sources than did its adver-
sary’s. Its imports were pre-
dominantly military in na-
ture, asubstantial share of its
Gross National Product was
devoted to thewareffort, and

1987

the manpower needs of its
armed forces diverted a
major portion of the civil-
ian workforce.

If total population is con-
sidered, Iraq also suffered
relatively higher casualties.
Irag has a population of 17
million; its casualties for the
war are believed to number
approximately 150,000
dead, 300,000 wounded,
and 70,000 prisoners of war.
Iran, with a population of
50 million, is estimated to

have suffered 300,000 dead,
500,000 wounded, and 50,000
prisoners of war (including
many in the Revolutionary
Guards).

Source: World Military Expen-
difures and Arms Transfers,
1988, U.S. Arms Control and
Development  Agency,
Washington, D.C,, p. 21.

exacted a different price on
each country in terms of man-

—_powerdiverted and liveslost.
Iraq’s armed forces averaged
617,000 men between 1980-
1987 and the size of its force
reached 900,000 atits peak in
1987. Between 1980-1983, the
size of Iraq’s armed forces
averaged about 415,000
troops. During the second
half of the war, 1984-1987,
Iraq doubled its personnel
commitment and its force
size averaged 819,000. Iraq’s
forces comprised an average
of 3 percent of its total popu-
lation during the first half of
the war and 5 percent during
the latter half.

Regular Iranian forces
(not including the large and
important Revolutionary
Guards irregulars) average
about 378,000 and reached a
high of 650,000 in 1986 and
1987. Iran’s armed forces
claimed less than 1 percent
of its population for the en-
tire period of the war.

Throughout the war,
there was a significant dif-
ference in the size and qual-
ity of the forces fielded by
each country.Iran’s regulars
were outnumbered by Iraq

Korean Propaganda

Wars

A little known aspect of
the confrontation between
thetwoKoreasis their propa-
ganda balloon war. Both
sides attempt to persuade the
other’s soldiers to defect and
castdoubton the opponent’s
leadership through propa-
ganda and they use balloons

to doit.

Almost every night
propaganda drifts across the
Demilitarized Zone (DMZ);
the direction depends on the
wind. The Koreans use bal-
loons to carry the propa-
ganda to the enemy without
setting both sides on alert.

L T
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South Korean Propaganda Leaflet (front). Top line says “Fulfill
freedom in your heart! Fulfill happiness in your heart!” In the lower
left corner of the picture “These brave men came from North Korea.”
The bottom gives the names, ranks and dates of defection.
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The balloons do not present
a large enough radar target
to alarm either side as they
are made of paper or plastic.
A timer is set to release the
materials only after it has
reached the otherside. Some-
times the timer fails and
material meant for the north
falls in the south where it is
gathered by passers by.
The propaganda of the
south emphasizes the mate-
rial benefits of its vigorous
economy. Italso depicts Kim
II-Sung and his son (and

North Korean Propaganda Leaflet (back). Top line
says “Benefits and prizes for those who come fo
North Korea.” The center shows free gifts they will
receive. The text at the bottom says “We will pay
those who come to North Korea living expenses
(values in current South Korean currency).

Enlisted
2nd Lt. to Capt.

111,000,000 Won
185,000,000 Won

Majors and above 259,000,000 Won

For equipment

up to 18,500,000,000 Won”

At the time this was found one dollar equaled

about 880 Won.

designated successor) Kim
Jong-llas senileand woman-
izers. The south offers re-
wards for defections to the
south. The southernballoons
also carry watches, small
transistor radios and other
small consumer electronics
items.

The north also offers
rewards for defecting, in-
cluding cars, houses and
major appliances. Propa-

“~.ganda that floats down to

the south also calls for the
Korean people to throw out

ACHEO) SAZERON SRk ZtZae
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South Korean Propaganda Leaflet (back). Top line says “All types of
compensation will be given to those who come to South Korea.” Top
Left. “We will pay compensation based on your status (rank) up to
850,000,000 North Korean Won or 14,500 grams of gold.” Top
Right. “We will pay special compensation for equipment you bring
with you up to 47,330,000 Won or 807,700 grams of gold.” Bottom
Left. “We will pay compensation for those who report tunnels up to
850,000,000 North Korean Won or 14,500 grams of gold.” Bottom
Right. “Benefits. Private House. Offer of a job and quaranteed living
expenses. Special schooling and study abroad. Will pay you an
annuity. Security for your property and body.”

the American puppetregime
and the American occupiers.

In addition to the bal-
loons, propaganda speakers
blare nightly. Most broad-
casts are in Hangul (Korean)
but some are made in Eng-
lish for the benefitof the G.Ls
manning guardposts or pa-
trolling in the DMZ.

The propagandais gener-
ally ineffective with few
successes foreitherside. PFC
Joey White, an American,
defected in 1982 and occa-
sionally southernsoldiers go
north. Most of the defectors
from the south are below the

North Korean Propaganda Leaf-
let (front). The girl is holding a
certificate for living expenses.
The box under her hand says
“Welcome to North Korea.” At
the bottom “Don’t be troubled
by oppression and contemptu-
ous treatment. Make a resolute
decision to find happiness.”

gradeof captainand areserv-
ing on the DMZ in primitive
conditions and hear the
propaganda constantly. On
the other hand most defec-
tors from the north are offi-
cers serving away from the
DMZ and are often pilots.
They fly to the south in their
aircraft.

by Paul V. Kohl

An Enjoyable
Saturday Afternoon

Editor’s Intro: Better than any
expository essay I could write
for the editorial colummn, this
piece aptly points up what's
wrong with far too many of
today’s games. Read. Enjoy.
We've all been there ourselves.

Itwasarainy dayin Octo-
berwhen Jeffarrived at Phil’s
house for an afternoon’s
excursion in the world of
“Adventure Gaming.” The
two grognards had known
each other since Stalingrad™
was new, and had been
opponents off and on ever
since. They had played the
Classics, the Monsters, the

Quads, the Folios, the Mi-
cros and the Albums to-
gether.

After the usual pleasant-
ries, and a trip to the fridge
for refreshments, they went
to the closet where Phil kept
his extensive collection of
games. As they opened the
door, a whole host of wars
and battles, present, past,and
future, greeted them. Some
wereinold, wellused, boxes;
others in cracked and bro-
ken plastic tray affairs; still
others in stretched plastic
bags, and a few in plain
brown wrappers.

Now the hard part came.
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They had to agree on which
of this myriad of games to
play. They had to find one,
the rules of which they were
equally aquainted with. Each
knew all of them to some
degree, but they had found
over the years they were still
a bit too competitive to ac-
cept “after the fact” explana-
tions or instructions from
each other during a game. So
they had to select one about
which they werebothequally
knowledgeable or ignorant.

The field narrowed a bit
when they decided not to
duel each other withswords,
tridents, magic, chariots,
clubs or flintlocks. They’'d
done that last weekend.

Phil wanted a tank. Jeff
wanted to play around with
the Middle East. So they
chose one of the games on
the wars between two Se-
mitic peoples of that area. It
was tactical because Phil
wanted a tank on his count-
ers today. From this, they
moved to the game room
with its large folding table in
thecorner. They dragged out
the table, and gathered two
chairs and sat down to be-
gin,

The map was not
mounted, sotheybackfolded
it along its many creases.
What they wound up with
were creases in reverse, but
that would have to do.

The counters had gotten
all mixed up in the tray’s
“convenient storage com-
partments” because the lid
did notfittightly. There were
blues with thereds, and pinks
with the tans, “Disruptions”
among the T-55s, and infan-
try inwith theartillery. After
about 15 minutes, they
thought they had it sorted
out sufficiently to begin.

Next the scenario was
chosen. They wanted to find
one where they could both
really win, and not just lose
the least. That narrowed it
down from 15 to two. One
had no tanks on one side, so
that was un-acceptable. If

Phil had tanks, Jeff wanted
tanks. So they were left with
Scenario 7, “Attack on Abu
bani Haberdasheri.”

After consulting the set
up chart, they began to sort
out the required units. Jeff
had trouble finding the
122mm guns called for, so
Phil had to dig then out of
the randomizer chits where
they had somehow wound
up. Phil was short a couple
of M-51 HVs; he found them
among the M-48A5s.

After 10 minutes of this,
they wereready to place their
units on the map. Further
consultations about the
Order of Battle revealed Phil
was on the offensive andJeff
was fighting a delaying ac-
tion. Phil’s units began “off
map.” Jeff placed his few
unitsonthemap. Severaldid
somersaults when set next to
some of the creases, and a
few stacks fell over due to
theridges and valleys of the
map surface. But after ten
more minutes, Jeff was satis-
fied with his deployments.

By that time an hour had
already gone by, and they
were both thirsty. Soanother
trip to the fridge was in or-
der. Jeff had the munchies,
so they broke out a bag of
chips as well. Then back to
the game.

Both Phil and Jeff felt the
need to look over the rule
book a bit, since they hadn’t
played this game in a while.
There was only one book, so
Phil read first and Jeff
watched T.V. for a while, but
began to lose his appetite, so
he came back to stare at the
four color map with all its
cryptic symbols and picto-
graphs. Jeff then had his turn
attherules,and afteranother
half hour had gone by, they
were both ready to begin.

Consulting the sequence
of play, they found they first
had to resolve the “Middle
East Intervention Contin-
gency” as called for by the
“Foreign  Intervention
Chart.” The first die roll re-

quired asecond todetermine
the reaction of South Africa,
which was essential to deter-
mine Czechoslovakia’s arms
shipments thatmight trigger
U.S. intervention. Since this
could cause Soviet reaction,
and necessitate another trip
back to the counter mix to
sortoutthelight green pieces
from the dark green pieces,
Phil and Jeff decided to pre-
tend the dieroll had actually
been “three,” or “no effect.”

Phil began to place his
units on the road hexes on
the map’s edge. Jeff, still
glancing through the rules,
pointed out they had to de-
termine the flood stage of the
local river to see which of

H"Phihs units would be re-

quiredfor flood control and
therefore unavailable for
combat. That required an-
otherdieroll, whichresulted
in two infantry units used
for flood control and all ter-
rain except roads being un-
suitable for Phil’s tanks. Since
there was only one road
above the flood stage of the
river, that dictated where
Phil would enter.

Phil then moved his units
until contact was made with
Jeff's units and stopped to
judge “Command Control”
as per rule 57, This resulted
in four of his tanks running
off the road into the watery
goo on the side and being
lost forever, although they
wouldn’tcounttoward Jeff’'s
Victory Point Total.

Now it was Jeff's turn. He
checked his units for Com-
mand Control, and found he
was left with only two to
move, a mortar and an H.Q.
He could not move the mor-
tar because he wanted it to
fire, so he moved the rather
useless H.Q. a few hexes just
to confuse Phil. The mortar
fire scattered and was inef-
fective.

Phil’'s tanks survived
another 15 Command Con-
trol die rolls in his next turn,
and then over-ran five of
Jeff’s units, which were un-

able to fire because the “For-
eign Ammunition Availabil-
ity” dierollin the Game Turn
Interphase had dictated that
Jeff’s units had no French
APFSDS Obus-G ammuni-
tion, so they would be inef-
fectiveagainst the tanks. This
resulted in Phil rampaging
half way across the map and
left Jeff with only a few sur-
viving units.

Jeff’s turn brought a new
twist when he rolled the die
for the Weather Table and
got a six. That resulted in a
rare heavy rainstorm which
immobilized all Phil’s tanks
for four turns.

Jeff's mortar fire scat-
tered again and his tanks got
stuck in the mud as well.

Phil was beginning to get
desperate. He was only half
way to his objective, and had
little time left. His last two
Air Strike Availability die
rolls had given him five As
and nine Hs, but the Visibil-
ity die rolls had resulted in
“HeatHaze,” whichcuttheir
effectiveness in half, render-
ing them practically useless.
Now he could not even find
his two best tank units. He
searched under the layers of
Game Function Markers that
buried his units, bu to no
avail. Finally he spotted
them, stuck the bottom of
Jeff’s glass as he hefted it to
take thelast swallow, Aftera
brief debate, the tanks were
placed at their last known
locationand givena freeturn
to make up for their trip into
the “Twilight Zone.” So
much for realism.

Jeff’snextturnbegan with
volleys of dierolls. His Com-
mand Control rolls either re-
sulted in panicor thedie went
on the floor. A third of his
units were rendered useless,
a third malfunctioned ac-
cording toadditional dierolls
on the Weapon Reliability
Chart, and the other third ac-
tually got to move.

Jeff found he'd inadver-
tently left his engineer unit
inaswamp hexand he there-
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fore was in reality trying to
stop Phil’s tanks with noth-
ing more than a stack of very
neatly arranged Game Func-
tion Markers that had some-
how gotten piled up together
in the front line during one
of the many Morale Check
die rolls. So much for that
position.

But it all came to naught
in the interphase of turn 17
whenPhilrolled a two, which
resulted in U.N. Intervention,
which brought the gametoa
halt as a draw.

Five hours had gone by.
Fivehoursand afew refresh-
ments. Both Phil and Jeff felt
a little uneasy with the after-
noon’s activities. Had they
really simulated a Middle

East battle? There always
seem to be so much move-
ment and panache to those
engagements. Theirs had
more closely resembled the
Western Front in WWI with
all the complications, die
rolls, weather, supply, com-
mand control, and whathave
you. They both sat silently in
front of their back-folded
map contemplating what
they had learned.

Then they carefull packed
up the whole thing, put it
away, took out Afrika
Korps™, and had a hell of a
good time playing it, yelling
about each other’s Jerry’s,
Limey’sandI-ties, and never
once had to look at the rules.

by Ron Bell

I REMEMBER...

(As told By Paul Bomba To Ty Bomba)

Ed’s Intro: Here's installment
one of what I hope you veterans
out there will help me turn into
a regular column. I've titled it I
Remember, af least for now,
and I'd like it fo become an outlet
for your anecdotes about mili-
tary life (2,000 words or less).
They can be humorous, sad,

angry, nostalgic, scarifying er™ |

any emotion befween fhose
poles. They can be stories from
peace or war, from training,
garrison or the field. They can
be your own stories or ones told
to you by vets. If you've got
photos to gowith it, so much the
better (originals will bereturned
undamaged). The only stylistic
rule I set is that they should be
told in first person.

I remember how I knew
the Germans had lost the
Battle of the Bulge. Don’t get
me wrong — we knew right
from the start we were gonna
kick their asses —butI mean
I remember one morning
when I saw somethin’ that
made me know right that
minute that we had ‘em.

Yes sir, one morning —

S
-
-

S

Put. Paul R. Bomba shortly after

entering basic training, 1944,

either it was in the last week
of December or the first week
of January — we had dug in
on some ridge line, which
tapered down into a narrow
valley then back up the other
sidejustas easy. There were-
n't many trees, mostly just
fields.

Well, we'd been in action
on thenorthside of the Bulge
since they’d committed us a
couple weeks before (Ed’s

note: Dad was a rifleman in the
75th Infantry Division.), and
we'd already taken a lot of
losses — not that we hadn’t
given as good as we got, but
we were feelin’ the strain al-
right.

Anyway, the word come
down to expect an attack in
our sector the next day, so
we were dug in good an’
waitin’ for it that morning.
Rightaboutwhenit gotlight,
yuh know, we could hear
these big engines revin’ and
then a lot of shoutin’ and
cheerin’ from their infantry
on the other side of that far
ridge. We got set some more,
and kinda looked at each
other and said, like, “Oh,
man, here it comes!”

An’ sureass*t, they came
over that ridge. Why, they’'d
broughtupa p’atoon of those
King Tigers. There was one,
two, three, four—yeah, there
was four of ‘em come rollin’
over that ridge. And behind
every tank there was a
squad of infantry or so,
packed in as close as
they could get behind
‘em.

That was a damn stu-
pid thing. You always
read in these military
history books what
geniuses these German
generals were. Yeah,
well, you'd of thought
they’d of learned by
then that the American
Army always brought
its artillery with when
we came to play. We
woulda just finished
those infantry off with
air bursts — which we
did plenty at the Ruhr Pocket
later on. Man, we massacred
‘em there! In our sector of the
pocket they didn’t have any
tanks, so when they tried to
break out they just got into
these big assault columns.
Phew! You know, just like
you see in those books about
Napleon’s times! I don't
know what the hell they
thought they were gonna
accomplish like that. Some

G

stupid s**t fanatic bastard in
charge, no doubt. What a
waste of men! We knocked
‘em down like ten pins then,
and didn’t even take a one
casualty.I'mtellin’ yuh, there
was over 5-600 dead in front
of our company alone!

Anyway,itdidn’t get that
far that morning in the Bulge.
Yuh see, they must’'ve had
this attack really doped-out
backat headquarters. ‘Cause,
like I said, the night before
they’d given us the word to
get set for it, and then they
brought up a couple of these
new T.D.s they had with 90s
on ‘em. Now what the hell
did they call them? Wolver-
ines or Badgers or some
damnthing. Anyway, they’'d
broughta couple of these up,
and one wasduginjusta few
yards from my hole.

Well, as soon as them Ti-
gerscame over thatridge, you
could see this guy in our T.D.
gettin’ set. He waited a little
bit, ‘til they’d come down
that side far enough so he
had a good clear shot, then
— PA-WHAM! it went! And
man, that whole T.D. just
rolled back onits treads from
the force of it! And a second
later — BAWE! He hit that
one Tiger square! Man, the
turret popped off, flew
straight up in the air, and
then came back down and
sat there on a cant, with its
barrel stuck in the ground!

Jesus, it got quiet then.
Everyone just looked. Then
all of a sudden it was like
someone pulled the plug! All
you saw was field gray asses
an’ elbows as that infantry
ran back over the ridge and
them other tanks slammed it
into reverse and backed the
hell outa there!

Later on we went up and
looked inside that Tiger. Man,
those guys in there had been
turned into some kind of
black jelly or paste! Up to
that point, I hadn’t seen
nothin’ like that. Anyhow,
that's when I knew we had
‘em.
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Barbarossa:

Misconceptions, Half-Truths, Lies and
Savagery Unbridled — The Big Issues

It was late in the summer of 1987, and I was riding
across town with a buddy on the Munich subway. I had
just gotten my copy of Brian Fugate’s new revisionist
history, Operation Barbarossa, and was discussing it with
my friend.

On the seats across the isle from us in the otherwise
empty car there were three Germans. Two were high
school-aged youths, a boy and his girlfriend, members
of the newest generation — the video generation — to
inhabit that ancient and history-laden country. They
wore black, all black; their hair was spiked and dyed the
same shade of purple that colored their lips. Their ears
were pierced in numerous places, and the holes bore
studded and looped ear rings. They cracked their bub-
blegum incessantly and cast mean and side long glances
our way.

The video generation of Germans hate Americans, or
at least they dislike us intensely, and our regulation
tapered haircuts gave us away instantly as “Amis.” I
don’t think most of them really know why they dislike
us — beyond a general (and understandable) boredom
with having foreigners cluttering up their otherwise
tidy country for the past four decades.

Any situation gets old, of course, but this one of
pretending Germany is still some war ravaged land
needing our “protection” — especially when that pro-
tectionis mostoftenand typically personified by drunken
19 year-olds puking their beer bloated bellies into the
gutter— has gotten real old of late. Anyway, you quickly
learn to take the glances in stride.

The videoniks made their mistake, though, when the
boy took a Sex Pistols cassette from the pocket of his
leather vest and slapped itinto his player. When the first
notes came thrumming out, the third German, previ-
ously immobile and passive, came to life.

This fellow was, as bestasI could reckon, somewhere
between 60 and 1,000 years old. He was about six feet
tall, with a solid build, and dressed in some nondescript
old man manner I can’t even remember now. But what
I do remember was how he wore his full head of white
hairin aclose cropped crew cut, and how he planted his
silver topped walking stick squarely between his feet
and rested his crossed hands on its pommel. He sat up
straight, like the barrel of a FLAK gun on a busy day. He
looked level ahead across the aisle, notatus, but through
us.

And most incredibly, he sported (again, in all-white)
aHitler-type moustache. You just don’t see those things

by Ty Bomba

even if we could), and the Germans have also, for
obvious reasons, pretty much let them go out of vogue.
But this guy had one, and he wasn’t cupping his hand
over it in embarrassment either, as if maybe he’d just
slipped with his razor that morning. (Later that day,
thinking back on him, my buddy said tome, “You know,
I bet if you go into a German library and look up “unre-
pentant” in the dictionary, that guy’s picture is there.”)

i

22 June 1941, near Rava Ruska. Colonel P. Fotchenkov, of
8th Tank Div., plans his counter attack

When the old man heard the music start to play, he
turned his head and looked directly into the face of his
young countryman. I saw him squint both eyes just the
smallest perceptible bit—like he was focusing on some
distant target over opensights. The kid smoothly clicked
the off button on his box, and when he did so, his
girlfriend looked up irritatedly and started to complain,
“Vas?!” And then when she, too, saw the old man
sighting them in she instantly cut herself off
and looked back down at her feet. The mous-
tache turned back toward us, and his eyes
went back to viewing whatever it was he was
following before the interruption. (You think
we had a generation gap in America in the
sixties? Youhaven'tseenanything untilyou've
seen what lies between the grandparents and
grandchildren of Germany today.)

Both of us Americans justmentally shrugged
off all this Teutonic interplay — as you tend to
do when the people communicating around
you are doing so in a language

i
g

@
i

very often. Virtually every one of the NATO armies
have regulations specifically forbidding that style to
their members (not that many of us would’ve chosen it

you don’t understand or under-
stand only partially —and went
on with our own conversation

August, 1941: Soviet Commemorative
Stamp. Mother tells her departing son,
"Bood Geroyem!" "Be A Hero!"
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about Fugate’s book. The old guy just
rode along, watching, no doubt, his own
mental movie, taking place, probably,
somewhere far to the east of our U-bakn
car.

As we began to approach the next
station and you could feel the train begin
toslow, the old man came into our world
again. He lifted his cane slightly and
then jabbed it back onto the metal floor.
That sharp noise got our attention, and
webothlooked up from the history book
I held and saw immediately we were
now undergoing the sighting-in proc-
ess.

“Ivilltell you,” hebegan, “vhy velost
in Rrrrrussial” And he rolled that “R”
end over end as he said it. “Ve lost
because: vun—Rrrrrussia vus toodamn
bik! Und two — it vus too damn coldt!
Und sree — zer vus too damn many of

e
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March, 1942, German stamp
commemorating their dead.
"Whither depart the souls of
the brave that die in battle,
Die in the lost, lost fight, for
the cause that perishes with
them?"

—Arthur H. Clough

zem!” We sat motionless, listening, except for the invol-
untary jolts that ran up our spines when he jabbed his
stick onto the floor at the words “vun,” “two,” and
“sree.”

The car stopped, the old man stood up, turned away
from us and marched out theleft door. The two punkers
ran out the one to the right. I realized I hadn’t breathed
in the past minute, exhaled with relief, and said to my
friend as I snapped shut the book, “Well, that settles
that.”

“Damn straight!” he answered, and we rode on,
knowing we’d just learned some truth that would never
appear as plainly in any text, no matter how far scholar-
ship on the war developed in the years ahead.

SoThavetoconfess here, if you'reitching to play Blitz
’41, you might as well stop reading and go at it. Because
though I'll use the rest of this article to explain some of
the more interesting and telling points contemporary
scholarship makes about this campaign, when I'm all
done, you still really won't know much more than you
did after reading the old man’s explanations.
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Russia Was Too Damn Big

By my thinking, this was the single greatest factor
leading to the German failure in Barbarossa. In all their
campaigning prior to that invasion, the Germans had
taken on opponents whose countries were of a size small
enough so their geographic vitals could be gobbled in
one giant clap-shut of the armored pincers’ jaws.

Slam! and Poland was swallowed. Chomp! and the
low countries wentinto the gullet. Slurp! and metropoli-
tan France was digested. Crunch! and it was the Bal-
kans’ turn. The German armored formations broke into
their enemy’s land, and when the various spearheads
metagain, they had surrounded and cut off thatnation’s
heartland from the rest of the country. The western and
central Europeans literally had no room in which to get
a breathing space, no time to learn how to defeat a
blitzkrieg before it was already over. Likewise, working
in arenas of that limited size, the panzers were able to
complete the job before attrition, both mechanical and

That phase of the war came for-
ever to an end for the Germans as

soon as the Russia project was put
onto the drawing boards. The area of
the European portion of the Soviet
Unionalone was greater than thesum
total of all acreage previously con-
quered by them. The changed per-
spective, and the Germans’ perplex-

e ———

L

ity aboutit,becomesimmediately ap-
parent when you examine the vari-
ous plans of Hitler’s staffs after he set
them to work. Those plans differed in
that each laid down varying priori-
ties in terms of the invasion’s initial thrusts.

General Marcks’ plan called for the reconcentration
of the central and southern army groups, once the
operational barrier of the Pripyet Marshes had been
bypassed, for a grand drive on Moscow. Walter Warli-
mont’s Operations Department at Armed Forces High

[ A S S R |
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“Nee Shagu Nazad!" "Not One
Step Back!" says this unhorsed
Red cavalryman in 1941.

human, got to be too debilitating a problem.

(Continued on page 18)

Leningrad, Winter 1941

Stew

My father has now broken the couch up and is carefully
scraping the dried glue into a can, using the pocketknife he
usually uses to open letters. Mother has a pot on a wire grate
over the sink because there is no fuel for the stove. In the sink
she has a little fire going, she fans the smoke out of the
window, and it comes back with each stroke, as if rocking. On
the floor there are two green felt Saint Nicholas dolls, now
ripped open and empty; we will stuff them with paper. Next
my father will scrapett the wallpaper inPeter’s room. Lastweek

rd. There was ice in the corners of
ots squeaked on the snow. Mama
ady with bare feet who was wrapped

and left him by the gr_
his mouth and eyes. €
laid him next to an ol

The pot splutters in the smk and I can smell the odor of
petroleum jelly. Mother put that in first, then sawdust, and
then the beans from the Saint Nicholas dolls. Across the room,
my grandmother sleeps on a cot. She is so thin that the blue
veins on her arms can be held away like tiny, soft pipes under
her skin, and she smells like old food or the toilet. She does not
speak, and Mama says it will only be a day or two before we
take her to the church.

The wallpaper makes hard chunks of whitish stuff that
smells almost sweet. Mother takes spatula loads of it to the pot
and shakes it in, and the sweet smell replaces the smell of the
jelly. Itis getting dark now. We will eat soon and have to hurry
because we have no candles.

While we eat, I see that Grandmother is watching us,
blinking and moving her mouth. Mother sighs and looks at my
father, who shrugs once, trying to swallow the stew. Then he
says, “No, it’s too late for her.,” My grandmother blinks.

In my room I peel thick, dry paint flakes from the window-
sill and eat them. The flakes have three thin layers of color:

white, green in the middle, and light gray. I set my dolls up in
their house. The small mother doll with the porcelain head is
very old, once my grandmother’s. She wears a peasant cos-
tume. The boy doll wears shorts with straps and has no shirt.
Father will not take the glue from the little bed and chairs and
wardrobe because there isn’t enough for the stew. The insides
of the dolls are hair, so we won't need that. [ speak to the dolls
in a whisper because my parents think I am sleeping: Shh,
don’t worry, the bombers will be gone soon. Don't cry. After
a while, I think that Peter is in the room. A picture of him, like
smoke, moves in the darker corner. I decide that the little boy
doll is Peter. He sits in the chair in the living room next to the
mother, hisarms down athis sideslikeat the church. Peter gets
up and goes to the window to see the planes. Get away from
there! Mother snaps. I'll spa:nk you! Peter stays at the window,
and Mother strikes him. He goes back to the chair crying, Wait
till your father hears of this! The house shakes as the bombs
fall. Theiron frying p the kitchen falls off the counter, and
Peter is now off the chair and on the floor, lying on his face.
Mother picks him up, puts him back on the chair, and waits for
the planes to go away.

Then the wardrobe falls down in front of Mother, and she
gasps in dismay. How will she pick it up? Peter, help me with
this. It's so heavy and I'm only a girl. Peter lifts the wardrobe
back up. Mother looks at him and then says, Peter, thank you,
would you like some candy? Yes, I would, he says. She goes to
the kitchen, past the frying pan, and brings it out. Peter is
sitting now with one hand up, holding candy. Can I have
some, too? Why, yes, Mother says, of course you can. The
white flakes of candy sting my mouth at first, and then I taste
the sugar. Oh, this is good.

Yes, it is, isn’t it? she says.

Can we have more?

And she says, yes, all you want. There’s plenty in the
kitchen.
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':fGerman Armed Forces :Medals and .
Decorations of the Barbarossa .
Campaign

ribbon colors in-
_ spired its nickname
- — “Order of the Fro-
 zen Meat.”
' Over 4 millionof
~ these things were
_given out. (This
~ makes them readily
available still today.
Ifound mineata flea
market — in excel-
lent condition and
~ withribbon intact—
 for $8.00.) Virtually
everyonewhowasin
the east from 15 No-
vember 1941 to 15
April 1942 — includ-
ing civilian workers,
~ women, foreign vol-
e unteers, and admin-
oulcl get ene Thc crltena.forrccemng.. .

During the last months of the war in the ETO, there was

a saying current that went like this: “The German fights for
- Fuhrer and Fatherland; The Brit flghts for kmg and country;
but the Yank fights for souvenirs.” That might be a slight
overstatement of the situation, but not by much. During the
closing days of the war, and in the years immediately follow-
ingit, the American Army in Germany literally looted ( (traded
pilfered, bought out, scavenged — use what verb -you like
that country of millions of pieces of Third Reich memorabilia
Even today, almost half a century later, the results of ou
initial occupation of Germany are still apparent in the U.S
collectors’ market. Authentic nazi collectables are easﬂy- \
obtainable at reasonable prices. (The many fine pieces of
militaria issued by the Soviet Union are much ¢ scarcer, tend
to be in somer states when fhey are avazlabie, an always

peresro:ka is the eventual arrwai on these shores of more Red
medals.)
~ TheGerman command was well aware of the psycholog
cal value of well earned decorations and bat’cle honors Their
uniform-wear regulations even stipuiated the thmgs were
acceptable on battle dress uniforms. Here are description
and photos, from my own small collection, of five of the
better known items to come out of the Barbarossa campalgn c

- t'lﬁleater of operatlons for at least two wceks, or2) Slxty clays.'
to have_been spent continuously in the combat theater of op-
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Command (OKW) prepared another plan (the “Loss-
berg study”), which took cognizance of the potential
Soviet threat to the Reich’s vital oil resources in Roma-
nia. This plan therefore stipulated the southern army
group be strengthened enough to ensure its ability to
initiate and complete large pincer operations in the
western Ukraine, before it, too, joined the other groups
for the grand drive on Moscow. General Halder, at the
Army High Command (OKH), wanted a direct and
overwhelming drive on Moscow, straight through Belo-
russia, with secondary and tertiary drives to the north
and south primarily for flank protection.
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And Hitler had earlier come up with his own vision
calling for strong drives along the Baltic coast to Lenin-
grad and through the Ukraine to Kiev and the Crimea.
With the flanks thus secured, the best way to dispose of
Moscow — through some grand reconcentration in the
center or via vast pincers from the north and south —
could be decided asappropriateat the time of execution.

