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THE GENERAL 
Myoko, Kongo, Mogami, M i h m a )  oa 
turn # l a  a t  A-5-D: A-5-F, ~ - 5 - ~ d  
C-5-Dj C-5-F  (joined by Tone), hold, 
D-5-En E-5-I), E-5°F. 

This i s  the main Nipponese  force:^^ 
i t  can aupport TF-1  in striking the! 
American fleet, but should save its 
strength for the Midway reduction, : 

1' 
Start TF-3 (Zuiho, Atago, Yural 

Cholai, Hiei, Kurnano, Suzuya) on tur* 
#11 a t  A-6-A: A-6-C, B-6-B, C-5-A!! 
C-6-C, 13-6-Bs E-6-A. E-6-C. 

TF-3 i s  the invaaion farce  and c d  
usually be moved secretly across  tI@ 
board to attack Midway. It goes with$ 
out saying that you should protect 
Atago. 

Start TF-4 (Nagato, Yamato, ~ent7.a~' 
Mutsu, Wosho) on turn # l b  a t  *-Ed 
A-5-1, B-5-H. 

Use TF-4 to ha rass  the 
if they t ry  to run westerly f rom Midy 

how great  a contribution McCluskyls 
initial search was. 

Now re t i red  from the Navy, McClusky 
i s  very active in Civil Defense. Un- 
forhmately, his  innominate nature has  
lef t  him with a smaller  niche in  history 
than he deserves. But fortunately fo r  
Avalon Hill, making his home in Balti- 
more county made it quite convenient 
fo r  Avalon Bill to make use of his per- 
sonal services a s  historian and technical 
advisor for the battle game, Midway. 

No doubt the coming year will see  a 
resurgence of books and movies on this 
particular conflict. A v a l ~ n  HiU now 
wishes to go on record a s  being the 
f i rs t  to be stow upon him the honor he SO 

richly deserves - Man of the Year. 

... a bi-monthly magazine mailed p a y  close w the 
firm day of January, Mmh May, July, 
and November. 

The Gcncral is dited and published by Thc 
Avaon rn Compaay almost scrlefy for thednual  
edification of adult p i n g .  (It a h  helps sdl 
Adon Hill products) 

Astick fmm s u b s c r i b  are mnsidmd far 
publicarton on a gratis eonm'buixq basis Such 
d e s  must be rypewritten and nar m emxed 700 
words Examples and dia$rams that -ampany sucb 
artides must bc drawn in black ink d y  for rc- 
produdom No potice c a n  be givaa regnrdhg aoap 
mimz d articles 6or pubhtion 

A31 back issues, except Vol. l, Nix X & 4, which 
arc out of &, are available at $l,W per issue. 
Full-ycu s u ~ p t i o n s  @ $4.98. 

c 1964 Tht A h  Hill Company, Balthom 
Maryland pr;ltod in U. 5. k Operation Atsui 

Cover Story.. . By Bill Stone wa 
bll 

ry. Surface comba 
8. Man of Year Honor 

to U. S. Navy's 
Operation Ataui. (which ia Japanese 

fo r  Ihot1,l was designed by me t o  defeat 
any American forces that might attempt 

At thim point, Task Forces  1, 2. @$ 
3 should be  on Midway by 0900. June 4 
Launch a n  a i rs t r ike  with a13 but TF* 
2 and 3 fighters on Midway, ( r e d u c q  
i t  to s e r o  in one turn, most likely, ) a$ 
0500, Send the T F  2 and 3 f i g h t e r s 4  
over TF ' s  I and 11. 1 

4 
I would appreciate any comment* 03 

criticism: Bill Stone. Box 547, ~ r e d e q z  
icksburs. Va. 

to stop the Japarte se from taking Mid- 
way and defeating the American fleet, 
Mast often I have seen Japanese plans 
for  MIDWAY that call for the Nip com- 
mander to wait, m a s s  all of h is  forces  
together, then steam acroaa the board 
and crush the enemy with heavily super- 
ior  forces. Therefore, this plan entaila 

C. Wade McClusky 
June 1, 1966, the anniversary of Mid- 

way, wil l  pass by without toa much of 
a hurrah from this nation. Probably 
because the battle didn't s tar t  until 

elpful Hints June 4. 
More than likely the battle wouldn't 

have started a t  a l l  had it not been fo r  
one man.. . . Lt. Cornmdr, C. Wade 
McCiusky. Where a l l  others failed, 
only McClusky was able to  locate the 
on rushing Japanese Car r i e r  Forces  a s  

the use  of smaller, l e s s  powerful Sap 
forces put into play somewhat ear l ier  
in the game. The task forces keep the 
American guessing a s  to the where- 
abouts of the Nipponese concentratfons, 
and, although they may seem numeric- 
ally inferior, the position of the car-  
r i e r s  usually affords the Mp planes 
mutual support. The Japanese must 
expect heavy losses  to TF- 1, (in many 

for Ho 
According to a recent survey, *Id 

grsgate won - lo st 
lo have advertised 

3 reco 
in the they sped toward the strategically im- 

Wantedu section is 7,097 wins - 16 
losses.  . I  

You winners, whoever you are ,  ne~q 
read no further. This art icle is de@ 
cated to the 7,097 losers .  We shall a$: 
tempt of offer in the following paragraph; 
some hints on bow you can improve o? 
your record.  We do not claim to plsl 
forth infallible hints but any kind of hel$ 
we offer i s  better  than the present ad- 
vice you have been long suffering mdaq 

portant island of Midway. 
Flying his Dauntless Dive Bomber, 

tdcClusky turned right instead of left  
and by intelligent calculation figured 
out where the enemy would be, The 
r e s t  i s  history. McCluskyts wing de- 

run-throughs i t  was virtually annihilat- 
ed, ) which i s  very rmlnerable a t  first. 

Start  Search Force (Tone) on turn 
# 1  a t  A-1-A: A-1-1, B-2-E, 6-3-A, 
B-3-H, C-4-D, C-5-C, D-S-H, E-6-D. 
D-7-B, C-7-F, C-&-I, C-6-C, C-5-F, 
joins TF-TI. 

The Tone i s  on the board only be- 
cause i t  is a good idea to be able to see  
what the Americans a r e  doing. The 
maneuvering allows the Tone to search 
most of  the board and sti l l  keep away 

stroyed two c a r r i e r s  on the spot as the 
battle for supremacy of the Pacific be- 

g=. 
Hiatorians have disagreed a s  to what 

actualIy followed. Some say that 
McClugky returned to his ca r r i e r ,  the 
Enterprise,  then took off and sank a 
few more enemy ships. The fact of the 
matter is, McClusky was tiddled with 

Football Strategy: 
meervatively and u 

rfense 
lenses 

and H quite often. Just when your op- 
ponent feels that you a r e  deveIaping X 
stereotyped pattern, throw in ~ e f e n s  ~ 

I and an  occasional B and C. Give a@ 4 
the short yardage and force him to C@ 
more ground plays, On offense, awii 
the "FurnbEel' and llInterception" play 
while awaiting for some hint a s  t 
whether your opponent will play con 
servativelv o r  will gamble on defen8ga 

from the American planes. 
Start TF-I (Hiryu. Soryu, Nagara, 

Chikurna, Kirishima, Haruna) on turn 
#8 a t  A- 1-A: A-1-C, B-1-H, C-I-G, 
C-1-1, D-1-H, E-1-G, hold, E-2-F, 
F-3-B, hold. 

Because of i t s  weakness in anti-air-  
craft  power, TF-  1 should keep half i t s  
fighters on CAP when within range of 
American planes. This group i s  sup- 
posed to contest the American fleet with 

bullets as he was chased by several 
Japadese zeros and barely made home. 
Once on board he was relegated to sick 
bay for the duration of the Midway con- 
flict. Nonethelesa, h is  initial contact 
provided the U. S, Forces  with the head 
s t a r t  they needed to overcome the 
handicap of being gros  sly outnumbered 
in ehips and plane; a t  that time. 

- 
: On dc 
all eve 

Baseball Strategy 
.ving him the  long h Those of you familiar with the game, 

Midway, know that the Japanese have a 
deflnite advantage and should win the 
game everytime. Thus you k m w  exactly 

i t s  planes and avoid ship-to-ship corn- your opponent "single-doubles 
death, Start  the game with the averxg 
Team Fielding Value behind a lefb 

bat. 
Start TF-2 (Kaga, Akagi, H a p r o ,  



PAGE 3 THE GENERAL 
handed junk-ball pitcher. When in 
trouble and you need a few outs that 
will not advance baserunners, come in 
with a fast-baller, preferably left- 

handed. At bat, goad your opponent 
into defending exactly a s  described 
above. He will eventually panic and 
give you the opportunity for the long 
ball in which case an educated guess 
will prove beneficial to you in the long 
run. 

Dispatcher: Unfold the playing board 
and s i t  a t  the western dispatcher's seat 
a s  quickly a s  possible. 

LeMans: When team racing with 3 
o r  4 c a r s  a t  once, get a slower car out 
front if a t  all  possible. Slow ca rs  can 
often block the path of opponents faster 
cars  preventing them from taking their 
full speed allowances. Take chances 
on the curves. The gambler wins this 
game. 

Management: Do not overconstruct 
factories. One standard and one auto- 
mated will be plenty. Sharpen up on 
your memory.. .the Buyers' markets 
and Seller s t  markets a r e  equally divided 
over the 24 Situation Carda. As the 
months pass, knowledge of this ratio 
will help you better predict the coming 
market conditions. Do not over-pur - 
chase the Raw Material units, . .failure 
to sell the Finished Inventory Units re- 
sults in high overhead costs. Again, 
analysis of your opponents1 actions, a s  
in Baseball and Football, makes Man- 
agement a game in which the better 
player wins every time. 

Verdict 11: No strategy here; basic- 
ally a game of simple memorization of 
courtroom procedures. 

U-Boat: As the Destroyer Escort, 
stay clear of the U-Boat's torpedoes 
(move only one square per turn) until 
you feel your opponent has used up his 
torpedo allotment. Always approach 
in a manner where you can pass over 
no less  than 3 of the b squares the U- 
Boat could have moved into under emer- 
gency speed. As the U-Boat, conaerve 
your torpedoes in the eventthe Destroyer 
Escort players plays a waiting game. 
When under depth charge attack plan 
your move so that the Destroyer will 
not be able to cover many of your possi- 
ble locations. Lull him into facing away 
from the convoy at  the end of his Turn. 
Avoid middle aepths, stay either a t  the 
bottom or 100 feet. Most Destroyer 
players drop depth charges to 200 o r  
300 foot depths. figuring a near miss  
being just about a s  good a s  a hit. 

Battle Games in General: It is im-  
possible to offer all- encompassing ad- 
vice in a brief paragraph. With so many 
variables found in each game, there 
develops a thousand and one different 
strategies, . . many of which a r e  excel- 
lent. We will attempt, here, to offer 
a few generalities of play improvement 

that can be applied to a l l  ia t t le  games; 
the military commander must have a 
plan. This plan must have a principal 
objective. The plan itself must be pre- 
dicated on simplicity as experience 
shows even airnple plans a r e  difficult 
to carry  out. You must have unity of 
command in order to achieve your ob- 
jective, you must sooner or  later revert  
to the offensive and to succeed on the 
offense you must employ a prudent rnan- - 
euver in order to place your combat 
units into a mass in a place where you - 
canachieve a decisive local superiority. 
You must effect economy of force in all 
areas  so that your mass i s  a s  powerful 
a s  possible a t  the decisive point. This 
mass,  or center of gravity, must ap- 
pear a s  a surprise to your opponent so 
that he i s  caught off balance. You must 
maintain 
curity in 
yours elf 

a satisfactory degree of se- 
l e s s  vital a reas  so that you 

a r e  not surprised and caught 
off balance by opponents1 attempts a t  
creating this surprise. 

Now le t ' s  see some of you losers  
get back on the winning track. If you 
can't, remember there i s  always our 
$quander game - the game for born 
losers.  

Avalon Moves 
Below the Hill 

You've heard of people living on the 
wrong side of the tracks. Well, s i r ,  
Avalon Rill has moved under the tracks. - 
Their new location s t  4517 Harford Rd. 
i s  actually below street  level overlook- 
ing Sunken Heights Terrace,  a suburban 
metroplod of northeast Baltimore. 

