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Cover Story...

Man of Year Honor
to U.S. Navy’s
C. Wade McClusky

June 1, 1966, the anniversary of Mid-
way, will pass by without too much of
a hurrah from this nation. Probably
because the battle didn't start until
June 4.

More than likely the battle wouldn't
have started at all had it not been for
one man,...Lt, Commdr. C. Wade
MecClusky. Where all others failed,
only McClusky was able to locate the
on rushing Japanese Carrier Forces as
they sped toward the strategically im-
portant island of Midway,

Flying his Dauntless Dive Bomber,
MeClusky turned right instead of left
and by intelligent calculation figured
out where the enemy would be. The
rest is history. McClusky's wing de-
stroyed two carriers on the spot as the
battle for supremacy of the Pacific be-
gan.

Historians have disagreed as to what
actually followed. Some say that
McClusky returned to his carrier, the
Enterprise, then took off and sank a
few more enemy ships. The fact of the
matter is, McClusky was riddled with
bullets as he was chased by several
Japanese zeros and barely made home.
Once on board he was relegated to sick
bay for the duration of the Midway con-
flict. Nonetheless, his initial contact
provided the U, S. Forces with the head
start they needed to overcome the
handicap of being grossly outnumbered
in ships and planes at that time,

Those of you familiar with the game,
Midway, know that the Japanese have a
definite advantage and should win the
game everytime. Thus you know exactly

how great a contribution McClusky's
initial search was.

Now retired from the Navy, McClusky
is very active in Civil Defense. Un-
fortunately, his innominate nature has
left him with a smaller niche in history
than he deserves. But fortunately for
Avalon Hill, making his home in Balti-
more county made it quite convenient
for Avalon Hill to make use of his per-
sonal services ashistorianand technical
advisor for the battle game, Midway.

No doubt the coming year will see a
resurgence of books and movies on this
particular conflict. Avalon Hill now
wishes to go on record as being the
first to bestowupon him the honor he so
richly deserves - Man of the Year.

Operation Atsui

By Bill Stone

Operation Atsui, (which is Japanese
for 'hot',) was designed by me to defeat
any American forces that mightattempt
to stop the Japanese from taking Mid-
way and defeating the American fleet.
Most often I have seen Japanese plans
for MIDWAY that call for the Nip com-
mander to wait, mass all of his forces
together, then steam across the board
and crush the enemy with heavily super-
jor forces, Therefore, this plan entails
the use of smaller, less powerful Jap
forces put into play somewhat earlier
in the game. The task forces keep the
American guessing as to the where-
abouts of the Nipponese concentrations,
and, although they may seem numeric-
ally inferior, the position of the car-
riers usually affords the Nip planes
mutual support. The Japanese must
expect heavy losses to TF-1, (in many
run-throughs it was virtually annihilat-
ed, ) which is very vulnerable at first,

Start Search Force (Tone) on turn
#1 at A-1-A: A-1-1, B-2-E, C-3-A,
B-3-H, C-4-D, C-5-C, D-5-H, E-6-D,
D-7-B, C-7-F, C-6-1, C-6-C, C-5-F,
joins TF-II.

The Tone is on the board only be-
cause it is a good idea to be able to see
what the Americans are doing. The
maneuvering allows the Tone to search
most of the board and still keep away
from the American planes.

Start TF-I (Hiryu, Soryu, Nagara,
Chikuma, Kirishima, Haruna) on turn

#8 at A-1-A: A-1-C, B-1-H, C-1-G,
c-1-1, D-1-H, E-1-G, hold, E-2-F,
F-3-B, hold.

Because of its weakness in anti-air-
craft power, TF-1 should keep half its
fighters on CAP when within range of
American planes. This group is sup-
posed to contest the American fleet with
its planes and avoid ship-to-ship com-
bat.

Start TF-2 (Kaga, Akagi, Haguro,

PAGE 2

Myoko, Kongo, Mogami, Mikuma) on
turn #10 at A-5-D: A-5-F, B-5-E,
C-5-D, C-5-F (joined by Tone), hold,

D-5-E, E-5-D, E-5-F.

This is the main Nipponese force:
it can support TF-1 in striking the
American fleet, but should save its
strength for the Midway reduction.

Start TF-3 (Zuiho, Atago, Yura,
Cholai, Hiei, Kumano, Suzuya) on turn
#11 at A-6-A: A-6-C, B-6-B, C-6-A,
C-6-C, D-6-B, E-6-A, E-6-C.

TF-3 is the invasion force and can
usually be moved secretly across the
board to attack Midway. It goes with-
out saying that you should protect the
Atago.

Start TF-4 (Nagato, Yamato, Sendai,
Mutsu, Hosho) on turn #16 at A-5-G:
A-5-1, B-5-H.

Use TF-4 to harass the Americans
if they try to run westerly from Mid-
way. Surface combat is best if possi-
ble.

At this point, Task Forces 1, 2, &
3 should be on Midway by 0900, June 5.
Launch an airstrike with all but TF's
2 and 3 fighters on Midway, (reducing
it to zero in one turn, most likely, ) at
0500, Send the TF 2 and 3 fighters up
over TF's I and II.

I would appreciate any comments or
criticism: Bill Stone, Box 547, Freder-
icksburg, Va.

Helpful Hints
for Hopeless Oafs

According to a recent survey, the
aggregate won - loss record of those
who have advertised in the "Opponents
Wanted' section is 7,097 wins - 16
losses.

You winners, whoever you are, need
read no further. This article is dedi-
cated to the 7,097 losers. We shall at-
tempt of offer inthe following paragraphs
some hints on how you can improve on
your record. We do not claim to put
forth infallible hints but any kind of help
we offer is better than the present ad-
vice you have been long suffering under.

Football Strategy: On defense, start
conservatively and use Defenses E, F,
and H guite often. Just when your op-
ponent feels that you are developing a
stereotyped pattern, throw in Defense
I and an occasional B and C. Give up
the short yardage and force him to call
more ground plays. On offense, avoid
the ""Fumble' and ''Interception' plays
awaiting for some hint as to
whether your opponent will play con-
servatively or will gamble on defense.

Baseball Strategy: On defense, avoid
giving him the long ball even if it means
your opponent ''single-doubles' you to
death. Start the game with the average
Team Fielding Value behind a left-

while
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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 Ileft-
handed. At bat, goad your
into defending exactly as 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 sit at the western dispatcher's seat
as quickly as possible.

LeMans: When team racing with 3
or 4 cars at once, get a slower car out
front if at all possible. Slow cars 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

opponent

game.
Management: Do not overconstruct
factories. One standard and one auto-

mated will be plenty. Sharpen up on
your memory...the Buyers' markets
and Sellers' marketsare equally divided
over the 24 Situation Cards. 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 opponents' actions, as
in Baseball and Football, makes Man-
agement a game in which the better
player wins every time.

Verdict II: 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 2 manner where you can pass over
no less than 3 of the 6 squares the U-
Boat could have moved into under emer-
gency speed, As the U-Boat, conserve
your torpedoes in the event the 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 depths, stay either at the
bottom or 100 feet., Most Destroyer
players drop depth charges to 200 or
300 foot depths, figuring a near miss
being just about as good as 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 are excel-
lent, We will attempt, here, to offer
a few generalities of play improvement

that can be applied to all battle 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 simple plans are 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 man-
euver in order to place your combat
‘units into a mass in a place where you
canachieve adecisive local superiority.
You must effect economy of force in all
areas so that your mass is as powerful
as possible at the decisive point. This
mass, or center of gravity, must ap-
pear as a surprise to your opponent so
that he is caught off balance. You must
maintain a satisfactory degree of se-
curity in less vital areas so that you
yourself are not surprised and caught
off balance by opponents' attempts at
creating this surprise.

Now let's see some of you losers
get back on the winning track, If you
can't, remember there is 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, sir,
Avalon Hill has movedunder the tracks.
Their new location at 4517 Harford Rd.
is actually below street level overlook-
ing Sunken Heights Terrace, a suburban
metroplod of northeast Baltimore.

"Down in location but up in quality"
is 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 its own art, 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 as an army commander masses
his troops to engender unity of com-
mand and economy of forces.
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For the specific reason behind Ava-
lon Hill's move, we asked their imagi-
native young marketing director,
Thomas N, Shaw: He replied, "We'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 guestion to their
Vice President, A. Eric Dott, he uner-
ringly replied; '"This expansion move
will enable us to produce the games at
less cost per unit - that's why we in-
creased the prices of our games last
March. ,.hmmm, that doesn't sound
quite right does it?...l1 really don't
know now that you come right down to
it. Actually, you better ask President
Sparling 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. Earl Hodin

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

The JUDGE in this system acts not
only as a roller-of-dice, but asan arbi-
tractor of all disputes arising out of
inadequacies of the system as outlined.
I trust this will add an element of seli-
correction to what would otherwise be
an ambitious undertaking.

A -TU.S. Player B - Japanese Player

SEARCH PROCEDURE

1. A & B advise JUDGE of:
(a) movement of ships
(b) Search Plan- listingall areas
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they wish to search, in order - they
may, if desired, place a STOP ORDER
at any point (e.g., ''stop search when
one carrier located,' or ''stop search
after air searches if at least one ship
loca.tea._” etc.)

{c) "Readying" and/or '"De-
readying'' specifics for all carriers -
JUDGE will assume that all planes
once readied remain so and all planes
refueling are 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 advise A & B of:

{(a) areasopponent has searched,
up to any executed STOP.

(b) successful search results.

(c) presence of JAP ships at
MIDWAY, if any - identified ATAGO by
name if applicable.

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

AIR-TO-SHIP COMEBAT
1. A & B exchange operations plans
- a copy of each goes to JUDGE
2. All Defenders decide
(a) Fightr;?'[;lanes stripped-off,
if any
(b) Disposition of ships in Com-
bat Zone(s). Copies of this are sent to
opponent and JUDGE
3. All Attackers decide disposition
of attacking planes - copies 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 all combats

(fighter vs. fighter and air 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 planes on MID-
WAY (if any)by equal distributionamong
the three types - oddnumbers of losses
are assigned in the order (l) F (2) D
(3) T

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

SURFACE COMBAT

1. B sends initial disposition & lst
move to A and JUDGE

2. A sends initial disposition & lst
move to B and JUDGE

3. B sends Fire Pattern (if within
range) to JUDGE only (A, when he is
within range, sends Fire Pattern to
JUDGE in his STEP #2 letter)

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

player wishes to withdraw, he must
include this request in his "Fire Pat-
tern' Step (#2 for A, #3 for B), but
only in that letter to the JUDGE - JUDGE
will resolve all withdrawal attempts
and enclose results along with those of
the combat - if withdrawal successful,
resort to SEARCH PROCEDURE; if not,
repeat SURFACE COMBAT Procedure.
Of course, the means by which one
phase resolves into another is governed
by the original MIDWAY BATTLE MAN-
UAL. Earl Hodin, M.D., 18F Clint-
wood Dr., Rochester, N.Y. 14620.

Play-by-Phone

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 is needed once
the move is agreed upon (assuming that
both parties have the same phone book}
is for one to call off a page number--
followed without pause by the other
party naming a column and item number,
Each party notes the numbers. This is
repeated as many times as there are
combats, The parties then look up in
the book the designated coordinates and
take the last digit of the number (count-
ing the columns from left to right and
the items from top to bottom) and check
their results. This eliminates all the
adding, name copying, and other con-
fusion that the published method con-
tains, It is so fast that in the early
moves 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 arti-
cle and are using that cumbersome
method. David J. Simecek, 3017 Wood-
lark Lane, St, Paul, Minn, 55111,

The AH Intercontinental
Kriegspiel Society

Mr. J. K. Norris of Wick, Caithness
(Scotland) has been choosen the Rep-
resentative of the Awvalon Hill Inter-
continental Kriegspiel Society (AHIKS)
for Great Britain. Mr, Norris has
many years of experience in war gam-
ing and is well oriented about all Avalon
Hill war games, especially Stalingrad
and Blitzkrieg. Adult players in Great
Britain or Ireland may contact Mr.
Norris for information about the AHIKS
and an application form.