The one thing all these plans agreed on was the
necessity of carrying out the decisive battles of annihila-
tion west of the Dvina and Dnepr River lines. From the
German point of view that was vital because beyond
those rivers the geography opened, fan like, to such an
extent that when the invaders spread out to occupy it,
they would have to give up the concentrations of force
needed to maintain a lock on victory in any further
pitched battles. The Red Army would obligingly stand
west of those rivers and be annihilated, the plans ex-
plained, because for it to retreat further east than that
would be torisk theloss of vitally productive heartland.

In essence then, the exact pathways the post Dvina/
Dnepr advances took were of secondary importance to
their essential characteristic of being more like grand
Napoleonic pursuits than serious combats. The enemy’s
cohesion was already to have been smashed — what
followed east of the rivers was really hoped to be post-
climactic, with its exact details variable and flexible
even during execution, because there would be no more
serious opposition.

This shows how even the most professional organi-
zation can fall prey to wishful thinking when forced into
carrying out tasks beyond their means. The various
studies and wargames held during Barbarossa’s plan-
ning phase clearly showed geography and logistics
would begin to work against the invaders once the
Dvina/Dneprline was crossed. The boss stilldemanded
victory, though, so therefore — obviously and inescapa-
bly — the basic assumption had to be that the enemy
would fight where they needed him to if the big German
win were to be assured.

The final plan adopted was really an awkward
compromise which tried to combine the best features of
all the plans. The southern-most forces would at first
stand on the defensive in Romania to ensure the safety
of the oil fields. Army Group South, springing from
southern Poland, was strengthened enough to give it
the ability to drive alone into the rear of any armies the
Soviets might launch into such an oil offensive, yet it
was notreinforced enough tobecome the primary driver
of the whole invasion. (Unknown to the Germans, the
Soviet high command had recently wargamed outan oil
invasion scenario, and even the most zealous propo-
nents of offensive doctrine among them had to admit the
resultsshowed theinability of the Red Army tocarry out
such cross-border attacks in 1941.)

Army Group North was given enough strength so
thatit too, it was hoped, could operate without needing
reinforcement from its neighbor in the center. That left
Army Group Center with insufficientresources tosmash
directly into Moscow on its own — though provision
was made for its possible reinforcement once Smolensk
was reached, provided circumstances indicated such a
move would guarantee success in a quick blifz to Red
Square.
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If all this seems muddled — it is. The German plan-
ners knew there was a good chance they were at last
truly over-reaching their grasp. And yet, or so the
countering rationalizations went, hadn’t that always
seemed to be the case so far? The previous victories,
though looking like acts of clockwork precision in retro-
spect, had actually all been carried out in improvised,
chaotic and unsure fashion. And yet victory had in the
end come to the bold — not the over-cautious. In war-
gamer parlance, then, the kernel of German strategic
thinking for Barbarossa finally came down to them
counting on “rolling a one.”

It Was Too Damn Cold

One of the often-repeated misconceptions about this
campaign is that because the Germans planned and
counted on the war in Russia being a short one, they
didn’t take steps early enough to begin the manufacture
of needed winter uniforms and gear. Yet anyone who
has spent a winter anywhere in Europe north of the Alps
knows an army doesn’t have to go to Russia to experi-
ence a need for seasonal equipment and clothing. And
Martin Van Creveld, in his seminal work on logistics,
Supplying War, offers a far more convincing explanation
of the German dilemma late in 1941.

It wasn’t so much that the needed tonnages of all
kinds of equipment and clothing didn’t exist as the first
frosts came on, as it was that they existed in the wrong
places — at depots in Germany far from the front. The
transportation infrastructure east of the Russo-German
border was less developed than that west of it, and the
destruction caused by the invasion itself did nothing to
improve its capacity. (One official of the German rail-
road authority noted gloomily in a report to Berlin in
August no matter how often one made the point to
combat troops about the desirability of capturing Soviet
rolling stock intact, there seemed nothing they enjoyed
more than shooting up trains.) The necessity of convert-
ing the Soviet rails to standard European gauge caused
still more slowing of the supply flow.

At first the decrease in rail carrying capacity east-
ward could be made up for by directly trucking (or
wagoning) the materiel from the depots to the front.
And the Luftwaffe could also be counted on to keep key
spearhead units in supply via air drops. But as the
distance from border to front increased beyond the 300-
400 kilometer mark, the efficiency of those stopgaps
rapidly fell off.

The situation can be likened to an individual’s blood
flow ona cold winter day. In the thorax, close to the heart
itself, the blood-carrying arteries are many and thick.
But the further one goes toward the extremities, the
scarcer and finer the transport arteries become. The
result is the fingertips and toes get cold.

And that, on a vastly larger scale, was what was
happening to the entire German army in the east by late
October, as they got ready to carry out their “final”
offensives before Lenningrad, Moscow and Rostov. By
then they were far enough out from the Reich’s logistical
heart to be down to mere capillary carrying capacity. In
terms of movable tonnages, Hitler was faced with the
choice of being able to shunt forward enough of all kinds
of supply to fully sustain his forces for less-demanding
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defensive operations, or bring up enough ammunition
and POL supplies, at the cost of everything else, to allow
for continuation of the attack. The decision, made in the
well heated rooms of command headquarters, seemed
obvious.

A radio telephone conversation between
Hitler and Guderian in late December is in-
structive in showing how a good army can
make one kind of supply serve another kind’s
purposes. Guderian was complaining to Hitler
about having trouble stopping the Soviets” T-
34-led breakthroughs. The Fuhrer asked why
he didn’t use the 88mm FLAK guns to blast
them as in previous encounters. The general
explained the ground was now frozen so hard
he needed to save his artillery rounds to blast
holes for the infantry to sleep in at night. Expe-
rience had shown if he didn’t get his Landser
below ground level they'd freeze. bl

The panzer men also proved masters of in-
novation during the winter crisis. They got by
the necessity of painfully starting each tank’s
cold engine from scratch by designing a “cold
water exchanger,” which served to pump
warmed coolant from one engine to another. And they
came up with track extensions, called “east chains,” that
increased their narrow-treaded machines’ mobility
across snow and ice. (Though even the best east chains
failed to bring them up to the T34's fabled cross-country
mobility standards.)

Taken on its own, then, the Russian mud and snow
was important, though probably not decisive, in bring-
ing about the German failure.

There Were Too Damn Many Of Them

If you were to sum up the nub of Operation Bar-
barossa in one sentence, the best thing to say would
probably be something like, “It was what happened
when the best army in the world attacked the biggest
army in the world.”

By the summer of 1941, the German army stood
unrivaled as wizards of warfare and virtuosos of vio-

6 Decenber 1941: Moscow’s suburbs in the range finder.
Thus far, but no further.
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The Romanian post
office celebrates the
return of Beserabia to its
delivery routes, 1941.
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lence. They were thoroughly practiced in the most
advanced tactical doctrinein the world, and that, coupled
with bold strategic planning at the top, had honed them
into a— so far — unstoppable instrument for the carry-
ing out of their government’s policies everywhere in
Europe, from the arctic to the Mediterranean, that tank
treads could reach.

Beyond the day-to-day motivation of
fighting well so as not to let down his
buddies (Waffenbrudern) , the German
soldiers were also steeped in, what
seemed to them, the great historicjustice
of their cause. That is, English language
sources often make the point Hitler used
the unfairness of the Versailles Treaty as
a propaganda weapon around which he
could rally his countrymen and obtain
their support for all kinds of aggression.
That’s true as far as it goes, but it doesn’t
really go very far.

To the Germans of the post World War I era, Ver-
sailles, as loathsome as it was, was really no more than
the tip of a great historiciceberg of injustices, indignities
and horrors that the accident of geography had placed
upon them. Located in the center of the continent in such
a way that any European nations making war would
virtually have to go through Germany to do it, the
Vaterland had for over 500 years served as the cockpit of
Europe. That era— or so the founding of the Third Reich
seemed to promise — was now at an end, and the
German soldiery were well aware and proud of their
role in that process.

The job of conquering Russia would be a big one —
the biggest one — they knew, but if they couldn’t do it
who could? Indeed.

The Soviets, too, knew they were no real match for
the Germans in any kind of even-up fight. In January,
1941, shortly after a general staff wargame was held in

Moscow pitting theRed Army against the Germans, and
which resulted in the Russians getting clobbered, the
then Chief of Staff, General K.A. Mertskov (who'd played
the Soviets versus Zhukov as the German), ranted the
results couldn’tbe taken seriously. He claimed the game
didn’t reflect the true “qualitative superiorities” of the
Red rifledivisions over the enemy. Stalin shut him up by
saying such bragging was “the stuff for agitators, not
realists.”

But, of course, the decisive factor in the real war was
the Russians didn’t have to fight on anything like even-
up terms. They used the advantages their country’s size
and climate gave them, coupled with their numeric
superiority — the USSR had twice as many men as the
Germans in its service-age manpower pool — to simply
outlastand then repel the invaders. What they lacked in
tactical sophistication, they more than made up for in
firepower and grim tenacity.

Then, too, the typical Soviet soldier also had his own
source of deeper motivation. Though it seems hard to
believe today, at the end of the decade during which
we've seen the Soviet system come to be broadly re-
garded — even by the Soviets themselves — as the “Bag
Lady” of the political world, in 1941 there was still a lot:
of belief that the USSR was germinating the world’s
glorious and socialist future within its borders. And
when that kind of revolutionary romanticism flagged,
there was still good old fashioned Russian patriotism
and traditional stoic heroism to draw on.

And, most important of all, when even patriotism
and traditional heroism failed, there was the simple fact
the Soviet armed forces and populace lacked any real
alternative toresistance, much as they may haveliked to
find one. A few months into the invasion, Fieldmarshal
von Rundstedt, commander of Army Group South,
remarked to Hitler his intelligence staffers figured about
2.5 million Ukrainians alone could be got to bear arms
for the Reich if they were treated decently. The Fuhrer
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"Mechanized Assault,” 1941, Soviet style.

curtly dismissed that idea by stating he had “not in-
vaded the east to give rifles to the Slavs.” In fact, he had
invaded it to kill them — if not all of them right away, at
least enough (30 million by Goering's estimate) to make
for rapid clearing of the place for Germanic coloniza-
tion.

The Germans unleashed a frenzied slaughter in the
east — of Red leaders, soldiers, POWs, civilians, intelli-
gentsiaand “racial undesirables” alike—thatsoon even
the most politically apathetic, unpatriotic and anti-stoi-
cal Soviet soldier had an excellent reason to go on
fighting to the bitterest of ends — revenge. Revenge for
massacred family and destroyed homes, murdered
friends and raped sweethearts. Revenge for the hell of it,
and revenge for the satisfaction of it.

Even just a cursory study of the idiotic, evil and self-
defeating murderous policies the German armed forces
and occupation administrations carried out in the east
leaves you breathless in disbelief. The Germans call
what happened to them in 1944-45 the Niederschlagen —
literally, “the beating into the ground” of them and their
country. Taken in perspective, though, the fact there are
any Germans at all left alive today can probably serve as
proof the Russians are at heart a compassionate people.

As a contemporary historic counterpoint, take the
dual A-bombing of Japan. All they did to earn that was
carry out a surprise attack on one American naval base
inan outlying territory. The imagination is staggered to
guess what might have befallen them had they invaded
our mainland, killed 25 million of us, and destroyed
much of our country in the process.

Of all the factors the Germans had the power to
manipulate, it was undoubtedly their racism that
doomed them. They gave their eastern opponents no
real alternative to death or, at best, slavery.

Finally, there is one misconception about the cam-
paign the old man in the Munich subway didn’t deal
with in his summary lecture. Much has been said in our
historical literature about how Hitler was correct in
insisting on a no-retreat policy before Moscow once the
Soviets began their counterattack in earnest. To have
given in to the generals and ordered a retreat would've
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proven disastrous, or so this line of
reasoning goes, since the hitherto all-
offensive oriented Wehrmacht
would’'ve been unable to make a
smooth psychological switch to re-
treat-mode. The idea seems to be that
once told to skeedaddle, the German
army would simply have fallen apart
and never been able to reform again.
Not only does that argument lack
any logic of its own, but numerous
examples from later in the war, when
German armies far more shotup than
the ones before Moscow in 1941 did
carry out retreats and survive to go
on fighting again, completely belie it.
My study leads me to believe had
Hitler ordered a retreat in 1941, and
even had a worst-case collapse of the
front resulted from it, his Thousand
Year Reich still would’ve had its sur-
vivability enhanced by the experience. As the Wehrmacht
fell back westward, those same logistical constraints
that tripped up the Germans would’ve begun operating
against the Soviets. Again, taking performances from
later in the war as a measure, the very best line the
Soviets could’ve been expected to reach by
spring was Riga-Minsk-Odessa.
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And what if the next year’s campaigning = smmseemrmnemmry
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season arrived with the much chastened
Germans hunkered down on that line — the
line they were not beaten back to historically
until mid-1944? We'll never know for sure,
but my guess is Hitler —just as he shut down
the nascent Sealion operation when the
Luftwaffe disappointed him — would have
looked for an out. From his new line he could
no longer kid himself an offensive solution
was even remotely possible in the east. He
might then have gone for a treaty or at leasta
rationalized and reserve-backed eastern de- &
fensive policy.
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when all those hundreds of thousands of

troops and thousands of tanks lost in the east from 1942-
44 were instead available for the defense of Festung
Europa or even Mediterranean excursions. (As late as
November, 1943, Eisenhower feared the Germans might
go over to such a strategy in the east and thus create for
themselves an undefeatably strong reserve.)

And s0,as I warned you part way into this article, the
old man in Munich had indeed gained, through
personal experience, a succinct understanding of the
broad historical factors at work in Russia during the
campaign of 1941. It was probably Fieldmarshal
Montgomery, though, who capsulized the whole thing
best when, at a press conference shortly after V-E Day,
he was asked what new additions to the science of
warfare had been generated by World War II. He an-
swered that there were two such laws given certification
by the war: “One — never invade China, and two —
never invade Russia.” [
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Marshal Zhukov gets his
Imagine, then, the task before the Allies  stamp, belatedly, in 1976.
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GAME RULES

Rules Page 1

BLITZKRIEG

1941

The German Invasion of Russia

If this is your first wargame, read this box first.

Do not try to memorize these rules! No one does that. Wargame rules are, as much
as humanly possible, written to create a game system that simulates military realities.
Therefore you'll find as you play the game, things flow along according to a certain real-
world kind of rhythm. Read the rules through in their entirety before you even punch out
the playing pieces. Then, after a few games, that rhythm will become second nature to
you, and you'll no longer need to keep referring to them as you play. Until then, though,
keep the rules handy; look particulars up when you need to, and use a pen or highlighter
to make notes and reminders to yourself at places that give you trouble.

Rules are numbered sequentially and decimally to help you refer back and find
particular cases. For example, section 5 deals with the overall problem of supply. So all
rules that begin with 5 (such as 5.1, 5.2, etc.,) deal with some particulars about supply.

The individual rule cases marked with this symbol — § — before its number are,
taken together, the “beginners’ rules.” Your first time through, we suggest you read and
play with only the rules marked that way. They won't give you the full historic or
competitive experience playing with all the rules will, but they’ll ease you into that
rhythm and make your transition into the full game much easier later on.
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BLITZKRIEG '41

§1.0 INTRODUCTION

Blitzkrieg '41: The First Year of the Russo-
German War,isatwo-player strategiclevel
simulation of the German invasion of the
Soviet Union. This campaign holds the
distinction of being the largest single land
war (in terms of manpower) ever fought.
Millions of men were engaged on a front
over 1,500 miles long.

The game is at first characterized by a
relentless and brutal drive eastward by
the German army. The player command-
ing that side must try to gain his victory
quickly, by seizing key Soviet cities and
destroying hordes of Red army units,
before the coming of the frigid winter and
the inevitable counterattack.

The Soviet commander must first use
all his wits and every strength he pos-
sesses just to survive the summer and
blunt the mechanized mayhem of the
panzers. Later, as winter slows the Ger-
mans further and supply and attrition
complete the weakening process, he must
launch his forces into a drive aimed at
recapturing as much territory and killing
asmany of the fascistinvaders as possible.

Blitz'41 is actually the second part of a
tetralogy of games, all sharing much the
samesystemand all concerned with World
War II's eastern front. The first install-
ment, a mini-game entitled The Tigers Are
Burning, was published earlier by 3W, Inc.
The third and fourth parts, titled Sunrise of
Victory: 1942-43 on the Eastern Front and
Forgotten Soldiers: The Last Yearof the Russo-
German War, will both appear in later is-
sues of this magazine.

Each hexagon on the map equals 45
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miles/73 kilometers from side to opposite
side. For most of the game, each turn
equals one month of real time; however,
during the faster paced summer months,
turns equal periods of two to three weeks.
Natural terrain and manmade construc-
tions have had to be altered slightly from
their real world configurations to make
them correspond to the hex grid of the
map. Players will find, though, the rela-
tionships among the various terrain types
are, fromhex tohex, accurate to the degree
necessary to present them with the same
space-time dilemmas faced by their his-
toric counterparts.

This is a game of “low to medium”
complexity. If you're new to the hobby,
you can learn to play it on your own,
especially if you use the beginners’ rules
for your first run-through. Over the years,
most have found by far the easiest way to
learn wargaming is to have an older hand
teach it to you — and we highly recom-
mend that approach if anyone like that is
available to you.

2.0 GAME
COMPONENTS

§2.1The 200 die-cut unitcountersincluded
with the game should be carefully punched
out and sorted by side and type after
you've read through the rules the first
time, Unit density may get quite high on
some areas of the map, so I suggest trim-
ming off their dog ears with a fingernail
clipper. That will ease handling and stack-
ing, and impress your opponents with
your professionalism and samurai-like
determination.

§2.2 A sample unit:

Unit|Size
: XXX

Unit i : ﬂ

Type | ; XXX
10-8-9 ol ;- Historic 1.D.
4 Steps Movement

8-6-8+ Factor

f 3 Steps
s

Attack XXX
Factor [ 6-4-7 ol
2 Steps
Defense | 3-3-6
Factor~ 1 Step

This unit is the German (There’s noth-
ing printed onit thattells youit’s German;
you tell thatby its color. Seerule2.6 below.)
56th Panzer Corps. The fact it's blank in its
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upper left corner means it starts the game
already on the board. (Units with a num-
ber or symbol in their upper left come into
play only after the game has started.)

The 56th , in common with many other
units in the game, has four levels of
strength (each level is called a “step”),
represented by two units, printed on both
sides. Only one piece for any one unit is
ever in play at any one time. That is, there
will never be a time when there are two
counters on the map bearing the 56 iden-
tification. The 56th starts the game at its
full, four-step, strength (10-8-9), and is
reduced in strength (first by flipping it
over to its 8-6-8 size, then by substituting
the second counter with its 6-4-7 side up,
then, last, by flipping it over to its 3-3-6
side) step by step untilits final destruction
occurs after losing four steps. (Losses are
suffered due to adverse combat results,
explained later.)

2.3 A unit’s historical organizational size
is denoted by the symbol along its top
edge. These symbols are:
XXXX=Army
XXX= Corps
I 1 Abracketatop a unit’s size symbol
means it was an ad hoc unit put together
outside the bounds of that side’s normal
organization tables, probably just to meet
some sudden or emergency purpose.
Typically, a German corps-sized unit
in this campaign had between 40,000 and
70,000 men (if infantry) and between 200
and 400 tanks (if panzer ). Soviet armies
averaged between 150,000 and 200,000
men (along with a completely variable
number of tanks), while their mechanized
corps had about 10,000 men and 240 tanks.

§2.4 All units in the game that have Move-
ment Factors printed on them are consid-
ered to belong to one of two basic catego-
ries: Mechanized or Straight Leg (also
called Non-Mechanized). :

Mechanized unitsare those formations
whose primary means of locomotion is
provided by wheeled or tracked motor-
driven vehicles. Straight Leg outfits are
those that depend on the legs of men or
beasts to move around the battlefield.
Mechanized Units:

B -GermanPanzer (showing the sil-
houette of a Mk III model tank)
B<] - Italian Motorized Infantry

Al

dins Jdis d» :
BT-7  KV-1 T-34 - Soviet Mecha-

nized Corpsand their FrontMobile Group.

- Hungarian Fast Corps

Those four units showing T-34 symbols
actually were equipped with those excel-
lent machines.

Straight Leg Units:

g - Infantry

|ZI - Mountain Infantry

|_I__| -Shock Infantry (Regular infantry
heavily reinforced with artillery)

@ - Naval Infantry

- Paratroop (Airborne) Infantry
[M] - Militia Infantry

|E| - Partisans

[I:l - Fortress Infantry

A few other counters in the game rep-
resentair-dropped supplies, “hedgehogs”
(German all-around defensive posture in
towns), Soviet cavalry raids, and remind-
ers of being in the “cut off” supply state
(not used in the beginners’ rules).

3
s[5 [ Lam
SUPPLY
SUPPLY +3

§2.5 Some units, just to the left of their
unit-type symbol, carry abbreviations
indicating their nationality:

H-Hungarian } All belong to the Ger-

Italian ; man side in the game
R-Romanian

Other abbreviations appearing on a
few of theunits (thoseidentified by names
rather than numbers) are: CSIR =Italian
acronym for “Special Italian Corps, Rus-
sia;” and LPMA=Lenningrad People’s
Militia Army; FMG=Front Mobile Group;
Sch.=Schnell (Fast); OBG=0Oranienbaum
Bridgehead Group; C=Coastal Army.

§2.6 The counters are printed in different
colors to make sorting them into their
various national groups easier.
German Straight Leg Units — Black on
Fieldgray
German Mechanized Units — White on
Black
Romanian — Black on Green
Hungarian — Black on Light Blue
Italian — Black on Yellow
Soviet Non-mechanized — White on Red
Soviet Mechanized (and one-of-a-kind
specialty units) — Red on White

In a normal two-player game, one
player commands all the German, Roma-
nian, Hungarian and Italian units, while
the other commands all the Soviets. None
of the units in this game can ever switch
sides.
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§2.7 Some units have a small number
printed in their upper-left corners. That
means rather than start the game already
on the board and in-play, these units only
become available for use at the start of the

' turn corresponding to that small number
in their upper left corner. (For example,
the German 40th Panzer Corps doesn’t
become available for use until Game Turn
2,and the Soviet 59th Armynotuntil Game
Turn 7. And one unit, the OBG, has an
asterisk in its upper left; its significance is
explained in rule 6.14). '

§2.8 All German units have potentially
four strength steps available to them. But
lookatthe “German Units’ Holding Boxes”
printed beside the map. Note that several
of the units have the numbers “2” or “3”
printed in the upper-right corner of their
holding box on that chart (not on the
counter itself, just on its chart box). That
means, if a number “2” is in the upper-
right (as it is in the 13th Corps’ box) that
unit starts play at its “two-step level.”
Thatwould be with the factors 2-3-5 show-
ingin the case of the 13th. A “3” appearing
there (as it does for the 47th Panzer Corps)
would mean it starts at its “three-step
level.” (That would be 8-6-8 for the 47th
Panzer or 3-4-5 for a regular infantry out-
fit.)

The Germans simply didn’t have all
the divisions necessary to fill out all their
corps units to full strength. Just because a
unit starts at less than full strength, how-
ever, does nof mean it can’t be built up
beyond its starting level later in the game.
(See section 6 on replacements.)

The majority of Soviet units have only
one or two steps available to them. (And
that means, of course, they’ve only got
one unit representing them in the counter
mix of the game.) SovietMechanized Corps,
the LPMA, and the OBG all have only one
step available to them, and their reverse
sides are therefore blank. Twelve Soviet
Armies (8, 9, 10, 11, 12, 19, 20, 21, 22, 1
Shock, 2 Shock, 3 Shock, 4 Shock) have three
or four steps available to them. Those 13
units have holding boxes printed on the
map in the “Soviet Units’ Holding Boxes”
area.

All Soviet units that start the game in
play do so at their full (highest) values.

Players should use their holding boxes
to store the second counter of three and
four step units. This allows for easier re-
trieval when combat losses or replace-
ments call for making the substitution.

§2.9 A unit's “Attack Factor” is a measure
BLITZKRIEG '41

of its relative ability to conduct offensive
combat against enemy units.

§2.10 A unit’s “Defense Factor” is a meas-
ure of its relative ability to stand on the
defensive against the attacks of the en-
emy.

§2.11 A unit's “Movement Factor” is a
measure of the relative speed (expressed
in terms of clear terrain hexes enterable in
dry weather) it can use to cross the map.

§2.12 In addition to the unit counters
described above, the other components to
a complete game of Blitz ‘41 are the rules
and play aids (which you're now read-
ing), and the map. You'll need to provide
your own six-sided die for resolving
combat.

3.0 SET UP AND HEX
CONTROL

§3.1 Players should first decide, by what-
ever method suits them, who will play
which side.

§3.2 The units available to both players at
the start of the game are set up according
to the instructions given in the Units’
Holding Boxes areas printed on the map
sheet. (For instance, the Soviet 4th Para-
chute Corps starts in hex K6 — that's
Moscow — on the map.) Units with
numbersorsymbols printed in theirupper-
leftcornersappearlater, ifatall, and should
be set off in some convenient side location
for the time being.

§3.3 There are no “Zones of Control” in
Blitz'41 as there are in most other war-
games. (If you don’t know what a “Zone
of Control” is, don’t worry aboutitatall—
just press on.) Therefore a player only
controls those hexes on the map in which
heactually has units positioned or through
which his units were the last to pass. All
land hexes on the map are always con-
trolled by one side or the other (never both
sides at once).

The control of an empty hex switches
instantly from one side to the other as
soon as a unit from the other side enters
the hex. At the start of the game, the Ger-
man player controls only those hexes west
of the Soviet border, and the Soviet con-
trols all to the east.

The concept of “control” is important
for purposes of supply (but not in the
beginners’ rules), and judging victory, and
will be explained more fully in later sec-
tions of the rules.

3.4 Important! If a unit(s) of either side is
removed from play due to lack of supply,
and the hex(es) the unit(s) died in is (are)
completely surrounded by hexes con-
trolled by the other side, then the oppos-
ing player need not actually pass his units
through those vacated hexes to gain con-
trol of them. Control of such hexes switches
automatically to the other side when the
cut off units are removed.

4.0 THE TURN
SEQUENCE

§4.1 All actions taken during a Game Turn
of Blitz'41 take place within the frame-
work of two Player Turns, both of which
are subdivided into smaller segments
called “Phases.” It is illegal to perform
actions outside their proper sequence, and
oncea player completesa given Phase and
has gone on to the next, he may not go
back to perform some forgotten action
unless his opponent graciously permits it.

§4.2 The complete Turn Sequence is given
below in outline form. Therest of the rules
areorganized so as to explain things in the
order they are encountered as you prog-
ress through the Turn Sequence.

After the outlined Turn Sequence, the
whole thing is presented again in ex-
panded form. Experienced players will
find by merely referring to this expanded
outline, they can pretty well keep up with
the game without having to dig up spe-
cific rules.

§I. Soviet Player Turn
A. Soviet Supply Phase

§B. Soviet New Units Phase

§C. Soviet Movement and Mobile As

sault Phase

§D. Soviet Prepared Assault Phase

§E. Victory Check Phase (Starting only

with Game Turn 3)

§IL. The German Player Turn
A. German Supply Phase

§B. German New Units Phase

§C. German Movement and Mobile As

sault Phase

§D. German Prepared Assault Phase
§Important Note: There is no Victory
Check Phase at the end of the German
Player Turns.
§Important Note Number 2: Though the
Soviet player usually goes first in each
Game Turn, on Game Turn One (LATE
JUNE), play is not considered to have
begun until the German Prepared Assault
Phase. (So youjust startin, forgoing all the
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preceding stuff on Game Turn One, with
German Prepared Assaults.)

Also on Game Turn One, German and
Romanian units in Romania may not at-
tack in any way. And during the Soviet
Player Turn of Game Turn Two, those
German and Romanian units in Romania
have their defense factors doubled in
strength.

Further, during Game Turn 11
(MARCH), play ends and the gameis over
atthe conclusionof the Soviet Player Turn.

Expanded Turn Sequence

I. Soviet Player Turn

A.SovietSupply Phase: The Soviet player
may first place or remove the 0-0-1 Mobile
Supply Unitifitis available. (You may nof
both place and remove the supply unit
during the same Soviet Turn.) Then check
the supply status of all Soviet units (only).
All units with no complete supply line or
one thatis over four hexeslong are judged
“Out Of Supply” (0.0.5.). AllSoviet units
that werejudged O.0.S. during last Game
Turn’s SovietSupply Phase,and whichare
found tobe O.0.S. again during this check,
are removed from play at this time due to
lack of supply. After removing the old
0.0.S. units, mark the newly discovered
0.0.S. units as such with the markers
provided.

B. Soviet New Units Phase: Check the
Turn Record Chart to see if new units
become available (either appearing auto-
matically or first needing to be filled out
with replacement steps.) Units may go
into and/or come out of the RVGK at this
time. (The same unit may not both go into
and come out of the RVGK during the
same Soviet New Units Phase.)

C. Soviet Movement and Mobile As-
sault Phase: Coastal Army sea movement,
paratrooper airdrop and partisan place-
ment are possible at this time.

Only mechanized units can mobile
assault (MA). For a stack of such units to
be able to mobile assault together, they
must have started this Phase already
stacked together in the same hex. Air fac-
tors can support MAs. No MAs are al-
lowed during Mud Weather or into
Mountain hexes in any weather. Soviet
mechanized units must absorb all combat
results from MAs they launch as step
losses. Other than that, there are no auto-
matic combat penalties for MAs; only pay
triple normal movement costs to enter the
defender’s hex where the assault it to be
launched and take note of normal terrain
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defensive benefits when calculating odds.

Soviet units starting this Phase in or
next to an operating supply source have
their full movement factor available. If
onehexintervenes between themand their
supply source, they suffera-1 (minusone)
reduction to their movement allowance;
two hexes intervening means they suffera
-2 (minus two) reduction; three hexes
yields a -3, and four hexes a -4. No Soviet
unitmay voluntarily moveintoa hex more
than four intervening hexes away from
the nearest operating supply source. So-
vietunits finding themselvesinsuch hexes
due to enemy actions may only move if
each hex of the move brings them closer to
an operating supply source. No move-
ment allowance reduction takes place be-
yond the -4 penalty, no matter how far
away the nearest supply source. Units are
always guaranteed the ability to move
from a land hex to one adjacent land hex,
through aland (partial or full) hexside, no
matter what the actual cost in points, by
expending all the movement points they
do have available.

D. Soviet Prepared Assault Phase:
Combat is always voluntary. There are no
Zones of Controlin this game. Check Soviet
units’ “Combat Supply” status just before
they launch their Prepared Assault. So-
viet units trace supply to friendly con-
trolled towns, cities or their Mobile Sup-
ply Unit. Those “Supply Sources,” to be
able to be used as such, must be able to
trace a line of land hexes, empty of actual
enemy units, off the east or south map
edges. Soviet units in hexes with or next to
their supply source have their full printed
attack factor available for their assault. If
there is one hex intervening between unit
and source, the unit loses 10% of its attack
factors. (Round remainders up on penal-
ties to be subtracted. That is, 10% of an
attack factor of 9is 1, not 0.9 .) If there are
two hexes intervening between the Soviet
attacking units and their supply source,
the units lose 20%; three hexes means
minus 30%; four means 40%. No reduc-
tions beyond 40% are made to attack fac-
tors, no matter what the intervening dis-
tances. No unit ever has its attack factor
reduced to less than one due to supply.