"Down in location but up in quality" 
i s  their motto.. .and the move into ex- 
panded facilities serves to combine 
most of the functions of game publish- 
ing heretofore subcontracted. Avalon 
Hill now has i t s  own ar t ,  typesetting, 
platemaking and printing facilities all  
under one roof. 

Why the move? Usually, the stock 
answer is:  young companies soon rea- 
lize that to operate more efficiently 
they must consolidate their efforts, 
just a s  an army commander masses  
his troops to engender unity of com- 
mand and econorny of forces.  

For  the specific reason behind Ava- 
lon Hill's move, we asked their i m 3 -  
native young marketing director, 
Thomas M. Shaw: He replied, 11We're 
a young company and realize that to 
operate more efficiently we must con- 
solidate - just as any Army Commander 
masses his troops to engender unity of 
command and economy of forces. " 

Pointing the same question to their 
Vice President, A. Er ic  Dott, he uner- 
ringly replied; IrThis expansion mave 
will enable us  to produce the games a t  
l e s s  cost per unit - that 's  why we in- 
creased the prices of our games last  
March, . . hmmm, that doe sn9  sound 
quite right does i t?.  . . I  really don't 
know now that you come right down to 
it, Actually, you better ask President 
Sparliag for the reason behind our move; 
you can't expect me to know everything 
about the company now, can you?" 

You bet you don't know everything 
about the company. . . President Sparling 
retired several months ago. 

Noting that we were not about to get 
a serious reply from these clowns, this 
report must end on the prediction that 
Avalon Hill's move will be of ultimate 
benefit to the loyal game fanatic in that 
this expansion will guarantee a continu- 
ous flow of quality products for the 
above-average person and provide room 
for  Avalon Hill to develop a closer com- 
meraderie, through continual upgrading 
of this magazine, among the dedicated 
hard-core group of Avalon Hill devotees. 

Midway by Mail 
By Dr. Ear l  Hodin 

The game, a s  outlined, is  played by 
three people - each one in turn acts a s  - 
JUDGE in a suggested round-robin of 
three games. The use of a third player 
admittedly i s  a disadvantage by way of 
i t s  inconvenience; I believe, however, 
this will be partially compensated for 
by several advantages - greater realism 
in places and an accurate check on r e -  
corded results, to name two. I have 
not tested the method a s  yet; however, 
I wouId be perfectly willing to act a s  
JUDGE for any two players who wish 
to try i t  out. 

The JUDGE in this system acts not 
only a s  a roller-of-dice, but a s  an arbi-  
tractor of all dicjputes arising out of 
inadequacies of the system a s  outlined. 
I t rus t  this will add an element of self- 
correction to what would otherwise be 
an ambitious undertaking. 

A - U. 5. Player B - Japanese Player 

SEARCHPROCEDURE 

1. A & B advise JUDGE of: 
(a)  movement of ships 
(b) Search Plan - listingall a reas  
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they wish to search ,  in order  - they 
may, i f  desired, place a STOP ORDER 
a t  any point (e. g. , "stop search  when 
one c a r r i e r  located, l1 or  ffstop search 
after  a i r  searches  if  a t  leas t  one ship 
locate= etc. .. 

( c )  "Readying" and/or  "De - 
readying" ~ p e c i f i c s  for a l l   carrier^ - 
JUDGE will assume that a l l  planes 
once readied remain so and a11 planes 
refueling a r e  ready on next turn, un- 
less otherwise informed. 

2. JUDGE conducts search ,  taking 
into account all STOP ORDERS - an 
automatic STOP comes into effect when - 
all the ships of one side have been 
located - JUDGE then adviee A & B of: 

( a )  a r e a s  opponent haa searched, 
up  to any executed STOP. - 

(b) succesafd  search  results .  
(c)  presence of JAP ships a t  

MIDWAY., if any - identified ATAGO by 
name if applicable. 

(d )  conjunction of opposing ships 
in same zone, if any. 

AIR- TO- SHIP COMBAT 
1. A & B exchange operations plans 

- a copy of each goes to JUDGE 
2. All 3eLendern decide 

(a) Fighter planes stripped-off, 
if any 

(b) Disposition of ships in Com- 
bat Zone(a). Copies of this a r e  sent to 
opponent and JUDGE 

3. All Attackers decide disposition 
of attacking planes - copiea of this are 
sent to opponent and JUDGE 

4. All Defenders assign anti-air-  
craft  fire (and stripped-off planes if 
any) - send to JUDGE only 

5. JUDGE resolves a l l  combats 
(fighter vs. fighter and a i r  vs.  ship) 
and sends results  to both opponents - 
he also sends results  of any attacks on 
MIDWAY and, taking into account the 
presence of any JAP BBS on MIDWAY, 
advises both players of new Relative 
Fortification Strength - finally, he de- 
cides the type-losses of p l a n e s  on MID- 
WAY (if any) by equal distribution among 
the three types - oddnumbers of l o s ses  
a r e  assigned in the order  (1) F (2)  D 
( 3 )  T 

6. A & B advise each other of loca- 
tion of ships that have launched o r  r e -  
ceived attacking planes - they inform 
JUDGE of specific landings (may be 
done in same le t te r  as new Step # 1  of 
Search Procedure) 

SURFACE COMBAT 
1. B sends initial disposition & 1st 

move to A and JUDGE 
2. A sends initial disposition & l at 

move to B and JUDGE 
3. B sends F i r e  Pat tern  (if within 

range) to JUDGE (A, when he i s  
within range, sends F i r e  Pat tern  to 
JUDGE in his STEP # 2  letter) 

4. JUDGE resolves a l l  combats and 
sends results  to both players. If a 

player wiahes to withdraw, he  must 
include this r e q u e ~ t  in h is  "Fi re  Pat -  
tern" Step (#2 for A,  # 3  for B),  but 
only in that le t te r  to the JUDGE - JUDGE 
will resolve a l l  withdrawal attempts 
and enclose resul t s  along with those of 
the combat - i f  withdrawal successful, 
resort to SEARCH PROCEDURE; if not, 
repeat  SURFACE COMBAT Procedure. 

Of course, the means by which one 
phase resolves into another i s  governed 
by the original. MIDWAY BATTLE MAN- 
UAL. Ea r l  Hodin, M.D., 18F Clint- 
wood D r . ,  Rochester, N. Y .  14620. 

A friend and myself have played by 
phone off and on for quite sometime 
now, so was surprised to see a system 
in the latest  General (March. 1966). I 
agree with the system through step 2. 
but 3, 4 and 5 make it much harder 
then necessary. All that i s  needed once 
the move is agreed upon (assuming that 
both part ies have. the same phone book) 
is for one to call  off a page number - -  
followed without pause by the other 
party naming acolumn and item number. 
Each party notes the numbers. This is 
repeated as many times a s  there are 
combats. The part ies then look up in 
the book the designated coordinates and 
take the las t  digit of the number (count- 
ing the columns from left  to right and 
the i tems f rom top to bottom) and check 
their results. This eliminates al l  the 
adding, name copying, and other con- 
fusion h a t  the published method con- 
tains. It i s  so fas t  that in the early 
movep of Afrika Korps more than one 
round can be played in a single conver- 
sation. I hope this will be helpful -to 
any persons who read  the original art i-  
cle and a r e  using that cumbersome 
method. David J. Simecek, 3017 Wood- 
l a r k  Lane, St. Paul, Minn. 551 11. 

The AH Intercontinental 
Kriegspiel Society 

M r .  J.  K. Norris  of Wick, Caithness 
(Scotland) has been choossn the Rep- 
resentative of the Avalon Hill Inter- 
continental Kriegspiel Society (AHIKS) 
for Great Britain. Mr.  Norris  has  
many yea r s  of experience i n  w a r  garn- 
ing and is well oriented about a l l  Avalon 
Hill war games, especially Stalingrad 
and Blitzkrieg. Adult players in Great  
Britain o r  Ireland may contact Mr.  
Norris  for information about the AHIKS 
and an  application form. 

ICRK Replaces Stock System 

The 'Individual Combat R e  solution 
Key' (ICRK), developed b y  the AHIKS, 
has  found such an enthusiastic accept- 
ance, that this system is now adopted 

the need for  stock. listings and 
much time and inconvenience. 
ICRK service,  however, can only 
extended to members  of the AHIKS. - 

Guadalcanal Accepted By Ahika 

Guadalcanal, Blitzkrieg, Battle 

adult, who would like to be mat 
with an interesting opponent for a 
respondence game, please contact 
Henry H. Bodenstedt. P. 0. Box 
Freehold, N. J. 07728. 

The renewal of membership 

that one of AH finest games is not p 
ular. 

Member 6 :  

A new introduction sheet will 
a r r ived o r  will be arriving soon. PI 
read this over thoroughly. It descri 
the league's policy on play-balance r 
and optional additions. Note the cha 
in the stock list. 

Have you renewed your membersh 
If you are one of those who waa 
aware of the fact, just send your d 
to the league office with any game 
tion o r  address change. 

Want to join the only war-ga 
ganization that will ra te  you ac 
to your ability? Do you want to p 
with those who have the same expe 
ence as yourself? Well that 's  what 
league does. To join just send , 
part iculars to: Bruce Mathews. 423 
F i r s t  St , ,  Cloverdale, Calif. 95425. 

Would You Believe ... 
The Duke of Wellington and Napole 

Bonaparte were both born in the 
year, 1769. Eachwas born on an i s  
each became fatherls s s  in boyhood 
had four brothers and three 
each attended mili tary school in 
and a t  the same time. Both bec 
Colonels within a day of each other, 
excelled a t  mathematics, both w 
great  soldiers, and each cmmande 
grea t  army. Both a r e  remembered 
Waterloo where one became victor a 
the other the vanquished. 



rintiples of War kind of wargaming as you would l ike to 
be, we hope to give you an abridged 
version of 'the book1 from which to for the AH Wargamer learn. H are an accomplished 
mil i tary student, w e  shall s tr ive to 

by 
M. J. Frankwicz 

former  Capt. , U. 5. A. 

Capt. W.L. MacMurdy, U. S.A. 

.. M. Brundage, Editor *? 

About The Au 

M r .  Frankwicz has served nine 
years with the U.S. Army and i s  a 
kombat veteran of Vietnam. He has  
haneuvs red  acrosa many of the battle- 
$ields depicted in AH games. At the 
'Eirrre he left the a r m y  he was one of the 

;$ew learned men in the a r t  of Guerri l la  
+&fare. At present he lived with h is  
wife and daughters i n  St. Louie. 

Captain MacMurdy, the co-author .:. vf this ser ies ,  cornea from a long l ine 
of mili tary men. He i s  a t  present 
"stationed in Wa~hington, D. C. where 
'h>e i s  attending the Army'  s Intelligence 
5 ~ h 0 0 l .  

Both t h e ~ e  men a r e  professionals 
,%ad a r e  well suited to bring to us this 

k.. An Introduction 

This column will be an attempt t o  
prelate theory to practice. The theories 
9 e  shall be discussine a r e  the Princi-  

of - 
'her 

ar . - 
a r e  those who 

- 
eory 

@ baing the work of a bunch of class-  
barn and l ibrary- ridden scholar a ;  a 

B_h5ng that every 'practical ' person knows 
$won't 'work' in practice. These a r e  

$e untried o r  theunwise and their  ~ U C -  

t c e s s  will be limited, if not already so. 
w & ~  in truth, 'the book' and 'the theory' 

& & t h e  result of a m e a t  combination 
r'itudv and e x ~ e r i e n c e  of succe  a n f u l  

ran  
- 
, and these ma are 

.... . .  

gene ral ly 
f i rs t  toknow when 'the book' doesn't 

@ly. For although i t  i s  the best 
f s s ib l e  guide, we still  have to do our 
dwn thinking. 

IfYou have t o h o w  'the book1 to know 
@en to violate 'the book1, " a wise old 
g ~ m a n d e r  umed to say. The fact  is, 
h e  book' and the Principles of War 

21:* &&ally apply. AH players who don't 

ready know this will find that they 
b'pply to our f avo r i t e  games as well. 

provide you with a useful reference 
manual. 

