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The General is edited and published by The
Avalon Hill Company almost solely for the cul-
tural edification of adult gaming. (It also helps to
sell Avalon Hill products, tool)

Articles from subscribers are considered for
publication on a gratis contributory basis. Such
articles must be rypewritten and not exceed 700
words. Examples and diagrams that accompany
such articles must be drawn in black ink, ready
for reproduction. No notice can be given regar-
ding acceptance of articles for publication.

All back issues, except Vol. 1, Nos. 1 & 4, which
are out of stock, are available ar $§1.00 per issue.

Full-year subscriptions @ $4.98,

©1867 The Avalon Hill Company, Baltimore,
Maryland, printed in U.SA.

COVER STORY:

JUTLAND - so unusual that its design
has been a year in preparation. In fact,
it still isn't complete at this writing.
However, release date is scheduled for
April 10th.

JUTLAND has been long in develop-
ment for several reasons. In the main,
it's design is a real departure from the
normal battle game type. We had to
cut costs somewhere so something had
to go. Yes, you pguessed it. We've
eliminated the battle board.

Obviously, your first thoughts are,
"Where do you play it, in the North
Sea?'" The answer is, '"Yes and no."
The North Sea is the location of this
World War I epic between the British
Grand Fleet and the German High Seas
Fleet. And because the game includes
over 100 Counters representing capital
ships alone, it cannot be played within
the confines of a printed wmapboard.
Thus, JUTLAND can literally be played
anywhere - on the kitchen floor, on a
pool table, even in the middle of the
town plaza.

The object of Jutland is destruction
(hah, what else?) of enemy fleets. Hits
are recorded in as accurate a fashion
as possible. JUTLAND is three games
in one, starting with a basic version
and graduating on up to the optional
tournament game. It's Avalon Hill's
first ship-to-ship combat game...com-
plete with everything except life rafts.

Available first in Stores

Avalon Hill's fair trade practice pre-
cludes the mail-order sale of this game
until all shipments have been made to
stores. Our regular mailing list people
will not be advised of this game until
later,..you know about it now. Check
your dealer in April =
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The Avalon Hill Philosophy - Part 2

The Search for Historical Accuracy
- is our subject. For enlightenment
on this topic, we went to the Research
and Development Department (The
Men's Room) for random discussion
with Kenneth Johnson, Sales Manager,
Thomas Shaw, Marketing Director, and
Lindsley J. Schutz, Research & Design
Director. Mr. Johnson, was brought
into the discussion because of the em-
phasis on historical accuracy as a sell-
ing tool in this highly competitive game
industry. Mr. Johnson's background
includes 31 years as distant nephew to
President Smith - (very distant in light
of poor sales recently).

Coming to AHwith agency experience
in advertising, Mr. Shaw is quite fa-
miliar with the linkage between the de-
sign and promotional aspects of game
publishing. Absent from the discussion
was Mr, Schutz, currently on a sabati-
cal at Jowa University. Joining Avalon
Hill in 1961, Mr, Schutz contributed
greatly in the research and design of
earlier games vintage Waterloo, Stalin-
grad, Bismarck and Afrika Korps, and
Midway. The Discussion:

THE GENERAL: If one were to de-
sign a battle game right from scratch,
where would you begin?

JOHNSON: You determine the sales
potential of the title first., Many fine
games come to us for publication, but
because their titles don't have a sale-
able ring, we reject them -even though
they may be excellent games.

SHAW: Actually, Ken, I think he is
referring to the steps after a title has
already been determined. In this event,
the answer is not a simple one, For
instance in researching Gettysburg, one
of our first games, sources were easily
obtainable through our public library.
Stackpole publications, in Harrisburg,
Penna. supplied excellent and accurate
data including the location of every hill
and gully over the battleground. We
even visited the area ourselves to get a
proper perspective, especially to de-
termine what were actually hills and
ridges.

THE GENERAL: Then historical re-
search was easy for Gettysburg...but
I bet you didn't do that for Stalingrad.

JOHNSON: This was a tough one...
and it always strikes me funny when
Lindsley would receive so-called ac-
curate orders-of-battle sent in to us on
this from game nuts. Why, Lindsley's
research boys had to go down to the
Library of Congress to get accurate
data, German info was easy...but be-
cause Russian statistics were practic-
ally non-existence this game was a
tough baby to design.

THE GENERAL: C'mon, now...
look at all the books published onOper-

ation Barbarossa.

JOHNSON: Who says they're accu-
rate, Listen, I'm out in the field and
I know from experience that historical
authors take a lot of liberties just so
they can be the first to get their ac-
counts in print, Believe me, the race
for commercialism is creating an am-
moral society when it comes to writing.

SHAW: All this Kennedy and Warren
Commission business is an excellent
case in point, right Ken?

JOHNSON: Exactly...facts become
distorted and often the true picture be-
comes clouded to prove an author's
point, especially since most of them
have a biased opinion on the subject
which is usually the reason they are
writing in the first place,

THE GENERAL: So what's this got
to do with Stalingrad?

JOHNSON: Just this...accurate data
on the Russian front just wasn't avail-
able. And, I don't care which historian
you are going to quote from. The only
truly accurate data was takenoff of Ger-
man Maps that we were allowed to photo-
stat in the Library of Congress, Of
course, everything was printed in Ger-
man. ..

THE GENERAL: With a name like
Schutz, that was a problem!

JOHNSON: The problem was mar-
keting, As far as accuracy goes, the
Germans have always been noted for
careful attention to detail. That's why
we feel that Stalingrad is the most ac-
curate of all AH games. Incidently, to
point up this German preoccupation with
detail, as the Bismarck was heading
towards its watery grave, its captain
received a wireless from the German
High Command to ""save the log book,"

THE GENERAL: Interesting. But,
going back to your statement on Stalin-
grad's accuracy; this implies that Ava-
lon Hill games are not completely ac-
curate, Won't this disturb many of
your fans?

SHAW: Disturb, Shmisturb...let's
be realistic. We have found no two
accounts of any battle to be identical.
So who do you believe? You simply
follow the consensus of the majority.
If, say, 4 out of five history books
places the lst Division at Tobruk and
the 5th book places it at Knightsbridge,
then you go by the majority.

THE GENERAL: What do you say
when someone writes you saying that
such Units should be at Knightsbridge ?

SHAW: Obviously, that person has
consulted just one book...and since we
really aren't sure who's right and
wrong, we will cross-reference such
information if enough similar letters
are received. For the record, we get
fewest letters on Stalingrad disputing
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the historical data than for any other
game,

THE GENERAL: For what game do
you get the most?

SHAW: It's a toss-up between Bulge
and D-Day. With D-Day, you have a
game of monumental proportions. And
because it was designed back in the
early days of Avalon Hill, we were
guilty of the innocent sin of naivety.
We simply regarded one book as the
ultimate source and didn't bother to
cross-reference its material with any
others. I won't say which book that
was because we still regard it as fine
reference material, now convinced that
no reference material is 100% accurate.

THE GENERAL: Then how could you
leave a game on the marketyou knew to
be lacking?

JOHNSON: We didn't. All along I
had insisted that the game be up-dated,
especially after one of my best dealers
informed me that the British 50th Divi-
sion, a most important Unit, had been
left out of the Troop Counter Sheet.
So, we came up with D-Day '64 which
added Air Power, it made a few cor-
rections to the Netherlands area on the
mapboard, and generally corrected a
few design blunders. Of course, we
still get letters stating that specific
Units have been left out.

SHAW: Let's face it, Ken, we could
re-design these games forever and
still never satisfy everyone., And, you
talk about a flood of letters, Bulge is
the game that has evoked wide dispari-
ties among our fanatics. Here is a
game that we knew was going to be the
most difficult to research. We decided
to sub-contract the research to a three-
man team, actually they were college
students, headed by Lawrence Pinsky
of Carnegie Tech, He spent days at
both the library of Congress and OCMH
(Office of the Chief of Military History).
More cross-references were made
then for any other battle game. And,
by the time Pinsky's group had come
up with a final order-of-battle, we were
convinced that Bulge would be the most
accurate game of all,

THE GENERAL:
isn't... ’

SHAW: Who says? Here again,
you're going by the amount of letters
we get on the subject. And here again,
we have made a letter-to-letter com-
parison to find that no two people have
sent us an identical order-of-battle.
Therefore, none of them are complete-
ly accurate, either. Further, what
most players don't know is that there
was much switching and re-naming of
Regiments going on at precisely this
time of the war. We have to take the
word of OCMH, not that of commercial
historians. We admit to this, however.
Our interpretation of data received
from OCMH is in error in several in-

Unfortunately, it

stances...

JOHNSON: Not to interrupt, Tom,
but haven't you received a more ac-
curate order-of-battle from "Kampf"?

SHAW: "Kampf's'" material is also
based on OCMH. However, Schutz, who
has had a brief opportunity to digest
some of '"Kampf's'" earlier material,
feels that they are mostthorough., They
go into great depth to re-check their
historical material, even taking the
trouble to question themselves in print
whenever they have uncovered new
sources. You know, of course, that
we have sub-contracted research on
future games to this organization.

THE GENERAL: Off on another sub-
ject, now, what got you fellows into
digging up these war heroes such as
McClusky, McAuliffe and Dickson?

JOHNSON: Believe it or not, that's
up my alley. Eric Dott, our behind the
scenes vice-president of a department
entitled, "How to sell games by wheel-
ing and dealing in personalities'" came
up with the gimmick of using heroes for
testimonials. ..

SHAW: (chuckle) This actually makes
Eric president of vice...

JOHNSON: I should have his vice-
like grip on the successful-promotion
corner, At any rate, he had a friend
who knew that Rear Admiral C. Wade
McClusky was somewhat the hero of
the battle of Midway. '"Wouldn't it be
great if the admiral would endorse
Midway?'", he mused. '"Great idea,
Eric, I replied.! He'll be flattered
out of his mind for the chance to be
associated with a sophisticated outfit
such as Avalon Hill." "Who the heck
is Avalon Hill," answered the admiral
over the phone.

THE GENERAL: You really had a
selling job to do then...

SHAW: Wasn't hard at all, really.
As a matter of fact, Eric, Lindsley
and I convinced him that we did have an
unusual product here,.. so much so that
he not only approved of the whole thing,
but lent his knowledge to authenticate
the whole thing. He even allowed us to
publish his own personal eye-witness
account that he had typed out only days
after the actual event. This was quite
a wind-fall for us and opened our eyes
to expanding on the use of military fig-
ures to authenticate other games. We
spend many fine hours with McClusky,
re-living the actual episode and listen-
ing to his observations which proved
many historical accounts to be inerror
...one such account placed him on
several bombing raids after his initial
raid when in fact he had been so shot
up during the first raid that he was ac-
tually in sick bay during the times his-
torians place him in the air.

THE GENERAL: General McAuliffe
was a tough one to crack though, wasn't
he ?
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JOHNSON: I'll say. He didn't want
to have anything to do with us at first.
But he became so enamored with the
educational aspects that he thoroughly
checked much of the Bulge material.
He made one change that no historian
has taken account of, and that involved
the transfer of glider regiments be=
tween the 10lst and 82nd airborne divi-
sions.

SHAW: The most helpful of all was
Colonel Donald Dickson. Not only was
he involved personally in the Guadal-
canal campaign, his artistic leanings
re-captured much of the personal fla-
vor in addition to the historical data of
the real campaign. His '""Leatherneck's
Illustrated' booklet, assembled with
Guadalcanal, is the finest of its kind
anywhere.

JOHNSON: ...and a great sales
promotional tool, too.

THE GENERAL: So how come the
game's a bomb?

JOHNSON: Beats me,
because it isn't accurate.

SHAW: Say, Ken, remember that
nut who said the 3rd Pitchfork battalion
was left out,..do you think he was kidd-
ing?

THE GENERAL: Kidding or mnot
we'll end this interview at this point,
fully convinced that AvalonHill is dead-
ly serious about their historical re-
search, If there is a better way to go
about it, let's hear from you.

We especially want to hear from you
regarding the questions: 1) How did
you first become interested in Avalon
Hill, 2) What the battle games mean to
you, 3) What improvements you feel
are necessary design-wise, 4) What
convinces you to obtain one battle game
over another,

Keep your answers brief, within 25
words for each question if possible, and
address them to: Avalon Hill Philosophy,
incare of thismagazine. Letterschosen
at random will be the subjectmatter for
an up-coming article in this series.

But it isn't

Wargame Magazines
Coming on Strong

One year ago one had to look far and
wide to read anything concerning the
growing cult of war games. Suddenly,
today, we find a good dozen or so
periodicals designed "'to bring the read-
er all aspects of wargaming so as to
further the hobby and the industry and
produce the highest quality of skill at
our art."

This last quote is the editorial phi-
losophy of "Strategy & Tactics", a
brand new 12 page publication edited by
Christopher Wagner, an Air Force Sar-
geant stationed in Japan. Their main
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goal is the development of the general
wargamer, and is not limited to pub-
lishing news on commercial wargames,
rather, it's articles deal with all types
of wargames; commercial, amateur,
sandbox, and otherwise. Our review of
their very first issue found a delightful
pot pourri of articles ranging from war-
fare with miniatures to discussions of
sandbox warfare to a description of a
home brew game entitled "Remagen
Bridgehead,'" designed by their asso-
ciate editor Henry H. Bodenstedt, him=-
self the editor and publisher of another
""magazine' entitled Kommandeur.,

Because of its editorial broadness,
we think that "Strategy and Tactics"
deserves Avalon Hill's 5 star applaud.
Your comments should be directed to
their stateside publishing house, Box 65,
Adelphia, New Jersey 07710,..sub-
scriptions are available for $5.00 per
year - back issues priced at $.60.

"Kommandeur, ''also available at
this Adelphia, New Jersey address,
deals in great depth with the historical
background of many real battles. Bo-
denstedt, himself the proprietor of the
Continental Hobby Supply House, is
greatly interested in military minia-
tures, His magazine, which actually is
more of a newsletter, will hold great
interest for fanciers of the table top
wargame. For historical accounts, and
articles of interest you would not find
elsewhere, "Kommandeur' is an excel-
lent publication.

Probably the most outstanding of all
of the new magazines dealing with his-
torical backgrounds of great battle is
"Kampf'", edited by James Dunnigan,
8512 Fifth Avenue, Brooklyn, New York.
Kampf is '""a series of lucid, concise
and inexpensive military histories -
treating its subject matter with the
analytical precision of a G-2 presenta-
tion.'" It contains orders-of-battles,
troop strengths, characteristics of
weapons, tactics and an incisive nar-
rative of the battle campaigns them-
selves, Numerous maps, charts, dia-
grams and illustrations also enhance
this publication's value. From person-
al relationship we find that Mr. Dunni-
gan delves quite deeply for correctness
in historical data. A fiver sent to his
Brooklyn, New York address (above)
will entitle you to a six issue subscrip-
tion.