ICRK Replaces Stock System

The 'Individual Combat Resoclution
Key' (ICRK), developed by the AHIKS,
has found such an enthusiastic accept-
ance, that this system is now adopted
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as the only method for resolving com-
bat within the Society. This eliminates
the need for stock listings and saves
much time and inconvenience., The
ICRK service, however, can only be
extended to members of the AHIKS.

Guadalecanal Accepted By Ahiks

Guadalcanal, Blitzkrieg, Battle of
the Bulge, Afrika Korps, Stalingrad,
D-Day and Waterloo are the games of-
ficially selected by the AHIKS. Any
adult, who would like to be matched
with an interesting opponent for a cor-
respondence game, please contact Mr.
Henry H. Bodenstedt, P.O. Box 809,
Freehold, N.J. 07728.

AH Play-by-Mail League

The renewal of membership has been
a success withan increase innew mem-
bers. The office has an over-flow of
game requests it hasn't been able to
answer yet and it apologizes for it,
After introducing the Bulge to our game
list only one game has been able to be
matched, Thiswould lead one to believe
that one of AH finest games is not pop-
ular.

Members:

A new introduction sheet will have
arrived or will be arriving soon, Please
read this over thoroughly. It describes
the league's policy on play-balance rules
and optional additions. Note the change
in the stock list,

Have yourenewed your membership?
If you are one of those who was not
aware of the fact, just send your dues
to the league office with any game addi-
tion or address change.

Want to join the only war-gamingor-
ganization that will rate you according
to your ability? Do you want to play
with those who have the same experi-
ence as yourself? Well that's what the
league does. To join just send for
particulars to: Bruce Mathews, 423 W,
First 5t., Cloverdale, Calif, 95425.

Would You Believe...

The Duke of Wellington and Napoleon
Bonaparte were both born in the same
year, 1769. Each was born on an island,
each became fatherless in boyhood, each
had four brothers and three sisters;
each attended military school in France
and at the same time, Both became Lt.
Colonels within a day of each other, both
excelled at mathematics, both were
great soldiers, and each cemmanded a
great army. Both are remembered for
Waterloo where one became victor and
the other the vanquished,
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The Principles of War
for the AH Wargamer

by
M., J. Frankwicz
former Capt., U,S. A,
Capt, W. L. MacMurdy, U, S, A,
M. Brundage, Editor

About The Authors

Mr. Frankwicz has served nine
years with the U.S. Army and is a
combat veteran of Vietnam. He has
maneuvered across many of the battle-
fields depicted in AH games. At the
time he left the army he was one of the
few learned men in the art of Guerrilla
warfare. At present he lived with his
wife and daughters in St. Louis.

Captain MacMurdy, the co-author
of this series, comes from a long line
of military men. He is at present
stationed in Washington, D.C. where
he is attending the Army's Intelligence
school.

Both these men are professionals
and are well suited to bring to us this
series.

An Introduction

This column will be an attempt to
relate theory to practice. The theories
we shall be discussing are the Princi-
ples of War.

There are those who criticize theory
as being the work of a bunch of class-
room and library-ridden scholars; a
thing that every 'practical' personknows
'work' in practice. These are
the untried or theunwise and their suc-
cess will be limited, if not already so.
For in truth, 'the book' and 'the theory!'
are the result of a great combination
of study and experience of successful
veterans, and these men are generally
the first to know when 'the book' doesn't
apply. For although it is the best
possible guide, we still have to do our
own thinking.

won't

"You have toknow 'the book' to know
when to violate 'the book'," a wise old
commander used to say. The fact is,
'the book' and the Principles of War
usually apply. AH players who don't
already know this will find that they
apply to our favorite games as well.

The Principles of War were first
written in a meaningful fashion by the
Prussian General Carl von Clausewitz
during the Napoleonic Wars. They have
appeared in many forms and languages
since, This series will most often use
the current U.S, Army version as a
guide. If you are not as skilled at this

kind of wargaming as you would like to
be, we hope to give you an abridged
version of 'the book' from which to
learn. If you are an accomplished
military student, we shall strive to
provide you with a useful reference
manual,

The list of Principles we shall work
from includes the Principles of the
Objective, the Offensive, Mass, Move-
ment (sometimes called Maneuver),
Economy of Force, Surprise, Security,
Simplicity, Unity of Command and Co-
operation (sometimes called Coordina-
tion), Of course, there is some vari-
ance from the real life application of
these principles amongst the various
games and we will discuss them as we
meet them. You will see that these
principles are much dependent upon
each other, for example, Mass could
not be achieved without Movement &
Economy of Force, So, as a result, in
any discussion it is sometimes hard to
know whether you are talking about one
or another of these rascals. However,
we must provide for all of these in our
game. Forgetting one will probably be
a fatal mistake,

Generally, we will present this
series, a principle at a time, in the
same order as the above list. Although
each article will be separate, the high
points of some principles, such as Mass
and Movement, will require more than
one article. You will see how each
principle builds upon those previously
discussed. Part of your success in
application will come from 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
If you like, prepare
yourself a checklist from thesearticles
with pencil and paper that you can easily
refer to as you play. Many professional
soldiers do just that for the real thing.

your wargaming.

You will be introduced to a sizable
list of military terms. Some of these
will be discussed several times in con-
nections with various principles. When
this happens, we recommend that you
review the previous articles in which
the term appeared to check the defini-
tion and its use with other principles.
This will help provide you with anover-
all concept. At 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.

Conditions of Victory

by Barry K. Branch

Warfare is never purely offensive
or defensive, and victory in A-H games
should not be a result of merely hang-
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ing on until the time runs out, as it is
for the British in Afrika Korps, or 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 sides fail in
their objectives, the result is a stale-
mate.

In A. K., the German conditions would
stand as is. The British condition of
victory should be the similar control of
the four cities, or control of the four
areas plus the elimination of all German
armored units. Any other result would
constitute a continuing threat, and should
stand as a draw.

In Stalingrad, German victory is as
stated, Russian victory should come
from driving all but 5 Axis corps out of
Russia;any less result would be a con-
tinuing threat to Russia, and is a stale-
mate. The Russians could also 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 are
stated. Allied victory should result
from (a) destruction of all but 6 panzer
regiments, or (b) the Allies rolling all
but 4 German units back East of the
main Liege-South road (BB to FF) and
holding the road and towns (Aywaille-
Manhay - Houffalize - Bastogne - Marte-
lange) free of German control for four
turns, anytime after Christmas Eve.
Though the Germans might not attain
their victory, the Allies would be stale-
mated unless they reopen direct com-
munications between their two Army
Groups. I would also provide a '"half"
German victory in Bulge. If the Ger-
man finds he cannot cross the Meuse in
force, and does not wish to go over to
the defensive (to try for a draw), he
could try for the limited objective vic-
tory by following the advice of Model
and von Rundstedt to swing North to-
ward Liege, outflanking the Allied
troops in the Huertgen Forest and the
Aachen salient, The Forest runs North
from Monshau, and Liege is only about
20 miles northwest of Spa. To achieve
this objective, the German must move
sufficient forces (using the number and
type set forth for Meuse victory) off the
board at BB North, and keep their
supply open for four turns. Such a
move, if successful, would have ser-
iously threatened the Allied forces
which had become embroiled during
September, October and November in
the fighting between Aachen and Mon-
schau, and would have further stalled
the Allied drive for Cologne. Hitler
refused to settle for this limited ob-
jective when his offensive was contained,
but insisted on vainly trying for his
larger ''decisive victory''.

These double victory
would add flavor to the

conditions
games, and
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would recognize that the defensive
player may not just sit and wait for the
time to run out, but must - at some-
time launch his own offensive and
achieve some definite objective of bene-
fit to himself,

D-Day: the Left Hook

Not to detract from the excellence
of other A-H games, it is my opinion
that D-Day remains the most fascinat-

ing item in the line, due to the wealth-

of historical background on places and
units involved, and because of the wide
variety of possible tactics.

Assuming your German opponent is
capable, he will have set up his heaviest
invasion defenses on the North Sea and
Calais coasts, withfew unitsin Brittany
and fewer in the Biscay area. He will
have strong forces in Normandy and Le
Havre., One good invasion area that you
must not overlook is Biscay. After the
war, von Rundstedt admitted to British
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 rules for 1961 or Tournament
D-Day provide excellent opportunity
for elimination by encirclement; this
opportunity should be used to the fullest,
for great battles can be won with a mini-
mum of loss. Encirclement forces the
German to do the attacking, and can
cost him many units he would need
later to man the Siegfried Line.

I recommend you consider invading
Biscay, moving East along the Loire
{(which becomes an excellent flank de-
fense line), then hooking your spear-
head left into Caen or Le Havre, to
open new supply ports. Even a hook to
Argentan will do the job. If Adolf has
left his units in Normandy and Brittany
they will be encircled and destroyed;
if he has pulled them out, you may open
and use these ports, the same as if you
had invaded there. Under 1961 rules,
you may even hook your Schwerpunkt to
Dieppe or the three Channel fortresses,
putting heavy leverage on the North
coast and luring reserves Westward.
Because of the limit of forces landed
through Biscay, the risk is great, but
so is the prize.

With ports opened, further hooks
East and North are bound to draw units
from the North Sea 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.5.A.F,

If one was asked to point out the most
distinctive feature of Blitzkrieg it would

surely be the Air Power provisions,
Yet, Air Power is 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
air inferiority on his part can be felt,
Why? So great is the difficulty in gain-
ing overall air superiority that even a
vastly superior air commander has
little chance of pressing home his ad-
vantage in time to effect the outcome
of the game.

For the purposes of the game and
this article, air superiority can be de-
fined as theability to use every bomber
and ground attack squadron on any tar-
get within range, without suffering los-
ses due to enemy fighter action. Obvi-
ously, if one can gain this degree of
control, he has the game won. It is al-
so apparent that fighters are the key to
air superiority.

If both players are moderately com-
petent, it takes a very long time for
one of them to work a slight edge or
local air control into overall superiority.
Usually, each can get off one or two
good strikes a turn, possibly trading
fighter squadrons, until the game is
won on the ground. The reasons for
this essentially 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 for
FTR/FTR combat in favor of the inter-
ceptors, and (4) the near impossibility
of catching fighters on the ground.

The function most limited by a lack
of air superiority is that of interdiction.
If one player can interdict3 or 4 squares
directly behind the enemy front in co-
ordination with ground forces attack,
that section of the front disappears!
Try it without having a vast superiority
of fighters and you must either cut down
to interdicting one square, accept stiff
losses of bombers by sending more
than 4 factors to one area and protect-
ing others, or accept losses of both
fighters and bombers by spreading the
escort evenly, Strategic attacks made
within range of enemy fighters have the
same drawbacks. You may get off an
attack in an area outside the enemy's
fighter range but unless he is entirely
inept, you will not get many opportuni-
ties.

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

1. Revise the Fighter vs. Fighter
table. A very small increase in casu-
alities would cause the air situation to
evolve much more rapidly.