The l i ~ t  of Principles we shall work 
f rom includes the Principles of the 
Objective, the Offensive, Mass. Move- 
ment (~omet i rne  a called Maneuver), 
Economy of Force ,  Surprise, Security, 
Simplicity, Unity of Command and Co- 
operation (sometimes called Coordina- 
tion), Of course, there  i s  some var i -  
ance f rom the rea l  life application of 
these principles amongst the various 
games and we will discuss them as we 
meet them. You will see that thea'e 
principles a r e  much dependent upon 
each other, f o r  example, Mass  could 
not be achieved without Movement & 
Economy of Force .  So, a s  a result, in 
any discussion i t  i s  sometimes ha rd  to 
know whether you are d l k i n g  about one 
o r  another of these rasca ls .  However, 
we must  provide for all of these in our 
game. Forgetting one will probably be 
a fatal mistake. 

Generally, we will  present  this 
ser ies ,  a principle at a t ime,  in the 
same order  a s  the above l is t .  Although 
each ar t ic le  will be separate, the high 
points of some principles, such as M a s a  
and Movement, will  require more  than 
one art icle.  You will see how each 
principle buiIds upon those previously 
discussed. P a r t  of your success in 
application will come f rom your ability 
to pin point these concepts mentally 
and form a kind of checklist which will 
help you to provide for all of them in 
your wargaming. If you like, prepare 
yourself a checklist f rom these ar t ic les  
with pencil and paper that you can easi ly 
r e f e r  to as -you play. Manyprofessional 
soldiers  do just that for  the rea l  thing. 

You will be introduced to a sizable 
l i s t  of mil i tary t e rms .  Some-of these 
will be discussed several  times in con- 
nections with various principles. When 
this happens, we recommend that you 
review the previous ar t ic les  in which 
the t e r m  appeared to check the defini- 
tion and i t s  u se  with other principles. 
This will help provide you with anover-  
a l l  concept. A t  the same time, you 
will see how these principles connect 
together. 

Next issue: The Principle of the 
Objective.. . Myron R. Brundage, 2437 
W. Sunnyside, Chicago, Illinois. 

The Principles of w a r  were  f i r s t  
itten i n  a meaningful fashion by the 

General Carl  von Clausewitz Conditions of Victory 
Napoleonic W a r s .  They have by Bar ry  K. Branch 

in many forms and languages 
&me. This s e r i e s  will most  often use Warfare i s  never purely offensive 
the current  U. S. Army version a s  a or defensive, and victory in A-H games 
giride. If you are not as skilled a t  th is  should not be a resul t  of merely  hang- 
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ing on until the t ime runs out, as i t  is 
for the Bri t ish in Afrika Korps, o r  the 
Americans in Bulge. I would prefer  to 
see A-H games embody victory objec- 
tives for  both sides of a game, with the 
recognition that if both aides fail in 
their objectives, the resul t  i s  a stale- 
mate. 

In A,, the Germanconditions would 
stand as is .  The Brit ish condition of 
victory should be the similar control of 
the four cit ies ,  or control of the four 
a reas  plus the elimination of al l  Garman 
armored  units. Any other resul t  would 
constitute a continuing threat, and should 
stand as a draw. 

In Stalingrad, German victory is as 
stated. Russian victory should come 
f rom driving all but 5 Axis corps  out of 
Russia; any l e s s  resul t  would be a con- 
tinuing threa t  to Russia, and i s  a stale- 
mate. The Russians could a lso  achieve 
a "double" victory by invading Germany 
- moving 10 Russian corps off the West 
edge of the board, Polish area ,  and 
keeping their supply openfor four turns. 

In Bulge, the German conditions a r e  
stated. Allied victory should resul t  
from (a) destruction of ai l  but 6 panzer 
regiments, o r  (b) the Allies rolling aL1 
but 4 German units back E a s t  of the 
main Liege-South road (BB to FF) and 
holding the road and towns (Aywaille- 
Manhay - Houffalize - Bastogne - Marte - 
lange) f ree  of German control for  four 
turns, anytime after  C h r i s h a s  Eve. 
Though the Germans might not attain 
their victory, the Allies would be s t d e -  
mated unlea s they reopen d i rec t  com- 
munications between their two A r m y  
Groups. I would also provide a "half1' 
German victory in Bulge. If the Ger - 
man finds he cannot c ros s  the Meuse in 
force, and does not wish to go over to 
the defensive (to t ry  for a draw), he 
could try for the limited objective vic- 
tory by following the advice of Model 
and voa Rundstedt to  swing North to- 
ward Liege, outflanking the Allied 
troops in the Huertgen F o r e s t  and the 
Aachen salient. The Fores t  runs  North 
f rom Monshau, and Liege i s  only about 
20 mi l e s  northwest of Spa. To achieve 
this objective, the German must  move 
sufficient fo rces  (using the number and 
type se t  forth for  Meuse victory) off the 
board a t  BE North, and keep their 
supply open f o r  four turns, Such a 
move, i f  succesnful, would have ser- 
iously threatened the Allied fo rces  
which had become embroiled during 
September, October and November in 
the fighting between Aachen and Mon- 
schau, and would have fur ther  stalled 
the Allied drive for Cologne. Hitler 
refused to set t le  for this limited ob- 
jective when his offensive was contained, 
but insisted on vainly trying for  his 
l a rge r  "decisive victory". 

These double victory conditions 
would add flavor to the games, and 
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would recognize that the defensive 
player may not just s i t  and wait for the 
time to run out, but muat  - at some- 
time launch h is  own offensive and 
achieve some definite objective of bene - 
f i t  to himself. 

D-Day: the Left Hook 
Not to de t rac t  f rom the excellence 

of other A-H games, i t  is my opinion 
that D-Day remains  the most  fascinat- 
ing i tem in the line, due to the wealth. 
of historical  background on placee and 
units involved, and because of the wide 
variety of possible tactics. 

Assuming your German opponent is 
capable, he will have se t  up h is  heaviest  
invasion defenses on the North Sea and 
Calais coasts ,  with few units in Brittany 
and fewer in the Biscay area.  He will 
have strong forces  in Normandy and L e  
Havre. One good invasion area that you 
must  not overlook i s  Biscay. After the 
war, von Rundstedt admitted to Bri t ish 
interrogators that  he had greatly feared  
a Biscay landing, due to the lack of 
natural defense lines, and to the possi-  
bility of encirclement of the Normandy 
and Le Havre forces. 

The ru les  for 1961 o r  Tournament 
D-Day provide excellent opportunity 
for elimination by encirclement; this 
opportunity should be used to the fullest,  
for grea t  battles can  be wonwith a mini- 
mum of loss. Encirclement fo rces  the 
German to do the attacking, and can 
cost  h im many units he would need 
l a t e r  to man the Siegfried Line. 

I recommend you consider invading 
Biscay, moving East along the Loirs  
(which becomes an excellent flank de- 
fense line), then hooking your apear-  
head left into Caen or  Le Havre, to 
open new supply ports. Even a hook to 
Argentan will do the job. Lf Adolf has  
left h is  units in Normandy and Brittany 
they will be encircled and destroyed;  
if he has  pulled them out, you may open 
and u s e  these ports, the same a s  if you 
had invaded there. Under 1961 rules,  
you may even hook your Schwerpunkt to 
Dieppe o r  the three  Channel for t resses ,  
putting heavy leverage on the North 
coast  and luring r e se rves  Westward. 
Because of the l imi t  of forces  landed 
through Biscay, the risk i s  great ,  but 
so is the prize. 

With por ts  opened, further  hooks 
Eas t  and North a r e  bound to draw units 
f rom the NorthSea and Calais  defenses, 
weakening them for  the second landing. 
Barry  K. Branch. Attorney, 2106 Elm- 
hurst. Royal Oak. Michigan. 

Blitzkrieg Air Power 
by C.R. Wagner, SSGT, U.S.A.F. 

If one waa a ~ k e d  to point but the most  
distinctive feature of Blitzkrieg i t  would 

surely be the Air  Power provisions. 
Yet, A i r  Power i s  not often the factor  
that determines the outcome of the 
game. Usually, the superior ground 
forces  commander will have the game 
won before the effect of any possible 
a i r  inferiority on h is  part: can be felt. 
Why? So grea t  i s  the difficulty in gain- 
ing overal l  air Superiority that  even a 
vastly superior  air commander has  
little chance of pressing h o m e  his ad- 
vantage in t ime to effect the outcome 
of the game. 

F o r  the purposes of the game and 
this article, a i r  superiority can be de- 
fined as  the ability to uae every bomber 
and ground attack squadron on any t a r -  
get within range, without suffering los- 
se s due to enemy fighter action. Obvi- 
oualy, if one can gain this degree of 
control, he h a s  the game won. It i a  al- 
so apparent that fightera are the key to 
a i r  superiority. 

If both players a r e  moderately com- 
petent, i t  takes a very  long time for 
one of them to work a slight edge o r  
local a i r  control into overal l  superiority. 
Usually, each can get off one o r  two 
good s t r ikes  a turn, possibly trading 
fighter squadrons, until the game is 
won on the ground. The reasons  for  
this essentiauy stagnant situation seem 
to be (1)  the even starting condition, 
( 2 )  the low level of attrition of fighter 
units due to the present Fighter  vs. 
Fighter table, (3 )  rounding off odds f o r  
FTR/FTR combat in favor of the inter-  
ceptor s ,  and (4) the near irnpossibTlity 
of catching f ighters  on the ground. 

The fuhction most  limited by a lack 
of a i r  superiority i s  that of interdiction. 
If one player can interdict 3 o r  4 squares 
directly behind the enemy front in co- 
ordination with ground forces  attack, 
that section of the front disappears! 
T r y  i t  without having a vast superiori ty 
of f i g h t e ~ s  and you must ei ther  cut down 
to interdicting one square,  accept stiff 
losses  of bombers by sending more  
than 4 factors to one a r e a  and protect- 
ing others,  o r  accept losses  of both 
fightera and bombers by spreading the 
e sco r t  evenly. Strategic at tacks made 
within range of enemy fighters have the 
s ame  drawbacks. You may get off an 
attack in an a r e a  outside the enemy's  
fighter range but unless he i s  entirely 
inept, you will not get many opportuni- 
t ies .  

In order  to keep the air situation 
from bogging down I have the followiag 
suggestions: 

1. Revise the Fighter  vs. Fighter  
table. A very  small  increase i n  casu- 
al i t ies  would cause the a i r  situation to 
evolve much more  rapidly. 

2 .  Round off interceptor/escort  
odds to the neares t  whole number in- 
stead of in favor of the interceptors. 

3. Make i t  possible to intercept 
bombers along their route a s  well a s  

over the target. It would then p 
escor t  part of the way. Differentg 
of f ighters  c o d d  attack at diff 
points, though only one attack per s 
dron, per turn would be allowed. 
would requi re  a good deal more 
on the p a r t  of both players, and be 
of increasing bomber losses,  
requi re  some very  tricky replace 
decisions. Needless to say, i t  incr 
real ism. 

Some tips on playing under curr 
ru l e s  follow: 

1. If you manage a successfd 
vasion, move some bombers im 
mediately. This  spreads your oppo 
fighters  much thinner. Medium 
ber  s a m  especially suited for  
to their  dual role. 

2. Having f ighters  at sea i s  
having ten extra bases.  Keep t 
there.  

3. Sometimes a joint para-d 
interdiction operation immedia 
hind the enemy front yields e 
results .  Watch for  a 1-4 to  1- 
paratroop screen  on which au 
victory by a i rborne  units i s  po 

4. Limit yourself to one go 
attack per  turn, unless you have c 
t ro l  of the local  a i r  space. If you 
have local superiority, use  every b 
bsr, every turn you can. 

5. Attack your opponents base 
strategic a i r  power early and syst 
ically. Hit the most  forward 
f i r s t  and keep i t  up. Whoever s 
this f i r s t  has  the edge. At the s 
time, gar r i son  bomber bases close 
the front  with 7 factor  B whenever p 
ble .  This  requi res  a two squadron 
off. These garr i son  troops may a 
serve  as local r e se rves .  