The above three periodicals are
quality printed publications, While
there is naturally some overlap of in-
formation, and despite the fact that
they are somewhat competitive to '"The
General'', we nevertheless recommend
all of them to the true battle game
fanatic,

We also receive informationregard-
ing smaller, but interesting publica-
tions, ranging from simple newsletters
to mimeographed sheets.

"The Panzer', $.15 per copy from
Panzer Publications, 194 Kottenger
Avenue, Pleasanton, California, deals
mostly with facts relating to battles
and wars now published as Avalon Hill
games or which might in the future be
added to the line. Their editor is
Douglas Amis.

""The Avalon Herald", $.20 per copy
from 423 Manor, Grosse Pointe Farms,
Michigan, is unique in that it delves
strictly with feudal wargaming. Mar-
shall Massey, their editor, seems to
have a real fun thing going for him.
"The Tank'", dealing with great battle
campaigns, is available from the MIT
Strategic Games Society, Room 401 -
Student Center - 84 Massachusetts Ave.,
Cambridge, Massachusetts 02139,

Space limitations preclude us from
reviewing all periodicals that exist.
However, future issues will carry re-
views and critigues for your interest,
While such publications in essence are
competitive to The General we feel in
the best interests of wargaming per se
to advise you of their existence, Of
course, anyone caught cancelling his
subscription to The General in prefer-
ence of one of the above, may expect
to be visited by our heavy in Chicago,
Myron Mafiani.

Buyers' Guide

by Donald Greenwood

After reverently wishing someone
had done this before me several times
in the past, I am submitting my ver-
sion of a buyer's guide for A. H. games.
As a player of the games for the last
5 years, an owner of all 15 A H. sports
and battle games, a subscriber to the
General since its start, and a gamer
with some 500 battles under his belt, I
feel justly qualified to render such an
offering to the General's readers, This
article will be devoted to the relatively
new wargamer who is not quite sure
which one of A H,'s fine products to
invest in next. I am sure it is a recog-
nized fact that different games are
suited to different personalities. So,
without further explanation let's get
into the mechanics of the chart. Fol-
lowing is a list of abbreviations which
will enable you to understand the chart
more thoroughly: PT; playing time,
PB; play balance, E; enjoyment gener-
ated by an exciting finish, HA; histori-
cal accuracy, C; complexity of game,
B; whether game is good for a beginner,
PBM; ability of game to be played by
mail, S; suggestions.

The games are listed in order of
my personal preference, so:

1. Football Strat, - PT; 45 min.,
PB; Even, E; Excellent, HA; none, C;
easily understood yet challenging, B;
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very good, PBM; poor but possible, 5;
organizing of leagues and keeping of
statistics enrich this game even more.

2. Midway - PT; too long - takes
almost as long to set up as it does to
play, PB; big edge to Jap, but can be
evened up, E; excellent, HA; very good,
C; detailed yet not complicated, B; so-
so, PBM; impossible, 5; even up with
B-17 and Gutenkunsts sub rules,

3, D-Day - PT; dependent on suc-
cess of allied invasion 1-4 hr., PB;
slight edge to German, E; excellent,
C; easy mechanics, B; good, BBM;
good, HA; excellent,

4, Bismarck - PT; 1/2 hr., PB;
slight edge to German, E; excellent,
HA; Good, C; Avg., PBM; impossible.

5. Tactics II - PT; 2 hr., PB; big
edge to red, E; very good, HA; none,
C; Avg., B; excellent, PBM; very good.

6. Stalingrad - PT; 2 hr., PB; big
edge to German, E; avg., HA; good,
C; Avg., B; good, PBM,; excellent, 5;
4-5-6 replacements.

7. Baseball Strategy - PT; 1 hr.,
PEB; even, E; very good, HA; none, C;
avg., B; good, PBM; poor butpossible,
S; organization of leagues, keeping of
stats, and use of A.H. world series
counters.

8. Afrika Korps - PT; 2-4hrs., PB;
edge to allies, E; poor, HA; good, C;
fair, B; poor, PBM,; good, S; use sup-
ply table and A.H.'s other equalizer
rules.

9. Waterloo - PT; 2-3 hrs., PB;
edge to French, E; fair, HA; good, C;
fair, B; poor, PBM; fair.

10. Blitzkrieg - PT; 4-6 hrs., PB;
even, WHA; none, C;very, very
complex, B; very, very poor, PBM;
fair.

11, Guadalcanal - PT; 2-4 hrs., PB;
even, E,; fair, HA; excellent, C; very
complex, B; very poor, PBM,; poor, S;
use of optionals.

12. Gettysburg '64 - PT; 2 hrs., PB;
big edge to Union, HA; very good, C;
fair, B; poor, PBM; poor,

13, Battle of Bulge - PT; 2-4 hrs.,
PB; dependent on optionals used, E;
avg., HA; poor, C; a little too much,
B; poor, PBM; fair.

14, U-Boat - PT; 10-30 min., PB;
favors U-Boat, E; very good, HA; fair,
C; a little confusing, B; sub-par, PBM;
impossible.

15, Lemans - PT; dependent on laps
run, tm, PB; good between the
right cars, E; fair, C; easy but boring,
B; mediocre, PBM; impossible, 5;
could be improved by modernizing cars,
adding third lane to track, and not
limiting number or kind of cars, this
game requires many players; the more
the merrier. Happy Shopping.

AH is grateful for this compact buy-
ers' Guide, Comments should be di-
rected to the author, Donald Greenwood,
128 Warren St., Sayre, Penna.
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Avalon Hill at Hobby Show

AvalonHill, recently elected to mem-~
bership in the Hobby Industry Associa-
tion of America (HIAA), exhibited its
products for the first time at the an-
nual week-long Chicago Trade Show.

Participating with over 450 hobby
manufacturers, the traveling sales
staff of AH was able to tell its unique
story to 4500 dealers who had come
from every state in the union to see
"what's new' at this 30th annual con-
vention. The blizzard, arriviog in
Chicago this same week, did not deter
the crowds determined to get a preview
of new and exciting hobby merchandise.
Actually, the exciting part was getting
there in the first place...and having
chosen rail travel as the mode, playing
Dispatcher all the way, The Avalon
Hill sales team was among the first to
set up its exhibit.

Ray Johnson, James J. Stein, and
Myron Brundage manned the 8' x 8'
booth as shills, Actually what they
did was to block the aisle with games
in progress during the entire length
of the show. This gambit evoked inter-
est among the curiosity seekers who
lingered just long enough for our se-
ductive secretary to close the sale.

Major Battles & Campaigns: Libya & Egypt, 1940-42

By James Tribolet

The O'Connor Campaign (Dec. 1940~
Feb. 1941)

1. Disposition of Allied and Italian
Forces.

On June 10, 1940, the date of the
declaration of war by Italy, she had in
Libya 15 divisions; in Tripolitania, 6
regular and 2 militia divisions, in Cy-
renaica 2 regular and 2 militia divisions,
and at the frontier, units equivalent to
3 divisions. These divisions amounted
to 215, 000 troops, first under Marshal
Balbo and later under Marshal Grazani.
The British had the 7th Armored Divi-
sion, two-thirds of the 4th Indian Divi-
sion, one-third of the New Zealand Divi-
sion, 14 British battalions, and 2 artil-
lery regiments, which amounted to
about 50, 000 men. At first the British
guarded the frontier with the 7th and
11th Hussars, 2 motor battalions of the
60th Rifle Brigade and 2 artillery regi-
ments. In August these forces were
replaced by the 3rd Coldstream Guards,
the 60th and 2nd Rifle Brigades and 2
mechanised batteries. By October the
British had received, in addition to the
other forces, the 19th Australian Bri-
gade and the Polish Brigade plus the
remainder of the 4th Indian Division.
This together totaled 56, 000 men and

AH Secretary Christy Shaw gives hobby show
pitch to James J. Stein during convention in
Chicago’s Sherman House. Showing apparent interest
in the games, nearly 4500 dealers lingered at booth
upwards of 5 minutes each (which is the time it
took to disengage the bear trap from their ankles.

The object of such an exhibit was to
increase the availability of adult games
in stores, making it easier for you to
purchase them in your area, rather
than having fo go through the time-
consuming project of ordering by mail
direct from the factory. We urge you
to buy from a dealer whenever possible,

212 guns. These forces were command-
ed by Maj. General O'Connor in the
field and Gen. Wavell in Cairo.

2. The Battle of Sidi Barrani (Dec.
9th-12th)

In the autumn of 1940, the Italian
10th Army with 10 divisions advanced
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to Sidi Barrani. It halted there and
built several strongpoints. There were
only skirmishes until December. On
December 9th, the Tth Armored and the
4th Indian and the British 16th Brigade,
altogether containing 25,000 men, at-
tacked the camps of the Italian south of
Sidi Barrani. While the two divisions
cut through a gap in the 10th Army's
defenses, the 16th Brigade advanced
down the coast road. The number of
prisoners was tremendous. The Cold-
stream Guards actually reported cap-
turing ""5acres of officersand 200acres
of other ranks.'' On December 1llth,
4th Indian was replaced by the 6th Aus-
tralian Division, Over 38, 000 Italians
were captured, while the British had
only 528 casualties.

3. The capture of Bardia (Jan. 3rd-
5th, 1941)

After advancing to the Libyanborder,
the British prepared to attack Bardia.
Bardia contained parts of 4 Ttaliandivi-
gions, within a 14 mile perimeter with
wire and blockhouses. The 7Tth Armor-
ed Division blocked the north and north-
west sides, The bth Australian, the
16th Brigade, and the 7th Battalion RTR
with 23 "I" tanks, one machine gun bat-
talion, and the 2 artillery regiments
attacked the western perimeter. The
attack made swift progress. When the
fortress surrendered on January 5th,
45,000 men, 462 guns, 115 light and
20 medium tanks, and 750 trucks had
been captured.

4, The capture of Tobruk (Jan. 21st-
22nd)

On January 6th, the 7th Armored
isolated Tobruk, which contained a
division plus a mass of unorganized
soldiers. It had a 27 mile perimeter
like that of Bardia. The 6th Australian,

THE BATTLE OF SIDI BARRANI
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the l6th Brigade, and the 7th Battalion
with 12 "I" tanks assaulted for fortress
on 2lst January. Immediately, an
Australian brigade breached the south-
west perimeter of the fortress. The 3
other brigades swerved off into the for-
tress. By the next day, 32,000 men,
236 guns, 45 light and 25 medium tanks,
and 200 trucks had gone into captivity.
The British now had a port that was
one of the best in North Africa.

5. The Battle of Beda Fomm (Feb.
4th-7th)
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After the capture of Tobruk, the re-
maining Italians in Cyrenaica began to
retreat down the coast road. They were
followed by the 6th Australian. Mean-
while, the 7th Armored was cutting
across the bulge of Cyrenaica via
Mechili, Msus, and Antelat., When the
7th reached Beda Fomm, they cut off
over 15,000 men, The Italians tried
to break out with the aid of tanks, but
all to no avail. This fourth victory de-
prived the 10th Army of almost 15, 000
men and numerous tanks and guns.

The entire campaign altogether netted
130, 000 prisoners, 400 tanks, 1,290
guns, and immense quantities of sup-
plies, all at a cost of 500 killed, 1,375
wounded, and 55 missing on the British
side. The British had captured all of
Cyrenaica in about 2 months. O'Connor
had a plan which probably would have
succeeded in capturing Tripolitania, if
he had been able to use the available
units in the Near East., However, Hitler
might have given Mussolini several
Panzer Corps, which if under the com-
mand of Rommel, might have captured
the Suez Canal, and even gone on to the
oilfields of Arabia. In this case the
Axis might have won the war. Any com-
ments ? Write: James Tribolet, 5441 E.
9th St., Tucson, Arizona 85711,

The Phyrric Victory -
The Doubled Exchange

by James J. Stein

Click! pgoes the dice. Hey, Hey! An
exchange! Take off one Russian infan-
try unit as well as two German Panzer

units. Seconds later in an accompany-
ing soak-off battle a German infantry
corps is obliterated. The Russian loss
amounts to approximately 20, 000 men,
while the Germans lose over 60, 000,
as well as hundreds of invaluable tanks,
Who haswon? The German, that'swho!
His remaining units can jump across
the river which the Russian unitwasde-
fending and thereby break an important
defensive line. At least that's how the
Avalon Hill game of Stalingradis played.
Let us now take a look at how such a
hypothetical situation would be dealt
with in real life.

The Situation: Somewhere in Russia,
German General Ludwig von Blunder
attacks the 4th Russian infantry Army
(Corps) with his powerful First Panzer
Army. The Russians are dug in inwell
defended positions on the opposite bank
of the wide Bloodbath River. The bat-
tle rages for thirteen grueling days of
bitter fighting and when the acrid cor-
dite smoke of combat clears, the Rus-
sian unit is annhilated to a man (the
only man to escape is the political com-
missar, Yevgeny Gufow). Von Blunder
has lost the cream of his Panzer Army,
two full corps in all. In addition he has
lost a crack infantry corps, slaughter-
ed outright, in a  supporting attack.
General wvon Blunder has, however,
accomplished his mission of forcing a
bridgehead acrossthe mighty Bloodbath.
Is he to be rewarded with the oak leaf
cluster on his Knight's Cross? Will he
be promoted to Colonel General? Will
he be personally congratulated by the
Fuhrer? You better believe he won't!
Within minutes of the battle, news of the
disaster will trickle forth to Army Group
headquarters where the stern, scholarly,
Field Marshall Gerd von Bluster will
drop his monocle and have a coronary.
His ardent Nazi Chief of Staff, General
Heinrich Schkweeler will immediately
radio the word to OKW headquarters
at Rastenburg. At Rastenburg, after
decoding the wmessage, 55 Adjutant,
Colonel Wilhelm Meddler, will awaken
the Fuhrer at one o'clock in the morn-
ing to inform him of the news. Ten
minutes later, after carefully scraped
the Fuhrer off the ceiling of the bunker,
all present will be subjected to a two
hour tirade on the incompetancy of the
General Staff, the Officer Korps, and
particularly our friend General von
Blunder,

Two days later, the hapless von Blun-
der has been relieved of his command,
stripped of all rank, decorations and
privileges, and imprisoned in Lands-
burg Prison, awaiting trial by court
martial for dereliction of duty and High
Treason, At the subsequent execution
proceedings, von Blunder (an avid de-
votee of Avalon Hill wargaming), with
bewilderment in his eyes, gasps out
his final halting words, "But I won the
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battle, It was an exchange.'
Incidentally, for those of you who want
to give the German a chance in Stalin-
grad, compel the attacker in double de-
fense situations to only remove in ex-
changes the value which the defending
unit(s) is worth at basic odds. Also
you might try using the Basic Game
Blitzkrieg combat results table, Com-
ments may be directed to James T,
Stein, 311 W, 104th Place, Chicago,
Ilinois 60628,

AH COMMENT: But Comrade Stein,
the Russians did lose 20,000 men, and
that's enough losses to send the rem-
nants of any Army reeling in retreat.
But don't worry about General von
Blunder's court-marshall. After los-
ing 60, 000 men, he and the rest of his
army will surely be wiped out first in
a counter-attack at attractive odds that
even Marshall Boobwitz would not pass
up, In essence, breaking the river line
ends up as a con-job enabling the Rus-
sian player to administer monumental
casualties in exchange for a little bit
ofterritory. .. certainly within the realm
ofrealism of any battle campaign. Your
article only carries the subject half-way
...and our comments are meant to be
a warning to German generals to be
more cautious in their selection of at-
tacks across river lines, Always re-
flect first on how tenuous your position
will be when it becomes the Russian
player's turn.