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

3. Make it possible to intercept
bombers along their route as well as
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over the target. It would then pay fo
escort part of the way. Different groups
of fighters could attack at different
points, though only one attack per squa-
dron, per turn would be allowed, This
would require a good deal more skill
on the part of both players, and because
of increasing bomber losses, would
require some very tricky replacement
decisions. Needless to say, it increases
realism,

Some tips on playing under current
rules follow:

1. If you manage a successful in-
vasion, move some bombers in im-
mediately. This spreads your opponents
fighters much thinner. Medium bom-
bers are especially suited for this due
to their dual role.

2. Having fighters at sea is like
having ten extra bases. Keep them
there.

3. Sometimes a joint para-drop/
interdiction operation immediately be-
hind the enemy front yields excellent
results. Watch for a 1-4 to 1-6 in the
paratroop screen on which automatic
victory by airborne units is possible,

4, Limit yourself to one good air
attack per turn, unless you have con-
trol of the local air space. If you do
have local superiority, use every bom-
ber, every turn you can.

5. Attack your opponents bases with
strategic air power early and systemat-
ically. Hit the most forward bases
first and keep it up. Whoever starts
this first has the edge. At the same
time, garrison bomber bases close to
the front with 7 factors whenever possi-
ble. This requires a two squadron soak
off. These garrison troops may also
serve as local reserves.

6. Control of the small minor
country Northeast of Lake Pinsky is
vital to the Blue defense and gives him
three excellent bases, Deep penetra-
tion over Red territory can be made
with SAC bombers., If Red can hold
this area, Blue runs out of easy de-
fendable terrain and must disperse
his aircraft to more widely separated
bases, Red, however, can survive
without holding this area.

7. Replacements: Priority for re-
placements should be as follows:

lst - Airborne ground forces if
you have suffered considerable losses,

2nd - Fighters

3rd - SAC and Medium bombers

4th - Ground units

If only one side follows the above
program, that side will have complete
air control by the 8th move. Do not
replace ground units until all possible
airborne and air units (TAC an excep-
tion) are on the board. Do not let your
opponent get more than a 4 factor lead
in fighters.

8. Remember: Fighters are the
key - don't waste them. You can stand
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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.

Minor Country Armies
in Blitzkrieg
By Richard C. Giberson
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 across their borders. Move-
ment of MA is done by the opponent of
the invader.
CAPTURE OF MINOR COUNTRY--
Capture occurs by eliminating com-
pletely the MA from the Minor country
or by simultaneocusly occupying all
cities 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 cancross
other borders,

If the second major power
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 factors in the Minor country at
the end of the turn in which the second
major power invaded.
PRISONERS--Minor 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 troops.

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 factors 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.

invades

Prisoners have no defense or offense
capability. They remain prisoners un-
til freed or until their minor country
is captured.

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 factors of prisoners 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 cities 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 RULES--Minor Air
Forces (including Air Transport) are
not captured theyare 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 onthe 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.

INITIAL PLACEMENT OF MINOR
COUNTRY ARMIES

Country City Troops
YELLOW V-20 3/3-6, 1/2-3, TAC,
MDM
M-14 1/3-3, 2/2-3
U-11 1/3-3, 2/2-3
CC-15 1/4-6, FTR
X-27 1/3-3, 1/2-3
EE-25 1/2-3
WHITE VV-25 3/3-5, 1/2-6
WWw-32 6/2-2, TAC
uu-37 5/2-2
BROWN HH-31 2/3-6, 2/3-3, TAC,
FTR
NN-33 3/3-3
00-30 1/3-3
GREEN EE-34 3/3-6, 1/3-4,
TAC, MDM
BB-31 4/3-4, FTR
CC-39  Ij3=4 - 1/556, 2]2-4
AA_42 4/2-4
BLACK 00-40 1/3-4, 1/2-3 (Para)

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

The D-Day That Was

by Ralph Fellows

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

Statics: First, throw two away. One
was occupying the Channel Islands, while
the other apparently did not exist. Note
thatnot all are placed directly on coastal
squares. Put two statics on O-25 and
one each on

E-12 Q-27 DD-42

G-14 Q-28 FF-41

J-17 R-30 11-32

K-19 R-34 LIL-27

1.-21 R-35 L1-44

M-20 5-30 RR-26

M-22 5-32 S5-32

M-23 U-40 TT-28

N-24 V-43 TT-31

P-26 X-42

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

0-24 V-38

P-25 Y-41

R-28 PP-47

S-33 55-36

S-34 uu-39

U-42 and one off the board, south

of VV-43,
Parachute: Put the 6/2 regiment

anywhere you feel like, but stay around
Brittany. 3rd Division goes at W-42,
5th at X-39.

Armor: Exact units, for a change:

Lehr X-32 116th T-28
2nd P-24 lst SS L-17
9th RR-33 2nd 55 QQ-40
11th KK-41 12th §§ U-31
2lst T-32 17th S5 CC-35
Headquarters:

OBW X-21 lst LL-40
Neth H-13 Tth W-35

B V-27 15th 0-20

G 00-39 19th 00-29

Note that an unusually large number
of troops are located in the Southeast.
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These were, for the most part, doing
unmilitary things like fighting guerillas,

When playing, youhave a tremendous
advantage over the original generals:
you are one, they were many. They
could not arrive at a workable plan for
dealing with the invasion, although they
apparently had some defense inthe North
Sea area that is not included in the
game. With your troops.in these posi-
tions, you will probably not have to
worry about an invasion in 'Normandy.
since nearly all the other areas are
better suited for such operations. If
you can holdout as long as the Germans
did in the actual war, you have played
an extremely good game under the cir-
cumstances, Ralph Fellows, Tremont
Street, Duxbury, Mass.

German Chances
in Stalingrad

By Carl F. Knabe II and
Roger R. Cormier

Due to the historical accuracy of
Avalon Hill games, it sometimes oc-
curs thata gameis created''unbalanced"
in favor of the side that had the advan-
tage in real life, One such game is
STALINGRAD: even with the reduced
4, 5, 6 replacement rate for the Rus-
sians and the play-by-mail combat
chart, the Russians will win wirtually
every time that the game is played by
two fairly competent opponents. As a
result of this fact the German should
not play a conservative game. The
German willhave to fight selected2/1's,
1/2's, or, in dire necessity, even1/1's,
and be lucky inorder to 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 1/1's, 1/2's, and 2/1's against
the entire Russian line on the first turn
and hope? The answer is that the odds
are too much against the German in
this procedure; even if he receives
"better than average' luck, chances
are that he has still lost 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 is in the word ''selected" in
the statement that the German must
fight selected 2/1's, 1/2's, and possi-
bly, 1/1's in order to win. The neces-
sity to retain some mass requires that
these ''mon-conservative'' battles only
be fought when there is some definite,
important, strategical or tactical ad-
vantage to gained. Such important

strategic battles might be 2/1 attacks

that could result in the early capture
of such cities as Brest Litovski, Kiev,

Minsk, or Smolensk, and, of course,
Moscow, Leningrad, or Stalingrad.
The application of this principle can
be adequately demonstrated against a
Russian initial defense actually used by
a nationally known war-game club of an
Eastern college. This defense is tac-
tically perfect, in that only one defense
doubled 3/1 attack can be made, and
that, only at the cost of placing all the
German strength in the easily contain-
ed South and at the possible cost to the
German of more than the unit and posi-
tion are worth, However, this defense
contains a serious strategical weakness
which, if properly exploited, can result
in the German gaining that initial edge
essential to winning the game.
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The strength of this defense is that
the Russian, by concentrating power
in the southern part of his line, has
avoided giving the German a crack at
a delaying unit at basic odds. The
weakness of this defense, as is so often
true, is the result of its strength. In
order to concentrate power in the south,
the Russian has left the Finnish Front
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weak and has created a situation neces-
sitating movement north of most of the
Russian units on his part of the first
turn. The cavalry and armor units on
the northern bend of the Nemunas River
move north to reinforce the southern
part of the Finnish Front; the 7-10-4's
and the 5-7-4's on the Bug River travel
along the railroad through Minsk in
order to take up defensive positions
behind the Nemunas River; and heavy
units go north to protect Brest Litovsk
and the Bug River. The key part of
this whole defense is the movement
north along the railroad of the 7-10-4's
to square V19 and then the using of all
four normal movement squares to pé;i—-
tion S18, where the 6th cavalry is shown
on the diagram.

The German takes of the Finnish
situation by a defense such as one ex-
posing only two 3-3-4's giving the Rus-
sian at besta 6/1 and a 5/1 crack, and
concentrating strength in the southern
part of Finland in order to nullify the
benefits of the possible movement north
of the Russian cavalry and armor units
from the Nemunas.

Realizing that if thisnorthern move-
ment of the Russian ariny can be pre-
vented at any point, a condition of tem-
porary weakness in the Russian line
will result north of this point, the Ger-
man attack comes in the center against
Brest Litovsk and the Bug River., The
German fights a 2/1 and a 1/2 against
the two 7-10-4's, splitting up the units
in each attack such that both have units
on squares AAl4 and Z15. If either
attack succeeds, the unit(s) remaining
on square Z15 will cut the railroad
through Z16 with its (their) zone of
control, thus preventing the 7-10-4's
from reaching S18, This means that
not only will the Russian offense in
Finland be crippled as the cavalry and
armor units will have to remain to de-
fend that part of the Nemunas which the
Brest Litovsk-Bug units can no longer
reach, but also there will have to be at
best 5-7-4's on S18 and the German
will be able tobreak the NemunasRiver
with a 3/1 attack on the second turn!

There is an 849 chance of one or
both attacks succeeding. In the event
of an exchange or 1/2 A-Elim. the
German loses the three infantry units
and one 8-8-6, leaving the three re-
maining armored units in or adjacent
to Brest Litovsk. There is a 28%
chance of actually occupying Brest
Litovsk, due to a combination of a D-
Back or Exchange in the 1/2 attack and
any one of 7 possibilities in the 2/1 at-
tack. Naturally, the 1/2 is fought first.
There is a 50% chance that the German
will lose no factors in the 2/1 attack
alone., Three 5-5-4's are used to fight
the three soak-offs, the average total
loss for these being 4,5 factors. Op-
tionally, one or two 7-7-4's may be

used to fight 1/2's since soak-offs are
already required and a D-Back places
the unit on the wrong side of the swamp,
away from the Nemunas. Outside of
the 10% chance for an A-Elim in the
2/1 battle and using 1/3 soak-offs, the
average German loss is 17.6 factors
and the average loss is 8.9 factors.

The three Russian delay units are
eliminated at 7/1 odds. The German
armor and major strength are 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:
MMS8, MM9, and FF10 in order to be
able to outflank Russian Units along the
Hungarian Border., Optionally, the
German may also fight a 1/2 (a 4-4-4
and a 2-2-4) against the Russian 4-6-6
(the 6th) next to the Hungarian Border,
as this could result in a definite posi-
tion gain. A 1/2 attack which cannot
result in a meaningful gain of position
is usually a bad risk. As a general
rule, fight 2/1's rather than 1/2's, as
they accomplish more in destroying
enemy units and in acquiring positions
at less cost in factors per the same
gain.

Of course, if the German receives
an A-Elim. in the 2/1 battle, he has
probably lost the game, but he has lost
it anyhow if he plays conservatively
against good competition.

On the other hand, by using selected
2/1 and 1/2 attacks, such as are seen
in this illustration, if the German has
some luck he has decisively improved
his opportunity to win!

21

Address comments to Carl F. Knabe,
338 South Grant St., Bloomington,
Indiana 47401. Or to Roger R. Cormier,
Memorial 323, Indiana University,
Bloomington, Indiana 47401.