6. Control of the small m 
country Northeast of Lake Pinslc 
vital to the Blue defense and g 
three  excellent bdses. Deep 
tion over Red ter r i tory  can 
with SAC bombers. If Red 
this a r ea ,  Blue runs out of easy 
fendable t e r r a in  and must  dispa 
hia a i r c r a f t  to more  widely sepaxa 
bases .  Red, however, can sur  
without holding this area. 

7. Replacements: Pr ior i ty  fo r  r 
placements should be as follows: 

l e t  - Airborne ground forces 
you have suffered considerable loss 

2nd - Fighter  B 

3rd - SAC and Medium bomber 
4th - Ground units 

If only one side f o l l ~ w s  the ab 
program, that side will have corn 
air control by the 8th move. 
replace ground units until a l l  p 
a i rborne  and a i r  units (TAG an 
tion) are on the board. Do not 1 
opponent get more than a 4 fa 
in fighters. 

8. Remember:  Fighters  are t 
key - don't waste them. You can sta 
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INITIAL PLACEMENT OF MINOR
COUNTR Y ARMIES

FREEING OF PRISONERS--Prisoners
may be set free by forcing the with­
drawal of the escorting troops, or they
may be voluntarily abandoned. Freed
prisoners must proceed to a friendly
city and stop for rehabilitation. They
may not be used in offense until reha­
bilitated. They may be used in defense
of an attack on the rehabilitating city.
MINOR ARMY USE BY MAJOR POW­
ERS--The prisoner rule for MA's re­
main in effect. In this case however,
4 combat factor s of prisoner s per turn
must be eliminated by the capturing
army. They must have been in the
Capital one turn prior to elimination.
LIBERATION OF MINOR COUNTRY-­
If the other major power is able to oc­
cupy all of the citie s in a minor country
which had previously been captured by
the opponent, for two turns the country
is liberated. All troops then revert to
the control of the liberator. Any troops
of the MA who at the time are in the
zone of control of the opponent are auto­
matically prisoners.
INITIAL PLACEMENT OF MINOR
ARMIES- - The initial placement of the
MA's are to be in their cities accord­
ing to the Table below.
MISCELLANEOUS R ULES- - Minor Air
Forces (including Air Transport) are
not captured they are eliminated instead.

There is no replacement factor for
Minor country armies.

Minor armies may be used to cut
supply lines and they are subject to
isolation rules.

Minor country armies may not be
moved on the turn that the second major
power invades the minor country.

Flying planes over a Minor country
is considered a violation permitting
the Minor country army to move.

VV- 25 3/3-5, 1/2-6
WW-32

6/2-2, TAC
UU-37

5/2-2
HH- 31

2/3-6, 2/3-3, TAC,
FTRNN-33

3/3-3
00-30

1/3-3

EE- 34

3/3-6, 1/3-4,
TAC, MDMBB-3l

4/3-4, FTR
CC-39

1/3-4, 1/5-6, 2/2-4
AA-42

4/2-4
00-40

1/3-4, 1/2-3 (Para)
TAC, MDM

by Ralph Fellows

LL-40
W-35
0-20
00- 29

DD- 42
FF - 41
II- 32
LL-27
LL- 44
RR-26
SS-32
TT- 28
TT-3l

l16th T - 28
1st SS L-17
2nd SS QQ-40
12th SS U-31
17thSS CC-35

1st
7th
15th
19th

2/3-4, FTR
1/4-6, 1/5-6, 1/3-6
3/3-5, 1/6-3-4

V-38
Y-4l
PP-47
SS-36
UU - 39
and one off the board, south
ofVV-43.

Q-27
Q-28
R-30
R-34
R-35
S-30
S-32
U-40
V -43
X-42

JJ-46
JJ-38
VV -42

X-21
H-13
V -27
00-39

X-32
P-24
RR- 33
KK-4l
T-32

Headquarter s:

Lehr
2nd
9th
11th
21 st

OBW
Neth
B
G

0-24
P-25
R-28
S-33
S-34
U-42

E-12
G-14
J-17
K-19
L-2l
M-20
M-22
M-23
N-24
p-26

Note that an unusually large number
of troops are located in the Southeast.

Armor: Exact units, for a change:

Infantry: Taking your choice be­
tween 3-4-3's and 4-4-3's, put one
division each on

The D-Day That Was

Those of you who have been playing
the German side in D-Day and winning
at it might like to try their hands at a
game starting with the troops in the
positions they actually occupied when
the inva sion took place. The following
set-up is derived from the West Point
Atlas of American Wars:

Static s: Fir st, throw two away. One
was occupying the Channel Islands, ~hile
the other apparently did not exist. Note
that not all are placed directly on coastal
squares. Put two statics on 0-25 and
one each on

Parachute: Put the §./2 regiment
anywhere you feel like, but stay around
Brittany. 3rd Division goes at W-42,
5th at X-39.

Comments: Richard C. Giberson, 1422
Agnes, Richland, Washington 99352.

Troops
3/3-6, 1/2-3, TAC,
MDM

1/3-3, 2/2-3
1/3-3, 2/2-3
1/4-6, FTR
1/3-3, 1/2-3
1/2-3

City
V -20

M-14
U -11
CC-15
X-27
EE- 25

WHITE

Country
YELLOW

BROWN

GREEN

BLACK

By Richard C. Giberson

Prisoners have no defense or offense
capability. They remain pri soner s un­
til freed or until their minor country
is captured.

The use of minor country armies
(see March '66 Issue) adds a unique
dimension to the play of BLITZKRIEG.
The following is suggested rules re­
garding their use. When using this
optional rule, disregard the Minor
Country Rules from the Tournament
game.
MOVEMENT- -Movement of minor
country troops is confined to their own
country until the country is captured.
Minor armies (MA), have no zone of
control acro s s their border s. Move­
ment of MA is done by the opponent of
the invader.
CAPTURE OF MINOR COUNTRYn
Capture occurs by eliminating com­
pletely the MA from the Minor country
or by simultaneously occupying all
citie s in the minor country. When a
Minor country is captured all of the
troops of that country revert to the
control of the invading Army- -they
then can be used in the same manner
as ones own troops, thus they can cross
other borders.

If the second major power invade s
a Minor country before it has been
captured, the country automatically
reverts to the status of a captured
country. It is considered as captured
by the major power which has the most
combat factor s in the Minor country at
the end of the turn in which the second
major power invaded.
PRISONERShMinor army troops forc­
ed to retreat through enemy zones of
control (or across borders) are taken
prisoner instead of being eliminated.
Prisoner units are placed upside down
and underneath escorting troops. A
total of 12 factors of prisoners can be
on one square at a time- -this is in ad­
dition to any escorting troop s.

Captured prisoners have to be mov­
ed at normal movement rate to the
Capital of the capturing army. Prison­
ers may be air transported within the
total maximum of 12 factor s per turn.
However, air transported prisoners
have to be flown with a minimum of two
factors of guards, hence a maximum of
10 factors of prisoners could be air
lifted on one turn.

Minor Country Armies

in Blitzkrieg

a 3 or 4 factor loss of bombers much
more easily than the same loss in
fighters. Comments please: SSgt.
C. R. Wagner, Box 6008, APO San
Francisco 96328.

J
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These were,  f o r  the most part, doing 
unmilitary things like fighting guerillas. 

When playing, you have a tremendous 
advantage. over the original generals: 
you a r e  one, they were many. They 
could not a r r i v e  at a workable plan for 
dealing with the invasion, although they 
apparently had some defense i n  the North 
Sea a r e a  that i s  not iycluded i n  the 
game. With your troops i n  these pas i -  
tioas, you wit1 probably n,ot have to 
worry about an  invasion in Normandy, 
since nearly all the other a r e a s  a r e  
better suited for such operations. If 
you can hold out a s  long as the Germans 
did in the actual war, you Rave played 
an extremely good game under the c i r -  
cumstances. Ralph Fellows, Tremont 
Street, Duxbury, Mass. 

German Chances 
in Stalingrad 

By Car l  F . Knabe TI and 
Roger R. Cormier 

Due to the historical  accuracy: of 
Avalon Hill games, i t  sometimes oc- 
cu r s  that a is created tfunbalancedll 
in favor of t h e  side that had the advan- 
tage in rea l  life. One such game i s  
STALINGRAD: even with the reduced 
4, 5, 6 replacemeat rate for the Rus- 
sians and the play-by-mail combat 
chart, the Russians will win virtually 
every t i m e  that the game i s  played by 
two fairly competent opponents. A s  a 
result  of this fact the German should 
not play a conservative game. The 
German will  have to fight selected2/1 's ,  
l /Z1s,  o r ,  in d i r e  necessity, even l / l i s ,  
and be lucky inorder  t o  win. In STALIN- - 
GRAD the German must fanatically seek 
every edge through use of terrain. 
movement, and combat. 

The question arises: if the German 
must take chances in order  to win, why 
not fight Ill's, l / Z L s ,  and Z/lTs against 
the entire Russian line on the f i r s t  turn 
and hope ? The answer i s  that the odds 
are too much against the German i n  
this procedure; even i f  he receives 
"better than averagenn luck, chances 
a r e  that he has st i l l  iost  too much force 
in the attacks he didn't win to have the 
mass left to take advantage of the op-  
portunities that have been created. 

The key i~ in the word "selectedii in 
the statement that the German must 
fight selected 2/17s, l /Zns ,  and possi- 
bly, I /  l f s  in order  to win. The neces- 
sity to  retain some mass  requires that 
these Innon-conservative I I battles only 
be fought when there is aoms definite, 
important, strategical o r  tactical ad- 
vantage to gained. Such important 
strategic battles might be 211 attacks 
that could result  in. the early capture 
of such cities as Brest Litovski, Kiev, 
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Minsk, or Smolensk, and, of course, 
Moscow, Leningrad, or Stalingrad. 

The application of this principle can 
be adequately demonstrated again& a 
Russian initial defense actually used by 
a nationally known war-game club of an 
Eastern college. Thim defense i s  tac-  
tically perfect, in that only one defense 
doubled 3/  1 attack can be made, and 
that, only a t  the cost of placing a l l  the 
German strength in the easily contain- 
ed South and a t  the possible cost to the 
German of  more than the unit and posi- 
tion a r e  worth. However, this defense 
contains a gerious strategical weaknesa 
which, if properly exploited, can result  
in the German gaining that initial edge 
essential to winning the game. 

The strength of this  defense is that 
the Russian, by concentrating power 
in the southern part  of h is  line, has 
avoided giving the German a crack at 
a delaying unit a t  basic odds. The 
weakness of this defense, a s  i s  so often 
true,  i s  the result  of i t s  strength. In 
order  t o  concentrate power in the south, 
the Russian has  left the Finnish Front 



and haa created a situation neces- 

h along the railroad of the 7-10-4's 
quare V l 9  and then ,the using of - all 
nurmal movement squares to pbsi- 

of Finland in order to nullify the 

ry weakness in the Russian line 
Yssult north of this point, the Ger -  

two 7-10-4'8, splitting up the units 
each attack such that both have units 
squares -14 and 215. If either 

ZLb with i ts  (their) %one of 
thus preventing the 7-10-4's 

be crippled as the cavalry and 

5 - 7 - 4 ' s  on S18 and the German 
b e  able tobreak the NsmunasRiver 
a 31 1 attack on the second turn1 

man loses the three infantry units 
one 8-8- 6, leaving the three re-  

ning Armored units in or adjacent 
B r e ~ t  Litovsk. There i s  a 28% 

o r  Exchange in the 112 i t tack and 
ae  of 7 pas~ibi l i t ies  in the 211 at- 
Naturally, the 1 J 2  is fought fir at. 

e i s  50% chance that the German 
lose n o  factors in the 2/1 attack 

Gsed to fight 112's since soak-affs a r e  
already required and a D-Back places 
the unit on the wrong side of the swamp, 
away from the Nemuna~.  Outside of 
the 1046 chance for an A-Elim in the 
Z /  1 battle and using 113 soak-offs, the 
average German 10s s i s  17.6 factors 
and the average loss is 8 . 9  factors. 