THE PRINCIPLES OF WAR

Mass & Movement:
Defense & Retrograde

By Capt. Mike Frankwicz
Myron Brundage, Editor

""Get thar fustest with the mostest. ."
the philosophy of the great Confederate
General, Mathan Bedford Forrest. To-
day, we talk about Time-Distance,
which isanother way of saying the same
thing. As you may recall from a pre-
vious article of this Time-
Distance equals the distance (number of
squares) divided by the movement rate
in number of squares per turn. This
tells you where to place your forces so
that you can do it Forrest's way,

Forrest's statement and many simi-
lar ones like it put the sounds of the at-
tacker in our ears. So why bring it up
in an article on defense? Actually, the
armies Forrest served were on the
strategic defense, though theydidlaunch
tactical offensives quite frequently. He
actually phrased his method of opera-
tions from a basically defensive situa-
tion.

series,

DEFENSE

We assume the defense to gain time,
to assist offensive actions elsewhere,
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or to utilize the advantages of terrain
to compensate for weaknesses in our
forces. If you are in the habit of rotat-
ing your play among all sides of all AH
games, then defensive play should be
no stranger to you. Sharp defensive
play lends greatly to your offensive
play, because you can greatly weaken
your opponent while on the defense,
which will make your subsequent offen-
sive thrusts easier. One virtue that you
must carry with you into the defense
however, is patience. You must have
the patience to let your opponent batter
away, lethim lose aunit here and there,
and gradually let the balance of power
swing into your favor. There are two
basic forms of defense: the area of de-
fense and the mobile defense. The basic
differences between these is in the dis-
position of your forces, and the size
and intended use of your reserves.

Area Defense

In the area defense, you are pri-
marily interested in the holding of
specific terrain, In this type defense
forward positions are strongly held,
emphasis isupon stopping your opponent
forward of your main positionand main-
taining continuity of it. The bulk of your
combat power is committed in the for-
ward defense area. If your opponent
penetrates the area, you either eliminate
or eject him by counterattack to regain
control ofthearea. Lacking the strength
to do this, you should allow yourself to
be pushed back to maintain the control
and continuity of your defense, which
is more important to you than the ter-
rain,

AREA

DEFENSE

STo P
CPPaNENT
o LiNg

Mobile Defense

For those who prefer more fluid
action with opportunities for choice
counterattacks, there is the mobile
defense. It is based primarily upon
skillful use of mass, movement, and
proper timing to destroy your opponent.
To achieve mobile defense, you employ
a minimum number of units on the best
terrain you can get in the forward de-
fense area. You try to use these forces

to canalize your opponent intoless favor-
able terrain by your holding of this
selected critical terrain. You also
harass, impede and disorganize him all
you can with your forward forces. In
the meantime, you retain the bulk of
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your combat power in strong mobile re-
serves, positioned for offensive action
to destroy your opponent at the right
moment within or forward of the for-
ward defense area.

FIGURE 2

In Figure 2, your units marked "US, "
have just given way on a preplanned
basis to your opponent. The small ar-
rows show the direction you came from.
Asyouwere falling back you should have
hit him for as many losses as possible.
You should have given him every im-
pression that he was beating you out of
an area defense, and because you are
stubborn and maybe not so smart, you
are slow to reorganize. Note however,
that you keep his thrust under control
by dropping back behind more defensible
terrain and canalizing him. The three
units in front offer him the path of least
resistance, indeed a carrot on a stick,

offering him the scent of victory if he
keeps driving. If you work it right and
he does, at the moment when he over-
extends himself somewhere, hopefully
in his flanks or rear, you counterattack
as shown. CAUTION! YOU HAD BET-
TER BE SURE THAT YOU WILL HAVE
ENOUGH STRENGTH TO COUNTERAT-
TACK BEFORE YOU LAUNCH INTO
THIS TYPE OF PLAN!

Echelons of Defense

On the gameboard, defense consists
of three echelons: the security area,
the forward defense area, and the re-
serve area.

SECURITY ARE:‘://

AREA

[

L]
f'!

RESERVE AREA

S
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The Three Echelons of Defense

It should be intended that the Forward
Defense Area will be the main battle

area.

FIGURE 3

This can be seen from the de-
ployment of the above units.
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The security area is located from
the forward edge of the zones of con-
trol of your forward defense units out-
ward. It is held by small, usually
highly mobile forces that occupy criti-
cal terrain features. These might be
rough terrain dominating a road,
bridges, cities, or the like. Each level
of command usually deploys its own
forward security units. A division, for
example, usually puts out its cavalry
squadron as a minimum., The net re-
sult of all these command echelons
putting out security is that the enemy
has successive layers of forward se-
curity forces to contend with before he
can reach your main force. As heover-
comes each line, your security forces
involved generally fall back through the
line to the rear to become a part of the
reserve, What you are hoping to do is
to cause the enemy to deploy for the
attack as fully as possible at each suc-
cessive security echelon, thus committ-
ing himself. This is done either by
fooling him into thinking he has reached
your main battle positions, or by skill-
ful deployment of your security forces
which forces him to deal with them. In
real life this causes all manner of dis-
organization and control problems for
the aggressor that only a well equipped
and controlled force can cope with, In
AH land warfare games, because your
opponent can easily see your disposition
on the board, and because of the large
size units most counters represent,
you're often restricted in your use of a
security area. Still, certain games of-
fer some possibilities. Small counters
in BLITZKRIEG, AFRIKA KORPS and
WATERLOO provide you with some
real delay, screening and disorganizing
capabilities, if you are willing to sacri-
fice them. Screening forces in real life
take a beating, but they usually can be
pulled out in time to be reused. In AH
games they are usually lost because of
the way the games are designed. How-
ever, one of the most successful uses
we have seen of screening forces in a
security area took place in a WATER-
LOO game we had the pleasure of play-
ing some months ago. The French play-
er was unable to progress effectively
against the Quatre-Bras area. So he
left respectable forces there to main-
tain pressure and proceeded to attempt
a turning movement by thrusting down
the Tilly-Wavre road. PAA forces
covering that area were weak. To es-
cape was difficult, to hold was sure
promise of being eliminated, and head-
long flight would give the French player
his turning movement. Thus the PAA
forces faced disorganization, loss of
control and loss of too much ground
too soon. He had however, a number
of 1-6 and 2-6 cavalry units available
for the threatened area. He used these
to effectively screen the French from

his main battle force in the area while
it reinforced and raced behind the more
defensible river lines to the North and
West. The Frenchman was so delayed
and even somewhat disorganized, that
between his outraged oaths he bogged
down and lost. The same thing was ef-
fectively done in the Nivelles area in
another game. A surprising number of
screening units were saved each time.
Use a security area wherever you can.
You'll be surprised at how it will in-
crease the effectiveness of your over-
all defense.

The Forward Defense Area

The forward defense area is actually
your main battle position where you at-
tempt to stop, slow, canalize, disor-
ganize and destroy your opponent de-
cisively. It consists of your main battle
counters and their zones of control.

The Reserve Area

The reserve area is where reserve
forces are stationed. They may be
used to block, or to reinforce threaten-
ed areas, to organize new lines of de-
fense in advance, or to counterattack
to eliminate or eject the enemy. They
are also used to secure the rear, or
perhaps an otherwise exposed flank.
Skillful use of the Time-Distance factor
in their employment is of vital im-
portance. Well placed reserves can
actually perform many functions at the
same time, and thus serve many prin-
ciples of war. They can be placed just
behind forward defense forces, far to
the rear, in ports, airdromes or at
sea. One of the greatest advantages of
these forces is the threat that they pose
anywhere within their range, because
they are relatively uncommitted.

THE RETROGRADE

There is a big, fancy term used in
military circles for moving away from
the enemy or retreating. The term is
""retrograde action.'" We'll use it here
to stay in line with the pros. The only
explanation we can offer for such a term
is that the word ''retreat' is considered
such a nasty sound in military circles
and causes so many unfavorable emo-
tions, that they chose the term ''retro-
grade actions.' This way when forced
to discuss it, the brass causes the
lesser of two evils, confusion rather
than panic, when they say, '"Let's re-
trograde theh... out of here.' Besides
it sounds better. to the womenfolk back
home and disturbs fewer egoes.

There are three basic types of re-
trograde action which we can employ:
the delaying action, the withdrawal, and
the retirement.

In a delaying action, you trade space
for time, and try to inflict as many los-
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ses on your opponent asyou can without
becoming decisively engaged. We saw
earlier that this is a logical mission
for forces in the security area.

On the other hand, in a withdrawal
your main battle force disengages from
your opponent away from his zones of
control. You are under enemy pressure
in this situation and are usually being
pushed back.

But in a retirement youare notunder
direct enemy pressure or in contact,
and you move away from your opponent
freely, according to your own plan.
You may for example, want to shift
forces not being threatened to a more
dangerous sector, Or you may want to
move back to a better position.

Retrograde movements, according to
U.S. Army doctrine, are made for
these reasons:

1. To harass, exhaust, resist, de-
lay and inflict punishment on the enemy.

2. To permit the use of elements of
your forces elsewhere.

3. To draw the enemy into an un-
favorable situation.

4. To avoid combat under undesir-
able conditions, "it's gettin to hot."

5. To gain time without fighting a
decisive engagement.

6. To disengage from combat.

7. Toplaceyour forces involved in-
to a more favorable position in relation
to other friendly forces.

There is little doubt that certain
situations in AH games definitely re-
quire skill on your part in bringing off
retrograde actions. It is often wise to
retrograde in any game until you gain
the balance of power., Of course as the
French in WATERLOO, the Germans
in STALINGRAD and BULGE and the
Allies in D-DAY, you should be spared
the retrograde because you have the
balance of power to begin with. In our
opinion, we favor the retrograde in
TACTICS II and BLITZKRIEG in the
opening moves for the seven reasons
outlined above.

There are essentially three ways
that you have to achieve mass. The
first is by gaining reinforcements
through the order of appearance rules,
etc, where they exist, The second is
by holding your own losses to a mini-
mum. And finally, by reducing the size
of your opponent's forces by attrition.

Conclusion

The defense and retrograde actions
are only of value when they lead us to
the point where we can win, In some
games this means sticking it out until
the time factor beats our opponent. In
others it means one must ultimately
take the offensive to win. Comments
should be directed to Mr. Brundage,
2437 W. Sunnyside, Chicago, Illinois.
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Alas Realism ...

by Lou Zocchi

Today I received a letter from Brian
Libby, who is a Lieutenant General in
the Aggressor Army and in command of
Aggressor Army Group Northeast. En-
closed in his letter were a complete set
of unit counters for Battle of the Bulge.
I like to receive new games, especially
when I didn't even know they were com-
ing, I was impressed by their produc-
tion technique and appearance. In his
letter, Brian told me that his club,
Aggressor Army, produces these
counters for sale to interested parties
for 60¢ per set, His letter then pro-
ceeded with a low key pitch to get me
to join his organization. 1 appreciate
the compliment but have decided to put
off making a decision until I can deter-
mine whether they think they will win
more often because of my help, or in-
spite of it. It has occurred to me that
I might be classified as an undesirable
element because I usually seem to be
concerned with dirty tactics. For all
I know, I might be the innocent pawn in
the gigantic power struggle that now
rages back and forth across the Worlds
Wargames boards. I shudder to think
that somewhere a secret conference
took place which was attended by the
highest representatives of all the War-
games Clubs. The real loser at this
conference will be the club which is
forced to use me on their side. This is
some sort of a handicap which enables
the others to playon amore equal basis.

It seems to me that lately I have run
into a number of articles which condemn
Avalon Hill Issue pieces or time tables
because they are inaccurate, As a
matter of fact, I have been a party to
this offense myself, And, 1 suddenly
had an eye opening revelation! If Ava-
lon Hill hadn't made those games in the
first place, my off duty hours would be
pretty dull, Avalon Hill has been a
trail-blazer in the field of Adult War
Games, Think back to your first Ava-
lon Hill engagement. Didn't you marvel
at the forethoughtand ingenious methods
by which they managed to simulate bat-
tlefield conditions? When I play one of
these games, I become oblivious to my
surroundings and become thoroughly
emersed in the tactical considerations.
On occasion, I seem to hear in the dis-
tance, the muffled rumble of Artillery
punctured by a stacato burst of machine
gun fire. Little hunks of red or blue
cardboard become marching men and
clanking Tanks as the battle reaches its
height. What men among you hasn't
experienced the exhilerating thrill of
victory? And when the game is over do
we quietly put the pieces away and say
no more? Of course not. Now comes
the critique where you have the chance

to find out what your opponent would
have done if you had chosen the alter-
nate course of action. Now you can
learn why your attempts to create a
diversion failed or succeeded. And
when its over, who among you hasn't
wondered what he could have done in
the real campaign if given the oppor-
tunity ? Evidentally many of you are
no longer content to accept the games
as they are. Revisions take place that
reflect more realistic performance,
Research is done to discover the true
balance of power. And, ultimately,
disillusionment with packaged games
arrives. Critical letters are sent to
the factory, Discussions among friends
reveals that you are not alone in your
crusade for more realism. More let-
ters are sent out and still you feel that
you are not being heard. Eventually,
minor additions are made to the stand-
ing armies to bring them into line with
historical facts., Perhaps you've even
been as successful as the Aggressor
Army and been able to standardize your
departure from the issued product.