Check the “Combat Supply” of Ger-
man/Axis defenders before calculating
odds. (But note, the German can declare
his airsupply atany time during the Game
Turn.)

Soviet units making Prepared Assaults
mustalways absorb at least the first incre-
ment of their combat result as a step loss;

the rest may be taken in hexes retreated.
The maximum advance-after-combat for
the Soviets is two movement points for
mechanized and one movement point for
non-mechanized. (You are always guar-
anteed the ability to occupy the defender’s
just-vacated hex, regardless of point cost.)
Probing Attacks, into empty enemy con-
trolled hexes are allowed with no odds
calculation needed.

E. Soviet Victory (or Defeat) Check:
Made at this point each turn, but only
starting on Game Turn 3.

II. The German Player Turn

A.German/ Axis Supply Phase: Check
only German/Axis units’ supply status.
Announce if you will consolidate supply
or use sea supply.

B. German/Axis New Units Phase:
Same procedures as for the Soviet.

C. German/Axis Movement and
Mobile Assault Phase: Same procedures
as for the Soviet player, except the Ger-
man has no RVGK or mobile supply unit
and his mechanized assaulters need not
take all their combat results as step losses.
There is no German/ Axis sea movement.
RIH units never make MAs.

D. German/Axis Prepared Assault
Phase: Same procedures as with the So-
viet. RIH units may not attack unless at
least one German unit is stacked with
them and is attacking with them.

5.0 SUPPLY

5.1 The units of both sides require “sup-
ply” be provided to them in order to
operate at their full, printed-on-the-
counter, potentials for movement and
combat. There are no actual unit counters
in the game representing the quantities of
materiel consumed (the Soviet mobile
supply unit represents another source of
supply, not consumable supplies them-
selves). Supply state for your units is de-
termined abstractly, at the start of your
Player Turn, again before movement and
again before combat, by a process called
“tracing supply.”

5.2 The supply status of your own side's
units (only!) is checked during the Supply
Check Phase of your Player Turn. Supply
must be checked for each individual unit
or stack of units you have on the board.
Supply is “checked” by “tracing” (gener-
ally, just in your mind’s eye) a path of
hexes — which may be enemy controlled
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but must be empty of actual enemy units
— from your unit to a hex containing a
supply source.

Supply sources for the German side
(and this includes the Romanian, Italian
and Hungarian satellite units) are any hex
to the west of the Soviet border. These
hexes are called the “Zone of Military
Operations” orsimply, the “ZOMO.” Also,
if Leningrad (hex B9) is German-con-
trolled, German units sitting in it are fully
supplied while in that hex.

Soviet supply sources are any city or
town on the map which is Soviet-con-
trolled at the instant of tracing and which
can itself trace a path of hexes, empty of
German/ Axis units, to the eastedge of the
map. Once it becomes available, the So-
viet may also use his mobile supply unit
as a source of supply (in effect, it operates
as a semi-mobile town or city for supply
purposes) when it’s not in the RVGK box.
It, too, must have an unblocked line of
hexes to the east edge to function.

Soviet units may not trace their supply
lines directly off the east edge of the map;
they mustalways go through an on-board
supply source, which in turn does the
tracing off map.

And note the important distinction
betweenlegal supply linesand legal supply
sources. A supply line may go through
enemy controlled hexes empty of actual
enemy units at the instant of tracing. A
supply source, tobelegally operable, must
be one which is in a hex actually con-
trolled by your side, and not just empty of
enemy units, at theinstant of the tracing to
it.

Historical Note: Unlike many other
games which forbid the tracing of supply
through hexes controlled by the other
player, evenif they are empty hexes, that's
not the case here. At this scale such a rule
would be historically inappropriate for
this campaign. During these opening
months of what eventually became a long
war, the situation was universally more
fluid and disorganized, for both sides,
than it would ever be again during the
fighting. Particularly during the summer,
there were incidents of enemy supply
columns crossing each others’ paths in
what both presumed to be their own rear
areas.

5.3 During the Soviet Supply Check Phase,
Soviet units that are found to have no
complete supply line at all or a line that
contains more than fourintervening hexes
between the tracing unit and its supply
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source are said to be “Out Of Supply” (or
0.0.5.).

Immediately mark such units with one
of the O.0.S. markers provided. If that
same unit(s), no matter what myriad
adventures it goes through during the
coming Game Turn, is again found to be
0.0.S. during the next Soviet (not Ger-
man) Supply Check Phase, it is consid-
ered completely destroyed and removed
from play due to lack of supply.

The Soviet player may nof purpose-
fully move any of his units into a hex
whereitis immediately obviousit’s enter-
ing an O.0.S. position. Further, Soviet
units found to be 0.0.S. may only moveif
each hex entered brings them closer to an
operating supply source.

Soviet units in the R.V.G.K. Box are

always in full supply.
(Note: the iron laws of economics forbid us
from including games in the magazine
with more than 200 counters. That didn’t
leave us, in the case of this game, with
room to provide you many O.0.5. mark-
ers. In future issues, when we present
games with smaller counter mixes, we'll
use the extras to provide you with generic
marker units. Until then, you can either
cannibalize markers from your other
games or use pennies as substitutes.)

5.4 When the term “intervening hexes” is
used in these rules, its meaning is just that.
Don't count the hex the tracing unitisin or
the hex the supply source is in; only count
the actual hexes between them. For ex-
ample, a Soviet unit in hex G19 and trac-
ing its supply toRiga (E16) has three hexes
intervening between it and its supply
source. If that same outfit were tracing to
the closer town of Kaunas (H17), there
would only be one hex intervening. Ex-
actly which supply sources your various
units trace to is entirely up to you. Gener-
ally speaking, of course, the closer they
are the better; however, that simple ap-
proach may be altered by enemy occupa-
tion or blocking units. And just because
the first unit you trace uses a given supply
source for its supply does not mean all or
any of your other units must also use that
same source — all your operable supply
sources are available for your simultane-
ous use at all times. There is no limit to the
number of units that can trace supply toa
given supply source.

5.6 During the Soviet Supply Check Phase,
that player should only concern himself
with identifying new and repeat O.0.5.
units. During his Movement and Mobile

Assault Phase, he should again note the
supply line condition of each of his indi-
vidual units and stacks at the instant he
starts to move them. If a unit starts its
movement in an O.0.5 state it has four
points deducted from its printed move-
ment factor. (For example, a unit with a
printed movement factor of “7” would in
actuality have only three movement points
available to it for that turn if it began its
move in an O.0.S. position.)

A unit that begins its move with three

legal hexes intervening between it and its
supply source has three points subtracted
fromits movementallowance for thatturn.
Two legal hexes intervening yield a two
point reduction, and one legal hex gives a
one point reduction. Units starting their
move in or immediately adjacent to a
supply source have their full movement
factor available for use that turn.
Note: It is possible you'll find some of
your units to be in a different supply
tracing situation when you begin to move
them than they were in during your just-
passed Supply Check Phase. That's O.K.
During the Supply Check Phase you are
only checking the supply situation for
purposes of determining some unit's
overall survivability due to being ad-
judged O.0.S. in two consecutive Supply
Check Phases. During your Movement
Phase it is possible some unit beginning
that phase in an O.0.S. or attenuated (less
than full) supply position might have a
better supply situation created for it by
the actions of other units you move first
(to blast open new supply routes).

Further, in a situation where some
0.0.5. unit had supply opened to it dur-
ing the Movement Phase, operated ac-
cordingly during the turn following, and
yet found itself again O.0.S during its
own side’s next Supply Check Phase, that
unit would still be removed from play due to
the overall effects of its supply disruption.
So don’t remove O.0.S. markers except
during Supply Check Phases!

(Design Note: When playing the game,
you’ll quickly notice that, given the struc-
ture of the turn sequence, O.0.S. Soviet
units are removed at such a pointitallows
the German units holding the perimeter
of their pocket to move away from them
and back toward the front shortly before
the Reds actually die. This is really not an
artificial construct, but to understand it
you must view the Game Turn as a whole
and judge its accuracy by the aggregate of
activities that take place throughout it.
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Given the physical mechanics of actual
game play, it's impossible to craft a
smoothly workable set of rules that has
both players doing things on the board
simultaneously. So what’s actually hap-
pening as those German pocket-perime-
ter guard units move away is that the cut
off Soviet units are already losing their
cohesion and coming apart. It's just that
the turn sequence keeps the Red player
from getting his hands on the board to
give that process certification, by remov-
ing his dying units, until slightly later on.

Of course, I could’ve, I suppose, recon-
figured the turn sequence to give this
process a more logically sequential ap-
pearance, but I wanted it the way it is to
better serve other rules in the game.)

5.7 Unless the tracing player specifically
announces he’s making use of his side’s
“Sea Supply” capacities (see 5.21 and 5.28
below), supply lines may not be traced
across all-sea hex hexsides. For instance, a
Soviet unit in hex C17 could not trace its
supply line into or through the all-sea hex
between it and land hex C15. (One excep-
tion to the all-sea restrictions is the Kerch
Strait in hexside CC11/CC12. Both sides
may trace supply lines across it when
otherwise appropriate.) Partial land hex-
sides are O.K. to trace through.

There are three seas on the board: the
Baltic in the northwest, and the Black Sea
and Sea of Azov in the southeast.

Supply lines may be traced into and
through all-lake (and Reservoir) hexsides
and hexes. (That’s a critical consideration
up at Leningrad.)

5.8 Aside from the all-sea prohibitions
discussed above, no other natural terrain
on the board blocks supply line tracing in
any way. The German player may not
trace supply through hexes containing
intact Soviet fortifications. The Soviet
player may not trace supply through a
ZOMO hex unless he controls that hex
(this is the one exception to tracing proce-
dures given above in 5.2).

5.9 Mechanized units launching Mobile
Assaults have the combat supply capacity
their position earned for them at the start
of their movement, no matter at what
point(s) during their move they actually
launch their MA(s).

At the moment of launching the MA,
also check the supply status of the defend-
ing enemy units about to recieve the as-
sault. Depending on their traceable dis-
tance from supply, they, too, may suffera
strength decrease. (See below.)
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5.10 During the Prepared Assault Phase,
atthestart of the odds calculation process,
again check the supply status of the units
you are about to launch into that particu-
lar Prepared Assault. If assaulting Soviet
units are in or immediately adjacent to
their supply source, they have their full
attack strength available for the battle. If
onehex intervenes between themand their
supply source, they suffer a 10% decrease
in their attack strength. Two hexes inter-
vening yields a 20% decrease; three hexes
gives a 30% decrease. Units with four or
more hexes intervening at the instant of
their Prepared Assault, or with no com-
plete supply line at all, suffer a 40% pen-
alty.

5.11 When more than one unitislocated in
a single hex, tally up the total strength of
all the units participating in the battle in
that hex and make just one subtraction.
Forexample, if three attacking Soviet units
were together in one hex with printed
attack factors of 3,4 and 6, you’d add them
all up to get 13. Any supply penalties are
then figured as a percentage of that com-
bined strength of 13. In multi-hex attacks,
again combine the strengths of all units
from all hexes sharing the same penalty
amount. If different hexes are suffering
different penalty amounts, calculate those
penalties separately, then add the results
to determine the overall attack strength.

5.12 In cases where penalty deductions
don’t come out to whole numbers, always
round up the penalty amount to be sub-
tracted. For example, 40% of 6 is actually
2.4, but for game purposes round that up
to 3.0 and subtract that amount from the
attack factor printed on the counter.

5.13 It is also possible the supply state of
the defending units about to recieve an
assault (MA or PA) may cause those units
to suffer strength reductions. Check the
defender’s supply status in every battle
immediately after checking the attacker’s
status.

The penalties suffered by Soviet de-
fenders are calculated the same way as
they are for assaulting Soviet units, except
the subtractions are then made from their
printed defense factor, rather than from
their printed attack factors. (German pro-
cedures and penalties are described be-
low in 5.22 and following.)

5.14 No unit, of either side, ever has its
defense orattack factor reduced below the
strength of one (1) by supply considera-
tions. No unit, of either side, ever has its

movement factor reduced below one (1)
point by supply considerations.

5.15 During the Soviet New Unit Phase of
Game Turn 5, the Soviet player automati-
cally receives his Mobile Supply Unit. This
unit functions as a supply source when
placed on the map (though it, too, mustbe
able to trace a line of hexes off the east
edge, just like town and city supply
sources, to be able to function). There are
no qualitative or quantitative differences
between the supply provided by this unit
and the town and city sources.

5.16 The Soviet Mobile Supply Unit is the
only unit the game with a printed move-
ment factor that is considered neither
mechanized nor non-mechanized. Inreal-
ity, it represents not so much an inde-
pendent unit as it does the ability of the
Soviet Command to organize an ad hoc
supply pipeline outside of the pre-war
transportation net represented by the
town/city infrastructure.

The supply unit does not count for
stacking. It has no attack or defense value
of its own, and if any German/Axis com-
bat unit enters a hex containing only the
supply unit, simply pick the supply unit
up and move it eastward far enough to
whereitis again located in a hex empty of
enemy units. In cases where the supply
unit becomes cut off in a pocket (that s, is
unable to trace its line off the east edge),
again pick it up and move it as far beyond
the eastward rim of the pocket as neces-
sary to get it back to where it can trace its
line of hexes off the east edge. :

Thesupply unit canneverbedestroyed.
If forced to move off the map edge, it
simply returns to the RVGK box.

5.17 The supply unit may go into and
come out of the RVGK box just like regu-
lar combat units, though, also just like
them, it can’t do both during the same
Game Turn. It counts as just one unit for
RVGK transit purposes.

When it first arrives, the supply unit
need not go into and through the RVGK
before entering into play; it may be di-
rectly placed onto the map in any legal
land hex (that is, one from which it can
instantly trace its hex path off the east
edge and is already Soviet controlled at
the instant of placement). The supply unit
can never enter enemy controlled hexes
unless it is accompanied by at least one
Soviet combat unit when it does so. From
that it follows the supply unit on its own
can never cause the control of a hex to
switch from one side to the other.
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5.18 The supply unit may sit in a hex next
to enemy units, but they cannot attack or
defend in any way, and have no step-loss
value in combat. When stacked with So-
viet combat units (that is any unit with
printed attack or defense strengths), the
supply unit shares the fate of those units
in terms of retreating after combat. The
supply unit, no matter which units it is
stacked with, may never make advances-
after-combatin the case of PAs, nor may it
in any way “ride along” in MAs.

5.19 The supply unit’s printed movement
allowance of “1” is always one hex, no
matter what kind of weather or terrain is
involved in the its movement that turn. It
can’t enter all-sea or non-frozen all-lake
hexes, thoughitmay cross the Kerch Straits
(hexside CC11/CC12). )

5.20 The supply unit can function as a
supply source and as an entry point for
new units starting the very instant it is
placed on the board as the first act of a
Soviet Supply Check Phase.

The supply unit can use its movement
factor the turn it is placed, however, the
Soviet Player must move it last during his
Movement Phase.

5.21 In this game, on the Soviet side, only
the Coastal Army has the capacity to re-
ceive “Sea Supply.” That is, this unit is
considered fully supplied as long as it is
ona coastal hex of the Black Sea or the Sea
of Azov and the Soviet player controls at
least one “port city” at the instant of sup-
ply tracing to the Coastal Army. Supply
line length has no bearing in the tracing of
this sea supply; it is always provided to
the Coastal Army at full strength, and the
supply line may go through all sea hexes
and hex sides.

The three port cities are: Odessa(Y17),
Sevastopol(CC15),andNovorossisk(DD10).
They can provide other Soviet units with
regular supply (provided they can trace
their line off the east edge) while simulta-
neously providing sea supply to the
Coastal Army. They donotneed tobe able
to trace off the east edge to provide sea
supply; that ability is automatic as long as
they remain Soviet controlled. Oncea port
city becomes German/Axis controlled it
loses its sea supply capacity for the re-
mainder of the game, and if all the port
cities ever come under the simultaneous
control of the German/Axis player, then
the Coastal Army isremoved permanently
from play and all aspects of sea supply are
thereafter denied to the Soviet player.

To trace supply from a port to a Sea of
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Azov coastal hex, the Soviet player must
be in control of both hex CC11 and CC12
at the instant of tracing.

The Coastal Army mustalwaysremain
in coastal hexes; it never moves inland for
any reason, nor can itdraw any other kind
of supply than sea supply. (For more on
the movement and combat capabilities of
the Coastal Army, see section 10.)

5.22 German/Axis supply originates in
the row of hexes just west of the turn-one
Nazi/Soviet borderline. This strip (and it
does include the extra protruding hexes at
H19 and 021) is called “The Zone of Mili-
tary Operations” orsimply “ZOMO.” Each
hex of the ZOMO is a source of supply for
any German, Romanian, Italian and
Hungarian unit(s). (The two protruding
ZOMO hexes can only be used as supply
sources if at least one of the other ZOMO
hexes immediately adjacent to it is also
German controlled at the instant of trac-
ing.) Each hex of the ZOMO, just like
Soviet supply sources, has infinite supply
capacity in terms of the number of units it
can service each turn.

5.23 At the start of the game, German/
Axis units that can trace a supply line
(same restrictions as when Soviet combat
units trace to their sources) to a ZOMO
hex inside the German Reich (that is, any
hex north of hex Q23) no longer than nine
(9) hexes are in full supply. Units tracing
to a ZOMO hex in Hungary or Romania
are in full supply only if the line is no
longer than seven (7) hexes. For each hex
beyond 9 or 7, the tracing unit’s attack and
defense factors are reduced by 10%, and
one movement factor is lost (up to a
maximum penalty of 40% and / or 4 move-
ment points).

The German player does not count
intervening hexes like the Soviet player.
The German counts from the ZOMO to his
units, beginning with the ZOMO hex it-
self as “zero,” and counting out toward
the unit(s) being supplied. Do count the
hex where the unit being supplied is lo-
cated. For example, a German unit in hex
H9 and tracing from hex H19 is said to be
ten hexes away, and thus would suffer
10%/-1 penalties to its combat and move-
ment capabilities.

In cases where a given German/Axis
unit could trace to either a German Reich
or Hungarian or Romanian ZOMO hex,
the German player is free to choose the
hex most logistically advantageous for it.
That is, German/Axis units are not forced
to trace to particular ZOMO hexes in their

own country; all ZOMO hexes are pan-
Axis in their supply capacity.

(It is only that the transportation infra-
structures of Romania and Hungary were
less well developed than those of Ger-
many, and therefore they could not proj-
ect supply as far.)

5.24 German units only (not RIH) may
move out beyond where the maximum
40% /-4 supply reduction take place. That
is, their supply lines to the ZOMO can in
reality be of any length; it’s just that they
will continue to suffer those maximum
strength and movement reductions. Ger-
man units may even move to hexes
wherein they would be completely un-
able to trace any supply line (again, suffer-
ing the -40%/-4 reductions).

5.25 Starting with the beginning of Game
Turn Five (September), the German/ Axis
supply linelength increases by two hexes,
then and every game turn thereafter. That
is, on turn five the primary full-supply
length from the German ZOMO area be-
comes 11 hexes, that from Hungary and
Romania becomes 9 hexes. (On turn six it
would be 13 and 11, etc.)

5.26 German/Axis supply is checked at
the timesin that player’s turn correspond-
ing to the same movement and combat
checks described for the Soviet player
earlier.

5.27 The German air force has a limited
ability to provide otherwise cut-off Ger-
man/Axis units with supply-by-air. This
kind of supply is called “air supply.”

The German can air supply up to four
corps an any and every turn. (Both Roma-
nian units count as two units each for air
supply purposes.) To be eligible for air
supply, the unitmustbe located within six
hexes of a German controlled hex that is
itself in full overland supply to the ZOMO
or is within 6 hexes of a north-board-edge
hex west of Leningrad.

Air supply may be declared by the
German, on a hex-by-hex basis, at any
instant of the entire Game Turn, and its
effects last for the unit(s) so supplied until
the start of the next game turn. (When all
four corps worth of the air supply capac-
ity become available for reuse again.)

Units provided with air supply should
be so marked with one of the four AS
markers provided. Units on air supply
have their full movement and combat
capabilities available to them.

There is no Soviet air supply capacity
in this game.
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5.28 The German/Axis player may sea-
supply up toone full stackanywherealong
the Black Sea coast and one other along
the Baltic Sea coast each game turn. No
supply line tracing or attenuation takes
place; simply indicate the stack to be
supplied and it is fully supplied. Sea-
supplied units must all be in the same hex
to receive the supply for that Sea when the
operation is declared during the German
Supply Check Phase. They needn’t re-
main together once the declarationismade,
but sea-supplied units must remain in coastal
hexes throughout the remainder of the game
turn on which they received such sup-
plies.

In order to provide sea-supply to units
along the coast of the Sea of Azov (which
for purposes of this ruleis considered part
of the Black Sea), the German player must
control both hexes of the Kerch Straits.

Non-mechanized units receiving sea-
supply have their full movement and
combat capabilities available to them.
Mechanized units receiving sea-supply
have their full combat strengths available
to them, but they may not make MAs and
their movement factor is reduced to five
points.

5.29 At the very start of any of his Player
Turns after Game Turn One, the German
player may declare he is “consolidating
supply.” Such a declaration then applies
throughout the next two Player Turns,
until the very start of the German'’s next
Player Turn whenhe may againannounce
consolidation or rescind it.

When German supply is consolidated,
that player picks out five panzer corps to
receive it. Those five units can then oper-
ate in full supply, no matter how long
their supply line to the ZOMO stretches in
hexes. (They do, though, still need to trace
normal, hex-by-hex, lines; it’s just that
now they may be of any length without
incurring attenuation effects.)

Noair, sea or Leningrad supply isavail-
able on turns supply consolidation is in
effect. Further, no Hedgehogs (see 14.47)
may be on the map during consolidation.
(If any are on the map at the instant of
declaration simply remove them.)

During consolidation, all German/ Axis
units other than the five selected panzer
corps lose their ability to attack in any way
and may move only one hex (with the
same restrictions as the Soviet Mobile
Supply Unit). These units still do require
regular supply lines when it comes to
checking for logistic survivability each
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German Supply Check Phase, and they
still do suffer normal attenuation effects
to their defense factors.

Consolidation is made on a turn-by-
turn declaration basis, and the same five
corps need not be provided with the spe-
cial supply each turn it is declared.

The German player may not enter any
reinforcements or replacements on turns
he’s consolidated his supplies.

Design Note: This ruleis based on Van
Creveld’s well-calculated notion the Ger-
mans, by stripping their entire army of all
available transport and every non-essen-
tial scrap of combat supplies, could have
sent between 16-18 mechanized divisions
careening full-bore, and fully supplied,
toward Moscow. It is, of course, a risky
undertaking, and should only be contem-
plated if you see a near-sure shot at a
“Moscow Sudden Death” victory.

5.30 During the course of play, as the
frontline moves back and forth, players
will capture or recapture hexes contain-
ing towns and cities that can legally func-
tion as supply sources for them. The just-
taken places’ supply source capacities do
not, however, come into effect until the
start of the capturing player’s next Supply
Check Phase.

5.31 German units in Leningrad — pro-
vided the hex was already German-con-
trolled at the start of that player’s last
Supply Check Phase—are always consid-
ered to be in full supply. This Leningrad
(via Finland and the German Baltic Fleet)
is never projectable out from the city; it
exists only for Germans in the hex. This
Leningrad supply cancels out German
Baltic Sea sea-supply on turns it is used.

6.0 REPLACEMENTS,
REINFORCEMENTS
AND SPECIAL UNITS

6.1 The replacement/reinforcement proc-
essin Blitz'41 doesn’t work the way it does
in most wargames. Most units entering
the game as reinforcements can do so only
after having been “fleshed out” with re-
placement steps. That is, in most cases,
you must use your replacements to buy
your reinforcements.

§6.2 Reinforcements are new units that
enter play to join your side’s army after
play has already begun. In this game,
there are two broad categories of rein-

forcements: automaticreinforcementsand
cadre reinforcements.

”Automatic Reinforcements” are units
which, when called to appear on the Turn
Record Chart printed on the map, do so
without any intermediate steps being
necessary in their creation. And they auto-
matically appear with their full strength
available for use. There are not many
automaticreinforcementsin the game.On
the Soviet side they are: the LPMA, the
Partisans, the Mobile Supply Unit and the
Cavalry Raid marker. On the German/
Axis side they are: the Italian CSIR corps
and the Hungarian Schnell corps.

Automatic reinforcements are placed
on the map at the times in the turn se-
quence and at the locations described in
the rules below. They become available at
full strength, and there are no costs of any
kind involved in their entry into play.

On the German Units Holding Boxes
on the mapsheet, corps with the acronym
“OKHR” printed on them are reinforce-
ment cadresavailable sometimeafter play
begins (OKHR=High Command of the
Army Reserve).

Reinforcement units have their first
turn of availability printed in their upper
left corners.

§6.3 All the other units in the game are
“Cadre Reinforcements.” That is, when
the Turn Record Chart lists as “Soviet
Armies Available” for turn 2 the “24, 28 to
34, 37, 38, 44 to 48,” that does not mean
those units spring full-blown into play.
Rather, what has become available are
actually no more than counters represent-
ing these potential armies — just cadres of
headquarters and administrative person-
nel. To turn them from mere potentials
into actual fighting armies requires you
use your available “replacement steps”
(given on the chart in the column next to
both sides’ “Units Available” listings) to
“flesh them out.”

Going further with this turn 2 example,
say the Soviet player immediately wanted
to get his new 24th Army into play at full
strength. He can do that because the Chart
also notes he’s awarded 30 “Replacement
Steps.” By using one of his available re-
placement steps, he can enter the 24th at
its one-step strength (1-2-4), or he can
spend two steps right away and enteritat
its full, two-step (3-4-4), strength.

Both players need to keep track of
replacement steps spent and saved on a
piece of scrap paper. It is permissible to
save steps indefinitely; and they have no
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presence on the board that can be reached
and destroyed by the enemy — they sim-
ply exist on paper until brought into play
viathe fleshing-out process just described.

§6.4 In addition to being used to flesh-out
and enter new cadre reinforcements, re-
placement steps may also be used to
strengthen units already in play but oper-
ating there atless than their full step value.
Again, each replacement step spent in-
creases a unit’s strength by one step.

Note that German replacement steps
arrive in two types: mechanized and non-
mechanized. Non-mechanized steps can
only be used to flesh out non-mechanized
units. Mechanized steps can be used to
flesh out both categories of combat units;
however, if a mechanized step is used to
flesh out a non-mechanized unit, that unit
does not gain mechanized characteristics.
In essence, the German permanently sac-
rifices the mechanized quality of any
mechanized replacement step he spends
in so inefficient a way.

Soviet replacement steps arrive in
completely undifferentiated form,and any
Soviet steps may be used to flesh out any
eligible Soviet units.

Design Note: You'll quickly notice an
almost complete lack of German mecha-
nized replacement steps throughout the
game. Not my fault. Rather, it is yet an-
other example of Hitler's convoluted
thinking. Thatis, firsthe launched this, his
most critical campaign, with a plan predi-
cated on success being achieved in one
campaigning season. Then he simultane-
ously withheld all but the barest mini-
mum of armor replacements from his
active units in the field, so he could use
that new production to organize entirely
new units inside Germany. One wonders,
if Russia was to have been conquered in
that one season, who were these new
panzertruppen destined to fight? Well, no
doubt he’d’ve found someone.

§6.5 On any given turn, all newly avail-
able Soviet cadre reinforcements must be
at least partially fleshed out and brought
into play (either directly on the map or
stored as a strategic reserve in the RVGK
box) before that player can spend any of
his replacement steps for any other pur-
poses. This restriction does not apply in
any way to the German player.

§6.6 The following Soviet units may never
receive replacement steps: the LPMA, the
dth Airborne Corps, the Partisans, the OBG,
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plusany and all Mechanized Corps. (The
FMG is not a corps; it may receive replace-
ments.) All those listed units, once weak-
ened or destroyed, may never be recre-
ated or fleshed out in any way. But other
than thatlist, Soviet units, even ones com-
pletely destroyed and in the dead pile,
may always be recreated and fleshed out,
no matter what the circumstances of their
destruction or weakening.

§6.7 There are no Italian or Hungarian
replacements available in the game; those
units may never be fleshed out or rebuilt
during play. The German player has two
Romanianreplacementsteps available for
use throughout the entire game; he may
only use them for fleshing out his Roma-
nian Armies, if they take losses.

§6.8 No German or Romanian unit, once
totally destroyed, can ever be re-entered
into the game at any strength level. A unit
is “totally destroyed” when it takes such
combat losses (or suffers the O.0.S. fate),
that its last strength step is consumed and
removed from the game.

§6.9 Newly entering (or re-entering) So-
viet units appear either in the RVGK box
(see rule section 7) or directly onto the
map via any Soviet-controlled city hex
anywhere on the board thatis in supply or
atop the deployed Mobile Supply Unit
(not used for beginners’ rules) or in any
Soviet-controlled town hex that is fully
supplied and notlocated within three hexes
of the initial German/Soviet borderline.

Newly arriving German/Axis units
appear in any German-controlled hex of
the ZOMO (including H19 and O21, pro-
vided at least one of the neighboring
ZOMO hexes is German controlled) or in
any German controlled city hex on the
map that is in full overland supply to the
ZOMO.

Newly arriving units and units receiv-
ing replacements in the field instantly and
immediately have their full combat and
movement abilities available to them, as
per all the other rules governing such
matters. (That is, the replacement/rein-
forcement process in no way inhibits the
normal use of the receiving units during
the same player turn.)

Stacking limitations must be taken into
account when placing new units. The ini-
tial placing of new units carries no move-
ment factor costs.

6.10 For a weakened unit to be fleshed out
in the field (that is, receive replacements
once already in play) it must be in full

overland supply (not air or sea supplied)
to the ZOMO if German or to a town/
city /supply unit/ portif Soviet. Suchunits
may move and operate fully on the turn of
fleshing out.

§6.11 No unit in the game can ever be
made stronger than the strength steps
provided for it in the counter mix. Neither
player is forced to try to keep his various
units at their maximum strengths simply
because higher step-values are available
to them.

6.12Soviet Shock Armies: These four units
may only appear by “converting” already
existing Soviet armies. The armies to be
converted mustbe in full overland supply
on board or in the RVGK box for the
conversion to take place. The conversion
is made step-for-step, and a newly placed
Shock Army may instantly flesh out with
replacement steps in the field. The Soviet
armiesused in the conversionareinstantly
and permanently removed from play for
the rest of the game.

For example, say its the start of (con-
versions should be made first thing) the
Soviet New Units Phase on Game Turn
Seven (November). That turn both st and
2nd Shock Armies become available. The
Soviet player takes, say, his 40th Army,
located then, say, in full supply on hex K7,
atitsreduced 1-2-4 strength, and removes
it from the map. The 40th is now forever
out of play in that game. He then takes the
counter for the 1st Shock Army, at its one-
step strength of 3-2-3 and putsitin hex K7.
Hethenspends three replacement steps to
immediately build the 1st up to its full,
four-step, 11-8-3 level.

The Soviet is never forced to make the
conversions (though Soviet players will
find it's certainly within their interests to
do so), and holding off the Shock Armies
does not activate the replacement-spend-
ing restrictions given above in rule 6.5 .