The three Russian delay wits a r e  
eliminated at 7/1 odds. The German 
a rmor  and major strength a r e  held in 
the center to exploit any breakthrough, 
with sufficient force in the south for  an 
attack across the Prut, in the event of 
a much weakened Russian defense there. 
Three 4-4-4 (and/or) 4-4-6 units are 
placed on each of the following squares: 
MMB, 'MM9, and FFlO in order to be 
able to  outflank Ruls~ian Units along the 
Hungarian Border. Optionally, the 
German may a l ~ o  fight a. 112 (a 4-4-4 
and a 2-2-4) against the Russian 4-6- 6 
(the 6th) next to the Huagarian Border, 
a s  this could result in a definite posi- 
tion gain. A 112 attack which cannot 
result  in a meaningful gaifi of po s i t im 
i s  usually a bad risk. As a general 
rule, fight 2 / 1 1 s  rather than l / Z t s ,  as 
they accornplieh more in destroying 
enemy units and in acquiring positions 
a t  leas cost in factors per the same 
gain. 

Of course, if the German receives 
an A-Elim. in the 21 1 battle, he has 
probably lost the game, but he has  l o s t  
i t  anyhow if he playa conservatively 
against good competition. 

On the other hand, by u d n g  selected 
211 and 1 / 2  attacks, such as a r e  seen 
in this illustration, i f  the German has 
some luck he has decisively improved 
his opportunity to win!  

Address comments t o  Carl I?. -be, 
338 South Grant St., ~ loomingtoa,  
Indiana 47401. O r  to RogerR. Cormier, 
Memorial 323, Indiana University, 
BXoomington, Indiana 4740 1. 

Tank Tactics fur Tactics II 
by David Gasser 

One of the sure stway s to lose agame 
of Tactics II that I a m  aware of is the 
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improper placement and use of armor. 
Since the armored pieces are the most 
valuable, with the possible exception of 
paratroopers, the method with which 
they are used greatly affects the out- 
come of the game. 

Proper placement of tanks within the 
bivouac areas  is vital. If you are the 
attacker, i t  i s  a good idea to place them 
close to a port, i f  your strategy neces- 
sitates a deep thrust into enemy terr i -  
tory. I£ you are the defender, they 
must be placed where they will be close 
to the anticipated enemy action. but, a s  
defender, never count on having the use 
of any one post, because i t  may be in 
enemy hand8 when your turn rolls 
around. 

An all too common misuse of tanks is  
to scatter them all over the board, in an 
effort to "cover all areas". Tanks are 
powerful attacking pieces, and have 
maximum strength when grouped fairly 
close together. (Generally, however, 
tanks should not be placed adjacent to 
each other when playing with the nuclear 
capacity rule. ) 

One of the most effective types of at- 
tack i s  one in which the main blow is 
dealt by armor with the support of in- 
fantry, with a reasonable amount of 
units held in reserve. Do  not use tanks 
in attacks in odd8 lower than 3 to 1;  o r  
use two tanks to attack an infantry a t  4 
to 1, because an exchange will result 
in your losing more than your opponent. 

"Sandwich" Attacks Are Useful 

Should the situation arise where the 
enemy has foolishly set his tanks up in 
a vulnerable position andleft no screen- 
ing units to prevent an attack f rom the 
rear ,  you may find i t  to your advantage 
to use a "sandwich" attack. Send an 
amphib unit or two to abeachbehind his 
lines and advance them to a position 
whsrehis re t reat  routem are cut off (Do 
not use paratroopers for this purpose. 
because they are  too valuable to sacri- 
fice). Then hit his front line with some 
of your tanks, and you ehould find that 
you can nail a good portion o{ his force. 

To get away from tank troubles for 
a moment, I would like to comment on 
the present rule P concerning mountain 
units and mountain movement. 

Mountain Man Rule s Unclear 

The rules concerning mountain units 
and their movement and attack capa- 
bilities a re  incomplete in the present 
Tactics' Instruction Book and Reference 
Folder. After writing numerous letters, 
to AH, and compiling information as 
best 1 could from the General, I have 
found the present ruling to be to this 
effect: Only mountain units are allowed 
in mountains, and any other unit's zone 
of control doe 9 not extend into the moun- 
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tains. A non-mountain unit may not 
move adjacent to a mountain unit in 
mountains, and should a mountain man 
in mountains move next to an enemy 
unit in a pass and e lec t  not to attack, 
the enemy unit m u s t  attack or  withdraw 
in its turn. Lf the only route of with- 
drawal is  through the mountain unit's 
zone, i t  must  stay and attack. In any 
caae, if the unit attacks, i t  muat do so 
at the existing odds; that is, i t  may not 
bring up more nlsn to increase the odds 
in his favor. 

Bahl This is sheer  nonsense, be- 
cause i t  i s  unrealistic and el iminates 
the possibility of any r e a l  action taking 
place in the mountains during a game. 
If an opponent wants to put a quick end 
to any mountain campaigns you have 
going, d l  he needs to do i s  place a 
mountain man next to one of your units 
in a pass and elect  not to attack1 If you 
stay and attack, you will have poor odds 
and even if you come out on top, he can 
always try again. 

Change the Rules! 

I think that the ru les  concerning this 
mess should be re-writ ten and made 
more  like those used in other AH games. 
A mountain man would st i l l  go through 
mountains a t  the r a t e  of five squares  
per  turn, but other units would m o v e  
through a t  the reduced rate of one p e r  
turn. This would be far more  realistic. 
and still  p reserve  the idea of mountain# 
being a "natural defense". (The r ive r  
crossing penalty would be ignored for  
non-mountain unit6 i n  mountains. ) 

I would be interested to hear any- 
one's views on the subjects I mentioned. 
All correspondence shouldbeaddressed 
to: David Gasser,  1450 Norton Ave., 
Glendale, Calif. 9 lk$,e~z,. . -<:. -.- 

- .I . 

Bulge Opener 
> 

by Doug Cragoe 

I have submitted what I think i s  a 
good opening position for the German 
player. With a l i t t le  luck, the German 
can defeat the majority of American 
units he will meet  in the f i r s t  move. 

Sixth Panzer Army (S. S. ) 

lSS/Paiper (Pz) TT-9 
15S/4 (Pz) TT-11 
lsS/Z (Pz-Gdr) TT-9 

sss/ia (PZ) SS- 8 
9SS/19 (Pz) same 
9SS/lO (Pz-Gdr)  same 

Fifth Panzer Army 

L e h r / l  (Pz) 0 0 - 2 2  
~ e h r / Z  (Pz) same 
Lehr/lO (Pz-Gdr) B ame 

2 /7  (Pz) 
218 (Pz)  
2/17 (Pz-Gdr) 

00- 24 
same 
same 

1161310 (PZ) 00- 26 
116/312 {PZ) same 
I 161406 (Pa -Gdr) 00- 25 
150 (Pz) same 

3/13 (Pa ra )  PP- 27 
3/14 (Para) 8 a m e  
3/15 (Para) same 

Volksgrenadier and Paratroops Units 
14,?\ 

Numbs r Grid-coordinate s 

UU-30 
RR - zq 
QQ-28 
PP-26 
00- 26 
00-25 
QQ-17 
SS-15 
TT-15 
UU- 13 
uu-11 
5s-7 
SS-6 

This plan of attack has two advant- 
ages: 

(1) The American is forced to send 
most  of his r e se rves  to delay the Lehr 
division. 

(2) The German will probably take 
Bastogne ear ly  in the game. Comments 
should be addressed to Doug Cragoe, 2 
Linden La. , Springfield, 111. 

Basic Allied Strategy 
in Afrika Korps 

by Frank Russell 

My ar t ic le  is concerning the Bas ic  
Allied Strategy in Afrika Korps. This 
will probably help a lot of you wargam- 
e ra .  The Allied player should do what- 
ever he possibly can to slow the Gerrnan 
advance. The 2-2SG should (if poaaible) 
pull back to the mountains right outside 
Bengasi. This  should stal l  the Italians 
and possibly use a supply unit. The 
main line should be se t  up on the moun- 
tains around and southeast of Mechili. 
A unit should be se t  around Tmimi to 
block the road. The Au s sie s and Indians 
shouldbe aent out to sea while the Polish 
left to guard the Home Base. The next 
line should be directly outside Tobruch. 
Finally the l ine should move east  with 
the heavy armor in Tobruch and lighter 
inf. out at sea for  reinforcements. The 
German will now have the choice of 
ei ther  attacking Tobruch o r  moving on 
down to Alexandria. If the German 
player takes the f i r s t  option there  will 
be a 50-50 chance of holding Tobruch 

and winning the game. If he does take 
it he will. probably have heavy Italian 
and some possible German losses .  Then 
by November things should be almost  
under control. If the German moves 
against Alexandria you should stall un- 
t i l  November. If the case  is still  hope- 
l e s s  t ry  to inflict heavy camualties on 
the enemy while saving your armored.  
They should be taken out t o  sea to help 
to Tobruch garrison o r ,  only in a l m o s t  
pos sitive cases,  attack Rim full force.  - 
With a l i t t le  supply luck on the side, you 
should have the game. Address alI com- 
ments to F rank  Russell ,  601 S. Thomas 
St. , Bedford, Pa. 15522. If need be I 
wilI play a play-by-mail game to illu- 
s t ra te  my point. 

Raiding Rommel 
by Jim Eppsrson 

Rave you ever had your Home Base 
taken because the German r an  a RECGE. 
unit around you at Tobruch? With the 
following strategy you can turn  the 
tables on poor l i t t le  ~ o m r n e l !  

Here1 s how: 
1. Has Romrnel left you any way to 

get the Bengasi unit out alive even if 
you have to at tack at 1-5 ? If so, attack. ' 

The importance of your 1- 1 -7 's  and 
1- 1-  12's  cannot be s t reseed  too much. 

2 ,  Delay the Germans as long a s  
possible without too many losses.  One 
way t o  do this is to place a 4-4-7 on 
F-16. He cannot get 3-1 unless he 
uses a l l  of his units. You can gradually 
withdraw to Tobruch. 

3. My set-up for holding Tobruch 
is to place stacks of 2 1 - 1 - 6 ' s  and 1 
2 - 2 - 6  on the squares around Tobruch. 
If at  al lpossible send out your 1-1-12's 
to destroy his supply. , 

An example of th is  can be shown by 
what happened in one of the earlier 
games in which I was the Allied Com- 
mander.  I had set  u p  the defensive 
per imeter  described in 3. The German , 
had his  units spread around me, leav- 
ing only one hole in his  zones of con- 
trol .  I r a n  a 1- 1- 12 thraugh this hole 
and eouth. This  would not have been 
possible had he controlled the junction 
of E l  Adem. He ran  a 7-7-10after me, 
leaving himself vulnerable in the north. 
I then ran  onto a n  escarpment square 
at the end of my movement allowance. 
The next turn my November troops came 
in. With them I formed a l ine a t  E l  
Alarnein and sent my other 1- 1 - 12 out 
on another raid. That s ame  turn I 
captured h is  H o m e  Base with the f i r s t  
I -  1- 12. He w a s  l a t e r  eliminated. 
Meanwhile, the other I - 1 - 12 had taken 
Bengasi! At this point my noble oppo- 
nent surrendered. 