But before we get carried away,
let's go back and examine this game
from the producers standpoint. He has
invested a terrific amount of manpower
for research, design, and testing. Then
he gambels that the game will sell and
stops production on an item that is al-
ready doing well, He ties up presses,
special tools, and advertising money on
an unknown, And just what is this un-
known? It's a game designed to be sold
to the general public. If the game is
too historically accurate, we might
find that one side always wins. Would
we Gripe? You bet we would! That
wouldn't be a fair test of our skill. So
the manufacturer can't afford to put out
a game that isn't balanced because few
of us really want what we cry loudest
for. Do our letters have any effect
upon Avalon Hill? Let's investigate
this question further, Did you ever
hear of a game called Tactics or Tac-
tics I? Most of you are familiar with
Tactics II but how many owners of a
Tactics II game can show you Round
HQ units? Did you know that there
were at least 4 versions of Gettysburg?
Why did they bring out a new version
of D-Day which included Air Power?
Is artillery used the same way in Guad-
alcanal as in all of the other war games ?
Think about these questions for a min-
ute and you'll see what I'm getting at.
The original tactics game was improv-
ed so much that they changed the title to
Tactics II. The original Gettysburg
was selling well, but they thought they
could improve it by changing the squares
to Hexes, The game didn't do too well
in this form because they forgot to in-
crease the movement of the pieces in
direct proportion to the increased num-
ber of squares on the board. But they
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did color code all of the squares so it
was easy to tell what was a hill and
what wasn't, This is a feature I wish
they would have kept. They could have
gone back to the original version, but
they tried something new instead, They
made up a test copy with larger hexes
and faster movement rate whichworked
very well, I don't know why it wasn't
produced, but a 4th version made its
appearance. Now they want to show
you the importance of position. The
enfilade position gives more value for
the attacker., My personal opinion of
this game as it stands now is that a
good southern commander can be easily
defeated by a mediocre union command-
der. Realism? If letters could prompt
them to change the game 4 times, why
not a 5th? When Carl Knabe published
his fantastic ""Plan Red" did AvalonHill
notice that the game was now definitely
in favor of the Germans? They must
have, because theyintroduced Air Power
to the allied side in order to bring back

the balance of play., The way Artillery
is used in Guadalcanal makes it seem
more like artillery. Yet you will find
this feature in no other game., Compare
the combat results tables of Blitzkrieg
to Bulge and you find an improvement,
No longer can an entire unit be wiped
out unless its surrounded. Compare
the Bulge results table with the Gettys-
burg table and you will find another
improvement. If you have an old Get-
tysburg game, you'll find the attacker
has a 50-50 chance of winning with no
exchanges possible., I have no idea
what is going on at Avalon Hill or what
their intentions are, but by looking at
what they have accomplished, I am
amazed. I'm sure that a good many of
the NEW ideas used by A,H, in their
latest games have come from people
like you and I. We look at a situation
and say, "It seems to me that the eas-
iest way to simulate this situation would
be such and such, I wonder if A,H,.
thought of that?' Tell them what you
think, Without letters like ours, I
doubt that they would have attempted
something as complex as Blitzkrieg,
We are in a very forceful position. We
can encourage A.H. to meet our needs
and show them that there isanavailable
market, If we tire of the game as its
designed, we can encourage Kampf to
do an article on it from which we can
get the basic data to make a more
realistic wargame. Those Tigers
among us who thrive on adversity can
always be counted upon to try to win a
lost cause. If the opponents wanted
column of the General can be believed,
there are at least 2, 000 players in this
country who have never been defeated;
Pick any one of them.

As far as I know, almost every war-
game produced by Avalon Hill has two
sets of rules, They have the basic
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rules and the tournament level rules,
Why should they go to all of this trouble ?
The answer is obvious. We hard core
warmongers wouldn't be satisfied with
a simple balanced game, and the A.H.
designers realize that they must make
greater efforts to simulate the actual
situations.

How to Change a
Dull Jap Victory into a
Heartless American Win

by Richard A. Shagrin

Assumption: You want to win, and
you don't much care what happens to
"realism'!" or how many men your
strategy would really kill.

OK, now that we have established
that you are cruel and heartless, you
are ready to learn how to put on the
American Bangzai.

The Background--Midway is a point
accumulation game. It is not possible
to hold Midway Island if your Opponent
(the Jap) is competent. This means
that the Japs will get approximately 15
points for Midway, and your problem is
counterbalancing those points by sink-
ing Jap ships. This is the only way to
win--let none of you be deceived--Mid-
way can not be held! The competent
Japs among you have discovered this
fact, and toavoid early losses, coward-
ly cringe along the eastern edge of the
board, always careful to keep more
than 7 squares away from the American
Fleet, which charges heroicly across
the board at flank speed. It manages to
get in one attack in the last daylight
turn of the first day, but only after four
Jap cruisers have added their screening
power to the main battle fleet. One
Jap and one American strike is made,
and each side generally loses one car-
rier or so. Then the next day, once
the Atago comes in, the Jap grand
fleet steams nonchallantly to Midway,
beating off futile air-attacks, launching
counter-attacks that often sink up to
80% of the American fleet, and captur-
ing Midway to boot. Tokyo Rose gloats
the next day. If this doesn't describe
how your battles go, you haven't been
playing the best possible strategy.

Now this is pretty depressing I have
to admit, and if you scratch your head
a little you can see that the way to stop
this horrible result is to sink those
initial Jap carriers on the first day,
preferable before they have all those
cruisers and battleshipsto screen them,

It would also be nice to avoid the usual
Jap counterstrike by making the attack
from an unknown position. This is
obvious; unfortunately it is also hard to
do. If this was all I had to offer, I
doubt that anyone would care to listen.
I can tell you the way to survive in bat-
tle is not to get killed, but that doesn't

tell you the how-to-do-it,

Now analyze the situation as pre-
sented above, and think what implicit
assumption it makes. Look at it again
and think like a cruel and heartless
(if slightly unrealistic)winner, The Jap
is "careful to keep more than 7 squares
away from the American Fleet,' But
the range of your planes is 14 squares!
"So what, ! you might ask, "I have to
get my planes back to my carriers,
don't I?" Not if you sink everybody
worth sinking in the first attack--who
needs them ?

You transfer all attack planes to
your carriers to the second turn. You
can choose to charge across the board
at top speed, or to move slower and
try to escape the Jap search. You
should catch the Jap with readied planes
on his deck, in the first game at least,
since he will not expect an attack that
will lose the Americans all planes com-
mitted to the attack. Three or all four
carriers will be sunk, and the cruisers
and Battleships too, if an all out attempt
is made to save one carrier (5 D on
both Battleships will sink them, if they
do not apply something more than the 1
point additional, a ship which has ap-
plied its screening force is left with).
Since the Japs had no fighters up, you
kept all yours at home (partly on Mid-
way). With those fighters the greatly
reduced Japanese attack plane force can
not seriously threaten; even if you are
still staggering drunk after celebrating
your magnificent victory, they can not
get more than one 10 point carrier.
Since you took some 40 points down
with your attack planes, you can give
the Japs Midway and a carrier--even
two, if you're feeling generous, and
still win,

Later, whenthis attack is well known,
the Japs will try some kind of continu-
ous carrier air patrol, using the Hiryu
and Soryu alternately so only one car-
rier has readied planes on it. Then you
will have to send some fighters with
your one-way attack. But, no matter
what, you can take most of the sting
out of the Japanese punch while sinking
enough of his ships to make up for the
loss of Midway. Since it is unlikely he
can sink ANY of your ships, and al-
most certain he can't sink enough to
take all of your lead away, even with
Midway added in, you have won. Con-
gratulations! Bismarck, anyone?

Comments, complaints, and kudos
to: Richard A, Shagrin, Room 356
Haggett Hall, University of Washington,
Seattle, Washington 98105,

Realism for Waterloo

by Michael Lazarin

In several articles I have read on
Waterloo statements like 'Then Napoleon
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committed the fear some Imperial Guard'
often appears. This implies that the
Imperial Guard was a unit of some value.
In the AH game the Imperial Guard is
quite to the contrary of this, In fact
the 8-4 is a cumbersome misfit. To
bring it up to 15 strength you have to
waste valuable cavalry. Usually it ends
up as a 12 or it skirts around the PAA
flank to pounce on English artillery
units and then run for Brussels. This
doesn't seem to be a worthy end for the
finest French unit. Another problem
is the frequency of battles. You're
lucky to get twenty in during a game.
The French never attack at less than
3-1 for fear of losing 30 factors. The
last difficulty is theabsence of balance.
Napoleon had to defeat four armies,
each equal to his own (Prussian, Eng-
list, Austrian, Hungarian). The Prus-
sians and the first several corps of
English should have been able to put up
a fair fight, but in the game they are
lucky if they last two hours in a fight.
THREE RULES: The first is to even
up the game by putting more units on
the field. The 15 rule is thrown out
and the following substituted: Units may
be stacked a maximum of three high,
two of which must be cavalry or they
may be two high-both may be infantry.
Artillery are treated as infantry, and
horse-artillery are treated as cavalry.

This rule limits 15's to one per side.
It lowers the rest of the units to 12's
for the French and 9-10's for the PAA.
It also creates a surprising amount of
7-8's. The results are twice as many
battles, an increased importance of the
individual unit, and a decrease in the
importance of single battles.

The second rule is the automatic
victory rule (odds of 7-1eliminates de-
fenders zone of control). This speeds
up the play and creates a possibility of
a fastbreak, pincer, and 'schwerpunkt',

The third rule is the use of all HQ's,
When an HQ is eliminated its units de-
fect. If Napoleon is captured he sur-
renders; D'Erlon loses the first corps
of French. The problem of Ney should
be settled according to player ability.

TACTICS: French - First forget Nivel-
les except for fakes. Advance for Quatre
Bras, Gennappe, and then Brussels.
The Prussian will probably run out to
meet you, overcome by the excess of
troops. Move your troops in a bulk on
the first turn--with a line in front and
the Guard and Cavalry reserves inback.
If he attacks first launch yourselfat one
part of his line trying for a 7-1. Send
your Guard and Cavalry through the hole.
If you attack first hit his entire line us-
ing the Guard on the weakest point and
try for the hole. If you maneuver your
troops right and end up in a better posi-
tion, form a schwerpunkt or pincer on
the second turn and go for 'QB' or his
officers. If by the end of the third turn
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you are still trying--give up--he's out-
maneuvered you and will soon be after
Napoleon. If he didn't come at you at-
tack the slopes, you can attack two
times instead of once.

PAA - If you are better than the
Frenchman read the French Tactics
and do to him what he is trying to do to
you. If you are equal stay back just in
front of the slopes and Tilly so he will
approach cautiously and then retreat
back to your lines. Keep pulling back
slowly and when your English troops
give you sufficient power and courage-
mop up Napoleon. By retreat I don't
mean run but drop back at max, 2
squares after you lose a battle.

Final Hint - Keep at least one factor
under each HQ and keep them with the
troops. It only takes one Cavalry unit
to get Napoleon when he is alone at
Marchienne au Pont but it takes at least
15 points when he is on the Imperial
Guard. Comments to Michael Lazarin,
75 Outlook Lane, Levittown, Pa. 19055.

D-Day: The Real Thing

by Michael Obolensky

The deployment of the German forces
in D-DAY as set forth in the May '66
issue, although itclaims to be historic-
ally accurate, is in my opinion not
altogether correct. My own scheme is
taken from Che ster Wilmot's The Strug-
le for Europe, and this is how it goes:

STATIC DIVISIONS: As far asI can
see, all the statics that are supposed to
be there,are there. You can do what
you want with the 319th (garrisoning
the Channel Islands), either throw it
away or put it on Q-35 or R-35 (that's
as close as you'll get to the Channel

Islands). Here's how the others are

placed:
347 E-12 711 S-32
16LW G-14 716 5-33
719 G-15 709 R-34
165 J-17 243 Q-34
712 K-19 266 V-38
448 L-20 343 V-43
18LW L-21 265 X-42
47 M-22 244 AA-41
182 M-20 158 DD-42
326 M-23 708 FF-41
344 N-24 159 HH-42
49 0-25 189 MM-43
245 R-26 157 LL-27
348 0-27 338 TT-30
17LW Q-28 242 TT-28
346 R-30 148 RR-26

INFANTRY: It's not necessary to
place units off the board because the
units supplied in the game fit very nice-
ly on it:

V-40
II-42

331 N-22 353
85 0-24 276

84 R-28 272 8s-36
352 5-34 271 55-32
91 T-35 277 85-31
77 V-36 215 ‘TT=31

PARACHUTE, ARMOR & HQ'S: The
same as in the May article but with the
6/2 regiment on or about W-37,

This arrangement is somewhat saner
as far as the North Sea is concerned.
For you Germans who still want to try
out the Wehrmacht's positions as they
really were, we now have five divisions
instead of ‘three, At least that will give
you time to get some Panzer units to
the invasion area. A tip: place the bulk
of your Panzer reserve in the replace-
ment center near Hamburg to be ready
for a North Sea invasion. Now you will
be able to last in the game more than
six weeks, and youcanrest assured that
Von Rundstedt did not lock the front
door (Calais) only to leave the window
next to it open,.,Michael Obolensky,
356 Ashland Rd., Summit, N.J.

A New Look at Blitzkrieg

By Thomas E. White

Many articles have been written
stressing the importance of an aggres-
sive strategy in the game, Blitzkrieg.
While some of these articles appear to
be well thought out, some can easily be
recognized as hastily thrown together
strategies, unadaptable to a successful
plan. Bold openings and daring expo-
sures of waluable units may lead to a
decisive victory over an inexperienced
player, but they may just as easily lead
toa quick defeat if ample fighter protec-
tion is not available to the fartherest
advanced units. Oftentimes a conserva-
tive opening, followed by sweeping at-
tacks on unfriendly forces which have
just completed the reduction of a minor
country, will prove to be the initial
victory which is vastly important in any
effort to seize the initiative.

In direct contrast to what has been
said in other articles on this subject,
I believe that the minor countries may
be made to serve a purpose greater
than that of a graveyard for many in-
fantry factors lost in over-extended at-
tempts to seize strategic cities. The
army that attacks the fewer minor
countries has a definite advantage over
the opposing forces. Not only does a
rapid expansion incur many casualties,
but there is also great difficulty in
holding the positions which have been
captured at such a high toll. A minor
country left inviolate in the path of an
early victor will surely slow hisadvance
to a crawl and weaken his forces, leav-
ing them clumped around the cities of
the minor country and exposed to an im-
mediate counter-attack.
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Of course there may be extremism
in a conservative strategy just as in an
overambitious strategy. The individual
player should decide for himself when
discretion should be 'the better part of
valor." As others haveasserted before
me, Blitzkrieg is a game of offensive
tactics, for there are so many differ-
ent offensive techniques which may be
employed. A skilled wargamer must
always be ready to face facts, however,
and react to any given situation with
either anoffensive or a defensive strat-
egy.