§6.13 The Leningrad People’s Militia
Army: This unit is one of the Soviet auto-
matic reinforcements, never counts for
stacking, and may never be replaced once
it is destroyed. It must always enter play
via Leningrad, and may never move more
than three hexes from that city. (If Lenin-
grad is lost to German control before the
LPMA arrives, then the unit never does
enter.)

6.14 The Oranienbaum Bridgehead Group:
This is a unique Soviet unit in that it may
be entered into play, exclusive of the en-
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tire reinforcement and replacement proc-
ess given above, during the course of any
Soviet Movement and Mobile Assault
Phase.

The Soviet player may create the OBG
by passing any Soviet army unit contain-
ing more than one step through or past
any hexside of hex B10. Reduce that mov-
ing army one step and place the OBG in
hex B10. The OBG may not move on the
player turn of its creation. If Oranien-
baum (B10) loses its supply line, the OBG,
as long as it is in B10 and Leningrad is
Soviet controlled, still remains in full
supply. (That's nottrueforany otherSoviet
unit that happens to get trapped there.)

The OBG counts as one unit for stack-
ing, and it may never move more than one
hex from B10. Outside of B10, the OBG
uses its printed attack factor as its defense
factor, too. If attacking out from B10, the
OBG uses its printed defense factor as its
attack factor.

If once destroyed, the OBG is out of
play for the rest of the game. There is no
special back-and-forthmovement possible
between Oranienbaum and Leningrad in
this game.

6.15 Partisans: Once available, the Soviet
Partisan unit may be placed in any Ger-
man-controlled butempty hexwithin four
hexes of Moscow or Leningard. It may not
be placed in Moscow or Leningrad or in
any hex with a town in it. Once placed, it
never moves or retreats. It never attacks; it
only defends. Itis an automatic reinforce-
ment and may be withheld off board (not
in the RVGK) until a Soviet New Units
Phase arrives during which that player
wants to commit it. The partisans are
always in full supply and need not trace
any kind of supply line.

The partisans do serve to give control
of their hex to their side, and they also
serve to block German/Axis retreats into
or through their hex. Normal terrain con-
siderations do apply when figuring its
defensive strength for combat.

When any Soviet combat unit other
than the 4th Airborne Corps enters the Par-
tisan unit’s hex, “link up” is considered to
have occured. At that point remove the
Partisan permanently from play and
award the Soviet player the number of re-
placement steps (1 or 2) equal to its step
value at that moment.

Deploying a temporarily withheld
Partisan does not use up Soviet RVGK
capacity.

§6.16 The Front Mobile Group: This unitis
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a cadre reinforcement and it may take re-
placements, etc. Turn five is the earliest it
may appear in the game. It suffers under
a further restriction in that it may not be
brought into play until a Soviet Player
Turn begins on which there are no more
Mechanized Corpsin play. (On Turn Five
or thereafter the Soviet player may volun-
tarily remove his remaining Mechanized
Corps to allow for the FMG's entry. He
may credit himself with one replacement
step for every three printed attack factor’s
worth of Mechanized Corps so removed.
The Corps must all be removed on one
turn, and any that come off in a less than
fully supplied state do so without adding
to the replacement credits.)

6.17 The Cavalry Raid Marker: This unitis
anautomaticreinforcement for the Soviet,
but is really only an attack strength en-
hancer rather than a “real” unit. It has no
step value of its own in combat, and is
merely held off board (not in the RVGK)
unless the Soviet player wants to commit
it to aid one of his Prepared Assaults. See
rule 14.45 for a description of its combat
effects.

Design Note: The Soviets did not re-
ally deviseand apply a broadly successful
strategic role for their cavalry arm in 1941
— thathad to awaitlater stages of the war.
Accordingly, the Soviet Army’s cavalry
establishment is mostly factored into the
existing army sized units in the game.

7.0 THE R.V.G.K.

§7.1 The Soviet player may strategically
redeploy (that is, move over far greater
distances than normal) some of his units
each turn by using his RVGK box. (RVGK
is the transliterated Russian acronym for
the term “Reserve of the Supreme High
Command.”)

§7.2 To be eligible to enter the RVGK box,
a Soviet unit on the board must be in full
overland supply on the map or it may
enter there directly if it's entering /re-en-
tering the game via the replacement and
reinforcement process.

On turn 2 the maximum number of

' Soviets allowed to transitinto or out of the

RVGKistwounits. (That's the grand total,
not two in and two out, but two units
altogether, regardless of direction of tran-
sit.) Each game turn thereafter the transit
maximum increases by one unit until turn
fivewhenitreaches fiveand remains there
for the rest of the game.

Soviet units with printed attack factors

of six or more count as twounits for RVGK
transit maximum purposes. The transit
limits do not put a ceiling on the number
of units that may actually be in the
R.V.G.K,, just the number moving in/out
on a given turn.

§7.3 A unit goes into or comes out of the
RVGK at the very start of the Soviet New
Units Phase. The same unit cannot both go
into and come out of the RVGK box dur-
ing the same Soviet Player Turn. Over the
course of a game, though, the same unit
may make any number of properly se-
quenced transits.

§7.4 To enter a legally available unit into
the RVGK box, simply pick itup and place
in the box printed on the map sheet. (To
enter an illegal unit, the same process is
followed, but wait ‘til the German'’s not
looking.)

§7.5 Units may leave the RVGK and re-
enter play on the map via any Soviet-
controlled and fully supplied town or city
hex or via the already deployed Mobile
Supply Unit. (It is permitted to use the
supply unit for this purpose on the very

same turn it was also just deployed from
the RVGK.)

§7.6 Units may move and attack regularly
on the very same turn they deploy from
the RVGK (though naturally not on turns
they deploy into it).

§7.7Mechanized Corps, the Coastal Army,
the 4th Airborne Corps, the Partisans, the
Cavalry Raid marker, the OBG, and the
LPMA may never go into the RVGK.
Design Note: There is no German/Axis
equivalent to this kind of movement dur-
ing the game. During this period, all of the
Germans' transport capacity was fully tied
up just moving the needed supply and
replacements forward — none was avail-
able for strategic redeployments.

8.0 STACKING

§8.1 Piling more than one unit into the
same hex is called “stacking.” The Ger-
man player may stack up to five of his
units in one hex; the Soviet may stack up
to four of his.

§8.2 Soviet Mechanized Corps (not the
FMG) count as one-half unit, each, for
stacking, but you may never have more
than two of them in any one hex.

§8.3 Any Soviet unit with a printed attack
factor of 6 or more counts as two units
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each for stacking purposes. And this must
be taken into account when fleshing out
units already in stacks.

§8.4 On the German/ Axis side, each of the
two Romanian armies count as two units
for stacking purposes. Further, the Roma-
nianarmies may never both bein the same
hex. Romanian and Hungarian units may
never stack or move together.

§8.5 The Soviet LPMA, Mobile Supply
Unit, and Cavalry Raid marker never count
atall for stacking — it’s as if they weren't
there when you add up your stacking
total. Likewise, the 4th Airborne Corps,
while still in Moscow before making any
airdrop, does not count for stacking. Once
airdropped, it counts as one unit for stack-
ing thereafter.

8.6 0.0.8, air supply, and hedgehog
markers never count for stacking.

§8.7 During the course of a game turn any
number of units may move through a
given hex. Stacking limits are in effect
only during the placement of new or re-
entering units, at the end of both sides’
Movement and Mobile Assault and Pre-
pared Assault Phases, at the completion
of every retreat and advance-after-com-
bat (but just for the units involved in a
given combat), and at the instanta Mobile
Assault is launched against a given hex
(that Jast is not used in the beginners’
rules).

8.8 When launching a mobile assault, the
launching player must take care the hex
the assault originates from has no more
than the legal stacking limit of his units at
the instant the MA jumps off. Within the
defenders’ hex where the MA actually
takes place, the stacking limits of the two
sides are mutually exclusive of each other.

9.0 WEATHER AND
TERRAIN EFFECTS

§9.1 At the strategic level simulated here,
the power of the terrible east European
climate primarily makesitself felt through
its effects on ground conditions. Weather
* for a given game turn is said to be either
“Dry,” “Mud” or “Frost.” Further, there
aretwo weather zones on the board, called
the “northern” and the “southern” zones.
Theweather of the southern zone ismilder,
but because of the severity of the 1941-42
winter, that warmer area was even more
restricted than usual that year. The South-
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ern zone consists only of those nine Cri-
mean hexes lying within the weather line
boundary shown on the map.

§9.2 The weather for each zone is given in
the weather column on the Turn Record
Chart printed on the map sheet. During
turns in which the weather is the same for
both zones, only one word is printed on
the chart. During game turns when the
weather in both zones is different, the top
word pertains to the northern zone and
the bottom word to the southern zone. For
example, on game turn 6 (October) the
weather in the northern zone is “Mud,”
while in the south it's “Dry.”

9.3 No Mobile assaults are allowed in any
zone experiencingmud weather onagiven
turn.

§9.4 Weather’s effects on movement costs
are given on the Terrain Effects Chart
(TEC).Forexample, to entera clear terrain
hex during dry weather costs mechanized
units (their costs are always to the left of
theslash, and non-mechanized units’ entry
costs are to the right) 1 point from their
movement allowance, and non-mecha-
nized likewise would pay one point. In
Mud weather mechanized units would
pay 3 movement factors for each hex en-
tered, while non-mechanized would pay
only 2 points.

§9.5 Weather’s effects on combat strength
calculations arealso given on the TEC. For
example, when attacking into a clear hex
in mud weather, the attacking units must
deduct 10% from their attack strength
before calculating odds. (Theblank spaces
for clear terrain in Dry and Frost weather
means there is no attacker penalty for
attacking into such terrain during such
weather.) It is always the terrain in the
defender’s hex that determines the terrain
column used.

§9.6 Weather also effects the maximum
advance-after-combat allowable after
Prepared Assaults. See rules 14.22 and
following for a full explanation of that.

§9.7 If an advance-after-combat carries a
victorious attacker across the weatherline,
and thus through two different kinds of
weather, conduct the entire advance as if
it were made under the conditions most
advantagous to the advancing victors.

§9.8 All units in this game are guaranteed

the ability to move at least one hex each

player turn. That is, even if, according to
the terrain entry costs given on the TEC, a

unit just starting its move didn’t have the
needed number of movement pointsavail-
able to make a desired one hex move, it
could still move one hex by expending all
its available movement points.

This one-hex guarantee does not give
units the ability to do otherwise illegal
things — such as move across an all-sea
hexside (sea movement capacities would
have to be utilized to do that).

Important Note: In Frost weather,
Sovietnon-mechanized units pay only one
movement point per hex to enter any kind
of groun terrain.

§9.9 The major and minor river hexside
crossing costs given on the TEC are as-
sessed against the moving unit’s move-
ment factor in addition to the cost as-
sessed for entering the hex crossed into.

§9.10 “Manmade Terrain,” (thatis, towns,
cities and fortifications) carry no intrinsic
movement costs of their own. The cost for
entering such hexes is dependent on the
“natural” terrain located there.

§9.11 “Natural Terrain” is either clear,
broken (hills), forest or marsh. Only one
kind of natural terrain ever exists in any
one hex.

§9.12 The Kerch Straits lie in the hexside
between hexes CC11 and CC12. Its move-
ment costs and combat penalties are the
same as those for a major river hexside.
Further, though, no advances or retreats-
after-combat are allowed across it in Dry
or Mud weather unless theactual crossing
takes place during the first hex of that
movement. This restriction is lifted dur-
ing Frost weather. No MAs are ever al-
lowed across the Straits.

§9.13 The “Sivash,” a low coastal area of
shallow tidal basins and marshes, lies
along the hexsides shared by hexes Z13
and AA14, and between AA13and AA14.
These hexsides are always treated for all
purposes as majorriver hexsides ina Mud
weather state, no matter what the actual
weather state given on the TRC is at the
time,

For purposes of sea movement and
supply, hex Z13 is nof considered to be a
usable coastal hex.

'No MAs are allowed through the two
Sivash hexsides.

§9.14 Except as given in the rules for sea
supply and sea movement, no actions at
allmay take place across all-sea hex sides.
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§9.15 Manmade terrain carries combat
effects of its own, which effect combat
strength calculations in addition to the
effects generated by the natural terrain in
the defender’s hex. For example, if thereis
atown located in the defender’s hex, after
the die is rolled to resolve the battle and a
result obtained by reading it off the Combat
Results Table, the defender’s combat re-
sult would bereduced by one. “-1 DCR"” =
Minus-one to the defender’s combat re-
sult. “+1 ACR” = plus-one to theattacker’s
combat result.

§9.16 Defenders in city hexes (all cities in
the game are located on clear natural ter-
rain) have their available defense strengths
doubled. And justas with towns, the rolled
defender’s combat result is reduced by
one for being in a city, and the attacker’s
combat result is increased by one for at-
tacking into such hellacious terrain. Fur-
ther, all mechanized units must use their
defense factor as their attack factor when
assaulting into cities in any way. (Tanks
are much less useful to an attack, and far
more vulnerable to ambush, in rubble-
filled streets than they are in the country-
side.)

§9.17 Soviet units defending in an intact
Stalin Line hex have their defensive fac-
tors increased by 10%. (Round the bonus
up — thatis, 10% of a defense factor of 11
is 1.1, yielding a +2 here.)

Design Note: The Stalin Line, running
along the 1939 border, had been planned
as a formidable strategic block. With the
annexations of 1939-40, however, the Red
Army moved forward, and with it went
all the heavy weaponry originally em-
placed in the line. During this campaign,
then, the Stalin Line was reduced to a
hollow shell, only its empty emplacements
providing its defenders with some protec-
tion against German artillery.

§9.18 The other fortifications on the map
existin their hexes in addition to the natu-
ral terrain located there and in addition to
any other manmade terrain located there,
too. So, in a hex containing both a town
and a fortification, the effects of both are
felt in combat. In this example, the at-
tacker’s combat result would be raised by
one because of the fortification, while the
defender’s result would be decreased by
two, due to both a town and the fort being
in the same hex.

§9.19 At the start of the game, there are
independent fortifications already exist-
ing in Odessa (Y17), Sevastopol (CC15),
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AA14 (Perekop), Kiev (R15), B10 (Ora-
nienbaum), and Leningrad (B9). These
fortifications give Sovietdefender’sin their
hexes a -1 decrease to their rolled combat
result. They are intact and operable from
the very start of the game. They are con-
sidered permanently destroyed once
control of their hex switches to the Ger-
man player.

§9.20 In addition to those independently
existing fortifications listed above, there
are four “fortified lines” printed on the
map. These are: the Luga Line, in hexes
B11,C11,D10and E10; the Vyazma line, in
hexes 19, J8, K9, L8 and M9; the Mozhaisk
Line, in hexes J7, K7, L7, M7 and N6; and
the Moscow Line, in hexes J5, K6 and L5.

§9.21 These fortifications, though printed
on the map for convenience, do not actu-
ally comeinto existence, and thereby have
effects on play, until the very start of Game
Turn3 forthe Luga Line, and the very start
of Game Turn 5 for the other three. If any
hex of a given fortification line switches to
German control before that line comes
into existence, then that line is considered
to have been abandoned by the Soviets
and never does activate during the re-
mainder of the game. (Once a line has
come into existence, the mere seizure of
one of its hexes is no longer enough to
undo the whole line for the German; from
that point on he must take each one hex-
by-hex if he wants it.)

§9.22 Soviet fortifications (no matter if
they're part of the Stalin Line, independ-
ent, or one of the four later-built lines) are
all considered “intact” until such time as
their hex switches to German/Axis con-
trol. Atthat point they are “wrecked,” and
no longer provide defensive benefits for
the remainder of the game — ignore them
completely from then on. Once wrecked,
fortifications cannot be rebuilt during the
course of a game.

The Soviet fortifications in this game
havenointrinsicdefensive powers of their
own. If not occupied by defending Soviet
combatunits, the German / Axis units may
enter and traverse them freely. An intact
(even though empty of combat units)
Soviet fortification does block German/
Axds supply line tracing through its hex.

§9.23 The combat and movement penal-
ties given on the TEC for hexside water
barriers (minor and major rivers, lakes,
Sivash, Kerch) are assessed in addition to
any costs and penalties incurred for
moving/attacking intothehex onthe other

side of them. For example, a unit assault-
ing across a minor river hexside into a
clear terrain hex, during mud weather,
would suffer a 20% reduction of its attack
factor for the cross-river operation, plus
another 10% reduction for attacking into
the clear terrain. In such multi-penalty
cases, combine the penalty percentages
into one figure, then make just one grand
reduction to attack strength. (Again, al-
ways round penalties up.)

§9.24 Lakes are shown on the map in two
broad size categories — those so small
they only occupy, likerivers, hexsides, and
Lake Ladoga in hex B8 and those sur-
rounding, which covers an entire hex and
more.

Lake hexsides (and this category in-
cludes the Rybinsk Reservoir) cannot be
moved across or assaulted through except
during frost weather, and even then a +1
movement penalty and 20% attacker re-
duction is incurred for doing so. Supply
lines, however, can be traced across lakes
in all weather.

Units can only enter the main hex of
Lake Ladoga (B8) during Frost turns, but
they can’t end their move there. No as-
saults can ever be launched into or out of
that hex. The hex has clear terrain charac-
teristics for movement during frost (2/2).
Supply lines can always be traced into and
through this hex by both sides.

§9.25 All combat reductions and move-
ment costs are cumulative in this game.
When subtracting combat strength or
movement factors from a unit, all the
applicable penalties should first be added
together, and then one grand deduction
made.

10.0 SEA MOVEMENT

§10.1 The Soviet player may move only
his Coastal Army by sea movement. In
making such a move (no more than once
every Soviet player turn, during the
Movementand Mobile AssaultPhase, and
performed before any regular land move-
ment takes place), the Coastal Army may
travel through all-sea hexes and hexsides
from its start hex to any other Black Sea or
Sea of Azov coastal hexes within six hexes.
The landing hex must be one empty of all
German/Axis units — there are no
“amphibious invasions” in this game.

§10.2 After landing, the Coastal Army
may use its printed movement factor to
move along the coast and may launch a
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Prepared Assault (alone or in conjunction
with other Soviet units) that same player
turn.

The Coastal Army may only ever enter
' coastal hexes and launch PAs into coastal
hexes. Likewise, if it retreats-after-com-
bat, it must do so only along coastal hexes
(in any direction). Or, alternately, it can
refreat out to sea and back to any Soviet
controlled port city within six hexes. (Such
aretreat only negates one increment of a
combat result, so any extra would need to
be absorbed as step losses.)

§10.3 As long as the Soviet player controls
atleast one of the port cities (see rule 5.21)
the Coastal Army can always receive
replacements and even be rebuiltif totally
destroyed. If at any time, though, all of the
port cities come under German/Axis
control at once, the Coastal Army is
immediately removed from play and may
neverreturn, and all aspects of sea-supply
and sea movement are denied the Soviet
player for the rest of the game.

§10.4In order to moveinto or through any
Sea of Azov hexes, the Soviet player must
control both Kerch Straits hexes (CC11
and CC12). Both those hexes are consid-
ered to lie within the Black Sea and the Sea
of Azov, and on a case-by-case basis, the
Soviet player may consider them to be in
either sea at any moment.

§10.5 The German/Axis player has a lim-
ited sea evacuation capacity available to
him in both the Baltic and the Black Sea/
Sea of Azov areas.

Atthestartof any of his Movementand
Mobile Assault Phases, the German may
declare an “evacuation” to be taking place
in either or both of those two water body
areas. He can evacuate up to one full stack
(and that stack’s worth of units must in-
deed all be stacked in just one hex within
the given water body) from the Baltic and
one full stack from the Black/Azov areas
each turn.

Evacuees must start the phase already
stacked in the coastal hex to serve as the
evacuation point. Then, simply lift them
off the map and permanently remove them
from play for the remainder of the game. Such
evacuated units, though their combat
power is henceforth denied to the Ger-
man, are considered to be alive and reor-
ganizing in Germany, and their evacu-
ation therefore does not cause the assess-
ing of penalty points against the German
player’s victory point total (see rule 15.5).

No kind of supply line need be traced
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or range limit calculated for German/
Axisunitstobeeligible for sea evacuation.
This is the only kind of “sea movement”
available to the German in this game.
German/Axis units cannot retreat-after-
combat out to sea. No sea evacuation
movement is available on turns supply is
consolidated.

11.0 ROMANIAN,
ITALIAN & HUNGARIAN
UNITS (RIH UNITS)

11.1 Romanian units may never move north
of the “S” hex row (they may enter it).
Hungarian and Italian units may never
move north of the “O” hexrow (they may
enter it).

11.2 RIH units may not assault in any way
unless stacked with at least one German
unit that is involved in the same assault.

11.3 RIH units alone in a hex or there only
with other RIH must always absorb as
much of their combat resultsas geographi-
cally possible by retreating. In combat
situations where there is German unit
participation, the presence of the RIH does
not force the German to retreat his whole
force. He must use German steps to ab-
sorb the combat losses if he chooses not to
retreat in such situations, though, and
once the Germans were gone any remain-
ing combat result would have to be ab-
sorbed by retreating the RIH survivors.

11.4 Hungarian and Romanian units may
never move or stack together.

11.5 The Italian and Hungarian units in
the gameare both mechanized-class units.
Due to all kinds of social, doctrinal and
training deficiencies, though, these units
cannot perform MAs. Nor may they in
any way “ride along” in German stacks
that are performing MAs. They do pay
mechanized terrain costs. These two units
are illustrated with NATO-style symbols,
rather than silhouettes, to serve as a re-
minder of these restrictions.

12.0 REGULAR
MOVEMENT AND
MOBILE ASSAULTS

Note: Players using beginners’ rules
should ignore all references to Mobile
Assaults, MAs, and Supply States.

§12.1 Every regular unit in the game has a

“movement factor” printed as the right-
most numeral along its bottom edge. This
represents the maximum number of hexes
the unit can move into in a single Move-
ment and Mobile Assault Phase.

Movement factors cannot be saved or
accumulated from turn to turn, nor can
they ever be transferred or loaned from
one unit to another. If units with different
movement factors are moving together as
a “stack” (see 12.5 below), when the
movement allowance of the slower unit(s)
is exhausted it must drop off from the
stack and cease movement in that last
reachable hex.

§12.2 Both players move only their own
units during the Movement and Mobile
Assault Phase of their own Player Turn.

During his own movement, a player
may move some, all or none of his units
within the restrictions given in the rules.
A player is never forced to move any of his
units.

§12.3 Units on the same side may enter
and pass through each others” hexes freely,
as long as stacking limitations are ob-
served at the times specified in rules 8.7
and 8.8. Thereisnolimit on the number of
units that may enter and pass through any
given hex on any given turn.

12.4 Moving units may never enter hexes
occupied by enemy units, unless the
movers are mechanized units about to
launchan MA. And during MAs, the mere
entry of the enemy assaulters into the
defender’s hex is not enough to trigger a
switch in which side controls that place.
Control is decided by which side gets
driven out of the hex as a result of the MA.

§12.5 In order to move together during a
given player turn, units must start the
Movement Phase already piled together
in the same hex. Such piles are called
“stacks.”

§12.6 All regular movement is performed
stack-by-stack and hex-by-hex. Themove-
ment of one stack (or individual unit start-
ing alone in a hex) must be completed
before that of any other may be started. A
player may only go back and readjust the
movement of his already moved units if
his opponent agrees to allow it.

§12.7 Sometimes, when moving a large
stack, themoving player may wish tosplit
off some of the units in the stack and have
them move away on theirown course. The
units left behind in the original “parent”
stack may then resume their own move-
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ment, even splitting off more sub-stacks if
so desired.

§12.8 Once a player has begun moving an
entirely different parent stack, however,
he may then no longer go back and move
earlier units without first obtaining his
opponent’s permission to do so. (And
given the historically mean-spirited na-
ture of the war being simulated here, play-
ers should certainly not feel themselves to
be under any gentlemanly compunction
to automatically grant such requests.)

12.9Mechanized German and Sovietunits
(only) can carry outa kind of attack-while-
moving called “Mobile Assaults” or
“MAs” (“Em-Aze”). They are conducted
by having the assaulters actually enter a
hex containing enemy units (and the de-
fending enemy units can be of either class),
by paying three times the normal entry
point cost for the kind of terrain in the hex.
MAs are the only situations in which units
of the opposing sides may even temporar-
ily occupy the same hex simultaneously.

12.10 The assaulting player must observe
stacking limits in the hex from which heis
launching his MA. For example, say the
Soviet player had four units in a hex next
to some enemy units he wished to MA
with other, moving, Soviet mechanized
units. It would be illegal for the Soviet
player to launch his moving force into its
MA from the hex already containing the
other four Red Army units. (Of course,
this problem might easily be solved by
moving that first stack of units away be-
fore beginning the movement of the MA
force. But, then, that might create further
problems if the Soviet player had another
task in mind for that first stack which
needed to be performed in that original
hex. War is hell.)

12.11 Unlike many other wargames, there
is no inherent combat penalty involved in
conducting MAs in this game — units pay
only the tripled movement costs. Impor-
tant: the guaranteed ability of units to
move one hex given in rule 9.8 does NOT
guarantee mechanized units the ability to
launchan MA! Units launching MAs must
have all the required movement points to
pay for the assault or they can’t carry it
out.

12.12 In order to participate together in
thesame MA, mechanized units muststart
the Movement Phase during which the
assault is to be launched already stacked
together in the same hex.
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12.13 Air support points may be used to
assist with and defend against MAs. (See
rule 14.41.)

12.14 German mechanized units launch-
ing MAs are free to continue launching as
many MAs as their owner wishes, into the
same or as many different hexes as he
wishes, aslong as the units have sufficient
movement points remaining and absorb
any combat results as step losses.

Any given Soviet mechanized unit is
always limited to making no more than
one MA during any one Soviet Movement
Phase.

12.15 If any mobile assaulting units ab-
sorb even just one increment of their
combat result from the MA as a retreat,
their move for the turn ends in the final
hex of their retreat path.

12.16 NoMAs areallowed across the Kerch
Straits or the Sivash, nor may they ever be
conducted in Mud weather. Units making
MAs into city hexes must use their de-
fense factor as their attack strength.

12.17 A mobile assault is considered to be
taking place in the hex in which the de-
fending enemy unitsarelocated. The stack-
ing limits of the two sides within that hex
are mutually exclusive and do not effect
each other in any way.

12.18 The immediate combat supply state
of both sides, plus the defensive value of
the hexside assaulted through and the hex
assaulted into, must all be taken into ac-
count when calculating combat strengths
and odds.

12,19 If mobile assaulting units are to be
retreated in order to absorb some or all of
their combat result, first place them back
in the hex from which they just launched
the failed assault, and then carry out their
retreat from that launch hex. (See 14.30.)

12.20 There is no automatically available
advance-after-combat for victorious
mobile assaulters as there is for victorious
prepared assaulters. All post-MA ad-
vances are dependent on the movement
factors still available to the assaulters
(provided they haven’t retreated).

12.21 Since MAs are always conducted by
only one moving stack against one de-
fended hex at a time, the “Concentric
Attack” bonusis never available for them.

12.22 Because only one stack of moving
attackers may conduct an MA at any one

time, multi-hex MAs are impossible. It is
possible, however, for the same stack of
defenders to be mobile assaulted more
than once, in the same or different hexes,
during the same player turn.

12.23 In cases where a mobileassault yields
combat results which are completely ab-
sorbed as step losses by both sides, yet
there remain units of both sides still in the
MA hex, choices are as follows. If the
attackers were Soviet (since they can only
do one MA per unit/stack per turn), place
themback in their launch hex. If they have
movement factors remaining, they may
use them to move off in any legal direc-
tions, otherwise, they remain in thelaunch
hex. If the attackers were German, pro-
vided they have sufficient movement
points, they could stay where they areand
immediately relaunch (no kind of rein-
forcement is possible) another MA (recal-
culating odds) , or they could go back to
their launch hex (no movement points are
paid out to do that) and go off in whatever
direction and launching whatever new
MAs they had points remaining to allow
for.

12.24 The fact that a mechanized unit
launched an MA(s) in the MovementPhase
does not preclude it from launching a
Prepared Assault later that same Player
Turn.

13.0 THE FOG OF WAR

13.1 During the Prepared Assault Phase of
his Player Turn during Game Turn one,
the German player may freely examine

Soviet stacks located in hexes adjacent to
his ZOMO hexes.

13.2In all other cases at any other times, it
is forbidden to examine your opponent’s
stacks unless you first commit yourself to
making a PA or MA against the particular
hex you want to examine. And the exami-
nation can be made only the instant the
attackitselfis launched. (Thatis, you can’t
use this rule to say something like, “Well,
I'll be slamming into that stack later on
this turn for sure, so let’s just have a look-
see now, eh?”)

13.3 Players are also allowed and encour-
aged to cover the various holding boxes
onthemap sheet with paper, bricks, furni-
ture, etc., to prevent easy viewing by their
opponent.

§13.4 When playing with beginners’ rules,
it is always permitted to examine what
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lies beneath the top unit in your oppo-
nent's stacks, and the various holding
boxes on the map must be kept uncov-
ered.

14.0 PREPARED
ASSAULTS AND
COMBAT RESULTS

§14.1 During each side’s Prepared Assault
Phase, combat is possible between adja-
centopposing units. Unitsare never forced
to attack simply because they are next to
enemy units; launching an attack is al-
ways voluntary.

§14.2 In any Prepared Assault Phase, the
player whose turn it is is considered to be
the attacker, and the other player the de-
fender, no matter what the overall strate-
gic situation.

§14.3 To resolve a battle (MA or PA), add
up the attack factors of all units making
the assault (and take into account the
various strength penalties given in these
rules), then add up the defense factors of
all enemy units receiving the assault
(taking possible strength reductions due
to supply state into account). Divide the
defender’s available total strength into
the attacker’s available total strength to
obtain an odds ratio. Always round off
remainders in favor of the defender. For
example, 26 attack factors versus 8 de-
fense factors yields an odds ratio of 3-1.

If odds higher than 8-1 are obtained,
use the 8-1 column on the CRT to resolve
that battle. If odds lower than 1-3 are
obtained, that assault is considered inef-
fectual and is simply called off after the
defeated attacking forces suffers a man-
datory one step loss. (In the case of MAs,
theineffectual assaulter would be putback
in their launch hex and their movement
for the turn is stopped there.)

§14.4 Next, look at the Combat Results
Table (CRT) printed on the map sheet and
find the column heading corresponding
to the odds obtained in the previous step.
Roll one six sided die, and check that
result under the (in this case) 3-1 column
heading. If, forexample, the dieroll yielded
a “3” here, that would yield a printed
result on the CRT of “0/3.”

§14.5 Those CRT numbers are read as step
losses or hexes to be retreated or some
combination thereof. Results to the left of
theslash apply to the attacking force, and
those on the right to the defender.
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§14.6 When a “0” (zero) result appears on
eitherside of theslash, that means all units
of that side are not affected in any way:
“no effect.” (There might still be an ad-
vance-after-combat in such a case, if the
battle was a PA and if the other side suf-
fered a result leading that player to aban-
don the defended hex. See below.)

§14.7 Aresultof “1,” “2,” ”3” or “4” means
the affected units must either lose that
number of steps (in total) or all be re-
treated that number of hexes or some
combination of those two results. For
example, if absorbing a “3” result, the
owning player could choose to lose one
step from just one unit, and then retreatal!
his involved units (including the one that
just took the step loss) two hexes; or he
could lose a total of two steps from one or
more units, and then retreat all involved
units one hex; or he could lose three steps
and keep all the survivors in place.