I would like to say that you should 
have a l ine f i r s t  placed near Bardia, 
then Matruh, and finally, Alarnein. Al- 

-. 
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scouts a n d  spies can be use a s  many as you want. If using 

opaque paper with hexagons printed on 
SIMULTANEOUS MOVEMENT: Both it, the main terrain should be included, 

If he hag Jumt one supply unit on the aidea move at once. What they actually as it won't be visible under the paper 
board, attack! 2 turns without supply do i, writ= orders describing the moves on the board. 
and that's all for  Rommel! and send them to the processor, an In caae there are so many units on 

and ensuring that enemy units do not mark the poaitioas outside the square 
stop on the same square, etc. In gen- and draw an arrow pointing to it: 
eral, the processor i s  in charge of the 
conduct of the game. Movement may be indicated by ar- 

W E - L A G :  Information is of three rows o r  by colorcoding. Each move 
by Bill Smith types: unit positions & movements, consists of a sequence of one-square 

combat results, and messages and/or moves, each In one of six possible di- 
Some people say that r e a l i ~ m  is an orders between unit commanders. The rections. Aarign each direction an 

game too complex to  lay, or a t  leas t  way. Suppose, however, that there "move one square eastTt; two blue and 
tg enjoy playing. I f e e l  that games are  units outside the sight of the HQ a red would be two east  and one aorth- 
should be as realistic as possible while which are visible to units attached to east; etc. Something of this nature 
still allowing the participants to have a the HQ. That unit would send a mes- would be almost essential in the game 
@ad time playing. And what gives any sage to the HQ. giving the positions. of Waterloo 1 described. 
generalworth his salt a good t ime? {Since no real  persons command in- Commenta, suggestions. and ques- 
Wv, showing hiw military skills, of dividual  unit^, the processor would tions a re  welcome. I will try to ac- 
course. So a good wargame should be send the message instead. The time i t  knowledge aU of them. If you would 

My "Wipeout Waterloo1', as I call i t  same as positions. For  messages be- exists. A game will be organized, with 
trictly for want of a better name) is tween the commanders, the sender rny~e l f  a s  processor. Thils will be a 
s t  such a game. Actwlly, the basic writes the message and sends it, along long range effort (about 2 year B, may- 
atures which make the game what i t  with a description of the route to be be more), and the nature of the game i~ 

tims-lag on information. Also, a re  no friendly units with it, or after Waterloo Desertion 

by G. Waldo Miller 

Of all the game s Avalon Hill has pro- 
MULTIPLE COMMANDERS: Tne the processor, he gets the brunt of the duced in its short but illustriouB hisbry,  

French side has three  player^, u s i w  complexity, but organtzation and one most wargarners seem to agree that 
Napoleon, Ney, and Grouchy HQ U n i t s .  or two assistants wi13 make the work Waterloo i s  by far the best game for 
Napoleon acts a s  Sup-~eme Commander load quite tolerable, even on a long- strategic and tactical maneuver. H ~ ~ -  
a l  well as being in direct control of term p-b-m basis. ever, there is one great flaw in tbe 
some troops. The Prussiana have In connection with this game, and rules which r e d l y  weights the game in 
Blucher and Zieten; the A-A, Welling- any other p-b-m competition, the use favor of a French victory and i s  at  the 

, ton and Orange. with Blucher an* of map overlays s impl i f i e~  matters sametimebothunredisti~andhi~t~ri- 
WeUington in control of Own hugely. Marking inpositions and move- tally inaccurate. This flaw is the sup- 

> armies but neither in control of the rnent is much easier than the curnber- posedly tremeadous value of Brussels 
other. Troop allocations command- some 0. B. e h s e t ~ .  Transparent ace- to the armies of both Prussia and 
era within an army are made that tate sheets a r e  merely taped (drafting England. Granted it was important, but 
 army'^ Supreme Commander. i s  best but with care others won't hur t  hardly to such proportions that i t s  fdl 

LIMITED INTELLIGENCE: Each the board) over the board, two refer - or beseigement would cause mass  de- 
unit b.~ a eight radius of two or three ence aquares a r e  drawn in to permit sertion in either army, 
squarea, within which i t  sees all  other reorientation by the receiver, and units At pre aent i t  is theoreticauy possible 
n i t s .  HQ's will have a larger radius a re  drawn in. If using acetate or other f a r  the French player to loss  roughly 
because the commanders of the HQts  transparencies, nylon - orfelt-tipped 4 0 % ( 8 0 f a c t o r ~ ) o f h i s t o t d f o r c e w h ~ e  
get information aboutfriendly and enemy markers a re  used to mark --- but make destroying only 1% ( 2  factors) of the 
units by seeing them. Terrain and sure they are aat i~factory before buying P-A-A army and still win the game by 
interposed units vary the sight radius a s  some types of acetate won't take defection. Anyone can aae i t  i r  thor- 
accordingly. Besides direct  vision, markings. The sheets I have are 8 1 / 2  oughly ridiculous for an army to loss 
information m a y  be received f rom x l l", so two o r  three are  necessary 40% of i t s  force while leaving a numeri- 
messengers a s  described below, and for a cornpIete move. So what -- just cally superior foe undamaged and i n  a 
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position to r ip  into its supply lines, 

- Not only that, but in the real campaign 
Blucher'a supply lines would hardly 
have been endangered by the fall of 
Brussels and Wellington could've laid 
new supply lines to Prussia o r  Wanover. 

. Secondly, thehistorical  situation a t  
the time precluded such a high derer- 
tion rate as two (2) P-A-A'a for every 
one ( I )  factor the French sent toward 
Brussels. Napolean had for years pre- 
vious to thir dominated Europe and his 
treatment of the conquered peoples (e B- 

pecially the Germans) had been fa r  f rom 
'exemplary. The Germans (Pruseaina L 
Hanoveriana) hated Bonaparte and would 
hardly have deserted juart because he 
took one "French1' city (Belgium bad 
been part of France). Wellingbnts 
Englirh troope adored him and ar Well- 
ington put i t  "They wil l  not runaway and 
i t  will take a long time to kill them alltf. 
In fact the only troops in either army 
which might have deserted just: from the 

' fall of Brusselr were the Dutch-Belgian 
troops under Wellington, who were "the 
Scum of the earth--enlisted for  the 
drink. f 1  

Thus, one realizes that some change 
i s  needed in the desertiod rule which 
will maintain the games challenging and 
varied chances for tactical and strategic 
maneuvering while a t  the Bame time 
making the game more accurate and 
r e a l i ~ t i c  and perhaps even more chal- 
lenging. 

Having considered this problem for 
some time and having tested several 
different ideas and L e o r i e s  on increas- 
ing the game's accuracy and realism, 
which include: ( I )  only Dutch-Belgian 
defection, (2) no defection at  all. (3).- 
defection of only the Anglo-Allied Army, 
or (4) lowering the defection to o m  
P-A-A f o r  every one French factor that 
gets off the board to Brussels, I have 
come to the conclusion that a 1-for-1 
desertion rate i s  by far the most eu- 
perior plan. It force B Napolean to fight 
and win a battle with one army or the 
other before advancing towarda Brus- 
seia;  it gives the Allies a chance to talce 

- the initiative o r  attempt to join forces 
and fall back; thus, one finds exactly 
the erame  choice^ as confronted the 
r e d  commanders in the actual cam- 
paign. 

I would be pleased to hear comments, 
auggtstions, etc. from any d you who 
bave them on my plansor just on Water- 
loo in general. Write to: G. Waldo 
Miller, 28 Roaemont Avenue, Lewlston, 
Pennsylvania 17044. 

1 "Phaw" on Perfect Plans 
I by Tom Bosaeler 

It seems to me and all other people 
with a credible sense of skill in war- 
gaming that "parfact plansla have com- 

pletely dominated our games. Ever 
since Karl "Frankenstein" Knabe 11 
created his little jewel: Plan Red, 
people from all  over the country have 
been piecing together their own "iafalli- 
ble plans. '' 

cities vigorously, does he read mindcr, 
and does he expect to come to your house 
next game? These a r e  all  an~wered 
by your notes of prev iou~  games. 

To you people who insist that after 
the f i rs t  turn of their perfect plan they 

These weoale must be real men! will play things as they come I leave an . . 
What they a r e  claiming i s  that in 2 
turn they can and will destroy all- op- 
A 

position from any type  of play&. What? - .  
YOU say that the;% so-called plans 
aren't designed to  completely wipe an 
opponent all over the board on the f i r  at 
turn? Well, why in the basement of 
Mr. Hill's plant in Avalon don't they 
continue the plans to cover other turns 
beaidea the f i rs t  one ? Are theae planer 
designed to beat all  players who a r t a o  
restless they can only sit  still long 
enwgh to complete the firrt tu rn7  No? 
You say that they a r e  good for  beginning 
set-ups? Eh bien, why is there no order 
of battle, no general plan, no outline 
of key points, no major timetable, no 
nothing? What kind of beginning is this? 

Sometime after Plan Red o r  Blue or 
however it w a s  chrlatened, a plan to 
break the original plan was developed. 
It w a s  even hairier than Knabe's plan 
was. Completely filling an entire col- 
umn of good printing space this "articlen 
pointed out that it waB expedient to ad- 
vance (here it comes) "one square at a 
time. The author obviously was not 
only conservative he was  ultra-reaction- 
ary. 

Putting all kidding a side, however, 
k e e l  that "perfect plans1l are the per- 
fect answer to the person who doesn't 
know what is coming off anyway. (The 
only useful purpose-a perfect plan has 
besides decoratively lining the round 
file i s  in direct defiance of another 
llperfect plan. " )  

Now, for all  you people who a r e  
saying flobvioualy this guy has 140 I.Q. 
points on me, so what does he do to 
win?". I 'm introducing a l11ongrange 
plan. l 1  L)oll7t panic yet1 It is taken 
primarily fwm the plan i n  Tactics. 

I feel that when making a plan the 
following should be considered: 

1) An order of battle does much to 
hasten you into the victor's corner. 
Most importantly, i t  allows you to fit 
the units to the terrain instead of pack- 
ing the terrain in under the unita. 

2 )  A general plan give a you a sense 
of continuity, a feeling of worth, and 
above all  something to plan with. It 
allows you more time to worry about 
tacticr and the stale potato chips. 

3) Key points are important in every 
game you ever played o r  wiIl play. 
They tell you what should be defended 
and what should be relinqui~hed o r  what 
should be taken and what should be 
passed-by. 

4) Previous records show you the 
eccentr ic i t ie~ of your opponent. Does 
he attack beachheada, doer he defend 

old proverb: 
Those who wait to cross a river 

when they come to i t  usually find no 
bridge and often find, no way back. 

--General Custer to hie aide, 1891. 

Comments: Tom Bosseler, 23908 Califa. 
Woodland Hills, California 9 1364. 

Are AH Games and 
The General Doomed? 

by Scott P. Duncan 

In an attempt tm see what inttresta 
AH gamea have engendered in We sub- 
scribers of the General, I have com- 
piled a listing of articles into eleven 
catagories (the ten gamel on sale at  the 
time X wrote this plus a category for 
general gaming principlee, e tc. ). GAK 
and GOOD GRIEF ! ! Are you all inter- 
ested in attaining that dubious goal 
known as "the perfecttroop placement" 7 
I t  would appear so because over one- 
fourth of all General - ax ticles to date 
havs h e n  on liating exact troop place- 
ments and set arrangements to win (27% 
to be exact). Games like D-Day and 
Tacticr-II have been almostexclusivsly 
dealt with in this manner (75% and 80% 
of the articles on these games have been 
llperfectl' setups). Stdingrad, the most 
popular game topic to d'ate, has been 
involved in 33% of t h i s  panic I ! 