Although the offensive is the favored
and normally the most rewarding posi-
tion, the defensive is far from an im-
possible stance. Several techniques
exist for making the life of an attacker
very troublesome. Airpower is the key
to a potent defense, Fighters are help-
ful, but strategic bombing of cities that
have been evacuated renders them un-
usable to the enemy. By reducing cer-
tain key cities behind an opponent's
front line, an army on the defensive
gains control of the air space directly
in front of its main line of resistance.
When such a position has been made
possible by the use of strategic bomb-
ing, counter-attacks against an enemy
spearhead which does not have any air
cover are often very effective.

In my above mentioned plan, there
are two items which I have failed to
discuss. One is the problem of supply
which is encountered if a conservative
opening is used. However, most play-
ers will be able to cope with this prob-
lem by a rapid seizure of the minor
country (or countries) adjacent to their
home country. The second is the trick-
ier of the two to overcome. If both
players use my suggested strategy, the
game may well become a stalemate un-
til a decision in the air is reached. In
this case, I recommend that one player
try desert operations. These operations
may be quicklyabandoned if unsuccess-
ful or if the opposing commander has
shifted a large force to counter these
thrusts, therebyleaving weakened forces
protecting other important sectors.
Desert operationsare mostoften miser-
able failures as major offensives, but
they can be used as effective feints.

Comments and/or criticisms may be
sent to Thomas E. White, 3836 Millsaps
Drive, Laurel, Mississippi.

Operation Sea Dragon

by Hans Kruger

Many articles are writtenabout such
old stand-bys as Stalingrad, D-Day,
and now there are even a lot concern-
ing various and sundrie 'perfect plans'.
However, very little has been said con-
cerning Guadalcanal. After a great
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deal of time, I have come up with what
I think is a pretty fair plan for the U.S.
Army. The following plan isn't meant
to be a strict hard-and-fast '""rule', but
a general order of operations.

Because this is a general plan, a few
assumptions must be made. The first
of these overall assumptions is that the
Jap/Labor and the Jap/DB are elimi-
nated by the 14th. of August. This can
usually be accomplished with the use of
artillery and the fast American units
(those with a movement factor of 12 or
14), Then, by the l4th. of August, the
U.S. player should be in the following
positions:

1/1 - KK21 1/SW - FF25
3/DB - KK22 1/3 - MM24
11/2 - 1124 11/3 - KK26
1(-) - GG24 E/1 - HH23
1/2 - MM22 LVT/1 - NN27
11/5 - KK24 5/1 = JJ21
P/1 - HH21 5/3 - GGzl

Although this defense appears to be
a loose type, a second look will reveal
it to be a good strong one, Since artil-
lery is the key to victory, as much as
possible is kept out of Jap range. The
only thing that he can hit is the SW,
which are short ranged guns anyway.
Since 1/1 and 5/1 are doubled (they can
only be attacked from the coast), a Jap
landing here is almost impossible.
And upon close examination, one can
see that every Americanunitis doubled!

It should be noted that this type of
plan may often tend to be called '"chick-
en'" by Jap opponents - it is based on
the fact that the U. S, player gets points
for just holding on to Henderson Field!
And since the Jap receives more points
for each U.S. unit-strength wiped out
then the U.S. player receives for a Jap
unit-strength. However, at no time
should you allow the Jap to re-occupy
Henderson Field. This is of the ut-

most importance, If this happens, you
will be forced to counter-attack - per-
haps at adverse odds with the Jap
doubled. This can turn the tide of the
game!

I would also like to take this time to
explain why I call this "Operation Sea
Dragon''. It is like a sea dragon in that
it attacks from the sea and against the
pitifully small Jap occupation forces,
Secondly, once on land, the Americans
coil up like some sort of serpent. Well,
there it is - take it or leave it.

Now, to keep from dragging this out
to extremes, let us make another as-
sumption. This one has actually hap-
pened several times - and that is, the
Jap doesn't invade and merely gathers
his force until 11 September (when his
largest group of troops arrives). This
will enable you to fall into an even bet-
ter defensive position:

1/1 - KK21 1/3 - HH21

2/2 - MM23 5/1 - HH23
5/3 - GG21 E/1 - NN27
1{-) - HH24 1 Abrn - GG24
11/2 - 1124 11/5 - KK26
1/2 - 3321 2/1 - MM22
2/3 - MM25 5/2 - FF24
LVT/1l - MM28 P/1 - HH22

1 Rdr - FF25 1/SW - GG26
11/3 - KK24 3/DB - KK22

The defense is now complete and you
are ready for the Jap. There are, how
ever, some things that you should rea-
lize about your troops. The first thing
is that they are as safe as possible
from enemy artillery attack. Next,
your armor and pioneers can be pulled
out and moved anywhere without endan-
gering the defense of the whole army,
And last of all that your artillery can
throw a protective screen of fire over
any unit in your line, It can then be
moved to any portion of the line you
desire for attack purposes.

Concerning the move itself, you will
probably notice two things. One - the
E/1 went out to sea at HH21 and landed
at NN23, where it then got the help of
LVT/1 to its position. And two - the
fast units on or near Mt. Austin allow
you to quickly surround any Japs land-
ing in this area.

In closing, I would simply like to say
a few words concerning further strategy
of the game. The units with five attack
factors apiece should be kept off the
board. Bringing them on only gives the
Jap better targets for his artillery (1-3
instead 1-6); and it removes the threat
that units off the board impose. This
causes him to waste units behind his
front line or risk the chance that he
will be out-flanked. However, the
fours should be landed as soon as they
can be to strengthen the line or be kept
behind the lines to perhaps force the
Jap to lengthen his line later on. And
as for artillery - landing it or not is
up to you. But remember, you can't
use it for defensive fire until you land
it. I hope this will help some of you
new-comers to the game. Please ad-
dress comments to Hans Kruger, 3551
Lynwood Road, Lynwood, Calif. 90262.

Between Covers

Jones, John Beauchamp
A REBEL WAR CLERK'S DIARY;
edited by Earl Schenck Miers.
New York, Sagamore Press, 1958,
John B. Jones was a burning devotee
of the Cause and expressed the deepest
feelings of Southern patriots. His dia-
ries furnish a vivid picture of the Con-
federacy right up to the devastating
news of disaster. Readers may be in-
terested in the 1866 edition which is in
the U. S. Military Academy Library.

PAGE 12

Want Your Game
Published?

by Marshall A. Massey

Have you ever gotten that irritated
feeling that the Avalon Hill Company,
fantastic though it is, is neglecting
some fantastic games? Have you ever
invented such a game, intriguing, fas-
cinating, and beautifully balanced, and
had A. H. reject it because they them-
selves didn't make it up? Have you
ever wondered what might happen if
they changed their policies very slight-
ly?

Now, at last, your chance has come
to find out. As part of a drive to buy a
much-needed mimeograph machine for
the impoverished Empire of Avalon, The
Chancery will publish a set of forty-
page booklets, each 8 1/2'" by 11", con-
taining a number of games that the A,
H. Company should have published, Two
of thesearealready inthe works: Mani-
fest Destinies, whichwill include games
of grand strategies on the level of Risk,
Summit, Diplomacy, and Blitzkrieg;
and The Overcast Die, a booklet of bat-
tle games based on battles which A. H.
won't touch., The entire set, which will
be mimeographed in mid-July after ex-
tensive editing, will be in black and
white, and will include the rules,boards,
and pieces.

Those who wish to submit games for
publishing should type the rules, double-
spacing and using margins of at least
one inch. The board and pieces should
be neatly drawn in black onwhite paper,
Games should be mailed to The Chan-
cery by April 1. Since the bookletsare
to be copyrighted, I must insist thatthe
creator send a signed statement, saying
that his game is original and that no
copies of the game in its present form
have yet been sold.

The cost of each booklet is $4. 00,
which will probably average out to be-
tween $1.00 & $1.50 per game. Since
quite a bit of money must be raised to
buy the mimeograph on which the book-
lets will be printed {The Empire of Ava-
lon, for which The Chancery is the head-
quarters, has no mimeograph of its own),
we must receive at least $400 inorders
by May L. If less than that arrives,
purchasers' money will be refunded; if
more comes in, all purchasers willre-
ceive copies as soonas theyare mimeo-
graphed, and those inventive souls whose
games are printed will be paid out of
the extra profits, Moreover, if the
Avalon Hill people decide the gamesare
worthwhile, the inventors will be given
the option to sell them to A.H.

Send your money, insults, and games
to The Chancery, 423 Manor, Groose
Pointe Farms, Michigan 48236, Make
checks and money orders payable to
Marshall A, Massey, And hurry!
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CONTEST in 160 Way Tie

The stock Goodyear, with its sales
digit of 9, failed to produce anelimina-
tion. As done in the previous contest,
alternate stocks were consulted until
Getty Oil, at 42, producing a kill, Win-
ners were those attacking the 28th Unit
at 4-1, Because such entrants were so
numerous, a random drawing produced
the following 10 "lucky'' winners:

1. Mark Ciccarello, 147 Luquer Rd.
Port Washington, N.Y.

2. Paul Mitchell, 113 North Avenue,
Natick, Mass.

3. John Casey, 8229 S. Sacramento,
Chicago, Ill.

4, Richard Rubin, 8580 N. Point Dr.
Milwaukee, Wisc.

5. Harold D. Ross, 227 5. Armenia,
Apt., 8, Tampa, Fla.

6. Mark Saviet, 9 Reynolds Drive,
Long Beach, N.Y.

7. Robert Rueschlein, 2225 Keyes
Ave., Madison, Wisc,

8. Lem McCoy, 1117 Leavitt Ave.,
Flossmoor, Ill.

9, Eric Erickson, Box 8, Lancaster,
Cal.

10. Randy Bytwerk, 1034 Barber Ter.
N.W., Grand Rapids, Mich.

A free Avalon Hill game has been
sent to each of the winners.

Subscriber Discount. ..

The Coupon shown below is for the bene-
fit of the full-year subscriber. As soon
as you have accumulated 4 such com-
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 games, parts, play-by-
mail equipment and the General.
Here's how it works

Each coupon is worth 25¢. But one
coupon 2lone 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,

THE GENERAL
OPPONENTS WANTED ADVERTISEMENT

Please print or type your advertisement on thé spaces provided below, maximum
(including your name and address) 35 words per ad.

1 2 3 4 5 6 7

8 9 10 11 12 13 14
15 i6 17 18 19 20 21
22 23 24 25 26 27 28
29 30 31 32 33 a4 35 worps

All ads are inserted as a free service to full-year subscribers. Only one ad per
subscriber per issue is allowed. Ads will not be repeated from issue to issue,
however, subscribers may re-submit the same ad, or new ads, for each succeeding
issue. Ads received after the 15th of the month preceding publication will appear
in the following issue. No ads will be accepted unless printed on this form.

L D P (U L O Y (A S G A

25¢ 25¢
SAVE THIS COUPON

GOOD TOWARD THE PURCHASE
OF ALL AVALON HILL
PRODUCTS

MAR-APR 1967

L L1 1 T 11 7 175 & 113
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CONTEST NO. 18

You, as rookie: pitcher in Spring — — — — — — — kR T T

training, realize that you must make a LINEUP SHEET

good impression in your first appear-

|
I
ance with Baseball Strategy, In con- | Goodyear, 1I.B. M., U. S. Steel,
test #18, all you have to do is to get by Last Firat Second Third
the first three hitters shown below in | 28t Baitax Batter Batter
the LINEUP SHEET. Simply encircle | 1 High High High
one pitch under each of the three hitters. Inside Inside Inside
These are your ''money pitches'" you i 2 High High High
feel will retire each of the three hitters, | Inside Inside Inside
3 High High High
Your pitching accuracy will be de- l Sntase inside i
termined by the closing New York | 4 High High High
Stock Exchange transactions of April Gutslda Outslde kantde
10, 1967 (consult morning paper of [ High High High
April 11.) The last digit of the sales- | S Ptalds Ousslds
in-hundreds column will be ¢onsulted 6 Law High High
for each of the three respective stocks, | o e g i e
The hitters are out each time the stock | o Low Low High
results reflect the pitches you have Jecaifts Eieule gatade
encircled. .. the greater your accuracy, [ s Low Low Low
the better your chance of winning. Ac- | Tiisie Inalds tagide
curacy to the exact sales digit become 9 Low Low Low
strikeouts, further increasing your | Outside Inside Inside
chances. (| Low Low Low
Outside Outside Outside

Vote for best 3 articles

Entries must be postmarked no later
than April 9, 1967. Print your name,
address, Avalon Hill game you wish
as winning prize, and state which of
the three articles in this (Mar-Apr)

Headlines of 3 Best Articles:

Entries not containing this information

l
I
issue you thinkare the mostoutstanding, |
l
l
I
I
|

Name
will be wvoided.
Address
Ten winners will be named. Ci
ity
Subscriber Entrants may submit State
copies or photostats - one to a sub- )
Prize

scriber, only.




THE GENERAL

The German Offense

by Bill Sapp

The offensive tactics developed by
the Wehrmacht in WW II can easily be
adapted for use in A-H war games.
When used correctly, they provide a
player with the superior offensive doc-
trine needed to defeat a worthy oppo-
nent.

The fundamental principle of the
German doctrine is to encircle and
destroy the enemy. The element of
surprise, as well as superiority in
force and fire power and the employ-
ment of armored forces, plays an im-
portant part in the offense. Because
superior forces can not be brought to
bear all along the line, a point of main
effort (Schwerpunkt) is selected and
narrow sectors of attack (Gefechtsstrei-
fen)are allotted to the troops committed
in that area. Shock, coordination, and
mobility help make the job of victory
easier. Once the attack has started
there is no turning back, although plans
for shifting the point of effort should
be made in case great success is found
at another area. To be sure of final
victory, a large group of ready reserves
should also be on hand.

The Five Basic German Attacks

a. Flank Attack. Considered the
most effective form of attack, it gives
the enemy no time for countermeasures.
To obtain the necessary surprise, the
attack group is formed at a distance
while dkversionary attacks are made
elsewhere.

b. Envelopment. This isa combined
frontal-and-flank attack especially fa-
vored by the Germans. The frontal at-
tack fixes the enemy forces as the flank
attack drives deep into the enemy re-
serves to force his retirement.

c. Encirclement. The Encirclement
is the most difficult to execute but is
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Where Avalon Hill Games Are Available

The following names of dealers sup-
plement lists found in previous issues.
These lists represent dealers who have

your favorite dealer has not yet been
listed, drop us his name and address
so that we may include him in the next

stocked Avalon Hill games recently, If

Sann Sales Company
703 M. 2lst Avenue
Phoenlx, Arizons

Dick's Toy & Hobby Centers
1324 West Prince Road
Tucsen, Arizons

Jolly Roger Game Center
3073 N. Campbell Ave,
Tuwcsan, Arizona 85719

Navy Exchange, Bldg. #7
U S, Naval Station
Long Beach, Calif,

Sather Gate Book
2535 Talegraph Ave.
Berkeley, Calif.