When apportioning out multi-step
losses, the owning player has complete
freedom. That is, he may have one unit
suffer all the losses or he may split them
up among several units.

§14.8 Anytime both the attacker and de-
fender receive a result greater than zero
on the CRT, the situation is called a “split
result.” In split results, the defender’s
result is always fully applied before the
attacker’s.

If any attacking units remain in their
original hex (in PAs only) they may per-
form an *“advance-after-combat,” pro-
vided the defending hex has been com-
pletely emptied of enemy units. In PAs
wherein the attackers have been destroyed
or pushed out of their assault hex(es), and
the defender obtained a final CRT result of
“0,” those victorious defenders may move
forward and occupy the abandoned as-
sault hex(es). Defenders may never ad-
vance-after-combat in cases of split re-
sults.

§14.9 Advancing and retreating after
combat is not considered part of regular
movement and has nothing to do with the
movement factors printed on the units.
Retreating-after-combat may take place
as the result of an MA or PA; advancing-
after-combat only takes place after PAs.

§14.10 Both sides retreat only their own
units. German/ Axis units must retreat in
as straight a line as possible westward.
(Use the hexrows running laterally across
the board as “map east” and “map west.”)

§14.11 It is generally forbidden for any
unit of either side to retreat off the map.
There are, however, two exception to this.
First, German units defending in the
Leningrad hex or retreating through that
hex from a defeat elsewhere may retreat
off the map into Finland. The fate of such
units is precisely the same as German sea-
evacuees; they are out of play but no total-
destruction penalty points are assessed
against the German for them.

Second, German and RIH units may
retreat off the map through any ZOMO
hex. Such a retreat completely absorbs all
combat results increments, and those re-
treated units are again available for map
re-entry on the next German/Axis New
Units Phase. They must re-enter through
a German-controlled ZOMO hex lying
within the same country from which they
retreated off map. If no such hex is imme-
diately available, they must wait until one
is opened up for them.

§14.12 Soviet units may never retreat-af-
ter-combat into or through a ZOMO hex
unless that particular ZOMO hex(es) was
already Soviet controlled before the re-
treat began.

§14.13 Soviet units must retreat in as
straight a line as possible eastward. The
Coastal Army, though, always has the
option of retreating out to sea and from
there back to a friendly port within six
hexes. (See rule 10.2.) No other unit in the
game, on either side, has the ability to
retreat out to sea.

§14.14 Should either side’s most direct
route be blocked by enemy units or im-
passable hexsides, units may then veer off
as necessary (but keep that veering to the
absolute minimum necessary). Other than
the Soviet restrictions on ZOMO retreats
given in 14.12, units may freely retreat
into and through enemy controlled hexes
that are empty of actual enemy combat
units.

By themselves, intact Soviet fortifica-
tions and /or the Mobile Supply Unit are
not enough to block German /RIH retreat
routes. And the retreat of a German/RIH
unit into an empty intact fort does serve to
wreck that fortification.

§14.15 Retreats-after-combat are figured
in hexes, not in normal movement point
costs. That is, for example, a four hex
retreat must be just that — four hexes, not
four movement points, no matter what
kind of passable terrain is gone through.
Retreating after combat does not give your
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units superhuman capabilities. You still
can’t, for example, retreat across unfrozen
lake hexsides, etc.

§14.16 Units stacked together must retreat
together, splitting up only if stacking re-
strictions would be violated in the last hex
of their retreat. And, again, keep the split-
up distance to the minimum necessary to
allow for legal stacking, and all split-up
stacks must still have all their component
units retreat the same number of hexes.

Retreats must be performed in as
straight a line as possible, and no hex of
the retreat path may be entered more than
once.

§14.17 No defending unit may everretreat
more than four hexes. Should a combat
result be raised by modifiers to greater
than four, the affected units must absorb
that surplus as step losses.

§14.18 In battles wherein units are to ab-
sorb their combat result as a combination
of step loss(es) and retreat, the step loss is
always absorbed first, then the retreat is
made.

§14.19 A given Prepared Assault Phase’s
PAs may be fought out in any order the
attacking player desires; he need not de-
clareall his attacks beforehand. Any given
PA must be completely resolved before
the resolution of the next is begun.

§14.20 Any time a unit is prohibited from
retreating (by impassable terrain, board
edges, etc.), it must absorb the remainder
of its combat result as step losses.

§14.21 If some defending units retreat-
after-combat from an enemy prepared
assault and end up stacked with other
friendly units, and that new stack then
comes under attack that same phase, the
just-retreated units contribute nothing to
the defense of their new hex. Further, if
the new stack suffers a final combat result
above zero, the new arrivals are all auto-
matically destroyed, and their destruc-
tion does not satisfy any of the new hex’s
combat result.

This rule does not in any way apply to
MAs — only PAs. In an MA situation
(carried out during the Movement Phase),
previously retreated defenders do con-
tribute fully and behave normally in any
subsequent combat in their new hex.

§14.22Ina prepared assault, if the attacker
clears the defender’s hex(es) of all enemy
units, he may advance his victorious units
in a process called “advance-after-com-
bat.”
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Like retreats-after-combat, advances
have nothing directly to do with printed
movement factors on the counters. Unlike
retreats, advances-after-combat are fig-
ured in movement points, not in hexes.

The victorious attackers are awarded
asmany advance-after-combatmovement
points as hexes the defeated defender just
retreated. That is, if the defending force
had just retreated, say, three hexes, those
attacker would now be awarded three
points. But just because attackers have
been awarded a certain number of points
does not mean they can use them all in
their advance; there are limitations.

§14.23 Non-mechanized Soviet attackers
may never do more than occupy their
defeated opponent’s vacated hex(es).
Mechanized Soviet attackers, provided
they were in full supply for their PA, may
advance up to two movement points,
otherwise, they, too, may only go one hex.
This is true in all kinds of weather.

§14.24 RIH units can never advance far-
ther than cccupying their defeated oppo-
nent’s hex(es).

§14.25 In dry weather, fully supplied
German mechanized attackers may ad-
vance up to four movement points, and
fully supplied non-mechanized attackers
may go up to two points. (“Full Supply”
canbeachieved by overland tracing, or air
supply.If the attacker’s offensive strength
was not diminished by supply considera-
tions, he had “full supply.” And remem-
ber, available German air supply can be
committed at any point in the furn se-
quence.) Less than fully supplied mecha-
nized Germans are held to two points in
dry weather, and hex occupation for non-
mechanized.

§14.26 In mud weather, the maximum
German advance is always only into the
defender’s vacated hex, no matter what
supply states or unit types were involved.

§14.27 In frost , fully supplied German
mechanized attackers can again go up to
four movement points. Their non-mecha-
nized brethren are again restricted to
occupying the defender’s hex. Likewise,
partially supplied mechanized attackers
are also restricted to the defender’s hex
occupation.

§14.28 Though advance-after-combat is
figured in points rather than hexes, there
is a minimum guarantee of one hex here
similar to the one set out for regular
movement in rule 9.8. Thatis, whenevera

defender is retreated or blown out of his
hexinaPA, nomatter what the weatheror
supply situations pertaining, the victori-
ous attackers are always allowed to at
least occupy that hex(es). For multi-hex
advances point counting is necessary from
the very start, and the first hex entered
into must always be the defender’s just-
vacated hex(es).

§14.29 Anytime the attacker (in a PA or
MA) achieves odds of 8-1 or higher, the
defending force is said to be “DX-ed”
(“Dee-ekst”). That means there is no op-
tion of retreat open to the defenders; they
are simply destroyed. In such cases, the
attackers (in PAs) are awarded the maxi-
mum number of points allowable for their
unit category in the prevailing weather
and supply situation.

In multi-unit attack forces, the pres-
ence of non-mechanized or RIH units does
not hold back the others from using their
allowable advance to the fullest. Advanc-
ing stacks may splitup inany hex after the
first.

§14.30 Attacking units in MAs and PAs
may never retreat more than one hex. Any
result surplus must be absorbed by them
as step losses. Further, attacking Soviet
units must always absorb at least one
increment of their combat result of their
step loss. (So a Soviet combat result of “1”
must always be taken as a step loss.)

§14.31 There is no artificial limit to the
number of PAs a player may make in any
of his Prepared Assault Phases. A defend-
ing unit may be simultaneously prepared
assaulted by units in any or all of the six
surrounding hexes. Butnounitmaylaunch
a PA more than once in any given Pre-
pared Assault Phase, and no enemy unit
may be attacked more than once per Pre-
pared Assault Phase.

§14.32 Units in two or more hexes may
combine their attack factors and all PA
togetherintoasingle hex. Defending units
stacked in a single hex may not be at-
tacked seperately; they may only be as-
saulted as if they were one large unit.
(That last is true of both MAs and PAs.)

§14.33 PAs may involve any number of
attacking and defending units. For multi-
hex PAs to be resolved as a single battle,
though, all the assaulting units must be
adjacent to all the defending units.

§14.34 In cases where the attacking player
has more than one unit in a hex, not all
those units must make a PA into the same
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hex.Some could PA into different hexes or
simply not assault at all.

§14.35 A given unit’s attack and defense
strengths are always indivisible, and may
not be divided among different battles,
either on attack or defense.

§14.36 Only the terrain in the defending
unit’s hex and any water barriers around
its perimeter effect combat. Terrain in the
attacking unit’s hex has no effect on com-
bat. (Though no attacks are allowed to
come out of Lake Ladoga at all, see 9.24.)

§14.37 Defending units in a multi-hex
battle always benefit from the most ad-
vantageous terrain in those hexes. For
example, if two adjacent defenders are
being PA-ed in one single battle, and one
occupies clear terrain and the other bro-
ken terrain, the attack penalties are calcu-
lated as if the broken terrain were in both
hexes.

§14.38 Units of both sides may make PAs
intoempty enemy-controlled hexes. These
arecalled “Probing Attacks,” and no odds
computation or die roll is necessary to
resolve them. The automatically victori-
ous attackers may simply advance out to
the maximum allowable limits as gov-
erned by their type, supply situation, and
weather. The first hex of theadvance must
be into the one just “probed.”

Design Note: Though brief, the Prob-
ing Attack rule is undoubtedly one of the
most important in the game. If you don’t
master it you will never come close to
achieving your side’s potential in play.

Many players — particularly German
commanders — have complained that
with the front as fluid and irregular as it
tends to be, particularly in the all-impor-
tantopening turns, it's a real chore to keep
track of exactly which hexes are Soviet
controlled. That is true, but I wouldn’t
change it because I believe it reflects a
crucial aspect of this campaign in particu-
lar and mobile war in general.

In any well-prosecuted mechanized
war the pace will inevitably become so
blistering some opportunities will be lost
simply because they're not noticed in time
to exploit them. Such is the case here. If
keeping track of hex control — and mark-
ing them with coins or your own control
markers from other games is allowable —
is too much trouble, fine, don't do it
Guaranteed, though, youwon’tdoas well
as someone who does spend the mental
energy units to do so.

By setting out this rule I do not mean to
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seem to throw my sympathies over to the
kind of gamer whose play is so meticulous
and boringly slow they often win by put-
ting their opponent to sleep. On the con-
trary, that goes directly against the spirit I
try to achieve in my designs. If you are
faced with such an opponent, I recom-
mend adopting a rule beforehand limit-
ing each player turn to no more than 20
minutes duration. At that time all activity
stops and the other guy’s player turn
begins.

In such matches the time spent in the
Victory Check Phase should not be
counted against either player, and if a
player manages to roll for his first PA
within his 20 minutes, the clock is then
turned off and he is allowed to finish
rolling for them all.

14.39 In addition to manmade and natural
terrain, supply, and weather, combat re-
sults may be effected by eight other vari-
ables (or “modifiers”). They are all listed
in the following sections.

14.40 Concentric Prepared Assault: Ifa single
hex of defenders is attacked from two
opposite sides or from three hexes with
empty hexes between each or from more
than three hexes, that PA is said to be
“Concentric.” This raises the defender’s
combat result off the CRT by one.

In the case of three-hex assaults, the
“empty” hexes need not actually be
without any units — it just means they’'re
empty of attackers. Likewise, the pres-
ence of a friendly unit(s) adjacent to the
defender being concentrically assaulted
in no way serves to negate the attacker’s
achieved concentricity.

14.41 Air Power: Both sides are awarded
air power factors on the Turn Record Chart.
(TheSovietdoesn’tgetanyuntil turn five.)
These points are not represented by actual
units in the game, and should be kept
track of an a piece of scrap paper if mem-
ory is insufficient.

Air power is available to aid in both
sides’ MAs and PAs. They may not be
accumulated from game turn to game turn;
those not used during either of their
awarding game-turn’s player turns are
forfeit. Each air factor may participate in
one combat support operation, at which
time it is considered expended.

The German player may never commit
more than two air points to any one battle.
RIH units may have airpower committed
to them by the German.

The attacker always announces first

whether he will use air power; then the
defender mustimmediately respond with
his decision. (And, of course, if the at-
tacker doesn’t have any air power avail-
able or just doesn’t want to use any in a
given battle, he must still give the de-
fender a commitment opportunity before
rolling the die.)

No unit may have air power commit-
ted to its battle unless at the instant of
combat there is at least one friendly-con-
trolled and fully supplied (via overland
supply) hex within three hexes of it. At-
tackers may figure range to any hex from
which the PA is originating or to the hexin
which the MA is taking place. Defenders
figure range to any hex of the battle in
which they have defending units.

Additionally, German units within 3
hexes of the north board edge in or west of
Leningrad may have one airpower factor
assigned. to them (if available from the
normal pool of factors, that is), even if
there is no on-board friendly controlled
and fully supplied hex within range.

Design Note: We assume here the
Luftwaffe planes are staging out of Fin-
land.

The effect of each factor of air power
committed offensivelyis to, first, on a one-
for-onebasis, negate any enemy air power
available, and second, any left after the
negation serve to raise the defender’s
combat result off the CRT by one. Defen-
sively committed air factors also serve
first, and again on a one-to-one basis, to
negate any attacking air factors, and then,
second, any left over factors serve to lower
the defender's result off the combat re-
sults table by one.

14.42 Soviet Massed Combined Arms Tactics:
This modifier is only available for Soviet
PAs. Ifevery hex of aSoviet PA contains at
least one attacking army and at least one
attacking Mechanized Corps, then
“Massed Combined Arms Tactics” are
achieved. The German/Axis defender’s
combat result is therefore increased by
one.

Further, whenever the Soviet takes step
losses in battle, on attack or defense, and
he has any mechanized corpsinvolved, all
the corps must be given up before step
losses are taken from any other Soviet
units. This is true even if there was no use
of Massed Combined Arms Tactics.

14.43 Shock Armies and the Front Mobile
Group: In any Soviet PA in which 50% or
more of the available attack factors are
provided by Shock Armies and/or the
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FMG, the combat result of the German/
Axis defenders is increased by one.

14.44 German All-Out Panzer Assault: In
any German PA or MA in which that
player has at least one full-strength panzer
corps participating, he may declareittobe
an “All-out panzer assault.” After the
normal odds computation process, one
selected full-strength panzer corps is re-
duced one step. This loss increases the
defender’s combat result off the CRT by
one. No more than one step may be sacri-
ficed this way per MA or PA, and it may
only come from a full-strength panzer
corps. This technique may not be used
when attacking into Marsh terrain or in
Mud weather. The one-step loss does not
satisfy any of the combat results obtained
by rolling the die — it is extra

14.45 Soviet Cavalry Raids: At this stage of
the war, the primary effect Soviet cavalry
had at the strategic level was to occasion-
ally stage supply-disrupting raids into
German rear areas during conventional
attacks launched by other Red units.
Accordingly, the Soviet Cavalry Raid
marker may be placed atop any stack of
German/ Axis defenders about to receive
a Soviet PA.

For a cavalry raid to be launched, at
least one of the Soviet units involved in
the PA must be in full overland supply.
Further, acavalryraid may notbelaunched
against defenders in a city or hedgehog.
The marker is available for use once each
Soviet PA Phase onceitenters the gameon
turn three.

The raid marker’s effect is to add three
strength points to the Soviet attacker’s
total offensive strength in the PA.

14.46 4th Airborne Corps: In 1941 the Sovi-
ets already had a huge airborne establish-
ment within their army. But due to doc-
trinal and logistical limitations, only one
of the corps, the 4th, was involved in an
airdrop of strategic significance during
the time period of this game.

The Soviet 4th Airborne Corps must
remain in Moscow until such time (if ever)
that player decides to use it in an airdrop.
(These super-elite troops were billeted at
airfields within a 40-mile radius of Red
Square. And had no drop been made,
those valuable fighters would certainly
have been committed to the city’s de-
fense.) While in Moscow prior to drop-
ping, the 4th does require normal supply
like any other ground unit, but it does not
count for stacking.
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A drop (made during a Soviet Move-
ment Phase before any regular ground
movement takes place) may occur on any
turn starting with turn five (September).
The 4th is picked up and placed in any
empty or Soviet occupied hex within four
hexes of Moscow. Place the unit with its
weaker side up. If, at the start of the next
Soviet New Units Phase, the 4th is still on
the map, flip it over to its stronger side
again. (When in Moscow before the drop,
the unit starts at full strength.) Other than
this operation, the 4th may never receive
replacements. And the one-time step in-
crease does not count against the normal
Soviet replacement pool total.

After the drop, as long as the 4th re-
mains within four hexes of Moscow, and
that city is itself in supply and Soviet-
controlled, the paratroopers are consid-
ered to be automatically fully supplied.
Outbeyond the four-hexes-from-Moscow
range, they must join the regular supply
net.

14.47 Hedgehogs: Starting at the very be-
ginning of Game Turn 7, the German may
createup to four “hedgehogs” inany town
hexes he controls that are eligible for air
supply. (No more than one hedgehog per
town hex.) They are created just as air
supply, by simple declaration atany point
during the game turn. (Important Note:
German players must realize this ability
to declare “at any time” for hedgehogs
and air supply does not mean they can do
soasacombatdierollis flying through the
air. For combat purposes, the Red must
allow them the opportunity to declare
before beginning odds calculations for
eachindividual battle, butif that opportu-
nity is passed, itis sacrificed for that battle
on that turn.)

Each hedgehog created reduces the
German air supply capacity by one corps.
(Even though the hedgehogged hex may
not be surrounded at the strategic level
visiblein play here, going toan all-around
defense implies a willingness to — and
provides a near certainty for — being cut
off down at the tactical level.)

The effect of forming a hedgehog in a
town hex is to turn that place into a city
hex for all combat calculation purposes.
Additionally, German units defending in
hedgehogs mustabsorb all combat results
as step losses. And last, there can be no
more than six steps of German units in any
hedgehog hex. (Thatis, noother German/
Axisunits other than thoseactually hedge-
hogged may be present in the hex.)

Once created, hedgehogs may be re-
moved by the Germanat the startof any of
his player turns. Once removed, they may
be created again in the same or different
town hexes. Hedgehogs may only be cre-
ated in frost weather. If the Soviet cap-
tures a hedgehog hex it is considered
destroyed, but the counteris given back to
the German and is available for reuse.

15.0 WINNING THE
GAME

Design Note: Most players will be
frustrated with this game's victory condi-
tions, because of the many drawn games
they will produce. That's to be expected
and is historically acceptable in this situ-
ation. That is, in the real campaign, both
the Germans when they invaded and later
the Soviets when they counterattacked,
wanted this fight to be decisive. But given
the sheer size of the theater of operations
and the magnitude of the forces commit-
ted toit, barring some amazing blunder or
stroke of genius by one side or the other, a
final strategic decision was probably not
reachable within a one-year time.

Players concerned with competitive
standings relative to one another should
therefore agree, before starting their first
match, to determine ultimate superiority
by playing an even-numbered series of
games (2, 4, 6, etc.), switching sides for
each new play. Each player should keep
track of the total number of points he
earned each timeas the German, add these
game totals up at the end of the series, and
declare the player with the largest tally
the “Maximum Winner.”

Of course, this will be frustrating for
people with the time or inclination to play
only one match. There’s nothing to be
done for it — Hitler and Stalin were frus-
trated, too, when all they got for their
troubles in 1941-42 was a draw.

§15.1Sudden-Death Moscow Victory: This
kind of victory, the highest kind, is only
available up through the end of Game
Turn Six (October).

If, at any time before the end of game
turn six, the German succeeds in gaining
control of the Moscow hex (supply state of
the gaining units does not matter), the
game ends instantly and that player is
declared the winner. For series-play pur-
poses, he is awarded 88 points.

§15.2 If the German fails to achieve the
Sudden-Death Moscow Victory, that par-
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ticular match must then be decided on
points. Only the German player earns
victory points. They are awarded for the
capture of strategically important towns,
cities and oil fields. (Stalino, the only point-
yielding town, represents capture of the
economically important Donbas region.)

Keep track of the victory points (VPs)

~ awarded to the German on the VP Track

printed on the map sheet. Points are
awarded as follows, the instant the hex in
question comes under German/Axis
control: (The same points would, of course,
also be instantly be taken away from the
German if he loses control of a given VP
hex.) Leningrad-12, Riga-3, Minsk-3,
Smolensk-4, Moscow-18, Kiev-5, Odessa-
3, Dnepro Petrovsk-3, Sevastopol-4, Stal-
ino-2, Rostov-4, Kharkhov-4, Voronezh-3,
Stalingrad-6, Gorki-4, Maikop-5 (83 total).

§15.3 At the end of every Soviet Player
Turn starting with game turn 3, a victory
check is made. If the German has ad-
vanced far enough (as measured by his
acquisition of VPs), fast enough, the po-
litical shock is considered to have brought
down the Communist regime. If during
the Victory Check Phase the German is
found to have equalled or exceeded the
victory point level given on the Turn
Record Chart for that turn, he is consid-
ered tohave won the game and play stops.
For series-play purposes he is awarded 87
points if the victory occurs at the end of
turn 3, 86 at the end of turn 4, 85 at the end
of turn 5, 84 at the end of turn 6, and 83 at
the end of turn 7 or later.

§15.4 Most games between players of rela-
tively equal skill levels will probably end
with a VP total somewhat less than the
ultimate 43 needed by the German to win.
In that case, for series-play purposes rec-
ord the exact final total earned at the end
of the game.

If the German point total is driven
below 27 after turn 7, play stops immedi-
ately and the Soviet player is declared that
game's winner. Again, for series play
purposes the German would record 27
points if his defeat occurred on turn 8, 28
onturn 9,29 on turn 10, and 30 on turn 11.

§15.5 The German may lose VPs by being
too wasteful with his forces. He must
subtract these points from his total when
any of these events occur: (And these
subtracted points can never be regained.)

-1 point for every Romanian strength
step destroyed after the first two.

-2 points if the Italian CSIR unit is
totally destroyed.
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-1 point if the Hungarian Schnell corps
is totally destroyed.

-1 peoint for every German non-
mechanized corps totally destroyed in
supply (attenuated or full).

-2 points for every German panzer corps
totally destroyed in supply (attenuated or
full).

-3 points for every German non-mecha-
nized corps destroyed that had no com-
plete overland supply line open toit at the
time of its destruction. (Units totally de-
stroyed in hedgehogs count as unsup-
plied for this purpose.)

-4 points for every German panzer corps
destroyed that had no complete overland
supply line open to it at the time of its
destruction. (Again, count any totally
destroyed panzer hedgehoggers as unsup-
plied.)

§15.6 As they advance and seize victory
point hexes, the supply state of German/
Axis units is irrelevant. The points are
earned no matter what the seizing units’
supply status at the time.

§15.7 As victory conditions now stand, an
early German capture of Leningrad,
coupled with only adequate performance
elsewherealong the front, will pretty much
assure that side a win. I did thatintention-
ally because the conversations I've had
with many Soviets who were alive and in
Russia when Barbarossa was launched
convinced mean early seizure of that birth-
place of the revolution might well have
provided the needed shock to bring about
a political collapse.

Also, in purely competitive terms, a
German who manages an early capture of
Leningrad has so over-matched his game
opponentand historical counterparts that,
again, I feel a victory award is proper.

AndIsay thateventhoughmany of the

playtesters pointed out the original Ger-
man plan didn’t call for the capture of the
city, only its siege. That's true, but the
siege called for was not the one the Ger-
mans actually set up. Look at the Lenin-
grad-area map elsewhere in this issue.
Note that the originally mandated siege
perimeter was well within the city limits.
Hitler's idea was to avoid costly house-to-
house fighting in built up areas by stary-
ing them out of the downtown locales.

Further, my guess is had the Germans
succeeded in getting that deeply into the
city thesiegeidea would’vebeenscrapped
asHitler pushed forultimate capture. After
all, that's what happened the next year
when the same siege /masking procedure
was to be used against Stalingrad. The
first German units to approach were car-
ried inside the city , virtually by their
earlier cross-country momentum, and
from then on the idea of a siege was no
longer enough to satisfy the Fuhrer.

If, however, you're uncomfortable with
the standard Leningrad victory point
award, try this method instead. During
the first four game turns, the victory point
value of Leningrad is not automatically
what is printed on the map. Instead, at the
instant of German capture of that city he
shouldrolladie. Leningrad’s victory point
award is twice the value rolled, with the
important exception that it is never less
than six points. (So if yourolla 1, 2 or 3,
you get 6 points.)

If the game s still in progress after turn
4, the normal 12 points is ever after
awarded for its capture. And if the Ger-
man captured Leningrad before turn 4,
but still hadn’t managed to turn out a
victory, on turn 5 he would be awarded
the difference in points between what he
rolled and the 12 points the place is nor-
mally worth.

7z )
Do You Want To Design
Games For Command
Magazine?
See the advertisement on page 63 of this issue.
\S 7
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The Eagle and the Bear
The Russo-Polish War of 1920

by Curtis S. King

with Captain Michael Bigelow

Editor’s Intro: Here's an article on one of the most overlooked
European wars of the 20th Century. Potentially, this conflict
could ve been one of our era’s most decisive. Had the Bolshe-
viks managed to conguer Poland and thus achieved a direct
link with the various revolutionary regimes and parties then
arising in Germany, why, to say the least, everything thereaf-
ter would ve been totally different.

Given the level of savagery maintained in the decades
since, I can't really say things would be worse (or better) if the
Soviets had won then — just weirder, for sure.

GDW's classic treatment of this war, Red Star/White
Eagle, has slipped (permanently, I believe) out of print.
Anyone out there up to doing a one map, 200 counter,
treatment of this for Command? Get in touch. (If not the
whole thing, maybe just the crucial Warsaw battle.)

“In the West the fate of the world revolution is being
decided. Over the corpse of White Poland lies the road
to world conflagration. On bayonets we will bring
happiness and peace to laboring humanity.”

With this fateful order of July 2, 1920, the Revolution-
ary Military Council of M. N. Tukhachevsky’s Western
Front announced a dramatic change in the character of
the Russian Civil War and the goals of the fledgling
Bolshevik state.

At the time of Tukhachevsky’'s proclamation, the
Bolshevik government had been embroiled in a Civil
War for almost two years. Inlate 1918 and early 1919, the
Bolsheviks repulsed the attacks of “White” Russian
armies from the north near Archangel and from the east
out of Siberia. The most serious threat to the new gov-
ernment came from the former Tsarist General, A. L.
Denikin, whose White Army advanced out of the Cau-
casus and threatened Moscow from the south in Octo-
ber, 1919. The Red Army regrouped and crushed Deni-
kin. One of Denikin’s subordinates, General P. N. Wran-
gel, escaped to the Crimean Peninsula with a small
remnant of the White Army. For the time being, the
Whites did not pose a serious threat to Bolshevik Russia.

Secure in the belief that its internal enemies were
vanquished — or at least adequately contained — the
Bolshevik leadership had now decided to export its
revolution into a hostile neighboring country by force of
arms. The governments of Britain and France looked at
the Bolshevik invasion of Poland with concern. The new
Polish state was the only buffer between the Red Army
and Germany, which was already on the edge of its own
revolution. Many observers in the west believed the fate
of central Europe (that is, Germany) lay in the balance.
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At the time of the Bolshevik decision to invade Po-
land a state of war already existed between the two
young governments for over a year. Small scale skir-
mishing began almost at the instant Poland gained its
independence in November of 1918. The treaty of Ver-
sailles had created Poland from former German, Aus-
tro-Hungarian, and Russian lands, but the border with
the new Soviet state was not fixed.

Smaller than Russia in both land and
population, Poland nonetheless possessed
large numbers of troops who were experi-
enced from the battles of World War L
Organizing these vastly diverse and dis-
persed veterans would take time. Fortu-
nately for Poland, her once powerful neigh-
bor from the east was deeply involved with
its own Civil War throughout 1919. Poland
took advantage of Russia’s turmoil to seize
important borderlands in Byelorussia and
Galicia. The Poles captured the cities of
Vilna, Minsk, Dvinsk and Mozyr during
their advance. These losses, coupled with
Denikin’s advance in the Caucasus, con-
vinced the Bolshevik high command their
new state was in a struggle for its life.

Unknown to V. L. Lenin, L. D. Trotsky and the other
members of the Bolshevik leadership, Poland had no
desire to destroy the new Soviet state. The Polish cam-
paign of 1919 was completely independent of the ad-
vance of Denikin’s White armies. Although the Bolshe-
viks lost territory, the net result of the year’s fighting
was the destruction of the Bolshevik’s internal enemy,
Denikin. The Red Army was now free to transfer large
reinforcements to face the Poles. Thus, as the new year
began, the Red Army would actually be in a stronger
position vis a vis the Poles despite their loss of land.
Recognizing the growing strength of the Sovi-
ets, Marshal Josef Pilsudski, political leader of
Poland and commander in chief of the Polish
Army, decided a preemptivestrike by the Poles
would disrupt the Red Army buildup.

Pilsudski, the virtual dictator of Poland,
was the key Polish leader of the Russo-Polish
War. A one-time underground socialist leader
and fervent Polish nationalist, Pilsudski was
imprisoned by the Tsarist regime which con-
trolled the bulk of Poland prior to World War
. During the war, Pilsudski fought with the
Austro-Hungarian Armies in the hope that a
Central Powers’ victory would lead to aninde-
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1929 Soviet stamp commemorating
the exploits of 1st Cavalry Army.
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pendent Poland. In any event, the Allied victory in 1918
paved the way for the emergence of a new Polish nation
and Josef Pilsudski’s own rise to power.

Throughout 1919, Polish diplomats in Versailles
secured the new nation’s German frontier while Pilsudski
campaigned against the Bolsheviks in order to secure
Poland’s eastern border. The Polish governing body, the
Sejm, recognized Pilsudski’s skills as a military leader
and extended his powers in early 1920, making him both
head of state and commander in chief. By this time,
Pilsudski had shed his ideological identity with social-
ism, but continued to maintain a Polish nationalist’s
desire for independence from Russia. Many Poles felt
Pilsudski to be both “irresponsible and indispensable.”

With hislarge mustache and well
fitted Polish Marshal’s uniform,
Pilsudski presented a unique com-
bination of sang froid and dramatic
flair. His military thinking had been
shaped by the campaigns of the
eastern front. The vastdistancesand
relatively low troop densities of
these campaigns led to a warfare
characterized by maneuver and
mobility which contrasted sharply
with the static warfare of the west-
ern front. Because of his experiences,
Pilsudski was convinced that “the
side which took the offensive would always win the vic-
tory.” Certain of the primacy of the offensive, he was
determined to launch a preemptive attack on Kiev, the
capital of the Ukraine.