Tank Tactics for Tactics |1

by David Gasser

One of the surestways to lose a game
of Tactics II that I am 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 wvital., If you are the
attacker, itis a goodidea to place them
close to a port, if your strategy neces-
sitates a deep thrust into enemy terri-
tory. If you are the defender, they
must be placed where they will be close
to the anticipated enemy action, but, as
defender, never count on having the use
of any one port, because it may be in
enemy hands 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 typesof at-
tack is 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 odds lower than 3 to l; or
use two tanks to attack an infantry at 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 andleftno screen-
ing units to prevent an attack from the
rear, you may find it to your advantage
to use a ''sandwich'" attack. Send an
amphib unit or two to a beach behind his
lines and advance them to a position
where his retreat routes 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 should find that
you can nail a good portion of his force.

To get away from tank troubles for
a moment, I would like to comment on

the present rules concerning mountain
units and mountain movement.

Mountain Man Rules Unclear

The rules concerning mountain units
and their movement and attack capa-
bilities are incomplete in the present
Tactics' Instruction Book and Reference
Folder. After writing numerous letters
to AH, and compiling information as
bestI 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 does notextend 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 elect not to attack,
the enemy unit must attack or withdraw
in its turn. If the only route of with-
drawal is through the mountain unit's
zone, it must stay and attack. In any
case, if the unit attacks, it must do so
at the existing odds; that is, it may not
bring up more men to increase the odds
in his favor.

Bah! This is sheer nonsense, be-
cause it is unrealistic and eliminates
the possibility of any real 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, all he needs to do is place a
mountain man next to one of your units
in a pass and elect not to attack! 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 rules concerning this
mess should be re-written and made
more like those used inother AH games.
A mountain man would still go through
mountains at the rate of five squares
per turn, but other units would move
through at the reduced rate of one per
turn. This would be far more realistic,
and still preserve the idea of mountains
being a ''matural defense''. (The river
crossing penalty would be ignored for
non-mountain units in mountains, )

I would be interested to hear any-
one's views on the subjects I mentioned.
All correspondence should be addressed
to: David Gasser, 1450 Norton Ave.,
Glendale, Calif, 91202,

Bulge Opener

by Doug Cragoe

I have submitted what I think is a
good opening position for the German
player. With a little luck, the German
can defeat the majority of American
units he will meet in the first move.

Sixth Panzer Army (S.S5.)

1585/ Peiper (Pz) TT-9
185/4 (Pz) TT-11
185/2 (Pz-Gdr) TT-9
955/18 (Pz) 55-8
955/19 (Pz) same
9SS/10 (Pz-Gdr) same

Fifth Panzer Army

Lehr/1 (Pz) Q0-22
Lehr/2 (Pz) same
Lehr/10 (Pz-Gdr) same

2/7 (Pz) 00-24
2/8 (Pz) same
2/17 (Pz-Gdr) same
116/310 (Pz) 00-26
116/312 (Pz) same
116/406 (Pz-Gdr) 00-25
150 (Pz) same
3/13 (Para) PP-27
3/14 (Para) same
3/15 (Para) same

Volksgrenadier and Paratroops Units

(4-3)

Number Grid-coordinates

Uuu-30
RR-29
QO-28
PP-26
00-26
00-25
0Q0-17
58-15
TT-15
UuU-13
uu-11
55-7
55-6

This plan of attack has two advant-
ages:

(1) The American is forced to send
most of his reserves to delay the Lehr
division.

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

Basic Allied Strategy
in Afrika Korps

by Frank Russell

WP o Do DWW W
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My article is concerning the Basic
Allied Strategy in Afrika Korps. This
will probably help a lot of you wargam-
ers, The Allied player should do what-
ever he possibly can to slow the German
advance. The 2-2SG should (if possible)
pull back to the mountains right outside
Bengasi. This should stall the Italians
and possibly use a supply unit. The
main line should be set up on the moun-
tains around and southeast of Mechili,
A unit should be set around Tmimi to
block the road. The Aussies and Indians
should be sentout to sea while the Polish
left to guard the Home Base. The next
line should be directly outside Tobruch.
Finally the line 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
either attacking Tobruch or moving on
down to Alexandria. If the German
player takes the first option there will
be a 50-50 chance of holding Tobruch
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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-
til November, If the case is still hope-
less try to inflict heavy casualties on
the enemy while saving your armored.
They should be taken out to sea to help
to Tobruch garrison or, only in almost
possitive cases, attack him full force.
With a little supply luckon the side, you
should have the gpame, Address all com-
ments to Frank Russell, 601 S. Thomas
St., Bedford, Pa. 15522. If need be I
will play a play-by-mail game to illu-
strate my point.

Raiding Rommel

by Jim Epperson

Have you ever had your Home Base
taken because the German ran a RECCE.
unit around you at Tobruch? With the
following strategy you can turn the
tables on poor little Rommel!

Here's how:

1. Has Rommel left you any way to
get the Bengasi unit out alive even if
you have to attack at 1-57 If so, attack.
The importance of your 1-1-7's and
1-1-12's cannot be stressed too much.

2. Delay the Germans as long as
possible without too many losses., One
way to do this is to place a 4-4-7 on
F-16. He cannot get 3-1 unless he
uses all 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 all possible send out your I-1-12's
to destroy his supply.

An example of this can be shown by
what happened in one of the earlier
games in which I was the Allied Com-
mander, I had set up the defensive
perimeter described in 3. The German
had his units spread around me, leav-
ing only one hole in his zones of con-
trol. I rana 1-1-12 through this hole
and south. This would not have been
possible had he controlled the junction
of El Adem, He ran a 7-7-10after me,
leaving himself vulnerable in the north.
I then ran onto an escarpment sguare
at the end of my movement allowance,
The next turn my November trbops came
in. With them I formed a line at El
Alamein and sent my other 1-1-12 out
on another raid. That same turn I
captured his Home Base with the first
1-1-12, He was later eliminated.
Meanwhile, the other 1-1-12 had taken
Bengasi! At this point my noble oppo-
nent surrendered.

I would like to say that you should
have a line first placed near Bardia,
then Matruh, and finally, Alamein. Al-



PAGE 11

50, if you can ever do so without having
attack at 1-6 with a 4-4-7, destroy his
supply.

If he has just one supply unit on the
board, attack! 2 turns without supply
and that's all for Rommel!

All cut-downs and comments to: Jim
Epperson, 3007 Chippewa Dr., Owens-
boro, Ky.

Wipeout Waterloo
by Bill Smith

Some people say that realism is an
unimportant factor in wargaming. At
the other extreme, people go all-out
to achieve ''realism'" and end up with a
game too complex to play, or at least
to enjoy playing. I feel that games
should be as realistic as possible while
still allowing the participants to have a
good time playing. And what gives any
general worth his salt a good time?
Why, showing his military skills, of
course, So a good wargame should be
demanding on the players' military
skills to the utmost, be realistic, and
yet not be impossibly complex.

My "Wipeout Waterloo', as I call it
(strictly for want of a better name) is
just such a game, Actually, the basic
features which make the game what it
is are adaptable to other games with
only minor meodifications. These spe-
cial features include a shorter time
span for each move, multiple com-
manders, limited intelligence, simul-
taneous movement aided by aprocessor
and a time-lag on information. Also,
the game would take days to play in
person, but by mail could be used (up
to two years for the whole game).

TIME: Each move takes one hour,
not two. Movement and road bonuses
are halved,

MULTIPLE COMMANDERS: The
French side has three players, using
Napoleon, Ney, and Grouchy HQ units.
Napoleon acts as Supreme Commander
as well as being in direct contrel of
some troops. The Prussians have
Blucher and Zieten; the A-A, Welling-
ton and Orange, with Blucher and
Wellington in control of their own
armies but neither in control of the
other. Troop allocations to command-
ers within an army are made by that
Army's Supreme Commander.

LIMITED INTELLIGENCE: Each
unit has a eight radius of two or three
squares, within which it sees all other
units, HQ's will have a larger radius
because the commanders of the HQ's
get information aboutfriendly and enemy
units by seeing Terrain and
interposed units vary the sight radius
accordingly. Besides direct vision,
information may be received from
messengers as described below, and

them.

provisions for scouts and spies can be
made.

SIMULTANEOUS MOVEMENT: Both
sides move at once. What they actually
do is write orders describing the moves
and send them to the processor, an
impartial non-participant. He actually
makes the moves, providing for battles
and ensuring that enemy units do not
stop on the same square, etc. In gen-
eral,the processor is in charge of the
conduct of the game.

TIME-LAG: Information is of three
types: unit positions & movements,
combat results, and messages and/or
orders between unit commanders. The
commander sees all units within the
sight radius of his HQ immediately,
and gets most of his information that
way. Suppose, however, that there
are units outside the sight of the HQ
which are visible to units attached to
the HQ. That unit would send a mes-
sage to the HQ, giving the positions.
(Since no real persons command in-
dividual wunits, the processor would
send the message instead. The time it
takes for the message to arrive is
determined by the distance it must
travel., Combat results are handled the
same as positions. For messages be-
tween the commanders, the sender
writes the message and sends it, along
with a description of the route to be
used, to the processor. The processor
moves the messenger until it reaches
its destination HQ, then passes italong,
It is also possible to intercept messages
by placing the messenger in an enemy
zone of control, but only when there
are no friendly units with it, or after
such escorts have been removed by
combat.

You can see that the skills of war
are much more necessary in this game
than in normal games, and the realism
is orders of magnitude higher. As for
the processor, he gets the brunt of the
complexity, but organization and one
or two assistants will make the work
load quite tolerable, even on a long-
term p-b-m basis.

In connection with this game, and
any other p-b-m competition, the use
of map overlays simplifies matters
hugely. Marking inpositions and move-
ment is much easier than the cumber-
some O.B. sheets, Transparent ace-
tate sheets are merely taped (drafting
is best but with care others won't hurt
the board) over the board, two refer-
ence squares are drawn in to permit
reorientation by the receiver, and units
are drawn in. If using acetate or other
transparencies, nylon - or felt-tipped
markers are used to mark --- but make
sure they are satisfactory before buying
as some types of acetate won't take
markings. The sheets I have are 8 1/2
x 11", so two or three are necessary
for a complete move. So what -- just
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use as many as you want., If using
opaque paper with hexagons printed on
it, the main terrain should be included,
as it won't be visible under the paper
on the board.

In case there are so many units on
a square that it would be too much to
indicate them all in the square, simply
mark the positions outside the square
and draw an arrow pointing to it:

Movement may be indicated by ar-
rows or by colorcoding, Each move
consists of a sequence of one-square
moves, each in one of six possible di-
rections, Assign each direction an
arbitrary color; for example, let blue
mean ""east'" and red mean''northeast."
Then a blue dot next to a unit means
"move one square east''; two blue and
a red would be two east and one north-
east; etc. Something of this nature
would be almost essential in the game
of Waterloo I described.

Comments, suggestions, and ques-
tions are welcome. I will try to ac-
knowledge all of them. If you would
be interested in playing ' Wipeout Water-
loo" by mail, contact me; if enough
enthusiasm (seven players willing)
exists. A game will be organized, with
myself as processor. This will be a
long range effort (about 2 years, may-
be more), and the nature of the game is
different, so think twice about this;
but if you are interested, contact me
(before I think twice about it),Bill Smith,
303 Rexley Hall, 52 Massachusetts Ave.,
Cambridge 39, Mass. 02139,

Waterloo Desertion
Ridiculous

by G. Waldo Miller

Of all the games AvalonHill has pro-
duced in its shortbutillustrious history,
most wargamers seem to agree that
Waterloo is by far the best game for
strategic and tactical maneuver., How-
ever, there is one great flaw in the
rules which really weights the game in
favor of a French victory and is at the
same time both unrealistic and histori-
cally inaccurate, This flaw is the sup-
posedly tremendous value of Brussels
to the armies of both Prussia and
England. Granted it was important, but
hardly to such proportions that its fall
or beseigement would cause mass de-
sertion in either army.