Recreatlens
710 E, 2Znd Street ¥205
Cakland, Calif. 54606

Western Service Gentar
AKAFES, F.0O, Box 3553
San Francisco, Calif. 9411%

The T. Eatan Company, Lid,
Edmaonton, Alberta, Canada

The T. Eaton Co., Ltd,
St. Lawrent, Quebes, Canada

Levine's
123 E. Pikes Peak
Colorada Springs, Golo.

. Fox b Company
Main Street
Hartford, Gonn,

Yale Co-Operative Carp.
77 Broadway
New Haven, Conn.

The General Trading Co.
{Mayfalr) Ltd,

144 Sloane Street
London, SW1, England

Harnley Brog, Ltd,
200702 Regent Strest

Erach's & Brentano's Inc.
2% South Wabash Ave,
Chicage, Illinois

Marshall Field & Co.
111 N. State Street
Chicago 90, Ilinois

Museumn of Science k Industry
57th Street & Lake Michigan
Chicago, Illinois

C. Faster Tays, Inc.
ik E. Hinsdale Avenue
Hinsdale, Tllinais

Foster's Toys k Habbles
Village Market Shpg, Gtr.
403 N. LaGrange Road
LaGrange Park, Illinois

Foster's Save More
25 W. 741 Ogden Avenus
Naperville, Illinois

Central Mercantile
1042-44 Mt. Prospect Plaza
Mt. Prospect, Ilinois

Ed Schock's Toy & Hobby Shops

6220 Carrollton Avenue
Indianapolis 20, Indiana

Follett's & Southworth
Purdue Book Stores, Box 515
West Lafayette, Indiana 47906

Nims of Ames
225 Main Street
Ames, lowa S0010

W. K. Stewart
550 South 4th Avenue
Loutsaville, Kentacky

Hochschild - Kohn Ca.
Howard k Lexington Strects
Baltimore, Maryland

Pop's Discaunt
520 E. Belvedere Avenue
Baltimore, Maryland 21212

issue,

2227 University Blvd. E.
Adelphla, Maryland

Children's Supermarkets
1540 Rockville Pike
Rackville, Maryland

Children's Supermarkets
4444 5t. Barnabas Road
Marlow Heights, Md,

Jorden Marsh Cormpaty
Boston, Massachusetts

Harvard Caoperative Saclety
1400 Massachusetts Avenue
Cambridge, Mass, 02138

Johnson's Bookstere
Springfield, Massachusotis

Jack's Radlo & TV
109 5, Michigan Avenue
Big Rapide, Michigan 49307

Martin's Games, lnc,
263 Pierce Street
Birmingham, Michigan

R k R Family Gifts
1558 Wealthy 5t., 5.E.
Grand Rapids, Michlgan

Hobby Hub
526 Frandar Avenue
Lansing, Michigan

St. Paul Book & Stationery Co.

bth & Cedar
St. Paul, Minn, 55101

Toys for Men
953 E. Sahara
Las Vegas, Nevada

Continental Hobby Supplies
P.O. Box 116
Adelphia, New Jersey

Polk's
346 Bergen Avenue

Tetley's Inc.
L7 Broad Street
Red Bank, New Jersey

George & Company
415 Main Street
Buffala 3, New York

Ulbricht's
446 Main Street
Buffalo, New York

George's Bieyele k Toy Mart
271 Nassau Boulevard
Garden City South, New York

Greenman Brothers, Inc,
35 Engel Street
Hicksville, New York

Blumburg & Saron
95-35 Sutphin Boulevard
Jamaica, New York

Brentana's, Inc,
586 - 5th Avenue
New York, New York

F. A, Q. Schwarsz
745 Fifth Avenue
New Yark, New York

Polk's
314 Fifth Avenue
New York, New York

Scrantons Book k Stationary Co.

i34 E, Main Street
Rochester, New York

Ed Guth Hobbys
323 5. Salina Street
Syracuse, New York

Bocock-Stroud Company
501 Wast 4th Street
Winston-Salem, N. C.

O'Meil's
226 5. Main Street

Burrows Bros, Guardian Go.
419 Euclid Avenue
Cleveland 14, Chio

Tap Tay Shap
B Far Hills Avenus
ston 19, Ohia

Jones University
snville, Sauth Caralina

The Hobly Shop
505 Clinch Avenue, 5.W.
Knoxville, Tenn. 37902

Foley's
F.0. Box 1466
Houston, Texas

Folt - Buchorn
445 East on South Templ
Salt Lake City, Utah

Pembroke's
24 E. Broadway

Sale Lake Gity, Utah 84111

Children's Supermarkets
12 Leesburg Plke
Bailey's Crossroads, Va.

Bell, Baok & Candle
820 - 102nd N, E.
Bellevue, Warshington

Lance's
810-12 Quarrier 5t.
Charleston, W. Va.

Maseley's, Inc.
24 East Mifflin

London W1, England Children's Supermarkets

Tersey Clty, New Jersey

Akron, Ohis 44308 Madison, Wisc.

the most decisive form of attack. The
enemy front is not attackedand the main
attacking body passes entirely around
him, with the objective of maneuvering
him out of position.

d. Frontal Attack. The attack that
acquires one's goals with the least
deception and the highest casualties,
the frontal attack requires a great
superiority in infantryand armore. The
main front should be larger than the
area selected for the mainbreakthrough
(Schwerpunkt). Adequate reserves must
be used to counter the employment of
the enemy reserves.

e. Winp Attack. A direct attack on
one or both of the enemies wings has a
better chance of success than a frontal
attack as only part of the enemy fire is
faced. Bending back one wing may give
an opportunity for a flank attack, or for
a single or double envelopment.

e e
BRZA THROOGH

CBILL
Ui TS

The exploitation of any successful
attack is described as the penetration
(Einbruch) and the breakthrough (Dur-
chbruch). The penetration destroys
the continuity of the hostile front. The
wider the penetration, the deeper the
penetration wedge can be driven. The
reserves protect the flank of the pene-
tration apgainst counterattacks. The
deeper the penetration, the more ef-
fective the envelopment and the harder
it is for the enemy to withdraw. The
lead units continue to advance as the
reserve units roll up the new enemy
flanks (Keil und Kessel).

With some practice the A-H war
gamer can use these theories as an un-
stoppable offense unless he is far out-
numbered. For comments, address:
Bill Sapp III, 16772 Otsego St., Encino,
California 91316,
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Probably the most statistically com-
plete football strategy league in captivity
is operated by a Harrisburg, Pennsyl-
vania group headed by Harvey Freeden-
berg. Recently their four-team league
found the Green Bay Packers defeating
the Atlanta Falcons in the Championship
Game, 18-6. The league's statistician
has broken down each game's statistics
to include even average gains per play,
total offensive and defensive statistics,
and just about every type of statistic
imaginable -- we venture to say that
not even the National Football League
keeps a more thorough set of facts and
figures. Hats off to a job well done,
Harvey, and to those whoare interested
in conducting their own strategy leagues
we certainly suggest that you write to
Harvey at 3525 North Second Street,
Harrisburg, Pennsylvania. Dan For-
man's Green Bay Packers won the
league, despite a poor pass completion
record of 38.1%. Obviously, his Bart
Starr was sick...his rushing yardage
outdistanced all other league members.
Sam Freedenberg's Atlanta Falcons had
an accurate passer whose completion
rate was 57.6%, his team losing to the
Packers in the playoff. Who finished
in the cellar? Who else but Harv him-
self. Now he wants new teams so we
suggest that you write him at the above
address.

James J. Stein, imaginative war-
gamer from Chicago, with the help of
inventors Jim McDonnell and Jack
Donovan, is offering sheets of enlarged
hexagons which eliminate the unpleasant
task of unit-stacking. The hexagons
are approximately four times normal
size and he is offering 8 x 11 sheets to
all subscribers at cost. Simply send
a stamped-self addressed envelope to:
311 W, l04th Place, Chicago, Illinois
60628. He will send you one sheet from
which you can electrostat as many copies
as you wish.

"They played an outstanding, very
gamesman-like match and outplayed us
all the way,' is Chris Wagner's con-
cession to the Indiana U Irregulars to
whom his 6988th Security Squadron lost
their Stalingrad match. A re-match is
currently underway this time through
AHIKS, using the ICRK results method.
Let us tell you about the AHIKS (Avalon
Hill Intercontinental Kriegspiel Society).

The AHIKS is quite exclusive...only
adults (21 & over) may join and they
are immediately matched up with op-
ponents from overseas, Teams as well
as individuals are eligible. The ICRK
results method eliminates the use of
New York Stock exchange results in-
stituting, instead, a cheat-proof random

battle results method that can be used
by players living inany country through-
out the world. All inquiries should be
addressed to AHIKS, P.O, Box 116,
Adelphia, New Jersey.

San Francisco, the scene of much
anti-Vietnam war protestation, witness-
ed another protest in the form of a call
to ban war toys by democratic assem-
blyman, John Burton. Burton will in-
troduce legislation banning war toys
altogether., Child psychologists say
that war toys are bad because, ''they
help people accept an environment of
violence.!" Avalon Hill's President,
James E. Smith, is alarmed at this
legislative proposal. He counters that,
"War games offer persons the dream
of command without the responsibility
of accounting for actual human lives.
Players can see that war means misery
and suffering - before having to experi-
ence iton the actual battlefield. In some
respects, then, if more protagonists
would settle their differences over a
wargame, perhaps manyactual conflicts
might be avoided.'" By nature, Presi-
dent Smith is a retiring anti-militant
man. When asked if he would take any
action against Assemblyman Burton if
such legislation becomes law Smith
philosophically replied, 'I'll bash his
head in. "

Toanswer many subscriber inquiries
regarding the discount coupons; any
number may be used at one time with
4 coupons as the minimum.

For a highly interesting booklet (48
pages) on the history of earliest board
games, we suggest you write to Parker
Brothers, Salem, Mass. Ask for their
free booklet entitled, ''"75 Years of
Parker Games.' Parker Brothers is
responsible for many ""household' favor-
ites such as Monopoly, Camelot, Ping
Pong, and Key Word, a forerunner of
Scrabble, to name a few of over 300
games developed by this pioneer in com-
mercial game publications,

Thanks to Mark Goldberg, Berwyn,
Illinois, for telling us that Donald
Featherstone's new books, "Air War
Games'" and '"Naval War Games' are
available here inthe states from: Soccer
Associates, P. O. Box 634, New Ro-
chelle, New York.

Victor Gervol's new wargaming club,
"Aggressor Homeland'", bases its
organizationand doctrine on U.S. Army
Aggressor material recognizing Es-
peranto as the official language. Mem-
bership is selective. Applicants under-
go "screening and must carry onvarious
duties of responsibility. In return,
members acrue fringe benefits includ-
ing the right to purchase war material,
Aggressor's latest game "Iwo Jima',
for example, plus revised Bulge count-
ers, Stalingrad Airpower counters, and
"many more items too numerous to
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mention.'!" The best feature is that ''no
dues are charged.'" Inquiries should
be directed to the Minister of Interior,
First Secretary Circle Trigon Party,
himself, Victor Gerwvol, 5131 Juniata
Street, Duluth, Minnesota 55804,

On December, the 17th, the Grand
Rapids wargamers (under the banner
of North East American Theater of Op-
erations) sponsored a meet of all Michi-
gan wargamers. The meetwas attended
by 23 gamers from Grand Rapids,
Cadillac, Dearborn, Royal Oak, Plain-
well, Flint, Rockford, and Saginaw,
One of the main attractions was a game
created by Tom Webster of Plainwell.
It incorporated 11 22 x 28 mapsheets
and had the entire continent of Furope
from Tunisia to Northern Norway and
the Atlantic to deep in Russia. The
campaign commenced as of 1939 with
the armies of all of these European
countries represented. Germany, con-
trary to history, kept the bulk of its
army on the French and Austrian
borders. Meanwhile, Poland attacked
Russia (? 1), and the countries of Ru-
madiia and France aided Italy in a drive
into the Balkans and southern Austria
and Germany. Other AH games were
also featured with several battles going
on simultaneously. This is the 4th of
a quarterly series of Kriegspiels. The
group plans another meet for mid-
March. Contact Brian DeVries, 200
Hubbell St., Houghton, Michigan,

The December 66 issue of King
Magazine, Britain's equivalent to our
Esquire Mag., published a 6-page fea-
ture entitled "The Power Games', by
Roger Elliot. Color photos and ratings
enhance this article written in typical
British syntax, Rated were Twixt, Ac-
quire, and Stocks & Bonds from IM;
Tycoon from Gordon MacKay; Diplo-
macy from Games Research; and D-Day
and Afrika Korps. Acquire appears to
be the best of the 3M games, receiving
good ratings for emotional entertainment
and clarity of rules, We even think it's
a good game. Elliot, however, advises
that you...''relegate Stocks & Bonds to
the bottom of your sh_c-;p_ping list. . .it is
simply a game of chance; the result
purely fortuitious. Another serious
disadvantage is that Stocks & Bonds isn't
any fun to play'...quoth King Magazine.
D-Day and Afrika Korps were the only
games to receive ''excellent" in value-
for-money rating. Best overall game
awards went to Tycoon, a simplified
form of programmedbusiness exercises
incorporating rent, warehousing facili-
ties, production costs, capital invest-
ments, situation cards, Running Record
sheets, balance sheets,...''my word,
Chedley, its Management by a different
name, "




QOFPONENTS WANTED

TJain Wehrmacht 11 now t
still in our elite
There is no duss and elections are held
for Sturmkommands, Contact  Wehr-
macht 11 7341 Esst Partland Steest.
Scottedale, Arizons BH25T

Anyons wishing to join Apgressors 20
Army rcontact me, Also, we are in-
vading Nevads, pe snswer lo three
werks Nevada bi captured, Write or
call me 5t 349; 1450, Randy Cammings,
20101 Needlos, Chatswarth, Calll,
Aryone wanting to Jain 11th Army [WAT
Lordi] Aggressor Homeland who llves

Openings are

in the Far East please writs: Robert
Curray. ‘cfo Captain Y. Hi Curray,
Cemy, Fit. Act, [cods d#] cfo FPD San

Francieco, Cal, %ibbd,

Tow Eant roquests all Tattars far the
Spartan Warghmers want lo 5820 Jahn
Long Beach, Califarnia, Any sent dny-

OPPONENTS WANTED

conflict, Will challenge anyone (nclud-
ing the facist dogs of the . Ha
car, wil travel. Write or call; Jim
Langenfield, 34) Old Hickory Road,
Fairfield, Conn, 259-6026,
Aggressor's 15th Army s abomr w
Uberate Coma, from the ewil grip af
the megalomania Piche, Join n goad guy
army. Throw Piche back ts his cald
Hartlard Huk. Richard Shalvoy, 18
Ludlaw Munor, Norwalk, Conn. 06358,
Waterloo apposents wanted {elther sida}
by expest chans player, but novice war
gamer, Frod Townsend, 10 Barmuda
Roud, Wethersfield, Cons. Bhi09,
Azen't thers any Delawareans brave
enough 1o be chopped by the 4th Retch®
We'll deatroy you In Afrika Korps, D=
Day, =r Stalingrad PHM. We'll taks
Alliwn, Russians. Viocs Mecani, 714
Woodpdnle Road, Wilmington, Del.

where elee will not be p d, Thank
you. LaeEast, 261 E, 69k, Long Beach,
Callfarnis.