Why do X consider this and give th is  
article such a discouraging title ? Be- 
cause this i s  just what may happen and 
I'm not joking around! ! Chess has be- 
come an almost imposaible game be- 
cause of llbook-knowledge" which makes 
i t  impossible for a psraron to get any- 
where without.yeara of study (and tfiia 
i s  only one game); the same sadistic 
impulse to win seems to be part  of the 
AH-gamer' s intention. Winning i s  fine, 
but (acr Marc Nicholson once pointed 
out) what do you havs when you're aU 
retup with a sure victory? It's just 
fortunate that AH lceepe turning out 
games or there'd k no place to turn to 
for more interest. I recall a letter 
printed in the General which was origin- 
ally written to Car l  Knabe: a club ( ? )  
which specialized in 9796 chances of 
winning all games I I The information 
was auppoaedly to be turned over to AH 
but who wants such stuff? The com- 
pany doesn't want to ruin the market by 
announcing perfect winning  pattern^: 
why play then? The player B don't want 
to play a game if i t  l a  common h o w l -  
edge that they can be beaten! What is 
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ined by all this intellectual analysis  game^ magaziae); Y E  FAERIE CHFSSE- entries will be the f i rs t  of each month 

nd mathematical prec i s ion?  Some- ?dAN (devoted mainly to Fairy Chess); of issue. The entry fee allows for 
r~dy gets the satisfaction of having BARAD-DUR (Diplomacy Mvisiont; and changes in listings o r  wordings during 
gured out one of the games, and chat's ORTHANC (Diplomacy Division). In the course of the year. 

addition, two new magazines, OSGILI- 

M U S ~  this continue it looks lib ATH { ~ i ~ l o m c y  ~ i v i s i o n )  and BLITZ Doubles Tournament 
any people are  of the same opinion as (Che s Division), a r e  in preparation, 
ysslf: i t  The articles con- 48 a r e  several rulesheet portfolios con- The organization of Penna. War- 

cerning general principles of strategy taining five games each. THE GAMJ3S- garners i s  proud to announce i ts  second 
and tactics seem to have increased in MAN and YE FAERIE CHESSEMAN a r e  annual PBM tournament. Last yearts 
the neighborhood of almost 75% through- available by sub scription o r  cantribu- tournament i s  quickly drawing to a close 

, out Volume 2 of the magazine (articles tion of material; theDiplomacy Division with the b p  6 entrants fighting it out 
by peapls such a s  Myron Brundage; not  magazines a r e  available only to mem- for the lead, led by Peter Suwak of 
to mention his new ser ies  on the Nine ber s of the Division o r  by sub scription. Washington, Pennsylvania. 
Principles of War, Car l  Knabe, Tom Regular membership in the Games All AH land battle wargames can be 
Bosseler, and David Whiskeyman--to Bureau i s  a t  a nominal cost; regular used for competition but each team 

.name a few--indicate the new trend). members are entitled to discounts and must own a t  least  3 games jointly. 
vowever, each new game brings two or rebates on the subscription magaLine s, Latest rules will be used for all  games 
thrsa such "perfect plans" into being s t c .  , and receive 12 issues of THE and wi l l  be further explained before the 
and,strangelyenough,oftenthe8eplans GAMESLETTER a s w e l l a s o c c a s i o n a l  firstroundbsgina.  
Fame out only a few months after the special games magazines. There i s  Play is double elimination i n  a sense. 
game does--very little tima to came up also an Associate membership open on The team plays 2 sets  of 1 game with 
'with any real  under standing of a game a limited basis. Per sons interested in each partner playing a different side. 
' u n l e s ~  one plays con~tantly. the Bureau, i t s  publications, -or ita Let 's  say the game i s  Stalingrad, Your 

Let's have more a r  t i d e  s of a general activities should write to Don Mil le r ,  partner takea the Germans and you take 
-hue ! Such article P are  of much 123 15 JudsonRoad, Wheaton, Md. 20906. the Russians and then play your assign- 

eater value in under standingUconcepts ed opponentswho a r e  in the same s i h a -  
t can be transferred from game to AH Club Index tion. This way your team playa both 

e. It's Like anovice player in chess sides and who can argue play balance ? 
ha# everything memorized up until Now Under Preparation A team gets 3 points fo r  every win and 
23rd move, BUT NOW WHAT DOE5 1 point for every loss i t  incurs. How- 
DO? ? ? Many fine articles have AseveryGenefalsubscriberknows,  ever i f a  team loses both ends of a 

ome out with general principles for just looking a t  the Opponents Wanted ser ies  that a r e  eliminated f rom corn- 
ndividual games, also: let 's just try section at the back of every issue wi l l  petition. A team gets a special bonus 
tp avoid any 1, 2 ,  3 explanations of how disclose a t  least  a dozen Avalon Hill of 2 points for eliminating another team. 
tu win. As has been noted in several ,  clubs of m e  type or another. B U ~  no The tournament ends July 31, 1967 at 

ticles, most of these plans have been single issue contains - every club in which t i m e  the team scores will be 
defeated by a sound knowledge of basic existence, and trying to find the or- tallied up and trophies awarded to the 
game principle 8 1 ! Comments: Scott ganizations among the individuals i s  top 3 teams. 
Duncan. 25 08 Highland Avenue, Broom- often very difficult. The beginning When you decide which games both 
dl, Penna. 19008. player hardly knows where to start. you and your partner own and the order 

To try to solve this problem, G 3 ,  a in which you want to play them,  end 
private organization headed by Ralph this informtian along with a s e l f -  he N3F Games Bureau Fellows, i s  mow p r e p r i n g  a l i s t  of all addressed stamped envelope and s $1 

A games activity in which many the Avalon Hill clubs interested in be- entree fee p e r  team, (you may enter 
readers of the GENERAL may be in- ing included. This listing will be a more than once but must have a differ- 
iere sted i s  the N3F Games Bureau, an quarterly magazine on a sub.m.ription ent partner) to P. 0. W. (Pennsylvania's 
organization which i s  devoted to the basis. For a mode st f se, any organha- Organized Wargamer s) 128 Warren St.. 
play of games of skiU of a l l  types, and tion o r  individual involved in wargam- Sayre, Penna. 
the dissemination of information con- ing i s  welcome to have i t s  name and All those unable to find partners may 
cerning same. Itrr members participate address inserted for one-qesrr. Infor- write to POW, 516 E. Diamond St., 
in tournaments and "friendly" games mation included should be: Name of Hazelton, Penna. 
through the mails, meet at each other's organization Q r  individual, address, 

- home$ for face-to-face matches, study type 0f gamea played (any brand or type, 
ind  publish information on both old and not just AH, icr welcome), method of 
hew games which are not widely known, playing '(by mail, in person, o r  what- Wargarner's Newsletter 
&a st games over the board and publish ever), and whether there are any speci- 
the results, discuss and test suggested fics that a possible member should The meteoric and fascinating growth 
ride changes to established games, etc. know (such a B  age limits, number of of wargamiug has been exemplified by 

The Bureau consists of several members, and time of year business is the growth of Donald Featherstoneta 
Bivi.sions encompassing specific games most active). "Wargarner's Newsletter!'. I t  ia .now in 
o r  families of games --  i.e., the Chese, All sub scriptions and entkies should it's fourth year of publication, beginning 
Diplomacy, Fairy  Chess. Go, Jetan, be seat to G3, Ralph Fellows, Trsmont in April, 1962, with a mere  24 subasrib- 
War Games (which includes the AvaZon St.  , m b u r y ,  Mass. 02332. a r -  er s. It now has over 500 subscribers in 

. Hill family, among others), and General rivals before June 1 st will be included d l  parts of the world including Australia, 
Games Divisinns. A Card Games E v i -  in the July issue (mailed about June New Zeahnd, Italy, Spain and to sol- 
sion i s  currently undkr consideration. 20th). If business i s  brisk, there may diers serving ih Aden, Borneo stnd 

Magazines published by the Bureau be a late summer extra edition put out Vietnam. For  infosmatim we suggest 
and its Divisions include THE GAMES- around August 1 st. In any case, i s  sues that you rush your inquiry to: Donald 
LETTER (the official organ of the will be mailed in June, September, F. Featherstone, 69 Hill Lane, South- 
Bureau); THE GAMESMAN (a general December, and March. Deadlines for hampton, England. 
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I Where Avalon Hill Games Are Available 
The following names of retail stores Avaloa Hill games recently. If your 

supplement the l i s t  printed in the las t  f avor i t edea le rharno tye t  been listed, 
Questions for Blitzkrieg: ismue (Vol. 2,  No. 5). These l i s t r  d r o p  us his name and address so that 
Q. If the attacker gets automatic vie- represent dealer r who have stocked we m a y  include him in the next printing. 
tory conditions on an unit next to a city 
aquare, can he use the city for port  11. w mp JW. h r l ,  simh mp I 1010 y l m * r  5 lea. a,.e, lafrr- I. nqm 

IW . la* *.a 
movement or a i r  transport that lame 1111 8. WdrnU14 Aw- hd.~dm.. Bumd mdN FUI.. k Y0.k UP&-08 Pmmrlm& 

--'-& ch.~.lW, 
L a b  m*.. h ~ .  

PIll.b"?* a. P.m"l& 

turn ? a*. T V ~ . .  m- cd % ~ .  a l*I1w I W ~ W  m~ .=  %=..a om-,. 
IIYP I- 24 P. wp.. *.a 1. m. b cmmp, 

Fn,2 -- 5" m m t  b u4 wmia. s.lWWUt.ut. mTrM 
T~YII& PHr Tar l  

I I W .  MAW. 

A. Yes. mhp. U ~ L .  
t...~ta L m.m 

W.Brlh .  P....yh** la 

Q.  What  happen^ i f  the attacker i~ us- -V U. 0 .  -bpi PY-I MI*. 
m.Y...Um... Toy, B H.mLI, 1114 ~ . ~ ~ m . ~ . l t ~  c ~ ~ .  =. "-1' h*. -0 

.- B"<h. u..-. ;y,-:~-my~mt ~mrnbrldg. u, u a m u & a m ~ m  2300 c.nWrnl h r k  A*.M*  E:!:4'::2?29.? 
ing only artillery and the attrition table Yonh?.. N.w Y m ~ k  

Jordm U.l* F04pUIr 
=.I.. P-rrlr."l. 

calls for a losr  of one attack factor? PYvl ".8 ,  - b h F  m w . W W *  Y . . d  r1.14 c.m- U..".. YI*l..k"l. miJ=-k -M- 
I f l l  V~ckpcha m b  h " W  w m r  cm- 

w r n .  Whmh 
111 u. 1.t. re?& 

Wtm.rtL'. 
301 P- A r m .  

A. Use substitute counter to facilitate cuuw 90, m k ~ .  
R.t 11. w.*r. .q  PI.h.#b. P.m*"I.*n,. 

w. w - r TW C-. mna, klhrm* 
111 R1=9.** W 

elimination of 1 arti l lery combat factor. I411 wsm am, R.+ lmol h.... b 513 311 ~~ SIY.L 

. . rBdImrd.b .wk .... mhi=". 
4M - m m ,  B- b  T I t b  

mmr. C d o r m b  ...t w.mls. w- 4 m  lU*w or.* r -s 8""' n" =*'* 
I W  - I1 R m m L  

Fb1r1.Curg. PWCll,l.d 

The "Tank" Nbl.', w. * m. , , , w u r . w l  Y d d  "p &''d.. W&W 
6.1. -ma. ~ . m .  141 &,=- comFy 

31 W. U i M  Btra.1 .>I BmIW mu b d  
nu- e u r ~ m d .  J~II.~. ~ 1 1 4 a l .  m w  H U ~  m=~ch.mm=, nm rerk ~ ~ m ~ ~ ~ ~ ~ ~ l v , h  

PIlY 10l'l.rnd 
516 Fr.nder A.mm 

.a m b ~ a ~ ~  TW r mmv Y"'h. Mia*rn Scl.nlm*BW L S.thr,m. mYY 

The Tank i s  the official magazine of I Y ~  VY-U wu L ~ Z D  car.&- A.m 
314 L. Win a?", 

Omr*Y.. W- , .?a-m n1b.b T q  -.I.= m.4M.d-f. W.- Y-k U.8. n.w a.r.1.. 
514.14 E. W U b  

N.-W.L. ud. I W  
the Multiple Commander Play-by-Mail W*. T- ~4-r. 

IK. L*.4H. - y .  1me. a A - 1 .  -Us- L. w"- k -. 
l u b b  L L P ~  26lbA--U 

Y..v--h.d 

League. lt will be printed (approxi- IW S - ~ C L  mmn PWP. E ~ L  ~ m .  BM-. u.. y W k  241 TW.= -..I 
-rdd. -0- wLu.+. I. - 

111 8 . 1  Uin 
-m. Vbd. l a n d  Ol-M 

mately) every siu weeks, except be- --. el-+ * wd- y. A. -,. mMn. - . I s ,,,,,, 
ZIPS alrbmmd AT- 

tween the rnontha of June and Septem- ~R%~%%E zz,y&y; w,+. w,.. mpl, L BU,. --* 111m.d. wax ~ o r k  Ef,"FY.lldmd: 
Th. T. mm. m.. LU. 