At present itis theoretically possible
for the French player to lose roughly
40% (80 factors) of his total force while
destroying only 1% (2 factors) of the
P-A-A army and still win the game by
defection. Anyone can see it is thor-
oughly ridiculous for an army to lose
40% of itsforce while leaving a numeri-
cally superior foe undamaged and in a
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position to rip into its supply lines.
Not only that, but in the real campaign
Blucher's supply lines would hardly
have been endangered by the fall of
Brussels and Wellington could've laid
new supply lines to Prussia or Hanover.

Secondly, the historical situation at
the time precluded such a high deser-
tion rate as two (2) P-A-A's for every
one (1) factor the French sent toward
Brussels., Napolean had for years pre-
vious to this dominated Europe and his
treatment of the conquered peoples (es-
pecially the Germans) had been far from
exemplary. The Germans (Prussains &
Hanoverians) hated Bonaparte and would
hardly have deserted just because he
took one "French'" city (Belgium had
been part of France). Wellington's
English troops adored him and as Well-
ington put it '"They will notrun away and
it will take a long time to kill them all'',
In fact the only troops in either army
which might have deserted justfrom the
fall of Brussels were the Dutch-Belgian
troops under Wellington, who were ''the
scum of the earth--enlisted for the
drink, !

Thus, one realizes that some change
is needed in the desertion rule which
will maintain the gameschallenging and
varied chances for tactical and strategic
maneuvering while at the same time
making the game more accurate and
realistic and perhaps even more chal-
lenging.

Having considered this problem for
some time and having tested several
different ideas and theories onincreas-
ing the game's accuracy and realism,
which include: (1) only Dutch-Belgian
defection, (2) no defection at all, (3)
defection of only the Anglo-Allied Army,
or (4) lowering the defection to one
P-A-A for every one French factor that
gets off the board to Brussels, I have
come to the conclusion that a l-for-1
desertion rate is by far the most su-
perior plan, It forces Napolean to fight
and win a battle with one army or the
other before advancing towards Brus-
sels; it gives the Allies a chance to take
the initiative or attempt to join forces
and fall back; thus, one finds exactly
the same choices as confronted the
real commanders in the actual cam-
paign.,

I would be pleased to hear comments,
suggestions, etc. from any of you who
have them on my plansor juston Water-
loo in general., Write to: G. Waldo
Miller, 28 Rosemont Avenue, Lewiston,
Pennsylvania 17044,

"Phaw” on Perfect Plans

by Tom Bosseler

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

pletely dominated our games. Ever
since Karl "Frankenstein'" Knabe II
created his little jewel; Plan Red,

people from all over the country have
been piecing together their own "infalli-
ble plans. "

These people must be real men!
What they are claiming is that in one
turn they can and will destroy all op-
position from any type of player, What?
You say that these so-called plans
aren't designed to completely wipe an
opponent all over the board on the first
turn? Well, why in the basement of
Mr. Hill's plant in Avalon don't they
continue the plans to cover other turns
besides the first one? Are these plans
designed to beat all players who are so
restless they can only sit still long
enough to complete the first turn? No?
You say that they are good for beginning
set-ups? Ehbien, why is thereno 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 or Blue or
however it was christened, a plan to
break the original plan was developed,
It was even hairier than Knabe's plan
was. Completely filling an entire col-
umn of good printing space this "article!
pointed out that it was expedient to ad-
vance (here it comes) '"one square ata

time. " The author obviously was not
only conservative he was ultra-reaction-
ary.

Putting all kidding aside, however,
I feel that ''perfect plans' 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 is in direct defiance of another
"perfect plan.")

Now, for all you people who are
saying '"obviously this guy has 140 1.Q.
points on me, so what does he do to
win?'", I'm introducing a 'longrange
plan,' Don't panic yet! It is taken
primarily from the plan in 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 wvictor's corner.
Most importantly, it allows you to fit
the units to the terrain instead of pack-
ing the terrain in under the units.

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

3) Key points are important inevery
game you ever played or will play.
They tell you what should be defended
and what should be relinquished or what
should be taken and what should be
passed-by.

4) Previous records show you the
eccentricities of your opponent. Does
he attack beachheads, does he defend
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cities vigorously, does he read minds,
and does he expect to come to your house
next game? These are all answered
by your notes of previous games.

To you people who insist that after
the first turn of their perfect plan they
will play things as they come I leave an
old proverb:

Those who wait to cross a river
when they come to it usually find no
bridge and often find no way back.

--General Custer to his aide, 1876.

Comments: Tom Bosseler, 23908 Califa,
Woodland Hills, California 91364,

Are AH Games and
The General Doomed?

by Scott P. Duncan

In an attempt to see what interests
AH games have engendered in the sub-
scribers of the General, I have com-
piled a listing of articles into eleven
catagories (the ten games on sale at the
time I wrote this plus a category for
general gaming principles, etc.). GAK
and GOOD GRIEF!! Are you all inter-
ested in attaining that dubious goal
known as ''the perfecttroop placement' ?
It would appear so because over one-
fourth of all General articles to date
have been on listing exact troop place-
ments and setarrangements to win (27%
to be exact), Games like D-Day and
Tactics-II have been almostexclusively
dealt with in this manner (75% and 80%
of the articles onthese games have been
"perfect' setups). Stalingrad, the most
popular game topic to date, has been
involved in 33% of this panic!!

Why do I consider this and give this
article such a discouraging title? Be-
cause this is just what may happen and
I'm not joking around!! Chess has be-
come an almost impossible game be-
cause of ""book-knowledge' which makes
it impossible for a person to get any-
where without years of study (and this
is only one game); the same sadistic
impulse to win seems to be part of the
AH-gamer's intention. Winning is fine,
but (as Marc Nicholson once pointed
out) what do you have when you're all
setup with a sure victory? It's just
fortunate that AH keeps turning out
games or there'd be no place to turn to
for more interest, I recall a letter
printed in the General which was origin-
ally written to Carl Knabe: a club (?)
which specialized in 97% chances of
winning all games!! The information
was supposedly 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 patterns:
why play then? The players don't want
to play a game if it is common knowl-
edge that they can be beaten! What is
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gained by all this intellectual analysis
and mathematical precision? Some-
body pets the satisfaction of having
figured out one of the games, and that's
all.

Must this continue? It looks like
many people are of the same opinion as
myself: it shouldn't, The articles con-
cerning general principles of strategy
and tactics seem to have increased in
the neighborhood of almost 75% through-
out Volume 2 of the magazine (articles
by people such as Myron Brundage, not
to mention his new series on the Nine
Principles of War, Carl Knabe, Tom
Bosseler, and David Whiskeyman--to
name a few--indicate the new trend).
However, each new game brings two or
three such ''perfect plans' into being
and, strangely enough, often these plans
come out only a few months after the
game does--very little time to come up
with any real understanding of a game
unless one plays constantly.

Let's have more articles of a general
nature! Such articles are of much
greater value in understanding concepts
that can be transferred from game to
game. It's like anovice player in chess
who has everything memorized up until
the 23rd move, BUT NOW WHAT DOES
HE DQO??7? Many fine articles have
come out with general principles for
individual games, also: let's just try
to avoid any 1, 2,3 explanations of how
to win. As has been noted in several
articles, most of these plans have been
defeated by a sound knowledge of basic
game principles!! Comments: Scott
Duncan, 2508 Highland Avenue, Broom-
all, Penna. 19008,

The N3F Games Bureau

A games activity in which many
readers of the GENERAL may be in-
terested is the N3F Games Bureau, an
organization which is devoted to the
play of games of skill of all types, and
the dissemination of information con-
cerning same, Its members participate
in tournaments and ''friendly" games
through the mails, meet at each other's
homes for face-to-face matches, study
and publish information on both old and
new games which are not widely known,
test games over the board and publish
the results, discuss and test suggested
rule changes to established games, etc.

The Bureau consists of several
Divisions encompassing specific games
or families of games--1i.e., the Chess,
Diplomacy, Fairy Chess, Go, Jetan,
War Games (which includes the Avalon
Hill family, among others), and General
Games Divisions. A Card Games Divi-
sion is currently under consideration.

Magazines published by the Bureau
and its Divisions include THE GAMES-
LETTER (the official organ of the
Bureau); THE GAMESMAN (a general

games magazine); YE FAERIE CHESSE-
MAN (devoted mainly to Fairy Chess);
BARAD-DUR (Diplomacy Division); and
ORTHANC (Diplomacy Division). In
addition, two new magazines, OSGILI-
ATH (Diplomacy Division) and BLITZ
(Chess Division), are in preparation,
as are several rulesheet portfolios con-
taining five games each. THE GAMES-
MAN and YE FAERIE CHESSEMAN are
available by subscription or contribu-
tion of material; the Diplomacy Division
mapgazines are available only to mem-
bers of the Division or by subscription.

Regular membership in the Games
Bureau is at a nominal cost; regular
members are entitled to discounts and
rebates on the subscription magazines,
etc.,, and receive 12 issues of THE
GAMESLETTER as well as occasional
special games magazines. There is
also an Associate membership open on
a limited basis. Persons interested in
the DBureau, its publications, or its
activities should write to Don Miller,
12315 JudsonRoad, Wheaton, Md. 20906.

AH Club Index
Now Under Preparation

As every General subscriber knows,
just looking at the Opponents Wanted
section at the back of every issue will
disclose at least a dozen Avalon Hill
clubs of one type or another. But no
single issue contains every club in
existence, and trying to find the or-
ganizations among the individuals is
often wvery difficult, The beginning
player hardly knows where to start.

To try to solve this problem, G3, a
private organization headed by Ralph
Fellows, is now preparing a list of all
the Awvalon Hill clubs interested in be-
ing included. This listing will be a
quarterly magazine on a subscription
basis. For a modest fee, any organiza-
tion or individual involved in wargam-
ing is welcome to have its name and

address inserted for one year, Infor-
mation included should be: Name of
organization or individual, address,

type of games played (any brand or type,
not just AH, is welcome), method of
playing (by mail, in person, or what-
ever), and whether there are any speci-
fics that a possible member should
know (such as age limits, number of
members, and time of year business is
most active).

All subscriptions and entries should
be sent to G3, Ralph Fellows, Tremont
St., Duxbury, Mass., 02332, All ar-
rivals before June lst will be included
in the July issue (mailed about June
20th). If business is brisk, there may
be a late summer extra edition put out
around August lst. In any case, issues
will be mailed in June, September,
December, and March., Deadlines for
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entries will be the first of each month
of issue. The entry fee allows for
changes in listings or wordings during
the course of the year.

Doubles Tournament

The organization of Penna. War-
gamers is proud to announce its second
annual PBM tournament. Last year's
tournament isquickly drawing toa close
with the top 6 entrants fighting it out
for the lead, led by Peter Suwak of
Washington, Pennsylvania,

All AH land battle wargames can be
used for competition but each team
must own at least 3 games jointly.
Latest rules will be used for all games
and will be further explained before the
first round begins.