My secrewmry's |2 year old son wants
ta leawn Tactics, Anyone arvoond his
age interontad b teaching bim PDM ar
eywball to eyeball, contact Fred Webster,
Bdd Ashemmb Diive, Valinds, Calllorain

We are the sopreme tave! We AFe
perfect ! Wo play Afriks Korps, Stalip-
grad, D-Day, Wateeloo ns Allies, Rus-
dlimu, Alliss, French, Are you brave?
Tod Hirpham, 4th Reich Hy, 207 Row-
land Ph. . Wil Del. 19803,

Resldents of Washington, D, C. winhes
0 Join lacil club devated ta campatition

1 ne rebellivas are
all mine, Write
+ Ralph Wright, 28 Gallaway Tirive,
Concord, California) teknow what games
1o rebal with.
Tor Paul and Fred at Renn, Nevada,
You are haraby challenged 1o any game
by Hartnoll Calloge, You will be rrpr--
wunting the Unlesreity of Mavads. 3
Pursons, 2% Noise Or,, Salinas, f‘dl
3902,

il cantact me plm D-Day
[Allics), Anyone wishing to nell Chan-

eelloraville ¥ Paul Budd, 5000 Mpss.
Ave, N.W., Washingten, D.C. 20018,

lesgue and empire soch savage
e ta engage in space wara,
mand 3 fleet of mile<long ships, con-
quer planats, see the universe, Tullin
Prani, 4300 Maneos 5, Hollyweod,
Fla,

Spartan 714 now osganizlag! Face-u
fage play anly! Contact Mare Herberr,
W19 Hilds St., Anaheim, Cebil, 12006,
Phore: _776- 940,

1L Corps, Army of Cahl,, challenges
all 1o Phm gamen of: Blits fred), Bulge
{Germans}, Gusd (Japs), Waterloo
{FPrench], ‘Tactics (red), = Stalingrad
[elther), AR (either), D-Day (elther],
Contact Glenn Harris, 524 Rosemario,
Arcadia, Calif, 91006, Phonei 447
5404,

Wil b in the Augustn, Georgla ares
during lant hall of Jume, Laoking far
live combat, Experisnce in, Afrike
Karpe, Battle of the Bulge, Blltakeleg,

Monte Zelusny, Box 218, Ri 1 AlA
South Melbourne Swach, Fla, 32951,
Unsed appaneats for Stalingrad, Guud-
alcanal or Blies, I will play any sidec
within remson, Writs
217 5, Armanis, Apt. 4
Tampa, Fla. 33609,

Wanted - Flayers for o | !
game of Watarloo, A system inpgtad
devised to pul smphanis on sub-ordinant
commander, all commands wre apen,
Mo fee. D, Evans, 3405 Westchester
Ave,, Bakersfield, Calif. 95309,
Compwient Field Marahals and Genarals
o | i
of Bulge, Contact Tim Weavar, LOOSL
Gaviots Ave., Sepulveda, Calll, Faca-
ta-face diplomacy players in Las An-
geles ared wasted. Phoos #92-6601
or_write,
Wanted| Opponents belween 13 and 1§
in Las Alamiton are. Have  Stalin,
A-K Midway alaon sell designed Salomans
Gampaign game, Dueire face-ta-face,
Cantact Jim Heg, 2941 Copa deDro
Dr., Los Alamitos, Callf. 90720,
Spartan VI, wants new members. A-
dult-Junler face to face. May charter
now PBM section on demand, Also,
anyene whe wishes 1o talk game design
contact Larry Dingle, 10891 Marian,
COarden Grove, Californin 02640, 53d.
2087,
ppanent santed ior A, K., (Alaa] pre-
fer appansnt with Litthe sxperisnce, con-
tact Jolf Kane, 1634 Manitoba Drive,
Sannywvale, Calil.
Weuld like to join any war pame club
which has & branch in Jong Beac Gt~
ting bored with oul contestanis, pleses
send all infarmation to; Brent Ellarbroek
2847 East Broadway, LongBeach, Calif,
SOB0S.
Represent your club in lournamens ac-
tion! Free games, FRA pads etc. to
wisners. WL not conflict with your
prosent clubi Grganized Competition
Benid all inquiries to: Spartan Wargamers
5810 Jehn Norih, Losg Beach, Calil
H0803%,
Twould Tike to_play Stalingrad. as the
Germans. il interested, cuntact me &1
onee. Alsg, nll persons living nesr, that
want to furm o better axis club, pleans
call me or write-phane 448-9625, Tim
S, Dekker, 452% Doresn Ave., Elmonte
Calif. #1711
Wantvd:  Faie-to-Tace opponents for
Blite, . AK, Bulge. énd Midway, Doss
anybody in the Redlinds drea play AH
gamesn? If wo, please voptact [ave
Harnmans, 521 Cajon, Redlands, Calif,
We've beaten them all! Yes, all the
major yroups in the conntry (Dusk],
ISpectic). Whe are we? Why, we're
the Caulieters of S8an Francisco, Dure
yau to fight? Steve Harmey, 110 River-
ton, San Francieco, Calif.
Anyane (nterested In jotning USCAC,
please contart Albert Olobus, 1101 Seal
Way. Apt. €, Soal Beach, Callf. Alsa,
peruany tn Minteh please contactme for
playing this coming year, | need op-
panents in this area.
For the few Southern Califoraiins not
alrediy in the hept club, Spartan War-
gamere, plesss join to make it 100%,
It will not conflict with any other club.

Maval huroes! Hore's your blg chance!
Midway (General Vol. 7 No. §) asd
Bigmarck (about the same as Midway)
by mail. Also, Blita, A, K. and D-Day
pbm.  Jay Haffman, 2642 Central Dr.,
¥lassmoor, Hlinots 60422, TReply

Euarsnteed,
"There (8 & grast doil 3 be enjoyed In

Wargaming which is Just when winalng
und sel-prifds take command,” Try &
=erious Wargaming Club, try Uscse,
Granl Noble, 234 Fir Park, Forest,
Hlinotn 60466,

OFPONENTS WANTED

Writa Michasel Nickelson, 51 Grove Rd. ,
HMatich, Mass,, phowe 633-4622

Would like PEM partmers for D-Day,
Gettysbury, Tactics ff. Be sure w ln=
clude mame, address, age. game and

wide wanted. Will pale aff extras ac-
cordlog 1o age, David Ayurs, 60 Doond
Rasd, Noedham, Mass, 02194,

Will play Balge, A K,, Gatysburg,
Midway ansd Guadaloanal, No phm. Re-
ply to Peter Derrick, 1614 Forees Ave,
5t, Josaph, Michigan 49085

OPFPONENTS WANTED

WILL play any A-H war game. Have all
but D.Day &8,

OPPONENTS WANTED

Brookville, Ohie 43309, Phone: 833
2433,

OPPONENTS WANTED

ane, aur members are inderested In

wille], ls poreen allIv. prefer eallogo
students, slon will learn other war-
games. Contact Gearge B. Hicks, 2123
Hillezewt  Avenue, Pennsauken, Wew
Jecoey OB110, Phone 662 -0860,
Multi-player Bulje game. Send ad-
drass, expericnce side preferred, and
if you want 10 be Army, Divislan, Fube
i Escort, or 130th Papzer Drigade
dar. Write to Andrew Smoot,

Michigan Wargamers:  Heady for a
fight? We've besten Aggressor lith
Army but don't intend W stop there,
Will plan another Kriegspiel for March.
Suggeations welcome for realiatie game
changes. Contuct; Brian Devries, 200
Hubbell, Houghton, Mich, 459931,

Ta: ALl Spectre anemies, From: Spec-
itrw high command, Join Specire be-
fure you arw conquared by un, Other-
wisw, 10 be conquired - we play all
game s - cantact Spevire High Command,
715 Elmwood, Dearbarn, Mich, 48124,

Chancery lives.
Aggressar Homeland conguers  allf

Ulinois and Indiana have been liberated
Ty the on-roshing forcesof Agnee, Joln
Apgressor now und be coversd with
ek Dick Westlund, 1247 Willard,
Saginew, Mich, 48602, Deadline: April
2 for challenges.

The thunder of our guns can be heard
around the world; the lightning of our
attacks (lluminates the narthern sky.
Join the ultimate wargaming organlea-
tion, Warmaster. Fleld Marshal Gary
Charboaneay, 3 Gibson, Silver Bay,
Minne sota,

Join Aggressor’s Holy War, the Froed-
wm Crusade, agalnse the pagan (nfidels
of fue and dusk, Wargamers unile uni-
dier thi banmer of Aguressar. Stop the
wpruad of barbarinm, Freeman unite|
Vic Gerval, 5131 Juniata, Duluth, Minn.
Lancers, AH club in St. Paul, Minn,
desires face-to-face opponents lo St
Paul ares, Name your game. We play
all except Chascellarsville, Address
veplies to Lancers, 945 W, Hoyt, St
Faul, Mias, 55117,

Warma needs mars brilliant tachi-
clans 1o complele conguest of Upper
Midwest, HNexl, we lake on the whole
world, Contact: Field Marskal Gary
Charbommeau, 34 Gibson Hoad, Silver
Bay, Minn, 55614,

Any adult wighing to correspond wi
an "Extreme reallsm at the expense of
playabiliny!’ devotee. please contace;
John  Schusfer, 2709 Novhert, Fllng,
Michigan 48504, or 313-CE-#-5701,
Pressure A H, tomake reallstiv optini-
Al rubes wvallable,

Want to form geming club, Military

To all wpies, sabolours, and fraitors
in porthern Mlinois, The Fifth Column
emerges, Join new, avoid the Jume
rush, We shall avercome, sventually,
CallON 2-3064 ar write Craig Willette,
2210 Marshall, Waukegan, 1Il. Mo pbm.
Have 4' 2 &' boards for Segrad, =
Cuadaleanal. Waterloo. ‘Want new
bleod [or in-parbon gawes, Muse be
adulis or mature teenagers, Inlaraut-
ed? Write or call Jim Steln, 311 W,
104th PL, Chicags, llinoin 60428,
PU 5.4227,

Aayone experienced at Gettysburg b4
near Chicage, Cholce of sides at phm.
Richard Locke, 2252 Weuley, Evanston,
1K, 6O20L.

Wl Apgressar Avmy, i Dlviaian,
clbme Ulinois, Any challenges must
be received by March 20, or lllissis is
mine. L, Robert Neul, 3724 Donna
Lane, Pearia, Hlinois bl614,

Tactics 11 1 will take the Blue Army
wril whand off and defeat any opponent or
club in the world, I have o pluysby-
mail kit Ray Massion, 609 Congdon
Ave., Elgin, TH. 60120,

only, Tefl me eguipment
yun have, age, braneh of service, nd
yearnexperience. A, P.0,, F.P.0.,
send name of town, country, Chock
Barker, 322 Lafayette, Palmyru, Mis.
souri Bi461.

Wanted: PBM oppenest fer Stalin. 11
ke red) alsa am looking for informa-
tion aboul making a battle sbout the
Hinai Campaign, Write 1o Bteven Jasob-
won, 415 West Meyer, Kansas Glty,
Missourl 64113,

Tark, Duncgnn! Rally o the Banner of
the Tras and Starsl All readers of the
Rings Trilogy, write e, AFagers, at
M Cresivals Dr,, St Louis, Mo,
631149,

Aggressor Homuland's 90 aremy an-
nounce s the liberation of Colovads ! Any-
thing conteating Aggresser contral af
Missouri, Kansas, Golorsds: respond
by March 31 or be considersd elimi-
rated! Kevin Kelly, 631 W, abth Turr,,

Kansas City, Mizsouri 6413

407 Deptford Rd,, Olassboro, N.J.
08028,
Citizens of the Empire State! Defend

your homeland from the onrushing
hordes of the house of Menorgs. Join
the Empire of Avalon. Contact Sir
Csorge Scheln, 9 Buffington Place,
Brongvillen, M. Y, 10708,
!::peﬂucﬁ]ulerwInKuwﬁwBllu—
krleg with znother sxparisnced gamer,
I will be Wlue, Mo atomic or fighters
must reply weehly and live near Albany.
Gerarda  Bedrawian, 31 Poplar Drive,
Delman, New York 12054,

TWyou ure n French Gen, who is about
to march to Brussels, I am waiting for
your first move. Send set up of French
Army ta D, Juckett, R.D. 2, Harpurs-
ville, N.¥. I37AT.

Pl Opponents | sin't  got! ay
Bulge, D-Day, Cusdaleasal and Stalin-
grad. My cholee of sides, I'm 11 and
challenge anyome, Write: Josl Klaln,
L70-14  Mimn Avenus, Jamalea, Now
York 11438 or call 212-TE3-1946 No.
P-B-M.
elan] My Irignd and 1 will join the
1 olub 1o wrils o us, We are expe-
rienced in all PBM games. Write to:
Peter Mognoson, 127 Newton Avenue,
Jumestown, New York 14701
Opponents wanted to piny Alrika Rorge
(German Basic) ulge (U.5. Tourna-
ment]) Rlitakrieg (Red Tournament) D=
Pay (German Baslc] PEM or live send
maven and rales to Richard Hill, 559
West 172 Street, New York, New York
10032, WA-7-04009.