Initially, Pilsudski’s offensive was successful.
Pilsudski reorganized the Polish command structure so
he could personally command the main strike force
while also retaining overall command of the Polish
Army. Thus, he assumed command of an attack group
consisting of General Smigly-Rydz's 3rd Army, General
Listowski’s 2nd Army and General Jan Romer’s Cavalry
Corpsin the vicinity of Shepe Topka. To the north, the 4th
Army covered Pilsudski’s attack while the 6th Army
protected the southern flank.

In April, 1920, Polish artillery signaled the beginning
of the offensive, and Smigly-Rydz’s men quickly sliced
through the Red defenses to capture Zhitomir. The
weak Red XII and X1V Armies were forced to retreat. In
fact, they withdrew so rapidly Pilsudski was unable to
trap any significant number of enemy soldiers. On May
7,Kiev felland the Poles had several bridgeheads across
the Dnepr River. By all appearances, the Polish spoiling
attack had been a great victory, but soon this tactical
success turned into a bitter, strategic defeat.

Despite his military successes, Pilsudski’s offensive
was doomed to eventual failure. Pilsudski wanted to
use an independent Ukraine with its own army to actas
a buffer between the Soviets and the Poles. Toward this
end, he recognized Semen Petlura, a leading Ukrainian
nationalist, as the ruler of an independent Ukrainian
state in May of 1920. In reality, Petlura lacked popular
support among the apathetic peasantry and his “army”
was no more than a bedraggled collection of armed
men. Petlura’s forces were no match for the Red Army,
and Pilsudski soon saw the necessity of keeping the

Polish Army in the Ukraine to support Petlura. More-
over, the Red High Command’s reorganization and
massive reinforcement of the armies facing the Poles
meant Pilsudski and his Ukrainian allies would be
outnumbered by over 50,000 men.

By March, 1920, with General Denikin’s White Army
crushed, the Bolshevik leadership began moving its
forces from the Caucasus to the Polish front. As these
reinforcements arrived, the Red High Command di-
vided them into two separate fronts. The vast, impass-
able swampland of the Pripet Marshes dictated that the
Red forces would operate with two distinct commands.
The Western Front, under M. N. Tukhachevsky, was
positioned north of the swamps while the Southwestern
Front, under A. I. Egorov was south of the marshes.

By far the most significant reinforcements for both
fronts were the large cavalry forces which had been
toughened by battles with the White Armies.
Tukchachevsky received G. D. Gai’s III Cavalry Corps,
while 5. M. Budenny’s I Cavalry Army rode over 750
miles to join Egorov’s Front. Providing overall direction
to the two widely distant Fronts was Glavkom, the Red
Army High Command, led by S. 5. Kamenev. In June,
1920, Glavkom did not have a long term strategy for the
Polish campaign. For the immediate future, Glavkom
directed Egorov only to push the Poles out of the Ukraine.

ith Budenny’s cavalry as his principal striking

force, Egorov opened his counterattack in early
June. Egorov’s political commissar, Josef Stalin, de-
scribed Budenny’s concentrated force as “a tight fist”
which punched through the Polish lines to recapture
Zhitomir. The Red cavalrymen showed no mercy as
they “literally had to hack [their] way through,” the
resultbeing that the Poles left on the field 8,000 wounded
and killed. On June 12, Egorov’s men marched into
Kiev.

Terrain dictated that, at least initially, the Red Army
offensive would be divided into two separate drives.
South of the Pripet Marshes, Egorov’s attack rolled past
Kiev as Budenny’s cavalry shattered the weak succes-
sion of defensive lines established by the Polish infantry
forces and swept aside the meager counterattacks of
Romer’s cavalry. Meanwhile, Tukhachevsky’s Western
Front began an attack of its own.

Only 27 years old, Mikhail Nikolaevich Tukhachevsky
was the key Red commander in the campaign.
Tukhachevsky’s parents were members of the landed
gentry. The young Mikhail graduated from Alexan-
drovsky Military School and joined the elite Semenovsky
Foot-Guards Regimentas asecond lieutenantjustas World
WarIwasabout tobegin. Less than one year later he was
taken prisoner. He attempted to escape three times
before the Germans moved him to a high security prison
inBevath. (Charles DeGaulle was alsoimprisoned there,
and some historians suggest that Tukchachevsky and
DeGaulle may have exchanged notes on military theo-
ries.)

Released from prisonin1917, Tukhachevsky attended
to family matters and wrestled with the crucial political
decision of his life. Finally, he decided to casthislot with
the Bolsheviks. Traveling to Moscow, he joined the
Communist Party and offered his services to Trotsky.
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In a meteoric rise, Tukhachevsky moved from advi-
sor (military-specialist) to army commander to front
commander within two years. During this time he dis-
played a talent, even brilliance, for maneuver warfare.
In early 1919 Tukhachevsky commanded the Red V
Army which marched over 350 miles in two months
while defeating Kolchak’s White Armies in Siberia. By
October, Tukhachevsky was a Front Commander in the
Caucasus where he led the Red Armies to victory over
Denekin. Even as unrelenting a political foe as Stalin
was forced to admire Tukhachevsky, and the future
Soviet dictator dubbed him “the demon of the Civil
War.”

Tukhachevsky was similar to Pilsudski in his affinity
foran offense strategy. Tukhachevsky had only recently
digested Marxist-Lenninist theories, yet he fervently
embraced them as a part of his military doctrine of the
continuous offense. In its most basic form,
Tukhachevsky’s continuous offense doctrine relied on
the revolutionary esprit of the soldiers and the growing
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strength derived from the spreading revolution to sus-
tain the momentum of the attack. Now in early July, as
the Red Western Front prepared to joinin with Egorov’s
attack, Tukhachevsky would have the chance to demon-
strate his offense doctrine.

In preparation for his offensive Tukhachevsky reor-
ganized his front and created a “Northern Group” of
forces consisting of E. N. Sergeyev’s IV Army and G. D.
Gai's II Cavalry Corps. Under the overall direction of
Sergeyev this force was positioned near Polotsk, and it
was prepared to turn the northern flank of the Polish
position on the Berezina River.

From north to south, Tukhachevsky arrayed the XV
Army under A. L. Kork, the IIl Army under V.S, Lazare-
vich, and the XVI Army under J. D. Sollogub. These
armies were to apply frontal pressure on the Berezina
River line and prevent the Poles from escaping the
turning movement of the Northern Group. Thanks in
large part to Egorov’s successful Kiev counterattack,
Pilsudski had shifted many of his reserves south of the
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Pripet Marshes, and Tukhachevsky could count on a
solid numericaladvantage of 160,000 effectives to 93,000
soldiers for the Poles on his front.

With Tukhachevsky’s offensive commencing one
month after Egorov’s successful attack, the Red Army
needed a coherent strategy for the two fronts. As the
head of Glavkom, Kamenev gave the priority of the
offensive to Tukhachevsky’s Western Front which would
conduct the main attack “aimed directly at Warsaw.”
Toward this end, Glavkom gave Tukhachevsky priority
for supplies and replacements and granted him consid-
erable autonomy in his opera-
tions.

Kamenev and his chief op-
erations officer, B. M.
Shaposhnikov, envisioned an
active supporting role for the
Southwestern Front, but their
vague directives to Egorov ex-
posed a flaw in the command
structure which would soon
cause drastic consequences.

The Glavkom planners in-

An early 1939 P olish structed Egorov to continuehis
stamp ho.normg attack in an unspecified west-
General Smigly-Rydz. o direction and to be pre-

pared to transfer part of his
force to Tukhachevsky’s control. The directive was ex-
tremely vague on this point, and it only mentioned that
sometime after the Red Armies advanced past the Pripet
Marshes — so this swampy wasteland no longer cov-
ered the gap between the two Fronts — the Red High
Command would give Tukhachevsky part of Egorov’s
force to coordinate the drive on Warsaw. Glavkom's
strategy was sound, but its orders left many unan-
swered questions.

The Poles arrayed three armies against
Tukhachevsky’s Front. From north to south these ar-
mies were the Ist led by General Zyadlowicz, the 4th,
and the Polesie Group under General Wladyslaw Sikorski.
The Commander of the 4th Army, General Stanislaw
Szeptycki, was also the overall commander for the three
armies. Pilsudskihad become preoccupied with Egorov’s
offensive and Szeptycki had few reserves to counter the
Red attack. Pilsudski did, however, bombard his subor-
dinate with a constant stream of orders to counterattack
all Soviet offensives, which was only natural consider-
ing Pilsudski’s biases.

On July 4, after an intensive preliminary bombard-
ment, Tukhachevsky’s armies swung into action. From
the far north, Gai’s cavalry sliced behind the Polish
positions and totally unhinged Pilsudski’s defense. The
IV Army followed closely behind the cavalry and the
other Red armies launched their frontal attacks to pin
down the Polish troops along the Berezina River line. By
July 14, Gai’s cavalry was in Wilno, and Szeptycki —
adhering toPilsudski’s offensive philosophy — ordered
his meager reserves to counterattack. The Red IV Army
quickly moved to support the IIf Cavalry Corps and the
Northern Groupbrushed aside the weak Polish counter-
attack.

With the fall of Wilno, the Berezina line was unten-
able, and the Polish armies fled westward. Szeptycki

now attempted to build a defensive line on the Nieman
River, but Gai’s unrelenting drive moved on Grodno
and threatened to disrupt the Polish plans. Outside of
Grodno on July 19, the Red cavalry ran into tanks for the
first time. One of Gai’s regimental commanders com-
plained that sabres and bayonets were useless against
the iron monsters, but mechanical breakdowns forced
the Poles to yield to the Red horsemen. On July 22
Grodno fell, and once again Szeptycki ordered immedi-
ate counterattacks to halt the Red Army advance and
recapture the town.

One of the Polish counterattacks was launched on
July 25 near Janow, just west of Grodno, and the fury of
this fight was indicative of the severity of the battles on
the Nieman. The 13th Uhlan Regiment led by Colonel
Mscislaw Butkiewicz deployed into line formation and
charged elements of the Red 15th Division at the gallop.
Polish lance crashed against Red sabre as the two forces
collided. In severe hand-to-hand fighting Butkiewicz
killed the Sovietregimental commander. The Red horse-
men yielded under the intense pressure, but the Soviets
turned the tide by calling up their mobile machine guns
mounted on horse-drawn carts. Finally the Poles with-
drew leaving the field littered with their dead.

Despite Gai’s success, the Poles were able to escape
Tukhachevsky’s trap. The Polish flight westward to-
ward Warsaw was not so much the result of a carefully
planned withdrawal butrather the product of Pilsudski’s
ownmilitary doctrine and the earlier success of Egorov’s
Southwestern Front. Because of Egorov’s assault, the
Polish forces in Byelorussia had been stripped of re-
serves. Nonetheless, Pilsudski ordered vigorous counter-
attacks to stem the Red tide. Pilsudski expected maneu-
ver and attack to overcome defeat. Without reserves,
Szeptycki was forced to order futile counterattacks with
units already in contact with Gai’s force, mixed with
cavalry that was often hastily raised and largely un-
trained. The Polish thrusts were quickly blunted.

The net result of these abortive attacks was to lead
neighboring units to quickly abandon their defensive
positions. The Polish retreat — while not a rout — was
simply too fast for the Reds to trap any sizable forces.
Quite inadvertently the Polish counterattacks saved the
army from total destruction even though they failed in
their intended purpose of halting the Red Army attack.

In these early summer days of August the two Red
Army Fronts had their offensives in high gear. Only the
sheer speed of the Polish withdrawal enabled Pilsudski’s
armies to avoid total annihilation. On the Southwestern
FrontBudenny’s I Cavairy Armyrelentlessly pressed for-
ward. This large cavalry force had been split into two
groups (one commanded by Budenny himself, and the
other by the future Red Army chief of staff K. E. Voroshi-
lov) in an attempt to trap the Polish 3rd Army, but the
bulk of this Polish force was able to extricate itself.
Likewise, Tukhachevsky's attempts to trap the mass of
enemy forces before they could escape westward had
failed.

Nonetheless, all of the borderlands lost to Pilsudski’s
earlier offensive had been retaken, and the Bolshevik
leadership faced its fateful choice: stop now or continue
the war into Poland. Although Politburo members and
military leaders debated the issue, Lenin would have
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The Polish Per”lﬁons

The war with Russia in 1920, although a dramatic eventin
itself, was only one in a long series of struggles by Poland to
secure her borders Since its founding in 966 AD, Poland

struggle for survival with her powe.rf:.fl ig
In 966, King Mieszko accepted Chnshamty and thus this
date marks the traditional beginning of the Polish state. After
countless battles with invaders from both east and west, the
Kingdom of Poland was joined, through a marriage of roy-
alty, with the Grand Duchy of Lithuania in 1385. The com-
bined Polish and Lithuanian armies defeated the Teutonic
Knights at the battle of Grunwald in 14
Lithuanian state embarked on a long | p
rity and expansion. .

of government developed into one of the most tolerant in
Europe; yet this government contained an inherent weakness
that would lead to Poland’s downfall. The nobility of Poland
formed a parliament, the Sejm, which severely curtailed the
powers of the monarch, Even after the famed King, Jan
Sobieski, repulsed the Turkish threat to Europe at Vienna in

at the king’'s expense.

nimity inall of its legislation, thus virtually locking itself into
impotence. Of course the absolute monarchies of Russia and
Prussia (and to a lesser extent, Austria) were pleased to see
their once powerful neighbor reduced to stagnation by its
quarreling and mistrustful gentry.

Any attempts at reform within Poland were met with sus-

replace the king elected by the Sejm with
arch. In 1764, the Sejm elected a seemingly weak (and thui

towski. Sadly, the new king proved to be a capable leader

. whoﬁe'genume efforts atreform led to frequentinvasions and

10, and the Polish-
od.of relative secu-

Throughout the 16thand 17th centuries the Polish system -

1683, the Sejm continued to expand the power of the nobility

Eventually the Sejmadopteda rule which demanded una-

picion by Poland’s neighbors. In 1733, Russia intervened to
jm with a pro-Russian mon-

acceptable to Russia) king named Stanislaw August Ponia-

reform in his own country and pleasmg the more powerful_' -
absolute monarchs that surrounded him. Nonetheless an
insurrection by his own nobles led to the “First Partition” of
Poland. Frederick the Great of Prussia, Catherine of Russia
and Joseph Il of Austria used the chaotic conditions caused by

thenobles’ rebellion tojustify the annexation ofalmosta third

f Poland’s land and people in 1772.

Desplte this vast reductxon in his Kingdom, Stanislaw
eforms. The famous Four-Year
fted the Constitution of the

Third of May. This farsxghted ‘document eliminated the una-

nimity rule in the Sejm and contained many guarantees for
rights and freedoms of the peasantry of Poland. Sadly, many
of these reforms would never be put to use; Russia would not

stand by while a new parliamentary nation formed on its
_western frontier. After a brief invasion, Stanislaw August

cogmzed the futlhty of contmued resistance and gave in to

Constitution of Third May, and the presence of a permanent
occupying Russian Army in the rump of independent Poland
that now existed.

A new Polish leader, Tadeusz Kosciuszko, sparked a
revolt in 1794 which would end in the Third Partition of
Poland. Kosciuszko heroically led the peasants against the

_ superior Russian forces, but his final defeat in 1795 paved the

way for the treaty of 1797 which partitioned Poland com-
pletely out of existence. With one brief exception — sparked

- by Napoleon’s support from 1807 to 1815 — Poland would
cease to existas a political state until the treaty of Versailles in

1919.

When seen in the context of Poland’s long struggle for
survival against her neighbors, the war with the Soviet Union
in 1920 comes as no surprise. To the Bolsheviks the fight with

_ Poland was, at least theoretically, a class struggle with eco-
nomic Origins. But for the Poles, the campaign against the

seemin S 1e . wars with her a ressive neigh-
gly endle sser s f s with her agg igh

_ bor to the east.

the final decision. At the strong urging of Egorov and
especially Tukchachevsky, Lenin decided to gamble on
theability of the young Red Army to exportarevolution
by arms. On July 17 the Soviet Politburo formally re-
jected Allied pleas not to cross the Bug River and the
liberation — or invasion — of Poland was on. A decisive
Bolshevik victory seemed in the making.

Despite the appearance of an inevitable Red triumph
the situation was not really so assured. The rear areas of
the two fronts were a shambles. Especially in
Tukhachevsky’s Western Front (which had conducted
continuous offensive action for over a month without
pause) the supply system was a disaster. Replacements
had not had time to catch up, the roads were clogged
beyond control, and the expected Polish revolutionary
uprising had failed to materialize.

In addition an Allied mission had arrived — led by
General Maxime Weygand, the former chief of staff for
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the Allied Commander in Chief, Marshal Ferdinand
Foch. While Weygand’s assistance — in the form of
strategic advice — was questionable at best, the arrival
of the mission did mark a reaffirmation of Anglo-French
support for the Poles and the continued supply of mate-
rial (especially small arms and ammunition) from the
Allies.

But far and away the most ominous development in
the Red advance was the growing gap between the two
Fronts, both in strategic coordination and in physical
distance.

Inlate July Kamenev had directed Egorov toadvance
his armies westand northwestand to make contact with
Tukhachevsky’s left wing by August 4. This directive
also specified that the I Cavalry Army and XIVth Army
would continue their vigorous pursuit of the Polish 6t/
Army and cover Lwow while operating “in the properly
decided direction.” Unfortunately any Soviet pursuitin
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the direction of Lwow would pull Egorov’s forces too
far south to allow effective coordination with Tukha-
chevsky.

The lack of clarity in this directive was astounding.
Tukhachevsky, believing all elements of the Red Army
command still thought of his offensive as the main
effort, fully expected Egorov’s forces to strike northwest
toward Lublin, a full 150 miles closer to his flank than
Lwow. An attack in this direction would strongly sup-
port Tukhachevsky’s drive on Warsaw. However, for
Egorov the “properly decided direction” was west
toward Lwow. Urged on by his political Commissar,
Josef Stalin, Egorov was seeking a more independent
role and perhaps more glory. As a consequence the
Southwestern Front made no changein direction, and at
the beginning of August, Egorov was preparing to
invest Lwow.

As Egorov’s forces continued to diverge from
Tukhachevsky’s Front, Red Army planning was further
complicated by a new White Russian offensive. The

heretofore dormant White forces in the Crimea, under
the command of Wrangel, stirred from their defensive
positions, lunged north, and crushed the one Red Army
in their path. Glavkom now had to deal with a new enemy
that threatened the flank and rear of Egorov’s South-
western Front. On August 2 two divisions were taken
from the XII Army for use against Wrangel.

At this time Kamenev was also planning a reorgani-
zation of the command structure. Kamenev considered
executing part of his earlier directive by transferring
part of Egorov's forces to Tukhachevsky’s control.
Instead Glavkom gave Egorov responsibility for contain-
ing Wrangel's advance while still ordering the South-
western Front to cooperate with Tukhachevsky. These
ambiguous strategic assignments, along with Glavkom’s
tacit approval of the Lwow operation meant Egorov’s
Front was responsible for offensives in widely diver-
gent directions.

On August 3, Tukhachevsky made a fateful decision
to outflank the Polish line on the Vistula river with a

ISSUE #1



wide swing north of Warsaw. Tukhachevsky lacked
heavy artillery and the supplies and replacements he
needed to conduct a pitched battle were hopelessly en-
tangled in the welter of confusion that the Western Front
called its “line of communications.” He could not afford
to attack the fortified region of Warsaw head-on, there-

_ forehe planned for onelast flanking movement. Gai'sIII

Cavalry Corps and the IV Red Army were ordered north
and west past the Polish defenses. In this way
Tukhachevsky hoped to cut the link between Danzig
and Warsaw and force the Poles from their fortified
position on the Vistula. Of course suchamove pulled his
front further north and away from Egorov’s forces. For
his attack to succeed Tukhachevsky, now more than
ever, relied on the cooperation of the Southwestern
Front.

August 6 was a critical day for both the Polish and
Red high commands. For the Poles, this was the day
Pilsudski ordered the assembly of his forces for a major
counterattack. For the Reds the 6th marked the begin-
ning of the movement of Tukhachevsky’s armies north
of Warsaw and the first attempt in a long series of
confused actions to try to bring Egorov’s front to sup-
port the Warsaw battle.

Pilsudski had been contemplating a counterattack
for quite some time. At each of the major rivers he had
sought to gather a reserve and strike Tukhachevsky’s
exposed forces, but each time Tukhachevsky’s unrelent-
ing offensive had been able to pry the defending Poles
from their defensive lines and force another retreat.
Now at the eleventh hour he set his plans in motion. On
August 6 the Polish Marshal gathered five of his twenty
battle-worthy divisions into a striking force positioned
on Tukhachevsky’s open flank at the Wieprz River.

Part of this force was the elite 1st and 3rd Legionary
Divisions, which were drawn from the fighting around
Lwow. To Pilsudski the gamble of pulling his best
troops out of the Lwow fight was necessitated by the
strategic importance of Warsaw. What was obvious to
Pilsudski — and at the same time painfully unclear to
Kamenev and Egorov — was that the Polish campaign
would be decided on the Vistula, not in Lwow.

Not surprisingly, Tukhachevsky also felt Warsaw
was the strategic key to the campaign, and on the 6th he
asked Glavkom for control of G. K. Vostanov’s XiIth
Army and Budenny’s I Cavalry Army. Kamenev and
Shaposhnikov hesitated. Wildly over-optimistic they
may have felt Tukhachevsky could handle the Polish
situation with his current forces, and Tukhachevsky’s
overconfident reports from the front did little to dispel
Glavkom’s impressions. Meanwhile Egorov’s forces
moved into position around Lwow.

Outside Warsaw the desperate battle was about to
begin. On August 10 Tukhachevsky ordered Gai’s Cav-
alry Corps and Sergeyev’s IV Army to continue their
movement to the north and west of Warsaw while his
XV, IHI, and XVI Armies came to grips directly with the
fortified region of Warsaw.

Tukhachevsky continued his move north of Warsaw
despite the fact that he had a copy of Pilsudski’s orders
from August 6 which had been taken from the dead
body of a Polish officer near Chelm. Rash and impatient
by nature, Tukhachevsky chose to ignore the captured
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documents. He still hoped his advance could trigger a
revolution in Warsaw, and he hoped his continued
momentum would unbalance the Polish counterattack
plans. He also fully believed he would soon have part of
Egorov’s force under his command and that this force
would close the gap on his southern flank.

The Polish commander north of Warsaw, General
Sikorski, gathered forces to try to stop Tukhachevsky’s
flank attack. He sent a call throughout the area for all
Ppatriotic citizens torally to the cause of Polish independ-
ence. His call was overwhelmingly answered and he
formed a Volunteer Division from these reinforcements.
Inaddition, university students, women, and even priests
reported to the front to assist.

Of course few of the women and clergymen would
see combat, but their efforts areindicative of the ground-
swell of popular support which sustained the Polish
effort at this critical juncture. With these hastily gath-
ered forces Sikorski fought a heroic action north of
Warsaw on the Wkra River. This action bought Pilsud-
skicrucial time from August 10 to August 16 toassemble
his counterattacking units south of Warsaw.

On August 11, Glavkom awoke to the dangers of
Tukhachevsky’s open left flank. Kamenev ordered
Egorov to break off the Lwow operation and to move
northwest toward Lublin. This move would bring the
Southwestern Front into a position that would threaten
Warsaw from the south and close the gap between the
two fronts. Moreover, although unknown to Glavkom,
such a move would put powerful Red forces directly on
the flank of Pilsudski’s strike force, and in all likelihood,
completely disrupt the Polish counterattack. Nonethe-
less Egorov balked at the proposal. Instead he, Stalin,
and Budenny urged that elements of the I Cavalry Army
be committed against Wrangel and the attack on Lwow
be continued. As the Red high command debated, sol-
diers of the 1st and 3rd Legionary Divisions were begin-
ning to detrain on the Wieprz.

Glavkom finally issued a firm, unmistakable order to
Egorov on August 13 to transfer the I Cavalry Army and
the XII Army to Tukhachevsky’s control. The message
was sent in cipher and delays in decoding the order
meant Budenny was not notified of the move until the
14th. Furthermore, Egorov neglected to order Budenny
to disengage from the heavy fighting at Brody (north-
east Lwow).

On the 15th Tukhachevsky signaled both Budenny
and Vostanov to begin their move toward Lublin. By a
twist of fate Tukhachevsky’'s order was not counter-
signed by his political commissar, and thus was not
valid by Bolshevik regulation. Notsurprisingly, Budenny
demanded confirmation of the order which did not
arrive until August 17. Budenny would take another
three days to extricate his army from Lwow, but by then
the campaign had already reached its most decisive
point.

While acomplex web of order and counter-order was
entangling Red Army forces in Lwow, Pilsudski
launched his counterattack. Originally planned for
August 17, the opening day of the counterattack was
moved up one day as General Haller's hard pressed
forces in Warsaw pleaded for some action to relieve the
danger to the capital. On August 16, Pilsudski jour-
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neyed to the front to take personal command of the
counterattacking forces, and the Polish attack moved
north into the open gap of the Western Front's left flank.

The Polish Marshal positioned the 1st and 3rd Legion-
ary Divisions onhisright, or eastern, flank and gave them
orders to seize Bialystok and Brest, which would sever
Tukhachevsky’s lines of communication. The rest of the
counterattacking force was to advance much closer to
Warsaw and hit Tukhachevsky’s left flank and roll it up
from south to north.

The Western Front’s flank was so unguarded the
Polish forces did not make contact with any significant
Red forces on thefirstday. Forashort time thestrain was
unbearable as Pilsudski’s force failed to come to grips
with any enemy, while Tukhachevsky’s northern thrust
threatened to unhinge the entire Warsaw defensive po-
sition. Pilsudskilaterwrotethatat firsttheattack “seemed
likeadream,” and he came to the conclusion that “some-
where or other an ambush was being laid for us.”

Finally units under General Smigly-Rydz made con-
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tact with the rear of the XVI Army late on the evening of
August 17. Again, Pilsudski recalled, “I remember as if
it were yesterday, the moment when, just before I was
going to bed, drinking a cup of tea beside my bed, I
started up when I'heard atlast the echoes of my reallife,
thelow growl of cannon coming from the north. So there
was an enemy after all.”

Within threeastonishing days, Tukhachevsky’s seem-
ingly invincible armies now faced disaster. The Soviet
commander tried desperately to save his front. The XVI
Army was pulled back and turned south to face the
Polish advance, butit quickly folded under the pressure
ofattacks from therejuvenated Polish cavalry and threat
to their rear posed by the Legionary Divisions.

Now it was the turn of the Red III Army. As it
desperately tried to disengage from Warsaw to its front,
this army too found its flank caught in the Polish trap.
Soon the III Army was also fleeing rapidly to the east. On
August 20, Tukhachevsky recognized he could not pos-
sibly stop the Polish counterattack and continue his
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assault on Warsaw. He ordered a withdrawal to the
Narew River and the XV Army soon joined the XVIand
IIT Armies in their eastern retreat.

While the sheer speed of the Western Front's collapse
enabled Tukhachevsky’s three southern armies to es-
capeannihilation, the same could not be said for the two
northern units trapped in the Polish corridor. Caught
too far west, Ghai’s Cavalry Corps and Sergeyev’s [V
Army turned east and attempted to cut their way out.
The IV Army, which consisted of mostly infantry, was
simply too slow to have any hope of catching up with
Tukhachevsky’s retreating front.

Caught between Sikorski’s Northern Group and
Smigly-Rydz’s counterattacking division, Sergerev’s
men were trapped near Kolno. After enduring fierce
artillery bombardments and repeated attacks, the IV
Army crossed into neutral East Prussia where it was
disarmed and interred for the rest of the campaign.

Starting its withdrawal even further west, Ghai’s
cavalry rode 30 miles a day in an attempt to escape the
Polish trap. On August 21, they evaded the Polish
cavalry of Colonel Orlicz-Dresser. The next day Sikorski’s
group trapped Ghai’s force with four divisions. In a
daring midnight assault the Red cavalry cut their way
through the Polish lines. On the 23rd, Ghai’s corps also
sliced through the Volunteer Division. Finally, on August
25,Ghai’s dramatic odyssey came to an end. The Ist and
3rd Legionary Divisions pushed the decimated Red horse-
men into a box on the East Prussian border. Short of am-
munition, food, and forage, Ghai’s brave soldiers were
forced to join their comrades of the IV Army in East
Prussia internment.

Belatedly, Budenny’s cavalry finally moved to help
its neighbors to the north. By now the Polish strike
force (left to the command of Smigly-Rydz as Pilsudski
returned to Warsaw) was far from where the I Cavalry
Army could decisively engage if. On September 12,
contact was finally made, but it came from an unex-
pected source — the Polish 3rd Army. Pilsudski trans-
ferred Sikorski to the command of the 3rd Army and
gave him overall responsibility for defeating Budenny.
With fresh reinforcements, the 3rd Army moved south
and trapped the I Cavalry Army between itself and
General Haller’s group in a gigantic pincer movement.
Now it was Budenny’s turn to have to cut his way out of
Polish encirclement. Although more successful than
Gal'scavalry, Budenny’s army was a decimated force by
the time it reached friendly lines on September 2.

During Budenny’s retreat, the I Cavalry Army was
forced to fight a series of running engagements for over
60miles. One of these fights, the charge of Colonel Juliux
Rommel's cavalry division near St. Antoniowky, was
the last clash of mass cavalry forces seen on the conti-
nent of Europe.

In the early morning of August 31, the action began
with a spirited charge by the Polish 2nd Hussars and 8th
Uhlans Regiments against elements of the Red 6th Cavalry
Division. The fury of the assault pushed the Red cavalry-
men across a small marsh where the Soviets brought up
their machine guns mounted on horse-drawn carts.
Evenatthis early hour the field was already littered with
dead men and horses. As the afternoon approached, the
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Soviets reinforced their forces with the remaining ele-
ments of the 6th Cavalry Division.

The Poles were now witnesses to a grand spectacle.
Several thousand Red cavalrymen emerged from the
woods and marshes and they began yelling, whistling,
and banging their sabres in the best cossack tradition.
The 9th Uhlans Regiment was the only fresh unit readily
available to the Poles, and it immediately plunged into
the Soviet horse at the gallop. What then ensued was a
confusing melee of lance, sabre, revolvers, and even
daggers. Suddenly the combatants heard shouts of
“urrah” from the Polishright flank. The 8t/ Uhlans, with
Colonel Rommel at their head, crashed head-on into the
Red flank. Again the Soviets were forced to yield the
battlefield — this time for good. They left behind a field
covered with “human and equine debris.”

OnSeptember 20, Pilsudski’s pursuing armies caught
up with the III Army and hammered it to pieces near
Grodno. Tukhachevsky, now in charge of all forces
facing the Poles, continued his withdrawal back past the
Bug River. Despite the tremendous losses suffered in
the counterattack, the Reds received over 50,000 rein-
forcements as they doubled back on their own confused
rear area. Tukhachevsky stabilized his front east of the
Nieman River and began the transfer of some units
(including Budenny’s cavalry) to Egorov to face Wrangel.
For the Bolsheviks the heady optimism of July was now
a distant dream, and stopping Wrangel's advance re-
placed the Poles as the major effort of the Red Army.