Play is double elimination in a sense.
The team plays 2 sets of 1 game with
each partner playing a different side.
Let's say the game is Stalingrad. Your
partner takes the Germans and you take
the Russiansand then play your assign-
ed opponents who are in the same situa-
tion. This way your team plays both
sides and who can argue play balance?
A team gets 3 points for every win and
1 point for every loss it incurs. How-
ever if a team loses both ends of a
series that are eliminated from com-
petition. A team gets a special bonus
of 2 points for eliminating another team.
The tournament ends July 31, 1967 at
which time the team scores will be
tallied up and trophies awarded to the
top 3 teams.

When you decide which games both
you and your partner own and the order
in which you want to play them, send
this information along with a self-
addressed stamped envelope and a $1
entree fee per team, (you may enter
more than once but must have a differ-
ent partner) to P, O, W, (Pennsylvania's
Organized Wargamers) 128 Warren St.,
Sayre, Penna.

All those unable to find partners may
write to POW, 516 E. Diamond S5t.,
Hazelton, Penna.

Wargamer's Newsletter

The meteoric and fascinating growth
of wargaming has been exemplified by
the growth of Donald Featherstone's
"Wargamer's Newsletter'. It is now in
it's fourth year of publication, beginning
in April, 1962 with a mere 24 subscrib-
ers. It now has over 500 subscribers in
all parts of the world including Australia,
New Zealand, Italy, Spain and to sol-
diers serving in Aden, Borneo and
Vietnam. For information we suggest
that you rush your inquiry to;r Donald
F. Featherstone, 69 Hill Lane, South-
hampton, England.
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Question Box

Questions for Blitzkrieg:

Q. If the attacker gets automatic vic-
tory conditions on an unit next to a city
square, can he use the city for port
movement or air transport that same
turn?

A. Yes.

Q. What happens if the attacker is us-
ing only artillery and the attrition table
calls for a loss of one attack factor?
A. Use substitute counter to facilitate
eliminationof 1 artillery combat factor.

The "Tank”

The Tank is the official magazine of
the Multiple Commander Play-by-Mail
League. It will be printed (approxi-
mately) every six weeks, except be-
tween the months of June and Septem-
ber, inclusive. As such we will pub-
lish all official announcements as to
games, rules and changes thereof, and
other official announcements. We will
also print articles of general interest
-- we would be most pleased to receive
articles and letters from our readers.
We will have a column for advertising
-- essentially similar to that in the
Avalon Hill General. For information,

write: George Phillies, 1561 Burton
House, 420 Memorial Drive, Cambridge,
Mass, 02139,

Lip Club

The ZIP CLUB is flourishing and
growing. New members are being ac-
cepted. The purpose of ZIP is (l) to
arrange games between members and/or
a club tournament among members,
both using the new percentage win scor-
ing system. (2) to engage other clubs
as a group and/or individually. You
can enter any or all 4 activities men-
tioned. Also, for those who are within
in-person range, (Monroe County) a
further information service branch will
be established. We plan to put notices
in games sold in this area, thus con-
tacting more than just subscribers, A

reply is guaranteed. Contact: Keith
W. Oschman, 5 Pleasant Way, Pen-
field, New York 14526, LU 6-4896.

Organization of

Intercollegiate Wargaming

This organization has been set up to
answer the need for some sort of or-
ganized body to promote and regulate
competition between collegiate wargame
clubs. In addition, the Federation will
publish a magazine or newsletter of
some sort.

issue
represent dealers
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Where Avalon Hill Games Are Available

The following names of retail stores
supplement the list printed in the last
2, MNo. 5).

(Vol.

The Toy Skep
1028 - 12th Street
Sacramento, Califarnis

Birdies Toy House
1289 Broadway
Walmut Creek. Califarnia

Navy Exchangs
U. 8 Naval Station
Long Beach, Callfornis

Mavy Exchange
U7, 5. Naval Poatgraudste Schoal
Monterey, California

Mile High Game & Toy Co.
1419 Wasss Stroet
Denver, Colorsde

Albin's Mobbies & Toys
1030 N. Hollywood Way
Burbank, California

Plasa Toyland
3561 Plasa Mall
Riverside, Californis

Woody's Toy Clress
I9th b L Street
Bakerafield, California

Dunbam, Carrigan & Hayden
Kansas & Division 5
Ban Franciaco, Califarsis

The T, Eaten Co,, Lid,
81 Lauvest,
Quabec, Canada

Tha T. Eaton Co., Lid
Edmanton,
Alberia, Cansda

Toy House
#4 5. Carfiald
Alhambra, California

Susand Toy & Hobly Shop
THIb- 38 Harchal Avenun
La Jalla, Californin

Lavine's
123 E. Pikns Peak
Colorade Springs, Colorado

Will's Bosk & Swtianery Co.
111 8. Eim Strest
Gresnsbare, N. Carollas

May - D& ¥
Lbth & Tremont
Denver, Colorado

Danald F. Featharstons
&% Hill Lane
Seuthamptan, Harts, England

Maey's Toyn
36 E. Hinadals Avenas
Hinsdale, Dlinais

These
who have

Him's Bevarly Bicycin Shop
BIZ1 5. Westarn Avenus
Chicags, Illinain

Museam of Science & Indastry
STth Street & Lake Michigan
Chicage, Hlinois

Frank's Games, T
FEI=13 N, Main Sy
Crystal Lake, Nlinois

Hebbie

Marshall Fisld & Company
i1 M. State Street
Chirago %0, tlinois

Fuollsti's & Southworth
Rurdie Book Stores, Box 515
Wast Lafayetta, Indisns 47906

Walt's Hobby & Modsl Shop
32 W, Clinton Sirast
Joliet, Ulinole

E4 Schock's Toy & Hubby Syops
6220 Carrallion Avenus
Indianapolis 20, Indisns

Adw Leathar Company, Ine
1048 Prospect Strest
Indiamapolis 3, Indisns

W. K. Stewart
530 South Ath Avenas
Laaiwville, Kentucky

Capt, John F, Hargrove
Théth Radar Sqd., Sage - ADC
Sinow Mr ALF. Station
Fart Keox, Kentucky

Porteous Mitchell & Hraun Cs.
522 Congress ftrest
Portland, Maine

R & R Family Gifve
L9%8 Wealthy Strem, 8 E.
Grand Rapids, Michigan

Pop's Discount
520 E. Balvadars Avenis
Baltimare, Maryland

Saip's Store Oicer
USS Arcadia (AD-23)
Bromiield Td.

East Borton, Massachuserts

5. Paul Pock b Satienary Co.
bth &k Cedar
S, Peul, Minnssots 55101

The Bookehelf, Inc,
1037 Gt. Plain Avemin
Needhani, Massachusetis

Martia's Gamas, Tac.
163 Plerce Strest
Birkaming, Mickigan

Englewsod Tay & Hobby Shap,

stocked

lists

LIGI0 Winner Road
Indepunidencs, Missouri

Lash Diat., Ins.
10700 Tucker Strawt
Beltyrville, Maryland

Laavitt & Pierce
L1316 Mansachupstts Avenus
Cambridge 1, Masssehussits

Jordon Marsh Campany
Boston, Massachusetts

Saltmarch's
TIT Purchase Strest
New Fedlord, Massachusetis

Harry Drasby & Company
5303 - 13 Sreel
Detroit, Michigan

Hebly Huls
526 Frandor Avenus
Lansing, Miehigen

Campus Bike & Toy Conter
Si4- 16 E. Willlam Street
Ann Arbair, Michigan

Phillips Poak fare
111 Esmn Main
Dassman, Montans

Cllskey's Office Supply & Stat
4 Eant Main Strea)
Bazeman, Moolana

Sgt. Louis Zovchi
139 Beived: Cirele
Blosi, nippl

Womesth's of Hickenasck
314 Main Street
Hackenaack, New Jersey

Disng Sioves Corporation
7801 Tonnells Avenue
Narth Bergen, N.J. 07047

Juck & TU01
I12 E. Palisades Avenue
Englewsod, New fersey

#. Kiuin Dept. Bores 410
&75 Route #1
Woodbridge, Bew Jersey

Alvanca
P.O, Bex 3
Westlield, New Jersey

F.A. Q. Schwars
745 Fifth Avenus
New York, New York

Hemry Silverstuin
B3 Ceatral Avenus
Albany, New York

Dos's Beok, Recard & Camers
Bhop

Avalon Hill games recently.
favorite dealer has not yet been listed,
drop us his name and address so that
we may include him in the nextprinting.

§ John Street
Hoasieh Falls, Now York

O Connnrs
24 M. Nisgara Streel
Tonswands, New York

5, Klsin Dept, Store
2500 Central Park Avenus
Yonkers, New York

CHI Dok Servies
131) Wickpecks Drive
Asbary Park 11, New Jersey

Ulhrich's
444 Main Bree
Bulfsla, New York

E. J. Korvette, Ine. #53
431 Boston Post Hoad
Forichester, New Yark

Berantons Book & Stationery Co
194 E, Maln Street
Rochastar, New York

L. Silverman & Sons
26t Avenue U
Rroaklys, New York

E. 1. Kervette, Inc, #30
2795 Richmond Avenue
Staten lsland, New York

George's Bicycls b Toy Mart
271 N W Boulavard
Gardon City South, New York

Bob's Habby Shop
16 Snowden Avenue
Ossining, New York

5. Kluin Dept, Stares #4
118 Hempetead Turnpibe
West Hampatead, L.L. N.Y.

Carner Rook Store
109 N, Tioga Street
Ithaca, How Yark

Bloamingdale Brothers
Lexingtan Avamiie « 60th Street
Mew Yark, New York

Toyland
1308 Lioyd Center
riland 12, Oregas

Burrows Bros, Cuardian Co.
417 Buclid Avenue
Cleculand 14, Ghia

Book & Card Mart
10 South Main Strewt
Wilkes Barre, Penasylvania

Civil War Times Dlustrated
02 York Strest
Getrysburg, Peaseylvania

If your

Harrivon 3, Hays
A Pennsyivanis Avenus
rgh b, Pennerlvanis

I, Apokans & Campany
LE0b - Sth Aveoae
Pinsburgh, Fennaylyania

Kraun Department Stors
H10-14 Parade Srest
Eriw, Peanayivania

Jessph Horne Campany
01 Pena Avenus
Pittabargh, Penneyivaain

Shenk & Tittle
313 Murket Strest
Marrisbury, Pemnsylvania

Emerson Company
1633 Choutnut Srest
Philadelphis, Pennsylvanie

Mavy Exchangs
U. 8. Naval Service
Newport, Reade 1aland

Merry-Go-Rownd
142 Thayer Stremt
Providence, Rhode Daland CI904

Navy Exchange
NAAS Chase Field
Beaville, Tewss THIOZ

Layman fne.
426 Perking Ext,
Memphin, Tesnsssen

Falt - Bucharns
445 East on South Temple
Salt Laks City, thah

Benningion Booknhop
414 Main Street
Besningion, Vermest

Resoarch Analysis Corporation
Weutgate Reswarch Park

R, 122

MeLeas, Virginia

The Nokly Sport Shop
#42 Fourth Avanus
Huntingdon, West Virgials

Tha Bom Marche
Ird b Pine
Seattin, Washingten

Gimbel Brothers, Inc, Dt
Milwaukew, Wisconsin

Moseley's, Incorparated
24 Fast MUTHn
Madison, Wisconsin

Midvale Plass Hobly & Tuy Stop
521 5, Midvale Boulsvard
Maiison, Wisconsin 53711

You subscribers who feel there is a

and wins the game.

Game comes com-

definite need for some regulatory body
to give collegiate wargaming a firm
and permanent basis, should contact:
Walter Guerry Green III, Chief of Staff,
Wargames Team Commandant, Duke
University Company of Wargamers,Post
Office Box 5847, Duke Station, Durham,
North Carolina.