I F2.I Mu. Btr.., ber, inclusive. As such we wil l  pub- w, ph =. *.PM ~ - * m m .  m- G . ~ ~ ~ . ~ .  n ~ ~ ~ c l ~  h TBY H.=~ byWml.C, 
Bt. uur.9L. rrr th e r & ~  hd. .  as.. AX *, wTbl 

211 N h . l m m  W v h r d  
w c .  C.& 

u 4  P=.um, -1. l ish all  official announcements a s  to H1. A .  T. SL.,I~~ -*I CIW B ~ C .  H.. ~~k HlmL,., -..m 
m 7. . , u -. ISV n* l r *n Clrci* games, rulea and changes thereof, and B ~ W .  krb, 6hp - w. .Il..l..ipad 

Ib -4.. A"... 
PA,. w b m q  

An.,%.. - m-. YIICL.U L  1- a. 
w ann w*mnev. d mr.ar.r o..hh. W w  Tori  

44% 9.- mm Wllb T*mpl. 
other official announcementa. W e  w i l l  

314 & a=nt 
e d h  Wa cig, thh 

Fv b r  
m w .  w 

also p r i n t  art icles of general interest H 4. G.~(HW m h w . k .  KW laran S. -w. -.. A a.dmm a d . r . p  a * a  T*rnll. Gu" 111 ArnWLvd T31rn~lb" 

. - -  we would be most pleased to receive ~ h u a b t = .  W W  ~ ~ 1 4 ~  smt .  S,  E. - -1.. ~ ~ p r a d m  W=.k H.ms.*nd. L. 1.. U. I.  ~ . 6 d ~ ~ ~ ~ : _ _ ,  

m-d mbw t d  R=w., a ( i c b -  IBDl T-lL. AT- 

:articles and letters from our readers.  7016-39 W~M.IA~- 
Horm Blr#mm. N, J. 070.1 &"' nmk mF. 

I O P  N. TI.* Btma, 
am*-cb ~ v d m  ~ r p r n " ~ ~ ~  

U IOU11 W n ~ d .  $20 E. Bur-l* Au*~u. J u k k  1111 1tbLLI. U.V Yerk 
w..lpm IBM.?~~ R r k  

We wjll have a column for  advertising 11 R W1.141. h".m". 
Bc. 123 

Mdm'. 
W h . .  w r p s 4  d ,  . , BLmmhd.1. urn&... Hc- vr=g*u 

, - -  essentially similar to that in the 12% 6. MU. P.U L-I-I*~ AW- - bm 8 . ~ 1  Ta. m,w *., me 
-m* -£awn c=dm.da ~ p ~ r ~ ~ ~ 3 ,  a 8 . 1 ~  m. mnr ,lo L P ~ W  ~mrk.  w a r  la* 

Avalon Hill General. For  information, a d d d  ~ d ,  614 a l u m  II 
d.2 m n 4  A m *  
~ h m d m h  r m n  vir- 

. pwrite: George Phillie s, 156 1 Burton 
,., , , ,,, ,, u n  k m .  b . w c a m n m  1 w J TqUM 

11) R mm ~ D I . . I  
l l M  .I C & ~ F  
mr0.m.i 11. OF- 

I%. 00" M&r& 
oC.Y*.. 4. *- e. rad m* b  -=r F4. mm"- 

4 c  ad.. P.O. B- > 3 4  & Plm. <Nouse, 420 Memorial Drive. Cambridge, - ~ .  wa.b~.Fmm 

l U , - D L T  81. P.Y~. ~ l ~ * l o m  5 5 1 ~ 1  w**dhld. *- Jclm.7 8 nrl~wm B-.. m. ,Mass. 02139. 16m 4 T 1 m  
T h  kokmbdl .  U.. F.A.0. SLhx l l z  

419 ELTI14 A*-* tlmbU Br0C.r.. In<. Ih 
D m v m ~ ,  Cdmmdm 

1017 01. -1. A"*- 1 4 %  F1191 Ar- 
a.1.IY14 14. M11w19h.1 'PIIeem.UL 

TM4 r, luthp,O.l, bmdbm. bmrnmrn~~att~ Weu Ym*. Wnr  T m r i  BmL C C..d U r l  Ik..l~'.. I n r m m u d  
6 I l U l h  
-, -*, - "U'. oar.. m. mrf BU".llgl*I 

I 0  Y.1" II mat Ymm 

26% P&=e Bml # -d A".- 
-, Mr.., -I& -1- -.=-I. 

- ,  rn,'. m,. ~ 1 ~ 9 i y .  w r n p  w. n- ~ m *  I w T I  m Y I * ~ .  - - L  by ihp 

36 E. m a w  A- 
*&I., w. Byl- 7-4 - *'.- *-d . =.-.- zEy:m.,ld 911 a r w  -4 

The ZIP CLUB is flourishing and ==v W 1 -  Hr& SITI I  

'growing. New members are being ac- 
-' cepted. The purpose of ZIP i s  (1) to 
arrange games between  member^ and/or You subscribers who feel there is a and wins the game. Game c o m e s  com- 

, a club tournament among members, definite need for Borne regulatory body plete with black erhirts and white tiis. 

using the - to give collegiate wargaming a firm Tournament game includes 36" switch- 

: ing (2) to engage Other clubs and permanent baais, should contact: blade bolo knife. Game i~ priced so 

group and/or individually. You Walter Guerry Green 111, Chief of Staff, high that players wilI have to steal  i t  

; .,can any or all activities men- Wargames Team Commandant, Duke to play it. Based on realism, game 

tioned, Also, for thoBe who are within Univer ~ i t y  Company of Wargamer 8 ,Po s t  takes 21 years to play. 

.in-peraon range, ,-ounEy) a Office Box 5847. Duke Station. Durham, 
TAX EVASION - fast  paced erasing 

further information service branch will North game. Players move around playing 
be established. We plan to put notices More Game Spoofs board (form 1040) erasing their gross 
in gitmea sold in this area, thus con- income. Player who best manipulates 

- tacting more than just subscribers. A $quander, Avalon Hil l ' s  f i r  s t  attempt tax-lo ss carryover s, padded expenses, 
- i' guaranteed. Keith a t  a apoof, has received excellent re-  capital gains and joint returns to his 
W. Oschmana Pea- ception from the maas consumer audi- favor wins an all-expense paid tr ip to 

L ,  New York 14526* LU 6-4896m ence. while holding very little appeal For t  Leavenworth. 

I Organization of to moat of you subscribers because it UTOPIA - exciting welfare game. 
i s  out of the realm of complex games, Object is to work as little as possible. 
its succesa with the mase consumer Only healthy, strong -bodied persons 

1 "f elcOllegiaf Wargaming has games procreated from AvalonHlllls additional ideas own for design new are  Players allowed race to around purchase playing the board game. in 
, This organization has been set up to staff. Some of the better onsB con- taxicabs to collect unemployment, medi- 

answer the need for some sort  of OF- sidered for publication are: care, welfare and social security. 
ganized body to promote and regulate ADULTHOOD - a game of survival. Winner i s  the player who accumulates 

, competitionbetween collegiatewargame Each player starta off in Childhood. enough welfare so that he can open up a 
- clubs. In addition, the Federation wi l l  He then becomes a Teenage Hood and business of his own cashing welfare 

publish a magazine or new~le t t e r  of finally, if he can skip over the Draf t -  checkcr of other unfortunates. Embar- 
some sort. age squares, becomes an adult hood rassed losers  must wear Goldwater 

. - ,. . . 



Here's how i t  works 

not entitle yw to a 
must accumulate 4 

before w i n g  advant- 

Coupons can be used towards the 
purchase of games, parts, play-by- 
,mail equipment and the General. They 

s a r e  not redeemabIe at retail out- 

AVE THIS COUPON 
GOOD TOWARD THE PURCHASE 

Because Avalon Hill cannot decide 
which new gameB to  publish next, they 
are leaving that choice up to you. In 
the space below, check off the title you 
wish to see published as soon a s  pos- 
sible. Please check one title onLy. (If 
none appeal to you, write in your pre- 

etical order they are: 

Basketball Strategy 
'~artle  of Britain (World War 11) 
Q@ illa Warfare (fictional game 
based on Vietnam action) 
Gums of August (World War I 

Jutlaad (World War I Naval carn- 

Vietnam 

(your choice) 

More on Kampf 
Want the facts behind thshvalon Hill 

games you play, o r  would like to play? 
Try Karnpf. Karnpf contains the story -- 
behind the battle, supported by all  the 
facts a wargamer could want. Avail- 
able now are; Ardennes Offensive 1944- 
45. The BattlefurFrance 1944, andwea- - 
pons of World War 11. For ~ r i t e a n d  
subscription information on these 24- 60 
page pamphlets, write Karnpf, 8512 5th 
Ave., Brooklyn, New York 11209. 

Murderer's Row 

THE GENERAL 
team aad returned to the wargame table 
en maBse. Winners are:  

1. Chris Hoyt, 269 A Randolph Ave. , 
Grand Forks AFB, No. Dakota. 

2. Scott A. Lutrey, 845 Mildred 
Ave., Balto., Md. 

3. James Conkling, 52 Cable Lane. 
Wcksville, N. Y. 

4. Gary Olson, 5200 W. WoLfrant 
St. ,  Chicago, Illinois. 

5. Fred Way 111, 501 11th Ave.. 
Huntington, W. Va. 

6. Peter Nelaon, 1316 Sicard St., 
Mary~vi l le ,  California. 

7. Gary Dziatko. 139 Adelaide St.. 
Hartford, Conn. 

Quieted 
8. Rick Elfbrandt, 1109 S. W. 6th 

in Contest #12 Ave. ,  h t a r i o .  oreson. 
9. Robert Ren~chlein,  2225 Keyea 

The following subscribers did a fine Ave., Madison, Wiac .  
job holding Avalon Hill bats i n  check. 10. William C. Bishop, 794 Bedford 
The embarrasment was so great that S t . ,  Stamford, C o m .  
Avalon Hill has disbanded their ball Free Avalon Hill games to you all. 

CONTEST NO. 13 
4517 Harford Road, Baltimore, Md. 
2 1214. Entriea must be postmarked no 
later than June 13, 1966. Print your 
name and address clearly and make 
sure you list  the game you wish as 
winning prize. Those who do not w i ~ h  
t o  mutilate their magazine may send a 
COW or photostat. Naturally, only one 
to a customer allowed. 

Ten winners will be named. Winning 
entries wi l l  be those who have eliminat- 
ed all  Red Units, o r  come closest to 
doing so. 

Select Stock from this Group 

It i s  a do o r  die situation for The Ampex Goodyear Polaroid 

U, S. Marines in Guadalcafial. The Chryaler X'B'M* Goodrich 
Food Fair Korvette White Motor 

T a p s  are holed up on Mt. Auaten. To 
win the game the U. S. player mast Ford Motorola Zenith 

Gen. Elec. Sears G e n ,  Dynamics 
eliminate all  three Jap Units from Mt. 
Austen. I I The Operations heat l is ts  thebat- , OPERATIONS SHEET 
t lss exactly a s  they a r e  tU be fought. 
All you have to do is to select the Stock 

' ATTACK DEFENDING 

that i a  to act  as the die-roll, for each of ' UNITS ODDS STOCK 

the three battles. You must select I 212 Inf. 2 9 1 1  Infantry 1 
three different Stocks from a m o n g  the 
group listed below. 

The judges will consult the sales-in- 
hundreda column for the closing N. Y. 
Stock Exchange transactions of Monday, 
June 13, I966 found in the Tuesday 
morning p a p e r .  The las t  digit of the 
sale-in-hundreds column will be match- 
ed u p  against the Guadalcanal Basic 
C a m e  Casualty Play -by- Mail Table for 
result of combat. Because Sap Units 
have no retreat  routes, retreats will  
be considered eliminations instead. 

This contest is free to all  eubscrib- 
ers .  Simply f i l l  in the Operations Sheet 
and mail to: The Avalon Hi11 Company. 

I Name 

I State 

1 Prize 
I 



, , I - 
Allabove a d s  a r e  inserted as a f r e e  s e r v i c e  to full-year sub- will  not be repeated f r o m  issue to issue, however subscrib- 
s c r i b e r s .  W e  prefer ads to be typewritten and limited to 50 e r s  may re-submit the s a m e  ad,  or new ads, for each suc- 
words maximum. We reserve the right to re -word  your ceeding issue. Ads r e c e i v e d  after the 15th of the month 

copy. Only one a d  per  subscriber per issue is allowed. Ads preceding publication will  appear in the following issue.  