Negotiations with the Poles began on September 21,
and the Bolshevik diplomats desperately sought an
armistice in order to concentrate against the White
Armies in the Crimea. The armistice was signed on
October 12 (later to be confirmed as the Treaty of Riga),
and hostilities ended between the Reds and the Poles.

The dream of world revolution by armed force was
buried. For the Bolsheviks this defeat was a bitter pill to
swallow, but it was not the final chapter in the Russian
Revolution. The Reds recovered from their defeat and
crushed Wrangel, thus ending the final White threat to
the Bolshevik regime.

Although the shooting stopped in 1920, the battle of
recriminations continued for many more years. In this
“battle,” Stalin and his cronies of the Southwestern
Frontwould emerge victorious. Tukhachevsky —young,
ambitious, perhaps overly rash — would become the
great reformer of the Red Army and proponent of the
mechanized battle of depth. In 1937 he would be shot by
Stalin’s henchmen along with many of those who had
opposed Stalin’s ideas in the Polish campaign. Ironi-
cally in 1941 Egorov would also vanish, presumably
executed by Stalin for joining the Tukhachevsky camp
and supporting his reforms.

On the other hand, the Poles gained substantial land
as a result of their war against Russia. Pilsudski also
solidified his position as virtual dictator of Poland. The
new fledgling nation believed its eastern borders were
secure for years to come. Unfortunately, while the Pol-
ish leaders felt content with their eastern frontier, to the
west a new enemy, far more dangerous than Bolshevik
Russia, was rising. Poland had less than twenty years of
independence before being engulfed in a new and grim-
mer ordeal. |

COMMAND MAGAZINE 51



Fletching the Arrows:
The Luftwaffe in Spain

by James P. Werbaneth

By 1936, extremist political machinations had led to
the decay of parliamentary democracy in Spain. Corre-
sponding to the threat of communist revolution was a
forming right-wing counterrevolution centered on the
military. In July, 1936, this counterrevolution swung
into action with the revolt of the garrisons in North
Africa under General Francisco Franco. His National-
ists’ message was that if the left-wing government in
Madrid could not keep order in the midst of assassina-
tions and other political violence, the army was per-
fectly willing to do so. The Spanish Civil War was
underway.

Francoattracted thesupport
of the right and much of the
center, and would have been
enthusiastically welcomed
throughoutmuch of Spain. His
problem was that his forces
could not find adequate frans-
portation out of Africa. He
appealed to Germany and It-
aly for assistance.
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Themajor powers of Europe
had pledged not to interfere in
the struggle. But Hitler and
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Mussolini came to Franco’s aid anyway. They were not
the only “noninterventionistinterventionists,” as France
and the USSR supplied the leftist, Republican side. Ul-
timately, however, the help coming to the Nationalists
would be more decisive.
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Germany unofficially loaned Franco twenty Ju-52/3
air transports, which along with Italian Savoia-Marchetti
S.M-81s, ferried about 14,000 troops and 300 tons of
supplies from Tangier to Seville in August and Septem-
ber. Once in Spain, the Nationalists were able to com-
pete for power.

The Third Reich did not stop with transports. It sent
the Condor Legion. Overwhelmingly a Luftwaffe entity,
it was first commanded by General Hugo Sperrle, with
General Wolfram von Richtofen as his chief of staff, both
of the air force. At first the Condor Legion included
thirty Ju-52s in a bombing role, three squadrons of

Heinkel He 51 fighters and some

Air Elements, Condor Legion
Autumn, 1938

Condor Legion
Gen. Lt. Volkman

reconnaissance aircraft.

One of the worst effects of
the Versailles Treaty’s ban of a
German air force was the ero-
sion of German air tactics. At
first the Condor Legion's fighter
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Information extracted, by permission, from The Wehrmacht Strikes, by Ronald L. Tarnstrom,

pilots flew in large, unwieldy
formations that made them pay
more attention to avoiding colli-
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sion than seeking out and de-
stroying theenemy. Between this

| |

1-4 1-2 1 “2 -l 1-4 1,2 3 4 and the technological superior-
SO Do.17P Hs.126A Me.109B.1,2 Me.109C-1  He.51B-1 ity of the planes sent to the Re-
88mm He.111-E-1 40) 12) (12) publicans by Moscow, the Na-
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Il = Squadron K = Kampf= Combat = Bombers expansion of the Condor Legion.

It grew to about two hundred
aircraft, including advanced
Dornier Do-17 and Heinkel He-
111 bombers, the Ju-87 Stuka dive
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bomber and the Messerschmitt Bf-109 fighter. The last
was one of the great planes of the world war to come,
even if retained in service too long, and was much more
capable than its predecessor of dealing with Republican
fighters when it arrived in mid-1938.

Equally important was the abandonment of rigid,
mass tactics in favor of flexible ones more suited to
- combat than an airshow. The great German fighter pilot
and tactician Werner Moélders devised the “finger-four”
formation, which wasreadily broken down into optimal
units of leader and wingman.

Communist political constraints kept the Republi-
cans from effectively responding, and thus from coping.
The balance tilted in the Nationalists’ favor.

Air superiority enabled them to call on close air sup-
portinlieu of heavyartillery. Infact, thebombers at their
disposal were still sufficiently vulnerable to enemy
fighters that air superiority became a prerequisite.

It was in Spain that the Luffwaffe learned the rudi-
ments of dive bombing. Von Richtofen was at first an
opponent of the method, first witnessed by German
officers in the United States, on the grounds that Flak at
low altitudes would be too potent. But in Spain he was
a prime mover of its development.

The Ju-87 was the preferred platform, and was
equipped with a swinging crutch to throw the bomb
well clear of the fuselage. But another problem ap-
peared, that of pilots blacking cut from the strains of the
power dive. This toc was solved with technology. A
device similar to an autopilot was installed that assisted
the pilot in pulling out, and simple red lines were
painted on his side window to indicate 60°, 75°, and 80°
dives.

The Stukas were used heavily in interdiction strikes

and raids on ports. In this was one of the few lessons of
the Spanish Civil War missed by the Germans. Al-
though the port attacks caused far greater economic
than military damage, the Germans failed to appreciate
strategic bombing, concentrating too heavily on tactical
concerns.

The most infamous Condor Legion air action was the
25 April 1937 attack on the Basque town of
Guernica. Although contemporary bombloads
were too small for really decisive results, the
raid was terrible from the perspective of
Guernica’s people and set the precedent for =
much more horrifying urban raids through- Flakvierling 38
out the next war, starting with Warsaw and ?22??'0%9,?299?63’fpos'?égll)‘;l:;l'ln
ending at Nagasaki.

Largely absent from Germany’s contribution to the
Spanish Civil War was the other element of Blitzkrieg —
armor. InSeptember, 1936, the Condor Legion’s ground
element arriving in Spain consisted of only two tank
companies and an anti-aircraft battery. When German
involvement ended in 1938, there were only 45 tanks
and 36 batteries of anti-tank guns. No tank heavier than
the Pzkw I ever served in the Condor Legion.

There is no disputing the importance of the Spanish
Civil War in the growth of German airpower. The aerial
cyclone that overwhelmed Poland and France, and with
the latter the favorite assumptions of the Allies, started
in the skies of Spain. However, as the Condor Legion
was an air enterprise, it was too specifically a tactical air
enterprise, and thus the Germans failed to fully grasp
the importance of independent airpower.

(Editor’s Comment: In an upcoming issie we'll have a piece
chronicling the Luftwaffe’s role in the campaigns of 1939-42.)

Heinkel He.111B

1936, 74' span, 230 mph, 1030 mis,
22966'SC, 3 mgs, 3307 bs B

Heinkel He.111E,FJ

1938, 74' span, 261 mph, 832 mls,
22620'SC, 3 mgs, 2205 Ibs B

Heinkel He.51B

1933, 36' span, 205 mph, 248 mls
16/19680", 25250' SC, 2 mgs, 210Ibs B

Heinkel He.59B

1931, 78' span, 137 mph, 585 mis,
11/8560°, 11480'SC, 3 mgs, 2205 Ibs B

Henschel Hs.126A

1936, 48' span, 221 mph, 440 mls

29520'SC, 2 mgs, 220 Ibs B

Messerschmitt B£.109B,C

1935, 32' span, 289 (292) mph, 430 mls,
9.8/19680", 26730'SC, 3 (4) mgs
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When Private Hendrix
Kissed the Sky

Editor’s Intro: Not your typical airborne piece. Not your
typical airborne soldier.

he four-engine transport airplane circled in a wide

“racetrack” above the drop zone on Fort Campbell,
Kentucky. Crowded on board the silver C-130, like OD-
green sardines in a shiny tin, was a platoon of Army
paratroopers. In the 101st Airborne Division, everybody
jumped — combat-arms and support troops alike, vol-
unteers all. Everybody liked the jump pay — $55 a
month for enlisted men — but some of the paratroopers
secretly dreaded the jumps. Others just did it and didn’t
think too much about it. Private James Marshall Hen-
drix, however, was different.

The young, black soldier loved to jump, delighted in
the excitement, the other-worldly experience of falling,
engulfed in noise, then floating down to Mother Earth.
It was something the 18-year-old paratrooper liked
about the Army, which he had joined a year earlier in
1960. Today’s jump would once again put him out in the
sky, on his own.

“Six minutes!”

Sitting, cramped, inaline of soldiers on seats of nylon
webbing, Hendrix looked up, alert. The jumpmaster
was standing at the rear of the cargo bay, holding up six
fingersand looking intently ateverybody. Jimmy picked
up his steel helmet, his “brain bucket,” put it on and
fastened the chin strap. He thoughtabout Betty Jeanand
what he’d do with her later that day.

Betty Jean was his electric guitar.

The few minutes passed, then it was time. The
jumpmaster gave the word, shouting and gesturing; the
paratroopers stood upin the narrow aisles. They quickly
obeyed the commands: hook up; check equipment; check
static lines; sound off for equipment check.

Attherear of the “Hercules,” the Air Force crewchief
strapped on a freefall parachute; he spoke into his
intercom headset and then removed it. He walked to
one of the doors, unlocked it and shoved it upwards;
cold air rushed in with a demon’s howl. The paratroop-
ers cheered and stomped their feet. Ignoring their noise,
the chief stepped to the opposite door and opened it. He
moved back, replaced his headset and let the Army take
over. (It was rumored that Air Force crewmen disliked
open doorways and thought paratroopers were crazy.)
Private Hendrix and the other men watched as the
jumpmaster —a specially trained, senior parachutist—
continued the pre-jump procedures. His actions were
mirrored by the assistant jumpmaster working on the
opposite side of the airplane.

by Marty Kufus

The jumpmaster inspected the port-side doorway.
First he made sure the door was locked into place over-
head. Next he gripped the door frame with both hands
and stomped the metal step pad, ensuring it was firmly
in place. He eyeballed the doorway, top to bottom,
looking for anything sharp, slippery, hazardous. Then
the climax of the mini-drama: With flourish, the
jumpmaster spread his arms and legs, bracing himself
inside the doorway, and arched his body out into the
airstream. Wind buffeted his helmeted head and roared
in his ears; tears formed in his eyes. The jumpmaster
looked out, all around the aircraft and forward to the
approaching DZ. He saw no red smoke or any other
“abort” signal from the DZ party on the ground. Behind
him, his assistant stood in the starboard doorway. Satis-
fied with what they saw, the two soldiers came back
inside. The jump was a “go.”

Private Hendrix felt subtle motion, a dip in his stom-
ach, as the propeller-driven aircraft descended to 1,000
feet. He bent his knee slightly and shifted his weight
against the slight rolling of the C-130. Once he stood up,
he wasn’t so uncomfortable. And today’s jump was a
“Hollywood”: no M-1 rifle, no bulky field equipment,
just his main and reserve ‘chutes. The lighter load on the
T-10 parachute would allow him to fly a few seconds
longer. The parachute rides never were long enough for
him.

The jumpmaster motioned the first stick of jumpers
to step a few more feet toward the rear. Their left arms
were bent upward, hands clutching yellow static lines
whose metal hooks slid noisily along a steel cable. The
aircraft slowed to below 150 mph. Thirty seconds later,
little red lights around the cabin blinked off. Green ones
blinked on.

The soldiers did not move; the jumpmaster, not the
pilot, had the final say-so. He crouched by the opening,
stuck his head out and looked down. He quickly stood
back into an exit stance. “Follow me,” he yelled. And
disappeared.

The stick of jumpers rushed forward, into the rum-
bling void, one man per second. Then it was Private
Hendrix’s turn; his adrenaline surged. In one practiced
motion, he toed the edge with his right boot, wrapped
his fingers around the sides of the doorway and leaped.

The roaring airstream knocked him rearward like a
rag doll. Gravity pulled him down, his body bent, legs
straight. Chin tucked onto chest and hands around the
reserve strapped across his belly, he counted —shouted
— the seconds. At “three” he was jolted as the main
‘chute on his back opened.
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He looked up between the four risers at the most
beautiful sight any paratrooper could ask for; a canopy
of OD-green nylon, all big and round, no malfunctions.
A toothy grin spread across his boyish face.

Grasping a riser in each hand, Hendrix tugged hard,
pulling the thick lines to his chest. Above, the parachute
spilled air with a flatulent whoosh and began turning
slowly. The young paratrooper studied the ground
below, choosing a clear spot on which to land. Once
again, he had kissed the sky.

Seattle, when he enlisted into the U. S. Army atage 17.

e was a good kid, sharp, popular with the girls and
dynamite on the guitar, which he played left-handed.
He had taken up the instrument a few years earlier after
hearing recordings of Muddy Waters’ rhythm-and-blues
guitar. A self-taught musician and a cutup on stage,
Jimmy played in some local bands and, according to
biographer David Henderson, “became the best R&B
and rock ‘n’ roll guitarist in Seattle.” After dropping out
of high school, though, Jimmy saw the writing on the
walland decided to enlistand choose rather than wait to
be drafted and assigned.

In his book, ‘Scuse Me While I Kiss the Sky, Henderson
said that a saxophone player with whom Jimmy had
played went into the Army and later returned, on fur-
lough, as a paratrooper in the 101st Airborne Division.
“Everyone was really impressed and so was Jimmy,”
Henderson wrote.

Jimmy’s father, Al, was surprised when his son told
him he wanted to enlist for the Screaming Eagles, the
famed 101st. A former jazz dancer, Al had been drafted
into the Army in World War Il and served in the South
Pacific. In 1945 Al Hendrix was discharged; he returned
to Seattle and a divorce from Jimmy’s mother, Lucille.
(Remarried, she died of tuberculosisin 1958.) Al had few
skills that were marketable in civilian life; he eventually
became a gardener.

Inaninterview with Henderson, Al Hendrix recalled
a conversation with his son.

Jimmy was living with his father in their home city,
I

He said he wanted to get into the Screaming Eagles and 1
said, “Oh wow! You going on further than ol’ Dad did.” T
rememmber I told him when I was in Fort Benning, Georgia, we
used to watch them guys jump in their practice parachutes.
Man, them paratroopers were double-timing... When Jimmy
told me that he wanted to be a paratrooper, I said, “Oh no!”

“Son, you gonna be double-timing your whole time.” He
said, “I want to get one of them Screaming Eagles [shoulder
patches], Dad.” “Well, that inakes me feel real proud,” I said.
That made me feel real proud of him. He was trying to do
something.

fter basic and occupational training, Jimmy

attended the four-week airborne course, “jump
school,” at Fort Benning, the Home of the Army Infan-
try. Like the other airborne students, he quickly lost
whatlittle hair was on his head —justlike basic training
all over again. He walked practically nowhere, outside
of the barracks: the “Black Hat” cadre made everybody
jog. Punishment was in the form of pushups or chinups.
But Jimmy was young, healthy (he stood just under six
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feet tall, slender with wide shoulders, long arms and
wiry muscles) and wanted to be Airborne. He wanted
those “jump wings,” so he put up with the countless,
simulated parachute-landing falls made off short plat-
forms, hours of hanging in “suspended agony” in para-
chute harnesses, and rides off a 34-foot tower along a
cable. [immy jogged miles in formations of students,
chanting and doing the “Airborne shuffle.” He dropped
for hundreds of pushups and put up with the frequently
petty harassment from the “Black Hats.” Finally, in the
last week of training, he made his first military static-
line parachute jump.

When his turn came, Jimmy stepped out of the trans-
port plane into the blast of air. Moments later he felt the
joltas the nylon staticline straightened and pulled open
his parachute container, releasing the parachute to bil-
low and open above him. Looking around, he saw other
students hanging under their canopies; many of them
probably had been terrified. Seconds later his feet touched
the sand and herolled onto the large drop zone that was
just across the state line in Alabama, Jimi Hendrix was
a different person now.

Photo taken by the author during one of his many jumps.

Proudly wearing an airborne badge on his Class-A
uniform, Private Hendrix later reported in at his unit in
the 101st at Fort Campbell. The 101sf was an elite divi-
sion, dating back to World War II when its sky soldiers
served with distinction against the German army. (In
1968 the Department of the Army would redesignate the
101st as an airmobile/air-assault unit, joining the 1st
Cavalry Division in heliborne combat in Vietnam. Today
the 101st still is called an “airborne division,” although
only pathfinders and parachute riggers jump.)

After Jimmy settled in at Fort Campbell, he had his
father send him his electric guitar. The young soldier’s
mind had been stimulated with unusual new sights and
sounds. His music would be the outlet for these stimuli.
“Fort Campbell had really been the place where he had
first made it on his own,” wrote Henderson.

He had dug jumping out of planes. Sometimes he would
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even take pictures with a camera while jump-
ing. He realized that he was not afraid of what
for them as paratroopers was their big ordeal;
jumping out of planes. He had reveled in the
sound of the big plane lumbering through the
airwith the intense weight of its human cargo.
The sound of the door opening was even more
enthralling. The rush of air into the cabin, the
howling singing of the wind surging in, aug-
menting the sound of the engine. It had been
a true marriage of machine and nature; the
sound, the energy. And then falling. Falling
away from that sound, farther and farther
toward the earth. ..

When he got his guitar from his father he
began to experiment with duplicating the
sound of heavens...Like the engines of the
plane and the resistance of the air made an-
other unique quality, another unique sound,
more than the air, more than the engine, more
than a wind — if made a sound that sang. It
often made him think that there was some-
thing being said. It was the sound of speeds
and heights the human body could not attain
itself.

H espent most of his free time playing
guitar, experimenting. His persis-
tent playing in his room got on the nerves
of other soldiers who lived in the bar-
racks. Aloof and increasingly preoccu-
pied with music, Jimmy became the butt
of jokes, the target for abuse. Once he was
beaten up by several soldiers; he pro-
tected his precious guitar, Betty Jean, more
than himself. Payback came at the trained
hands of one of Jimmy’s friends — the
division’s champion heavyweight boxer.

Jimmy was also teased by guys who
threatened to steal his guitar. His fellow
paratroopers thought it was weird that
Jimmy began sleeping with the guitar to
protect it from theft. It was odd enough
that he already talked to it.

The young soldier got passes from
Fort Campbell and hung out in nearby
Nashville, taking in its music and think-
ing about his future. Jimmy eventually
decided all he really wanted to do with
his life was make music. Jimmy’s chance
to pursue this calling came in the unlikely
formofaninjury duringa parachutejump.
He decided to seek a medical discharge
from the Army. With two years of service
behind him, he received his walking
papers.

Jimmy and another ex-paratrooper
formed a band and made some money
playing Ré&B gigs around Fort Campbell.
Jimmy later tried to break into the Nash-
ville music scene but could not make a
living atit. In1962 he headed back toward
Seattle, ending up just to the north, in
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Vancouver, British Columbia. Jimmy
played in local clubs until 1963, when
Little Richard and his band passed
through Vancouver, taking Jimmy with
them. Jimmy used his job with the outra-
geous Little Richard as a stepping stone
to other bands. By 1964 he had played
guitar for Sam Cooke, the Isley Brothers,
Ike and Tina Turner and Jackie Wilson; he
now was calling himself Jimmy James.
He kept practicing, developing his own
sound. He also impressed some influen-
tial people in the music business.

In 1966 he moved to Britain to record;
his first single, “Hey Joe,” hit the British
charts in 1967. (By then he had changed
the spelling of is first name.) He teamed
up with two British musicians, Noel
Redding and Mitch Mitchell, to form the
“Jimi Hendrix Experience.” Their first
album, “Are You Experienced?” featured
the songs “Purple Haze” and “Foxey
Lady.” It sold a half-million copies. No-
body could manipulate an electric guitar
and the high-decibel feedback of amplifi-
ers theway Jimi could: he was the original
heavy-metal guitarist. He also could take
other musicians’ songs and innovate a
distinct sound, such as with Bob Dylan’s
“All Along the Watchtower,” the Troggs’
“Wild Thing,” and, at Woodstock, his
eerie, switched-on version of “The Star-
Spangled Banner.”

In 1968 Jimi was deep in the rock sub-
culture, his behavior becoming more
outrageous and his use of illegal drugs,
notably LSD, increasing. His music con-
tinued to revolutionize popular sounds;
he was idolized by his fans. He was a
hero, too, to many U. S. soldiers fighting
in Vietnam. Like other Rock musicians in
the tumultuous Sixties, Jimi opposed the
war. Unlike most of the rock musicians,
though, he could empathize with the
soldiers in Vietnam; Jimi knew what it
was like to wear a uniform.

In his book Dispatches, a New Journal-
ism account of the Vietnam War, Michael
Herr commented on Jimi’s music and
what it meant to blacks in the military.
Several months after the Tet Offensive of
January 1968, Herr, then a correspondent
for Esquire magazine, accompanied some
South Vietnamese and American troops
on an airmobile operation. Three UH-1
helicopters “had dropped us up to our
hips in paddy muck.”

I had never been in a rice paddy before. We
spread out...We were still twenty feet from
the first cover, a low paddy wall, when we took
fire from the treeline...There was a lot of fire
coming from the trees, but wewereall right as

long as we kept down. And Iwas thinking, Oh
man, so this is a rice paddy, yes, wow! when
I suddenly heard an electric guitar shooting
right up in my ear and a mean, rapturous
black woice singing, coaxing, “Now c'mon
baby, stop actin’ so crazy,” and when I got it
all together I turned to see a grinning black
corporal hunched over a casette recorder.
“Might's well,” he said. “We ain” going’
nowhere till them gunships come.”

That's the story of the first time I ever
heard Jimi Hendrix, but in a war where a lot
of people talked about Aretha’s [ Aretha Fran-
klin] “Satisfaction” the way other people speak
of Brahms’ Fourth, it was more than a story;
it was Credentials. “Say, that Jimi Hendrix is
my main man,” someone would say. “He has
definitely got his s—t together!” Hendrix had
once been in the 101st Airborne, and the
Airborne in Vietnam was full of wiggy-bril-
liant spades like him, really mean and really
good guys who always took care of you when
things got bad. That music meant a lot to
them. I never once heard it played over the
Armed Forces Radio Network.

he Vietnam War still raged and

Americansociety wasin turmoil when
Jimi Hendrix, ex-paratrooper and acid-
rock wild child, departed on the ultimate
experience.

Early onSeptember 18,1970, exhausted
from hard living, Jimi took a heavy dose
of strong sleeping pills on top of alcohol.
He was staying in a friend’s flat in Lon-
don and simply wanted to sleep. The
chemical mixture was too much for his
weakened body; later that day, Jimi
choked to death on his vomit.

he camouflaged, four-engine

transportjetscreamed above the piney
woods of Fort Bragg, North Carolina. Two
sticks of Army paratroopers already had
landed on the huge, sand-covered Sicily
DZ. It was a combat-equipmentjump; the
men carried rucksacks, load-bearing
equipment and M-16A1 rifles. The next
two sticks were ready to jump as the C-
141B “Starlifter” turned to make another
pass.

Onboard, a 27-year-old paratroop
sergeant waited, eager to once again put
his knee in the breeze. Psyching himself
up, he let his mind fill with the thunder-
ous “Purple Haze” — his favorite music-
to-jump-by. And he thought about the
long-dead Jimi Hendrix, who once had
been Airborne, too.

Around thelarge cargobay, little green
lights blinked on. |
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COMMANDER'S CALL
(Continued from page 4)

Scenarios

The game postulates the following sequence

of events leading to a West German invasion

-of East Germany, allied with the East Ger-
mans or perhaps fighting them, depending on
the scenario chosen.

1) Gorbachev's policies lead to a reduced
Soviet military presence in East Germany. 2)
Weakened military ties among the NATO
nations lead to West German planning for an
independent military course, which eventu-
ally includes offensive war for unification. 3)
Contingencies in other theaters — perhaps
active war against Ching — result in heavy
Soviet off-board commitments. 4) A Polish
revolt against the Soviet garrison there cuts
off easy Soviet access to East Germany.

At that point, the scenario can go one of
Lo ways:

A) West Germany seizes this moment of
Soviet weakness to invade and conguer East
Germany, whose army and government re-
main loyal to the USSR. A variant of this
would be that a popular uprising splits the
East German government and army. In this
scenario the West Germans come as conquer-
ors, toachieve reunification purely by force of
arms.

B) East Germany's government and army
rebel against the Sovietsa la Dubcek’s Czecho-
slovakia, and the West Germans invade in
fraternal support.

More variations on each of these scenarios
can be created by assuming different reactions
from the various neighboring nations. These
can be left uncertain at the start of play and
determined randomly.

In most scenarios the West Germans will
start with the initiative, but the Soviets will
guin strength as time passes and eventually
have opportunities for general counterattack.
The exact timing and location of Soviet rein-
forcements will be unknown to the West
German player, and in some cases to the
Soviet, creating varintions and interesting
planning problems.

Game System

A simple system would adapt the basic
turn sequences from Drive on Frankfurt
(from CounterAttack magazine no. 1)} to the
different scale of this game. The emphasis will
be on variety of scenarios rather than on
system. The profusion of unit types which
generated much of the complexity of Drive on
Frankfurt can be eliminated at this higher
unit scale, leading to a simpler and quicker
game.

Players will alternate moving “groups” of
units. A group would be about one or two
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corps’ worth for the West Germans or one or
two armies’ worth for the Soviets.

Airmobile units would have appropriate
special capabilities, and will be especially
important and interesting because they will
assist crossing the many rivers that cut the
battle area.

Each side will have air points; air alloca-
tion is an important task at this level. But,
again because of the simplification possible at
this higher scale, the air system will not be-
come a separate sub-game.

The limited intelligence aspects of Drive
will be preserved. They are still highly appro-
priate to this scale, and cost very little com-
plexity or playing time. Units will have sev-
eral levels of strength, and their value at each
level will be unknown — or only partially
known — prior to their first combat.

Electronicwarfarewill be represented, but
in a much simpler way than in Drive. It will
be an asset, usable once per turn, and emanat-
ing from higher level headquarters.

There will be two sets of East German
counters, one for pro-Soviet forces and the
other for pro-West. Other nations’ forces will
also have the possibility of entering. Align-
ments will be random and can change during
play.

Victory will be determined by possession
of East German cities. There will be time
limits working against both sides, reflecting
logistical limitations and popular opposition
to an unsuccessful war.

Sounds hot, doesn’t it? I'm waiting to
play it, I'll tell yuh. And now, in a similar
vein, here’s a shorter preliminary report
from Joseph Miranda. I've got him work-
ing in the same time frame, but next door
geographically.

WHITE EAGLERISING: This game sinu-
lates a hypothetical uprising of the Polish
against the Communists in the near future. I
assumes a full-scale armed uprising against
the Sovief military, with fighting throughout
the country, with possible NATO interven-
tion. A major factor in the game is, of course,
the Polish military and the loyalties its differ-
ent units will cling fo. Eagle will be an
operationalfstrategic level game, with one full
(22 "x34") map covering all of Poland. There
will be seperate display areas for fighting in
major cities. Lnits are brigades and divisions,
with various political forces such a the Soli-
darity trade union and Communist Party
cadres also represented. Moderate complexity
with 200 counters and 8 pages of rules.

I think it's going to be really interest-
ing to see how those two games compare.
We'll keep you posted on developments

in both games.
I've also asked Joe to begin work on
the following game.

CUSTER!: Astrategicfoperational treatment
of the entire 1876-77 Sioux and Northern
Cheyenne War. The game will demonstrate
the critical features of the trans-Mississippi
Indian Wars, including leadership effects,
differences in weapons and tactics, and recon-
naissance. LLS. forces must locate, pin down
and destroy the Indians. The red men must
mount a guerilla campaign culminating in a
decisive battle. The game will feature a tacti-
cal interaction system, allowing players to
choose from various tactics for resolving
battles. There will be 100 counters, a half-
sized map and 6-8 pages of rules. Moderate
complexity.

In addition to all the above, I've got
two coming from Vance “Mr. Med.” von
Borries—on (Whatelse?) the Afrika Korps.
I've also got neophyte designer Adrian
McGrath hard at work on half-map, 100-
counter, treatments of the Russo-Finnish
War of 1939 and the Spanish Civil War.
I'm also pleased to tell you I've got Mi-
chael Duffield’s Lion of Ethiopia in final
development and on its way to your
gaming tables. And last here, I've got Joe
Miranda’s Samurai Sunset, a two player
game of a hypothetical Allied invasion of
Japan in 1945-46 already in-house and
undergoing final development. I don’t
have any progress reports to give you on
any of those just now, but as they become
available I’ll pass them on to you.

Newcomers Terry Justice and Dennis
L. Bishop (he’s also developer of Lion)
provide this report on another game I've
set in motion.

CORREGIDOR-TRIUMPH OF THE
DAMNED: This game covers both the 1942
(Japarnese attacking the Americans) and 1945
(Americans attacking the Sons of Nippon)
invasions of this infamous island fortress in
the Philippines. There is one full map and 200
counters, representing mostly company-sized
units in a simple tactical treatment.

The turn sequence is standard move/com-
bat, buf other important features of this two
player game represent parachute drops, am-
phibious landings, bunkers, gun emplace-
ments, leaders, U.S. surrender, P.T. boats,
landing craft , difficult terrain, coordination
of combat arms, and time-tables for occupa-
tion of the South Pacific.

In 1942 the last LL.S. fortress on the island
of Corregidor surrendered to an inferior
number of Japanese invaders after only 48
hours of combat. The defeat was devastating
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to American confidence, and the humiliated
U.S. and Filipino soldiers had to wait until
1945 to be avenged. Both attacks were under-
taken by forces inferior in number to the
defenders and both attacks were, by conven-
tional wisdom, doomed to failure. In both
cases, however, by luck, pluck and leadership,
the fortress fell to the army with the greater
resolve.

And last, for progress reports this time
out, here’s one from another new de-
signer, Gene H. Dickens, on his game.

THE BATTLE OF KADESH: I have about
44 pages of manuscript rules complete. These
include most of the meaty stuff, such as
“Missile Fire Combat” and “Close Combat.”
Those two combat charts are done, along with
most of the die roll modifiers to make them
work. Several of the “period flavor” rules
include: “Chariot Pass-Thru Attack,” “Charg-
ing,” “Egyptian Composite Bow Superior-
ity,” and last but not least, “Looting.”

While that might seem like a lot of rules, it
should condense down to no more than 6 to 8
magazine pages, along with a page or two of
charts and tables.

I'm trying towrite the rules in such a way
that they really allow you fo sit down and get
right into the game. And I think I've put
together a system that in itself takes care of
most of the procedural minutae and lets play-
ers concentrate on tactics and battle.