More Game Spoofs

$quander, AvalonHill's first attempt
at a spoof, has received excellent re-
ception from the mass consumer audi-
ence, While holding very little appeal
to most of you subscribers because it
is out of the realm of complex games,
its success with the mass consumer
has procreated additional ideas for new
games from Avalon Hill's own design
staff. Some of the better ones con-
sidered for publication are:

ADULTHOOD - a game of survival.
Each player starts off in Childhood.
He then becomes a Teenage Hood and
finally, if he can skip over the Draft-
age squares, becomes an adult hood

plete with black shirts and white ties.
Tournament game includes 36" switch-
blade bolo knife. Game is priced so
high that players will have to steal it
to play it. Based on realism, game
takes 21 years to play.

TAX EVASION - fast paced erasing
game. Players move around playing
board (form 1040) erasing their gross
income. Player who best manipulates
tax-loss carryovers, padded expenses,
capital gains and joint returns to his
favor wins an all-expense paid trip to
Fort Leavenworth,

UTOPIA - exciting welfare game.
Object is to work as little as possible.
Only healthy, strong-bodied persons
are allowed to purchase the game.
Players race around playing board in
taxicabs to collect unemployment, medi-
care, welfare and social security.
Winner is the player who accumulates
enough welfare so that he can open up a
business of his own cashing welfare
checks of other unfortunates. Embar-
rassed losers must wear Goldwater
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campaign buttons.
presidential advisor.

Subscriber Discount. ..

The Coupon shown below is for the bene-~
fit of the full-year subscriber. As soon
as you have accumulated 4 such cou-
pons, 1 each from this and succeeding
issues, you are entitled to a $1.00 dis-
count applied to the purchase of any
Avalon Hill game,

Winner becomes

Here's how it works

Each coupon is worth 25¢. But one
coupon alone does not entitle you to a
25¢ credit. You must accumulate 4
different coupons before taking advant-
age of the $1.00 credit, When you have
accumulated 4 coupons, then you clip
them all together and send them in with
your order for an Avalon Hill game.
When ordering in this manner, you
simply send us a check or money-order
for $1.00 less than the usual retail value
of the game,

Coupons can be used towards the
purchase of pgames, parts, play-by-
mail equipment and the General. They
are valid only when ordering direct
from the Avalon Hill Company. Cou-
pons are not redeemable at retail out-
lets,

More on Kampf

Want the facts behind the Avalon Hill
games you play, or would like to play?
Try Kampi. Kampf contains the story
behind the battle, supported by all the
facts a wargamer could want. Avail-
able now are; Ardennes Offensive 1944-
45, The Battle forFrance 1944, and Wea-
pons of World War II. For price and
subscription information on these 24-60
page pamphlets, write Kampf, 8512 5th
Ave., Brooklyn, New York 11209,

Murderer's Row
Quieted in Contest #12

The following subscribers did a fine
job holding Avalon Hill bats in check.
The embarrasment was so great that
Avalon Hill has disbanded their ball

THE GENERAL

team and returned to the wargame table
en masse. 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,
Hicksville, N.Y.

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

5. Fred Way III,
Huntington, W. Va.

6. Peter Nelson, 1316 Sicard St.,
Marysville, California.

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

8. Rick Elfbrandt,
Ave., Ontario, Oregon.

9. Robert Renschlein, 2225 Keyes
Ave., Madison, Wisc,

10. william C. Bishop, 794 Bedford
St., Stamford, Conn.

Free Avalon Hill games to you all.

501 1llth Ave.,

1109 S.W. 6th

1D = W S O T S i

25¢ 25¢
SAVE THIS COUPON

GOOD TOWARD THE PURCHASE
OF ALL AVALON HILL
PRODUCTS

MAY 1966
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Survey of Game Titles

Because Avalon Hill cannot decide
which new games 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 as pos-
sible. Please check one title only. (If
none appeal to you, write in your pre-
ference on the line provided.) In al-
phabetical order they are:

Basketball Strategy

Battle of Britain (World War II)
Guerilla Warfare (fictional game
based on Vietnam action)

Guns of August (World War I
conflict)

Korea

Jutland (World War I Naval cam-
paign)

Shakespeare

Vietnam

{your choice)

It is a do or die situation for The

U. S. Marines in Guadalcanal. The
Japs are holed up on Mt. Austen. To
win the game the U. 8. player must
eliminate all three Jap Units from Mt.
Austen.

The Operations Sheet lists the bat-
tles exactly as they are to be fought.
All you have to do is to select the Stock
that is to act as the die-roll for each of
the three battles. You must select
three different Stocks from among the
group listed below.

The judges will consult the sales-in-
hundreds column for the closing N.Y.
Stock Exchange transactions of Monday,
June 13, 1966 found in the Tuesday
morning paper. The last digit of the
sale-in-hundreds column will be match-
ed up against the Guadalcanal Basic
Game Casualty Play-by-Mail Table for
result of combat. Because Jap Units
have no retreat routes, retreats will
be considered eliminations instead.

This contest is free to all subscrib-
ers. Sirmply fill in the Operations Sheet

and mail to; The Avalon Hill Company,

l Prize

CONTEST NO. 13

4517 Harford Road, Baltimore, Md,
21214, Entries must be postmarked no
later than Jume 13, 1966. Print your
name and address clearly and make
sure you list the game you wish as
winning prize. Those who do not wish
to mutilate their magazine may send a
copy or photostat. Naturally, only one
to a customer allowed.

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

Select Stock from this Group

Ampex Goodyear Polaroid
Chrysler I.B. M. Goodrich

Food Fair Korvette White Motor
Ford Motorola Zenith

Gen. Elec. Sears Gen. Dynamics

: 'OPERATIONS SHEET

ATTACK| DEFENDING
| uniTs UNITS ODDS | STOCK
| 2/2 Inf. [29/1 Infantry| 1 to 1
I 2/1 Inf, |2 Mountains |1 to 1

1-LVT
| 2/3 Inf 6 RF Infantry| 2 to 1
| Name
I Address
| City
| State
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(118
Flid Blizkeig, Ras site proferved,
Tunruamenl gaise with fighters, sanc
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Fau the first thine shaws b e pubilie
(wiher fmam ibe members Diw), Thars
are s [II‘ wezancies left, I (nmresied
s . wme ol gour PBM
o M;ur-—rlm- batthen. Wa, Srnash,
wre iepnt fio
of e fulg
fimugh, 12 Highlgnd Dr,, Marth Cald-
wtll, Hew Ja o3

Urgestly Waated: Tesuss 570 1 & 0o
the Cuuerel, sod fie e of Chaneal-
lorevilin, camplate and in gosd condi.
thm. WL pay good +» bl reassoable -~
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sules |lpeluding Questions asd
o on Vuge b val. 2, aa. § el

Canaral”| excep Nuclear cupacity.
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fhew, Contact sither Oureald Gumpart,
B-10% Conbe Hull, Lemas College,

brieg. Preler lad bt will play sither.
Tiarnament or aptional gams, Cemar
114 Sgruce Dr.. Clen-

Hia. Wk et proteet
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any or sl el
= Jahn
Hell, 1231 B Wll‘iliv. Tulwa, Okli-
homa T4114,

ounouu fram H-m-. baw liherated
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unite belore the East Bay sirikes, Wo
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up wiih cholos ol geme(s) 1o Nocrates
X, A0 Landing Nd.. K

Spectre
ament which -:J,u-u ot up by you sl
me, according to what ex sgres upon,
wwd pleasw, suly Speetre's CO weite,

phone number, gLming ecperisnve, il
ihe siden, garmes, and levels af com-
mand yan desicw o George Philliss,
l:w.nv. The Tnnk. IVl Burton Honss,

e i Dv., Ca « Mass

! need (P, B M, | tstally unesperienced
wppmments ia BIUE and fairly inexperis
enrad apposents in Tactics 11, ' match
iy bevel. Also good players ln AK
feither wide in all 1), 1 guarantes &
seply, 1will take mm anpuse ls anything
for 1n-paraon fightlng whe lives closs
enough. Contnct Keith W, Osciman, §
Fleasant Woay, Peafleld, M. Y. 14524,
Phone: LU, 8-4898,

ave won Al [easi

my games and [ wirh to jain Spectre,
bt 1 den't bnow how, Will sny Bpestrs
orgasizstion ples se contact me, Dougles

Amls, 4137 Hlewr S, Plessanton,
Califnrma,
Tar Hamn ETT Ter

Rubject: Uniting youtr
th the lron Crowses,
¥t Teceived & reply
ta your regussl to foin our clud becauss
you lailed to Delass your siddress, o
vou will send un your sddress we will
readily mnpwer you, Write; Brisg
Parkar, A01F Sierra Oval Paroa, Ohin
#4130 s nh‘ullll-l her.
Burvay r
Fast cards or lattars! l..iu wvery AH
wame you own and indicats which side
belleve has the advantspe by indirat.
I whal percentage of gamms you think
sach slde wsunlly wine on the sverags,
(Ex. - Midway; Japs - b5%; U5 - 194,
Encloss sall-adiressed stamped en-
valope for eopy of results, Send your
Uwotes' to Jared Tohanen, |548 Rochelle
Or, , Chamblee, Qa. 10005, Think you,
(T wewt soveral husdred respanams for
s meour wrvey. |
Tud Thompean -5 Towe an apalegy in
the million people nvalved in
play-by-mad "Afrika Korps" games
with ne, The simple truth is that we
Boat wir “Alriks Karpe® st snd with it
Gver hall eur recards, Semewhers in
Richmand, Virginie Tlexch wr Fisking
Ray srean "Afriks Forpe
ol many gumms, twe play.
and about 320 warth ul stamps and en-
velopes, Wa hope that thase we wars

bear us pe il lee

T ™ 7

Array

OPPONENTE WANTED

A ey ald mon wishes (o play Chans
vellorwville with & POM grid slmalar
1o ALM. 1 have squipment 1o print PBM
shients (or the pame. I interusied, wiite
e 1. Lewis, P.O. Box 125, Beston,

rhanssn,
aale AT WbLe- bl -
chusatis AH pluyer wishing 1o cuntribute
ta the downfall of impecialin Spectira,

Expariunce and ahilicy preferakle b
motnecannary, join the ouly wrgasisation
capable o destemying Spacive. World
Conguests, Ine, (en't let The name
throw youh Jobs wiew fie Blg summer
campnigna. Call or write o Arnoid
Hendrich, 10 Cale R4, , Wayland, Maas.
Phane  155-2997.