I must confess, the battle situation proved
more predictable and scripted than I'd hoped
when I first started working. But then we
went over to a variable reinforcement sched-
ule for the Egyptians (which in this case is
historically appropriate, since Ramses had no
idea which of his approaching unitswas going
to arrive when or where) , and that really
opened things up. Its now a wild and wooly
melee from the dawn of history.

Many of you will have noticed right
away, given our publication schedule of
six times a year, there’s more than one
year’s worth of titles up there. True, but
the one thing that hasn’t changed since
my days at 3W is that we're stilling deal-
ing with designers who work out-of-
house. While I'm confident that each
individual game I present to you will be
better developed than those we were
forced to churn out for S&T, I've still got
to make allowances for slips in the entire
system. Hence the over scheduling, and
hence my repeated request for your pa-
tience and understanding when resched-
uling has to occur.
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The Feedback Loop

And, now, friends, it's time for the
part we all enjoy — voting on new game
proposals and the content of the maga-
zine itself. Please make use of the center-
stapled response card. (Note that you've
got to put a stamp on it yourself. We're
well-funded, but we're not rich.)

Vote by placing one number (only!} in
the corresponding block on the postcard.
If it's an opinion question, “0” means “I
wasn’t even motivated enough to read
this article or play this game,” or in the
case of new game proposals it means
“Don’t publish this game under any cir-
cumstances!” From there, each ascending
number indicates a slightly higher opin-
ion, until you get to “9,” which means
“This game/article was top notch,” or
“Please publish this new game immedi-
ately!”

In yes/no questions, “1” means “yes,”
and “2” means “no,” and “0” means “no
opinion” or “not applicable.”

New Game Proposals

1. The Charge of the Light Brigade: The
Legendary Advance at Balaclava. The Cri-
mean War brought about the end of the notion
that war is at all glorious. New weapons,
coupled with old tactics, made war into noth-
ing more than horrible slaughter. But at
Balaclava there was still, it seemed, an oppor-
tunity for glory. Light Brigade will depict the
immortal advance through “the Valley of
Death.” One half map, 100 counters, low
complexity. The scale and scope will be com-
pletely tactical, focusing only on that part of
the Balaclava engagement where the charge
took place. Counters will represent British
Cavalry, Russian Guns, and supporting infan-
try. By Adrian McGrath.

2. Marathon, 490 B.C. : One of the most fa-
mous and decisive battles in history. Here the
Greeks defeated the invading Persians by
exploiting the “success” of their enemy’s
advance. At first attacking head on, the Greek
center was pushed back. But their leader,
Miltiades, then reversed the situation by us-
ing his most skilled infantry to attack the
Persian flanks. The result was a major Greek
victory. :

The one half map and 100 counters will
depict the entire battlefield at Marathon Bay,
and represent units of cavalry, light infantry,
archers, and heavy infantry. A simple tactical
level game. By Adrian McGrath.

3. Salamis, 480 B.C. : This will be a low com-
plexity tactical game of the decisive ancient

sea battle in which Persia was at last forced to
give up its dreams of conquering Greece. The
Athenian leader Themosticles overcame the
numerical odds against him by placing his
ships near a narrow channel and using tactics
effectively suited for that environment. Persia
lost about 200 ships Salamis, and Greek civili-
zation was saved at.

The map will cover the east channel where
the decisive action occurred. Rules will cover
ramming, grappling, boarding, weather, lead-
ership and morale. One half map, 100 count-
ers. By Adrian McGrath.

4. Franco-Prussian War: An operational level
struggle of the 1870-71 struggle between the
German Second Reich and the French Second
Empire. The game will cover the entire war,
from the initial frontier actions to the siege of
Paris. Units will be corps/division. The sys-
tem will account for the tactical inepiness of
those times’ armies, when cavalry charges
were still attempted against lines of infantry
holding breech loading rifles. It will be the
professional French military versus German
efficiency in mobilization; the relative strength
and weaknesses of both sides will be clearly
shown. Rules will also contain provisions for
the Paris Commune, partisans, and leaders.
One full map, 200 counters, 8 pages of rules,
moderate complexity. By Joseph Miranda.

5. When Eagles Fight: The Eastern Front in
World War 1. From 1914 to 1918 the Germans
and Russians fought a titanic struggle. This
will be a strategic level simulation of the entire
conflict, which saw the only continuous mobile
operations of the entire First World War. The
game map will stretch from East Prussia to
Moscow, and units will be corps and divi-
sions. Turns will be monthly, but will use a
multi-impulse system to show operational
level movements by both sides.

The Germans have a highly trained, su-
perbly equipped, military machine. As the
war develops, they can retrain their forces into
“Shock Troops.” The Russian must cope with
inefficiency at all levels, but can still mount
and pull off truly massive offensives. Three
combat results tables will show the differ-
ences between mobile actions, trench defense,
and German infiltration tactics. Also included
will be leaders, such as Ludendorff and Grand
Duke Nicholas, early airpower, poison gas,
railroads, and revolutions and rebellions.
There will be an individual scenario both for
the 1914 and 1918 campaigns, and a campaign
game to cover the entire war. One full map,
200 counters, 8 pages of rules, moderate com-
plexity. By Joseph Miranda.

6. Bolshevik: A strategic level simulation of
the Russian Revolution and Civil War, 1917-
21. One player will represent the Bolsheviks,
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the other the various anti-communist forces
(Tsarists, White Russians, Foreign Interven-
tion Forces, etc.). There will also be various
Social Democraticand nationalist forces which
may be either neutral or whose alignment

. may change. Also represented will be the
German Eastern Armies and the Freikorps.
Units will represent regular and irregular
military forces, such as the Red Guards. Leader
units will include all the major figures in-
volved, such as Lenin, Kerensky, Kolchak,
Rasputin, the Czar, etc. Also represented will
be political parties, agitators, and secret po-
lice.

The game will cover both political and
military conflict. The military game will re-
flect the disparities in training and equipment
on both sides. A simple political system will
show the critical factors that led to revolution
and were used to gain support by each side.
Political chits representing various issues (such
as peace, bread, and land) may be gained and
expended by both players to rally supportand
create new units. And when persuasion fails,
players can utilize the Red or White Terrors.
There will be three scenarios: one on the revo-
lutions of 1917, one on the civil war of 1918-21,
and a campaign game covering the entire pe-
riod. One full map, 200 counters, 12 pages of
rules, moderate/high complexity. By Joseph
Miranda.

7. Target: Columbia. This game will simulate
a hypothetical U.S. strike into Columbia to
clean out the drug cartels. The game assumes
the Americans decide to launch a “real war on
drugs” and commit their combat forces and
intelligence agencies to total victory in it. The
Yankees can utilize everything from carrier
based airstrikes to covert assassination and
landing the Marines. The Cartel player can
utilize various forms of terror and subversion
to strike back and drag the conflict out long
enough to erode American willingness to
continue fighting. The Cartels can also create
an alliance with Communist M-19 insurgents
to begin a full-blown guerilla war. But if the
U.5. succeeds in undermining drug opera-
tions, the Cartels will collapse for lack of
money. Also involved are the Columbian mili-
tary and police forces. A fast and furious game
of where our next war may be. One half map,
100 counters, 8 pages of rules, low/moderate
complexity. By Joseph Miranda.

8. Target: Nicaragua. Will simulate military
operations in Nicaragua on an operational
scale. It will include three scenarios: a hypo-
thetical U.S. invasion to overthrow the Marx-
ist Sandinista government; the 1979 revolu-
tion against the Samoza regime; and the Con-
tra insurgency at its highpoint in the mid-80s,
when they had at least a theoretical opportu-
nity to win militarily. The emphasis will be
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both on playability and the lessons learned
from fighting in Central America. The game
will primarily cover conventional operations,
with a simplified, but realistic, system for
guerilla warfare and subversion. Units will be
battalions and brigades, with air and helicop-
ter forces. Each turn will equal one week of
real time. One full hexagonal map will cover
the whole country, 200 counters, 8 pages of
rules, simple to moderate in complexity. By
Joseph Miranda.

9. Tet: Will simulate the 1968 Communist
conventional offensive in South Vietnam
which (as you all know) was an American
military victory but political defeat. The game
will be operational in scale, with brigade and
division sized units. Players will have both
military and political objectives. Military ob-
jectives are those that give military control of
terrain in the Republic of Vietnam; political
objectives lead to the destruction of the en-
emy’s will to fight. The game will show the
relativeadvantages and disadvantages of both
sides: the Communists have superior intelli-
gence information, the Americans have over-
whelming firepower. Tet will include airmo-
bility, armor, firebases, VC terror squads,
airstrikes, etc. Scenarios will include the initial
Communist assault, the Allied counterattack,
the full campaign, and a mini-scenario on the
siege and relief of Khe Sanh. One full map,
weekly turns, 200 units, moderate complexity.
By Joseph Miranda.

10. Trembling on Their Thrones: A fast play-
ing and intense game of the wars of the Coali-
tions against the “French Epidemic.” Early
scenarios pit drilled troops against the ragged
mobs of the revolution. Gradually, those mobs
evolve into an invincible army, led by the
young Napoleon. ToTT will use a point-to-
pointsystem similar to GDW's A House Divided.
It will include 200 (mostly) corps sized units.
A simple system with much optional chrome,
covering skirmishing, Prussian drill, column
vs. line and other tactical details.

Stacking will be based on an area’s ability
to support troops. This recreates the tactics of
traditional depots and revolutionary foragers.
It also rewards the Napoleonic strategy of
dispersing armies to converge later on the
battlefield. Much of the reference data on for-
aging potentials comes directly from materi-
als written in 1812. By Thomas Kane.

11. The Vipers of Autumn: simulates the
Chilean coup d’efat of 1973, when that coun-
try’s generals deposed President Salvador
Allende. This was a wrenching affair for
Western observers, beginning, as it did, in the
election of an avowed Communist and ending
with a brutal usurper in power. 1973 Chile
also presents a classic example of how armed

forces can seize the instruments of govern-
ment in one lightning strike. Such coups are
clearly the most efficient way to wield military
force and an indispensable tool of intriguers
throughout the Third World.

Despite Vipers’ political theme, it is not an
abstract game. Action on the board represents
troop movements and firefights, with a mini-
mum of figure juggling. The game simulates
conspiracy by allowing each player to secretly
draw leader counters. Most troops are neuiral
and obey whichever player produces the most
compelling commander. A commander can
give orders to large numbers of units, butlow-
rank leaders can inspire mutinies within those
conglomerations. Players need not produce
their leadersat once and unowned commander
countersarekeptoutof play, face down. There-
fore, opponents never know when their troops
might change sides.

Leaders activate their subordinates by
controlling communications centers. They can
multiply their influence by occupying sym-
bolic centers of authority, like the Presidential
Palace. The object of the game is to seize these
assets and destroy enemy leaders. When a
player masters all units on the board, he wins.
If neither opponent achieves victory, the coup
degenerates into civil war and both sides lose.

Vipers uses one full map and 200 counters.
The units represent national figures, such as
Allende and Pinochet, generic military offi-
cers, state officials, mobilized fragments of the
Chilean army, mobs, Communist cadres, CIA
advisors, etc., along with communications
links. The map uses an area system, but with
small enough zones to give movement a hex-
by-hex feel. Optional rules include a plotting
phase where each side organizes its members
into cells. Under this system, leaders must be
activated by other members of their cell before
they can give orders. A brief pre-game-game
allows assassins and spies to wipe out whole
cells. It also lets the Generals player time the
coup to coincide with Government embar-
rassments. The insurgents can even fail once
and try again. Another alternative rule allows
solitaire players to take both sides without
needing to keep secrets from themselves.
Moderate/advanced complexity. By Thomas
Kane.

The following four titles are inappro-
priate for the magazine. We're thinking
of doing a small line of ziplock mail-order
only games, each having a full-color map,
up to 400 counters and a complete rules
folder for $20.00.

12. World Empire: What if the Roman Empire
had never fallen, but instead survived into the
20th Century, using “modern” technology to
fight its wars? WE is a strategic level game
covering a modern era Roman Empire, which
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controls Europe, North Africa, and the Near
East. Its basic military unit is the Legion, along
with less battleworthy Allied auxiliaries. Also
represented are “Ornithopters” (flying ma-
chines), fleets, and leaders of various rank
{from Tribune to Imperator). Opposed to the
Romans are civilized empires such as the Ch’in
in the Far East, Meroe in Africa, and the Aztecs
in the new world. Various barbarian tribes
(Third Worlders) are also represented. The
Roman player will have to balance his tax
expenditures between the army and “bread
and circuses” (welfare payments and tele-
vised gladiator games, used to keep the masses
pacified). There will be several different sce-
narios, including two player and multi-player
games. 200 counters, one full map, 12 pages of
rules (plenty of optional chrome), moderate
complexity. By Joseph Miranda.

13. The Peril: A “what if” game based on the
pulp fiction of the 1920s and 30s. Communist,
Imperialist and Asian Hordes threaten to
overrun the world if not stopped by the heroic
men of the West. The Peril will be a strategic
level game, using a system similar to that of
Tomorrow The World. One player controls the
hordes, the other the American and European
forces. Units will be based on the military
speculations of the inter-war period: shock
armies, unstoppable bomber fleets, war diri-
gibles, fifth columnists, land ironclads, poison
gas, and (of course) horde infantry units. The
Western world is severely outnumbered, but
has the advantage of ingenuity — it can de-
velop advanced weaponry, produce superior
leaders, etc. A fast paced, frantic, game. Low
complexity, 200 counters, one fullmap, 8 pages
of rules. By Joseph Miranda.

14. Mississippi Banzai! Set in an alternate
universe wherein the Germans and Japanese
triumphed in WWII, conquering the entire
earth. One full hexagonal map, along with 200
counters and 8 pages of rules/charts, portray
the late-summer 1948 Japanese offensive to
capture St. Louis and the otherimportant Nazi
supply hubs on the northern MississippiRiver.
If the move is a success, the entire German
position west of that water course will be
unhinged.

The Japanese begin with over 100 divi-
sions — consisting of both regimental and
brigaded infantry, the never-defeated samu-
rai of the Imperial Guard, Motorized Rocket
Artillery, Mongolian Cavalry, Apache Light
Infantry, paratroops, armor, and crack Japa-
nese-American Nisei. The Germans begin in a
poor position, with von Paulus’ 6th Army
tightly clustered in the four hexes of St. Louis
(15k per hex), Manstein’s mighty 11t over at
Independence, and nothing but the pathetic
Italian 2nd and French 1st Armies on the ex-
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posed flanks. Their variable and always-un-
known reinforcement schedule provides for
the introduction of leaders like Guderian and
Rommel, along with units like Ist Parachute
Army, Herman Goering Airborne Panzer Army,
S.5. Legion America, The King Lion Korps, 6th
S.5. Panzer Army, and, waiting off board to be
released only by appeal to the Fuhrer or a
rebellious Field Marshal, the super potent 5th
Panzer Army.

A low complexity division level game of
armored thrusts and counter slams, human
wave banzais, Me262 jets and Cherry Blossom
rocket fighters, army sized para drops, pock-
ets, overruns, appeals to the emperor, op-
tional nukes, massacre, barbarity and betrayal.
Not since TT'W was playtested have we heard
such screams coming from the playtesters! By
Ty Bomba.

15. NATO, Nukes and Nazis: What if World
War Il was fought in the 1990s instead of 1939-
45?7 NNN postulates a world in which the
Third Reich didn’t start WWII when it did in
our space/ time continuum, but instead bided
its time until today and then launched a war
against the Western Allies of “NATO” (Ger-
many, France and the USA).

This will be an operational/strategic level
game, showing what would have happened
in such a situation. Units will include S.5.
Panzer divisions armed with Leopard Il tanks,
the Herman Goering Airmobile Corps, and
Stormtrooper terrorist units. The German
player must overrun France and invade Brit-
ain before the USA can get heavily involved.
Of course, both players have access to tactical
nuclear weapons and surface to surface
missles.

Game scale will be division/corps; each
turn represents one week. One 22"x34" map
will represent western and central Europe as
well as North Africa; 200 counters; 12 pages of
rules; moderate complexity. By Joseph A.
Mirands. (Ed’s comment: Gentlemen, I urge your
support for this one. It is, without any doubt, the
ultimate wargame. After this we can all go home;
there will be no more to be said.)

And last, please respond to these other
feedback loop questions.

16. Pick the one era about which you'd like
to see more games published: O=the An-
cient and Classical Periods (everything
prior to 500 A.D.); 1=the Middle Ages
(500-1500 A.D.); 2=Early Modern Era (1500
to 1789); 3=Napoleonic (1789-1815);
4=19th Century North America; 5=19th
Century Europe and Colonial; 6=World
War I; 7=World War II; 8=1945 to present
(including near-future what-ifs); 9=Al-
ternate history.

17. Same question again, but this time
rate the one era about which you'd like to
see more arficles.

18. We have the capability (and intention)
of publishing half map games using large
(“Panzerblitz size”), 5/8" hexes and (as
long as they have 128 or fewer counters)
units. How do you think this will effect
yourreceptionand perception of this class
of games? 0=It won’tmakeany difference
tome; I've always enjoyed games of such
size and will continue to do so in the new
format. 1=I've enjoyed such games be-
fore, and I think the new format will make
them even more acceptable and enjoy-
able. 2= I've always hated such games
and will continue to do so in the new
format. 3=Previously 1 disliked such
games, but I think the new format will
make them more pleasing and acceptable
to me. 4=Previously I liked such games,
but I think the new format will make
them less acceptable to me. 5=Say what?

19. How long should it take you to play
the campaign scenario of your “ideal
magazine game”? O=less than one hour;
1=onetotwohours; 2=two to three hours;
etc, ...9=more than nine hours.

20. How complex do you think the “ideal
magazine game” should be compared to
other games on a 0-9 scale. (Use this as
your guide: 0,1=tic, tac, toe; 2=Checkers;
3=Parchesi, Monopoly, etc., 4=Wargames
like the Napoleon at War and Blue and Gray
Quads; 5=Basic game Avalon Hill Battle
of the Bulge or The Far Seas or Beirut ‘82;
6=Most PGG series games or Blitzkrieg
‘41; 7=Most Europa series games. 8,9=Skip
it, we ain’t gonna do ‘em.

And last, please rate the contents of
this issue using the 0 (hate or didn’t even
read) to 9 (loved it) scale:

21. Blitzkrieg’d1 game (overall)

22. Blitzkrieg ‘41 map

23. Blitzkrieg’41 counters

24. Blitzkrieg’41 rules (clarity and com-
pleteness)

25. Blitzkrieg’41 articles

26. Russo-Polish War

27. Condor Legion

28. Jimi Hendrix

29. Commander’s Call

30. Short Rounds

31. We're thinking of concentrating Short
Rounds on just the currentperiodof
world history (1945 to present). Would
you (yes/no) prefer that over its present
multi-era format?
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32. D-elim
33. Cover art
34, Command no. 1 overall

To be counted, feedback for issue no. 1
must reach us by 15 Jan,

And absolutely lasthere, if, aswehope,
you've got more to say about this maga-
zine than can be expressed with a simple
number or fit onto the space of a postcard,
please send your letters to: Command
Magazine, Letters to the Editor, I.O. Box
4017, San Luis Obispo, CA 93403.

CLASSIFIED ADS
AND
CONVENTIONS

Since this is our first issue, we don’t have
much actual stuff to put in here this time,
but here’s the deal. Individual subscrib-
ers (no businesses, please) to this maga-
zine can place one free ad in this section
each issue their subscription runs. Maxi-
mum length is 50 words, and that in-
cludes your name and address. There are
no repeat ads; if you want an ad to run
more than once, you must send it in fresh
for eachissue. Wereserve the right to edit
or exclude anything we find offensive or
just plain don’t like. Please type or print
your ad clearly. Non-subscribers and
businesses, or subscribers needing more
than 50 words, can get in here for 10 cents
per word. Again, no automatic repeats
from issue to issue.

The deadline for issue no. 2 is Decem-
ber 1; for issue no. 3 it's February 1.

The same deadlines work for conven-
tion announcements, which we'll be glad
to run here free.

FOR SALE: I've got ten mint copies of
Tomorrow The World! for sale for $25.00,
each, sent postpaid via parcel post (make
it $27.50 if you want it sent priority mail).
I'll be glad to autograph the rules or box
for you if you’d like that. Tell me what
you'd like it to say — again, though, I do
reserve the right to refuse any request too
weird or savage. Make your checks or
money orders (only!) payable to Tyrone
Bomba, and send them to me care of the
magazine’s address: P.O. Box 4017, San
Luis Obispo, CA 93403. (Of course, I'll
cheerfully refund those orders that arrive
after the available copies are sold.)

BLITZKRIEG '41

Soviet Defensive Techniques for Blitzkrieg '41
by Dirk and Ulrich Blennemann

Blitzkrieg ‘41 is one of the few simula-
tions where, given a competent German
player, the defensive (Soviet) player can
lose the whole game after just a few turns
by making a single mistake. Comrade
Stalin and STAVKA really have to be
careful withevery move of every unit. We
will not give the German player any tips
in this short article because Blitzkrieg ‘41
presents him with many, many, options;
itis an offensive player’s and especially a
tanker’s paradise.

The Soviet player faces the greatest
danger of defeat in the early turns. If the
Axis has not won the game by September,
1941 (he needs 23 victory points in late
August for the victory check in Septem-
ber), the game will probably last until
March, 1942. After the conclusion of Game
Turn One, which has only German Pre-
pared Assaults and the destruction of a
large percentage of the Soviet border
forces, Game Turns Two to Four are the
most important ones for the Red Army.

At the end of Game Turn Two, the
German player must have nine victory
points in order to win after the victory
check on Turn Three. Theoretically the
Soviet player always has the chance to
liberate victory cities in his part of the
turn and lower the victory point total,
however, his possibilities are often re-
stricted. Every competent German player
garrisons the victory cities strongly. For
that reason counterattacks against im-
portant centers in the early stage of the
game often do not achieve the desired
effect.

Let us now look at the possible targets
in range for German attacks: Riga (3 vic-
tory points), Minsk (3 vps.), Smolensk (4
vps.), Leningrad (12 vps.), Kiev (5 vps.),
Odessa (3 vps.), and Dnepropetrovsk (3
vps.). The most westerly —and therefore
mostendangered —cities are Riga, Minsk,
Kiev and Odessa. The German player
needs only three of these for an early
triumph. Furthermorearapid Blitzagainst
Leningrad can alone end the game.

To stop the Wehrmacht cold we have
found the following measures work best
(however, we cannot guarantee success!):

garrison Kiev with four steps of units and
Dnepropetrovsk with one step. The
Coastal Army in Odessa has to be rein-
forced by another two steps. Donot move
the Coastal Army away from Odessa; it is
the only Soviet army that can be supplied
via sea and will not vanish when Odessa
finally has been isolated. Then form a
defensive line along the old Stalin line
from hex X17 to Q18. The line must be
extended a further hex to the north (P17)
to protect Kiev from a northern strike.

Singleline defensive positionsare very
dangerous in Blitzkrieg '41. German
massed Panzer Corps need only punch a
single hole in the line with mobile as-
saults (you cannotbestrong everywhere!)
and other panzers and infantry will pour
through the hole and race for the victory
cities or cut off Soviet units. For that rea-
son the Red Army should build a second
defensive line consisting of mechanized
units in hexes Q17, R17, S18 and possibly
T17. In the south a second line is not nec-
essary because only 40th Panzer Corps, if it
is sent to Romania as a reinforcement, is
capable of mobile assaults. However, put
a strong unit (the 9th Army from W19)
into hex X17 to hinder the isolation of
Odessa. If only the 40th Panzer Corps at-
tacks south of the Pripjet marshes, the
second defensive line and a step in
Dnepropetrovsk are not necessary.

The middle part of the front (the area
of the Pripyet marshes) need not be de-
fended in the first turns of the game be-
cause a hasty German player will not
commit valuable troops in this sector. Itis
best to defend Minsk only with units that
survived the first German assault but
could notretreat farther to the east. Minsk
is located too far west to become part of a
strong defensive line. Just grant the Ger-
man player those three victory points.

The line in the north must run from
hex L12 along the Stalin line to G14, and
from there along the Dvina river (G15,
F15) to Riga (E16). Smolensk and Riga
must be garrisoned. From hex K12 to D15
a second, weaker, “buffer” line against
mobile assaults must be formed mostly
from mechanized units.
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Do not be too careless with Leningrad. After the first turn’s
advance-after-combat, German panzer corps can be at G16, the
western bank of the Dvina river, only nine movement points
from Leningrad in dry weather. Remember, German full strength
panzers move nine hexes — Leningrad is in striking range.

Even the two line defense at the Dvina is no guarantee
Leningrad will not fall. One group of panzers could crack the first
line with mobile assaults, a second group break through the
second line, and a third strike force race for Leningrad. Therefore
a-short defense line with second turn reinforcements should be
built at hexes E10, D10, and C11 (the not yet active Luga Line).
10th Mechanized Corps remains in Leningrad and 1st Mechanized
Corps moves to C10 to stop a German advance to the gates of
Leningrad after an attack against the Luga Line defenders.

Many German players will drive for Moscow because of the
18 victory points and the Sudden Death Victory conditions.
However, a quick attack not only puts the Welrmacht out of
supply butalso beyond the Luftwaffe umbrella. At Leningrad, the
Luftwaffe operates from airfields in Finland.

In later turns the Soviet player has to react to the threats the
Axis side imposes on him. He must always have the victory
points necessary for a German victory in mind. If you, the Soviet
player, do not need an exposed city anymore, give it up and
shorten your line.

Naturally, mass your troops in victory cities. However, donot
justformisolated “fortresses,” but try to make sure thatan encir-
clement of the cities is very difficult. Out of supply cities will fall
without combat after one turn.

In counterattacks always try to make us of the “Soviet Massed
Combined Arms Tactics.” Finally, a small reserve in the RVGK-
box comes in handy to counter unexpected threats.

...and briefly, for the German Player
by Ty Bomba

Attheunit-to-unitoperational level, run wild, gonuts, charge.
Seriously, in those first summer turns your superiority over the
Soviets is so marked, about the only thing you have to avoid is
letting individual units or stacks get caught alone with sixempty
hexes around them.

Don’tforget tolaunch probing attacks when they're available
— they are the way to get that very last little bit of forward motion
out of your people.

At the strategic level — which is where you have to win the
game if you're going to do it — you face the classic dilemma of
concentrating on the seizure of enemy territory or destruction of
enemy units. The U.S. Army’s classic doctrinal answer to that
one is, “Destroy the enemy’s army and his territory will fall to
you.” Of course, the U.S. Army doesn’t think in terms of a finite
number of dry weather game turns and, more significantly,
they’ve never invaded Russia.

In fact, either approach can work here, depending upon your
and your opponent’srelative abilities. The crucial thing is to pick
one plan and work it. If you decide to go for the quick victory
pointwin, don’tget part way intoitand look off to your flank and
say, “Wow, what a neat salient that is over there! Let me go get
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those guys!” As you veer off to go for the big pocket, what you've
just done in actuality, even though it won’t look like it right
away, is surrender the initiative to the Soviets. By waffling back
and forth between goals —as the Germans did historically when
they delayed going for Moscow in favor of forming the Kiev
pocket — you, in effect, let the Red player decide where you will
go. Wherever he ends up sending you, you can be sure it won't
be to victory.

And last here, be aware before you even start your first game,
itis considered the height of rudeness to play enough turns as the
German to where you can see you're not going to get the big win,
and then say, justas your opponentis starting to plan his glorious
slam-back, “Oh, hell, this is ridiculous; let’s quit this one.” Atthe
least, good manners demand you offer the other guy a switch-
sides rematch.

mander s Ca!i celurtm -
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Reports to keep us posted on interesting g playtests,

- new sub- systems you ‘ve mvented ete

to the same 5zze 1f thE:ii grdnd totdl 15 128 or,'less

When you fmalIy get done and l:um in, we ]l 11eed

-fmaps charts and aumtmamfe%t (A unlt manlfest

200 for 1/2" and 128 for 5/8".)

rules (5.1, 5.2. 5.3.. D21 ‘522 523 etc):

g

s _you’re not embarrassed by hawng a replacement write
~an article with a main Jnterpretwe thrust that runs

‘history and mgmfu,anee The second describes your
~ counter to the viewpoint of your game.)

After @if) I inform you the project has gotten a
thumbs-up from the readership vote, use Progress

- general, games appearing in Command should either

~ be mechanically simple enough to set up and play out

- in one sitting (four hours or less) or physically small
_enough to be left set up between playings on an areano

~ largerthana
~ youusea hexagon map format, though do be advised
games w1th hex maps are ledys bette1 recelved by the :
_E_piaymg pu.bhc than those without.

evolution of the design away from your ortgmai intent,

for your pr ototype game. We w111 dlso p] cmde you;;
with a blank unit manifest. If you re WOrkmg on the
- 25mm map, we can also do your production eeunters :

§_§'Feedback Loop g0 ahedd Fust timers are offered
- $600. Repeat performers will have each subsequent
o pubheatton more rtchiy rewarded than the previous by
\ i some amount agreed on between us, You 11 get your
T ;‘"money (or a return and request for revision or a
“unit galley” is a hand drawn copy, front and back, of .
what the final cclrdboard unit counter sheet will con-
tain. We'll prowde the blank forms) ‘The mammum;_-_..__:
map size is 34"x22"; the ma.nmum counter count 13:': '_ -

:’_two copies of everything, to include lules counters -

; p1ototype at the efflces

- Use the old SPI style efnumene mdexmg for your -

Command Magazine
- P.O. Box 4017
San Lu1s Oblspo CA 93403

\ allow,nyou to empl{aalze the features you_
breught out in the game itself, and will also assure

We re primarily interested in games in the 4, 5
6 eomplemty categories (see Feedback Loop queatton
no.19 for a handy definition of those categories). In

L student-size desk top. We do not demand

- We’ll negotlate a contract as soon as you get the

I‘CjCCthI’l sltp) w1t111n 30 ddys of our deeeptancc of your

- Wedonot have the time or wherewzthai to conduct
new peeple through a tutorial on game design. If
you’ve read the above and find yourself unable to
understand large parts of it, you probably just aren’t
ready to begin game dmlgnmg

J
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One is good. Two is better.

“ombine the best.
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WARGAMER . FIRE & MOVEMENT

THE LEADER FOR: THE LEADER FOR:
Analysis, Strategy and Tactical Tips = Hobby News Close-Up Reviews of New Games » Designer's Notes
Variants and New Scenarios « Feature Reviews Crossfire and Forums - Profiles and Player Notes
Computer Game Strategy and Game Reviews Interviews = Game Rating Chart

New Feature Series:
50th Anniversary Anthology of WWII Games

Please indicate:
Subscription F&M WARGAMER

Name
2 YEARS $33 (12 issues) [ $45 (16 issues) [l
Address
1 YEAR 18 (B issues) [l $24 (8issues) [
! ) ( ! City, State Zip
6 MOS. 12 (3issues) [ 15 (4issues) [
plad ) e ) Country Total Enclosed $

Canadian subscribers add $.50 per issue, overseas add $1.00 per issue. Check or Money Order only in U.S. funds drawn on U.S. bank.
Clip, photocopy or send required information from order form and mailto: Cummins Enterprises - P.O. Box 1289 - Salinas, Calif. 93902
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