Fragalare, ¥ iver
War aud Strategy Came Sacioty, are
plonsed to nceept convmsnlans in Foar
Flay-bry- Mall Balingrad gamss granted
sy the MIT Strstegy Games Soclety! The

Trregulass are wirw accepting & limited

hall, [

Tengle, Intiana Universily. Blosming.
ton, Indiana 47401,

T wwilll ke 18 bnow ssme warpemers
in thin irea. Donjel O, 7. Mretek, b9
Narth Minth Street, lluunuf Wis,

Wrgamers T,
Kenpan, Mizsouri, l.‘-«l-ﬂh. Tewan.
Arbansis, Mew Memico and Loulebng,
20 applications can be hundied a1 this
time, Send age amd swparience to John

Hall, 230 South Lewlewille, Tulwa
Oklahama 74114,
w-a e Faellle "

and twu complein Cettysiiurg Hex ver-
wlon gamms, Will pay reasonahle prices
=¥ trade New Gettyshurg, D-Day, Tac-
tioe 11, ar U-Most gimes in sven se
change. Wally Willlamas, fr., 1507 W,
U3k fie, , Panams Flapida 12401,

Eireaecr
an the move, Anyene i Maine, New
Hampshire, Vermant, ar South-sas

peafer tha formers but we will ﬁbdu
thase srean. Mo answer in an ares
means [t Lo conquered. My omJ-l-hr
i

Cammand. Too All USCAC prospeects
lin wy stata), Suhject: Your adwilasion
o the best organization o the csaniry.
Command and stall pagitiors still avail-
able, Juin Now! Weite; Gonaral Williae,
Spanr (USCAC) O, 100 fpring Moad,
Malvern, Pamua. |$333,

Achrueg! 1 ased one prrson for Buige
and Afriba Korps to be played simul-
wneewialy by mail, 1 resurve the Ger-
tmans Lo Afriks Korps but the choles is
yours in Bulge, We will start abewmt
Tune I¥ but contact me new. Richard
2212 w“z

wre challenges amy
m oA £ul-a>-!-u wtall game of
Nitskriegs. The match will tabe place
ineither Evanston o Highland Park, T,
whichaver the defender chsoses, We
would siso lke 1o buy & game of Cleil
War to complete our collection of Avas
lem WL war p-ml, l-v:hmrlhll
Rebert ven Rithols, 21 Lakeview T4

LMM..
Sex han nathing to da with the follawing,
Now that ! have yuur agtaniton, t shal.
lenge amyuwe in the Utirs ares ta any
AN war geme, I prefer s live match,
Weite: Wicharl J. Paracka, cfo LE.

' with the

play the other A, H, gamms, c-um
Zuhn Aancourt, 10 Sanger Ave,. Walae.
wille, Maine 04801,

¥, B, M, Oppanents wanied for Blita-
krieg (either sida), Bulge {(sither wids),
Tuctics (Hed), Sealiagrad {sither side),
and  Afrika Korpe (Germen), Write)

Ted Dockel, Box 1413, Villanove Univ,,
y Penna,

OPPONENTS WANTED

Lomy o7 b Wigwn That PEM Jar reached
the West Cosst, Pusitions sf eppartus.
1y avallubls for thase Living Is Calil,,
Oregns, ar Wasi in ihe ron Crasees.
Semd @ linting of games owned, age,
Mrinl deseription of yourself, and &
wummary @l past experiewce o Jay
Walten, 3350 Siembre, Natisnal Ciry,
Califorels 92088,

Teeking face-te-(ace apponant wha wie
Joys & variety st games. 1 have Batile
ol the Dulge, Blemarch, D-Dsy, Satds
Cryy Stramgo, Broadeiss and

. Va, 441-4075,

tn B, Wi "

D-Day, Blits, or Cemmct
Htephen Gelzinger, 1475 Wythe Flace,

Brons %
My age E. ;E Eﬁ Tabs on anyene In

L combat in btk

(Unlen Side), Stalingrad, Midway (Japas
uess sldel, D-Day, Afviks Karps [Bric
tah sida), Waterlaa [Napalwan's side),
awl Tockies 1L Where are all you
ehickens hlding? Come wa 2idl Contral
Lr,, Apt. | South, Flasenser, Mi,,
& 195

Aihitung G T Wenrmacht
OKW - |# now takiisg snlistees for con-
flet vesulting in world  demisstios,
Hepes for eresting four Panser armies,
Al imterestud seud eritqus inalimting
mumier and nimes of GRS Yo pos el
wnd ability of ploy 1o Oberfeldmardhal
Thwmas Crawford, Bes 28017, Adlania
2, 103

Achtung: All reslients ol Midland. Odes-
#8 suglon whi dowire 1 coordinate sn
white gronp shoulil cestaet by quiches
menne possible Fleld Marshal Churk
Von Andersan st 0N 4-5529, 3043 Hum.
bils, Midland, Tesas,

Specire han bowen deleatsd [n Fenne,,
by the vivtorisus forces af the Confed-
wrate Army of Central Pesnsylessls,
New we are varning wouth to linish the
ik, bur we weed won 1o fight with
Snim cur great southern armies na
we clean up the spectre musn, Wrils
b Jim 1. Birnle, Li. Ceneral Com-
manding, 7 Clemson Drive, Camy Hill,
Peana. far memborship snd for chal.

B in Al au m-lnl]

Harme wn -
wd, woild.be granrais la ﬂu'l'otrn ares
reguest live apponents, Also accasianal
live yamms wn Okinaws or in Denang
aren, Wil alas sot up FRM games with

Boynett Apartheld {segregation) War-

v of our grep far

all wur games swcloding DeDey  snd

mmtl Ploasn lusluds first move,

l«lﬂmm ote., im initisl eor-
sl

v figuces or
mtuum within e Wapubdic uf
Scuth Mrica. Fay

ey,
I'uut. P tﬂﬂl, AP San Franvisen

tion, plesse centace Robert Murphy, 22
Millay Placw, Mill Valley, Califorula,
Please enclose s stamped, selfosd-
dreesed

aparianced bul enthusiastic gemersl
wishes lo challenge others like me in
Blitakring PUM, Would prefor some-
ane who could sand ble moves quickly,
Kevin A, Brown, 210 W.l Callage Ave,,

Avan el

T am locking far -w-—-uil fut‘luli
(dum), Bulgn, Blitshving, Afrika Korpn,
::urun. and Stalingrad in which [ am

Bagley, N0 0 Main @,
New !ark 13380,

Wan Amymns ¥ v
Alrika mpl or Pattle of the ‘ulgo ar
Bittskriog to play by mall, Welte: Dale
W. Nelsom, 6448 Dellwond Dr., M. %,,

E‘é'u Edinm. IHI‘
arnia Allied Came

muwmmmndm.um

alsa D-Day (i
Rusaell Schsaidt, Boe 2241, The Citadel,
Charle,

I8 new gatiing
l'-thﬁ-l The first chance tu jain the
BSeulbwirn Califorsis Army o resiess
the Fashrar is now! Far detalls, writs
tw Mare "Loseless” Herbery, 814 Hildn
S, Anahelm, Calld, $LB04; ar phose
TTE-900%.

Midway,

blhmwn,. ar the new gume af Guadal.
eapal, amd would like to meel me in
persen, call me a1 Ares Code 213, 336.
B955, ar wrlts me at 13M South Glen-
dora Ave,, Wess Covina, Must tell you
fhat 1 am invincible. anyors thai has
playwd me has besn slicghtersd to &
man, Talways thke the great Amistif]
From Kes Croshy, Fleld Marshal of

Southern Caliarnis Axis Farces.

Wention War Game T

waw ldsan lor denigning new gamas and
revising old sass? Then Desigs 3 le
fur yosu, Published siz times & poar,
mach jgsne containg &1 lea el neven pages.

The fi fmnue lo wasting for distriba-

tion. Writer John Adams, 10 Juracks

Fh. . It Y. l2306.
w e in

et m-rbu areal J\.w- In Marty

Carcling or sny sdiscant state who is

interested in this the fires truly mser-

natiopal wargeming club shoold comact

Ed Turner, 3725 Vas Dyke Avw,, Raleigh,

Maurth Carsling 37607, Juin us now. or
o have 1 s Inler,

e 0} game
Diplomagy ¥ Cama will ba played quick-
Iy sod efficlently, Seud first, secead,
amd third cholee preferences of sides
te Mobert 1. Beyma, T00 K. Hops B8,
Floehus, Va, 21368,

Experianced wargamnr, yol mexperis
enced at FOM, wishes to play Salingrad
wr D.Day, sithes alds, Pleasn semd
repllos tor James Mrxsianer, I2 Woad.
£ruat Dr., S8, Loojs, Me, k1124,

s EMTY I Lennensse intare
indestroying Spectre and sther barbaric
wluba, Jols World Conguusts, Inc. in
Tennwrasne, Pinass write (o Henny Bain,
4427 Lesland Lane, Mashville, Tuun,
ITI04. sndfar Lee M. Hendareon, I640
Upahur #,, N.W,, Washingtam, D.C,

Duat anyone wani ta @ifcuss mpeciic
rile changes in Stalingrad or other AH
wargame ? Also, I will enckange aciiml

T
w Mich. dBA02.
T thare (s axyooe (b the Towa ity area

whs wante te play Midway, D-Day,
Waterloo, Alriea Horps, Bulge, face-

sddrens ls 331 Melross Ceurt. My

Ls 338-0245, Jim Kalire,
Yo arm * area,

come ta the Univaruity of (Mlinsis War-
game Club, 200 p.m. Bunday in room
271 af the Llini Unloe on the campus, o3

call IET-481%,
FEM npponents Tr Tiliskrieg, Bulgs
wid Alrika Korpi. l-ll:l-h-ﬂ-tll‘
sny roles (encluding Weather snd No-
clear la Bilsz), Write Jobm Schedler,
S 40 Wash, ¥4,

w ) apponeny

e wwparienced two man sl will
play asy wlds, in any of these games;

Blemarck, Midway, U-Beal, Tactics I.
Grttysbarg "84, Outiyaburg 'o4, Water
lso, Blitzhrleg, D-Day, Bulge, Stalin.
wrad, Afrika Korps, We would prefor
e Latest wditions of the rules (o D-Day
2wl Bulge.

Opponenis wanted 10

' play Gerrysburg,
TFacties und 'R’ all a1 once, Send
your first mave wr sst-up, | will ealy
play all three games at the same time,
For Geltyshurg make sure you euclose

the uwnits facing direction. Any side,
Basm  Denohus, 1209 Blue Jay, Pinte-
L,

AgErEssor wants yua. yeu are
wnnugh to qualify you could become »
part of the most slite, and aggressive
erganization in A, H. bistory. We want
wnly esparionced, hard-core saldlars.
Quly the fimeal jein Aggresser. We
o't vare what you were (Spectre, wie, |

by will be conaldered an admission of
dufeat, Replyr Victor Gervel, Jr,,
Minister of the interiar, Aggressor
Homaland, 5151 Junists St, Deuluih,

oy 8l
gor, Peeneylvanis, wonld like e pere

st moucloar) wr Afrika lu;r oy Al
Exce-to-face with asybody in the Tubas-

Sutter ares, Call T4d.1807 or write
Petwr Nelson, 1316 Sicard 51, Marys-
wills

wargemes in parsou, Plesse contset;
Jack T. Avery, 100 Robals S, Ridge-
fre Culifornis #1555,
g, e

sadly laching o POM sxparisnce seebks
oppensnt, For am sssy masssces in
almont sny A H, gume and chess, cone
tact Kenny Woug, 83 Lewis St. . Briseol,
Conn, $6010 or phome $03.0256, Bui,

wnd all Russian defenses st H-i To.
placement raies in
initlal placwments b lﬂnu-unnn-.
Winthrop H3l, Harvard, Cambridge,
&3, 011
reca pres
I FFe "
velope, aud ens quarter ta me. There
will b & consalation araund for those
unlucky few who loss in the first rousd,
Alsm sxperimnced wargumer wishes o
wlay D-Day, Afrika Kerps, Cottysburg

o Waterloo by mall. Writer Alvin
Eilray 630 W, Lith, Ads, Olahoma,

Ml Bave Balge play by medl bie, MY, laudy, A seply i 82189, Horiual fee will be n-(unnnl_ 2011, wenn't provivies whe'll be really sealped.

Allabove ads are inserted as a free service to full-year sub-
scribers. We prefer ads to be typewritten and limited to 50
words maximum., We reserve the right to re-word your
copy. Only one ad per subscriber per issue is allowed. Ads

will not be repeated from issue to issue, however subscrib-
ers may re-submit the same ad, or new ads, for each suc-
ceeding issue. Ads received after the 15th of the month
preceding publication will appear in the following issue.