Achtung lke the butcher Lo wut, Help
=tart the relgn of Mike the butchus.
Bartte of the Bulgs only. You chooss
sides and specify optional roles you
want,  Michael Huplec, 1913 Cecilla
Ave,, Cleveland, Ohio 44109,

I apecialise n ;I!lug Gurman in Stal-
ingrad  wgblnel  averwhelming odde.
Prafer mature midwestarn opgonsnt,
Try for two PBM moves per week.
Sand first move jo fan Shaw, KL% Salem
Ave,, Daytan, Ohio 45406,

oot Fantasy, Those wha
enjay active participation whould wrlte:
Doug Burke, 1108 Hilsed Ave,, Cora-
opelis, Penna, 15108,

R eomd s siass w3 e R
The University af South Carallns fight-
ing gamecacks challenge any damn
Yankees south of the Mascn-Dizon line
to battde. X Corpa Confederate Army

Jobn Rockbals, Columbla, 5.C. 29208,

Achtung! Achrung!| Join the Imperial
Fifth Reich's rise to powsr. We are

The 4th Aggressor (s defending Ohlo
against wtubborn Allans.  Patriotic
Chiciann rally to Aggressor ' standards.
Ranks of command ard availabls, Allens
who thisk they are necomnd "Rommels®
or Napolean's" contact Jim Vass, Box
d64, Beverly, Ohio BILE.
Atiention any AH wargamers (n Cleves
land area. Will play any AH wargame
face-lo-fice and Bulge pbm (as Ger-
mans) contact Robere Faber, 15438
Hacking Bivd,, Broakpark, Ohio 44147
or phone 234-0807.
Genaral Von Netter will defeal any
Russian opponent in phm Stalin (bai-
anced game). Wil also phm the Bulge
(either midub.  Anyone (ntereated in in-
person or phm mulches contact 576
Ayors, Tolods, Ohio 41606 or phene
CH 3-69581,
Wanted; llve oppanents in Tha Mid-OBia
Valley, Alsc pim oppanent in Blita-
Limle expericnce. Contagt
Lane, 111 Riverside Lane,
Marietta, Ohio 45750 or call bid-371-
8977, haven's ed in four monthe).
anted pbm German ulge. tourn.
and optional vules, sxéept limited at-
racks and ooe way traffic, Write Steve
Maraton, 1256 Lisa Ann Drlve, Akron,
Ohle 44313 or phone B64-T824,

¥ a small or but have
nu, Informaticn-swekers or po-
1 opponents contact:Nolan Hudgens
+ Allison Drive. Grasmwood, South
Carolina 29646,

Texansl Jaln the J6th Army of Texasl
ORCAC's nawast Army. High positiana
are avallable, Join now! Spring cam-
paigns begin soun,  Write ta; Lt Caola-
nel Michanl Mullinax, 11806 Cheswick,
Dallaw, Texan 75218,

Facn to lace in Houston Arves, prefers
ably Spring Branch, Have Midway, AK
Waserloo, Blite, Cettys, G-Canal and
Bismark, Either sldes, Interested in
Juining a club, preferably Conlederate
or Maval, Jack Lalkias, 7118 Hartland,
Houston, Texas.

Sth Agreasor Army Qeclares war on
F,O.E. in Texas, Immediate response
required or you're conmidered capitu-
lated, U ot in F.O.E,, joint elite Sth
Aggressar Army under Creg Norrl
S2IH Araces Valley, Hoosten, Texks
77038,

Want tn joln an up and coming new club
which 1s aleo & membar of Crusade?
Wil fight to hold Houston! Lt Col.
Jim Bowtic, Texas Defense Command,
Dopartment Southeast Texas, 5022
Hialeah, Hounton, Texas 61467,

After Agg Armies sooth cen=

The Heinz Guderian Fan Club challenges
the 2nd Keatucky Cavalry Divislon, We
will ulse . smnihilate anyons eles who
mah in our way., Surrenders chear-

ed, Phone IT1-5318 Charlew

1 would Hka to play A, K. and Bulge
poem, 1 owill take Americans s Buolge
{all optional rules), withar wide in A, K,
Chris Latas, 149-14 Melbourne Ave.,

Flushing, 8.Y, 11367,

ully
Tlgh?. !'I'l'l Cermania St., Cincinattl,
Ohls 45221, !
The 4th Aggressor of Ohio-Indians
needs enlistments before amburking on
2 ign this sprimg. Howsver you'll

MNew Yorkers! Joln the Prastorian
Guard in ita war against Agne, The
Praptorian nams has bacoms reupscted
througbout the nation, Join DP with
the best and join in on the spoils of
Battle, Group Leadnr Frank Phillips,

1000 Oaklund Ave,, Monroe, N.Y.
Lonso,
Baware!l We are locked n combat

with OKH, A.M.Z. and the 485, Any-
one elew who challenges us or our sllles
aggressar and Sadiuts ls considered
hastile miniater of propaganda Zitadell
Fon Rabinssn, 171 Elmwood Ava,, Buf-
fala, New York,

Age. 29, Hobby - Military  Shuties,
Foss Record; Tactics - 14 wing, &
losses, 7 incomplecs, Blite « 3/3/4.
Sweking T Hlits oppansnts. Red b
Blus, Al rilas excopt fighters b nu-
clear, Ted Pittman, 2-10 2Tth Ave.,
Astoria, New York 11102,

For sale - 3 month old Warerieo and
& month D-Day, Waterloo in extramely
good, D-Day very good. Complate
33,00 plus 1/2 postage, will trade for
pbm  wguipment, David Scaslon, 111
Post Lane, Southampton, N.¥. 11968,
Rejoicatll  The Prastorian Guard's
4th Corps announces the liberation of
L4, N.Y.C. and santern Conneutiout
Inhabltants! 1f you are good enough io
qualify, we want youl Mark Hosenberg,
167 Kingn Poini Rd., East Hampan,
New York,

Insxpurioncad general in nesd of face

Join the secoml divisionof the Red Lians

to face in D-Day,
[Germans) Tactics T, B-krisg (red)
A=K, Guity g (64 Sauth], Comisct

Wanted members tor & new clubt Wil
acoept anyone 12 yra, m adulis, Alsa
will exchange war plans on fmost AH
games. Call 341-6263 or writa BB
Eagtern Averme, Elwmere, Ky. 41018,
Gary Cockrell alse would like ideaw on
fesigning pew games,
Tim laaking for face-to-fage opponeuts
n Mew Orleans area. Wil play any
wargame. Looking for club in this
area. ey LeBouwef, §2Zl Geist S5,
Houma, Louisi
Agne yeminde the world that (thas cane
guered Maine, New Hampphirs, Gresi-
land, leland, and all of Canada tof
Apply for a o~
diy! John Rancourt, 38 Sanger Avenus,
Waterville, Maine 04501,
Aggressor Homaland's Army Group
Hartheast announces Total and Undls-
puted demination of New Jevsey and
Vermont! Any challenges W this abses
tute control must arrive before April
1l Aggressar usher alles! (General)
Brian Libby, 14 Willism Streat, Poste
land, Maine
{ will play Guud,, Blita,, Stalin, ar
Bulgs. Either side, any rules. Send
me your terms. Alna need members
for newly formed club, Thrush. Write
toi Tom Wendorf, 3007 Duncan Dr,,
Adslphl, M4, 20783

Marc Herbert, Bl4 Hilda, Anaheim,
i $2R00; T74-9809,
I0th Aggressor Army has pled

We mel Ares' challenge and beat them.
As of woday, we are invading California,
Send ull replies within 3 {three) weeks
ar Callf, Ls captured. Cralg Clemens,
183%) Dopmetz St,, Northridge, Calif,
Ray Picho, Dave Willlams, Al Lasser,
Paul Babkulaki, Dave Bakulski, Ray
Clark, Gary Duiathe, and myself, i

members of the 455 Panzer Army be-
Heve our elite society of wargamers
can wop anyone in New England, Do
you cppese ua? If 4o, write Joseph
Angiolillo, Je.. 1 Oliver Street, Havt-
ford, Conpecticut 060G,

Faualng for & moment to destroy tha %
Corps, Cascp, the 4th 35 Pansar Avmy
contindes with |ta conquast of Mass, I
you appase Ui, write: Oberstgruppon-
fubrer Raymond von Piehs, Command-
tag. 21 Chapls Place, Aartlord, Conn,
okild,

Cpponent wanted far ayeball-to-nyeball

in need of in
Paltimors ares. Have Midway, D-Day,
Tastics 11, Hltakg., A K, Face-m-
face oy, Gall or wrlts Stephen Stacks
wick, 1706 Lakawide Avenus, Baltlmara,
Maryland 235-3328 Age: 13,
Massachusetts are you tired of child-
tshly “conquering” ather states. Join
Uscac. Exchange mature ideas with
worthy peers, Fuot the adult back in
from  li-to-adalt. Lt Mark Suiford,
lat Army, USCAG, 62 Hillelde Drive,

Longmoadaw, Mass, 01024,

* Conquer ALY Jaln up now! GComa
ane, come all, Fight with we, The
WCA wants and needs you. Wil pro-
vide opponents, No tesis, o duss.
Write to Paul Mitchell, 113 North Ave. .
Watick, Mass.

Mazeuchuscite Wargameral Are you
going o let r and the 455 Pan-
zar  Army divide our beloved state?
No? Then Join a7 ally with the WCA.

Reid Baluw, 14314 Andrew Drive, 51
Louis, Mo, 63122 or eall YO-5-6260.
Lam 12,

“Wanted wargamers in the Gpain- Moroc.
co Area. Contace John Vau Den Herg.
c/o American consulats General, Tnn.
pler, Moracco. Have AK, Blis, Tae-
ticu-1, Stalingrad, and sthers,

1 am the only Montanan I know of that
plays AH games, hence, na opponants,
1"l ghm Bulge, Canal FZF AK, Stalin-
grad, DD ‘6], novice preferred. Jim
Loner Wright, 327 First Ave,, Havre,
Mottans 59501,

Would like face-io-Taos opponents in
Waterloo, A.K., Oetysburg, Cansl,
Midwny, Bl Bulge, Stalln o Gla
gpw AF.B. and Glasgow area, Bill
Gray, 1514 Ouk Court, Glawgow A.F. B,
Mont, 514-6472,

For the good AT Wargaming, & linl of
clubs with controlled, claimed and die-
puted areas af the U. 5. (and any other
useful (nfo) would be useful, right?
Right! Pratty plesss? Alsn Clark,
Tiltgn Academy, Tilwn, N.H.

There & no middin grownd, 11 you ars
mot with us, you are agaiast us, Either
join or fight. Contsst WCA Field Mar-
ahall Bernard J. Figusredo, P,O. Box
32, Qrford, N.H, 03777 for sither,

an " Avalon Hill War Club,
Write to: Mark Cicoarslio, 147 Luguer
Hoad, Port Washington, N.Y. 11080,
Are you & hard worker and fesl you
should be rewarded for your ability?
Then advance in the ranks of USCAC,
Write; Gen. Richard Nelwom, USCAC,
38 Jefferson  Ave., Mingola. H.Y.
Li80l. Getiolmow what good is.
H you'd like to enlist in GHCGL, get
in with the cream uf the cyop, Jain the
erack Bth Regimunt af the 15th Panzer
Bivislon. Write to Brad E. Hessel, 15
Qak Avenus, Terrybown, N.¥.

Wanted opponents in Bulge, Stalim,
Blite,, Gosd., almost any side, almast
all rules. Face-to-face for D-Day,
others ks ad write to Henry Zajd, I,
191 Brookside Dr., West Sanaca, New
York 14224,

PBM in Bulge, Stalingrad, A, K, and
Blits, any skie, most rules, Face-to-
face in mast A H, games, Jefl Short,
Dale Nelson, Mike Osbo contact me,
Steve Pickaree, 40 Marlow, West Se-
noca, New York 14224,

tron flght with the best war club yei
Send st of games, sxperisnce, snd
phrm squipment o Laurence Rusiscki,
14 Shargn ., Brooklyn, New York
10280,

have ta pass our entrance testw, Write
poan, Han Glavic, 430 Timboridgs
Trall, Gates Mills, Oblo 44040 Viva
Agpressar Patrolands|
H you wsnt to jain & geod club, that in
not ruled by & dicwstor, Sadiste s for
you, For mare information on Sadlata,
writn Alvin Filen, 630 W. bith, Ada,
Oklahoma 74620,
Commander of fhe Red River Valey
challengss any person or group fo Hlits
Flm optional roles [except neaclear wt-
tack) either wids, I promiseyoudefeat.
Write Rapald Campbell, Box 217, Huge,
Ckinbs
Honest pbm glayers! Anyone for Blitz,
Bulge, D-Day, or Stalin using conceal-
ed mavernent deseribed on page 11 of
lant issue of the General? Rlitz with
atomic power? or any with regular
rules? Mark Lyon, 4885 Shareline Dr. .
Salem, Oregon 47303,
Tth Aggressor Army liberates Wyoming,
All forms aof resistance must be re-
eelved ba!’au February Tih, All ex-
& jain A
Homeland Wave of the Future, Brign
Winr Ganeral Kovin Rouwrk, 2030 5, E,
ATth, Portland, Cregon $T215,
Achtung] The USCAC offers more io
the intelligent wargarer. We dan't
conquer anyons; our members are in-
terested in wargamihg, not fantasy.
Thone wha enjoy active pa

ence threatens clvilizatlon, was des-
troyed in the Midwest! Aggressor uber
alles! Bruce Sullivan, 2412 Sesboard,

Midlasd, Tesas 79701,

Hall men, hobhits, ents dwarves, elves,
ete. of Middle Earth, Join your ware
gaming elab, the Neo-Numesoreans,
Sauvon beware! All Tolklen fans write
Qandalf, 6917 Charry Li., Annandala,
Virginia 22003,

S

I would like & face-m-face opponent in
D-Day, A.K., Stalin, Guadal, Waterlao
or Blits, Fleass call Bob Calluvan
THO-1953 or write to #4414 Cheryy Vallay
Lane, Alexandria, Virginis, 1will mke

Tikew agsin!  ApEressor

seized Virginia, North Carolina
t Virginis. All inpurgents in
ates are advised to surrender
o Aggressor Armies South - David
Seroskie, 5916 Jewell Ct.. Mmud-rll-
Virginia 22312,
Join Red Liona now| Excellent, active
club wants more members. Write: Bill
Stone, Box 547, Fredevicksburg, Va,
22401 for details.

your the grestest genaral to ever Ind
trocps in battle you might be good enough
o join, Remember OKW in the Elite
of the Fourth K reich, You'll be follow-
Ing the stapu of the g = suchaw ROM-
MEL, If you think your good enough
Write Leday to Paol Scroggie, Sprague,
Wash, 99032

Attention! Now that Warlords, Inc, has
been dishand we of Aggressar invite all
former members to join the ranks of
AREreasor. ﬂ-, spocially applias to

shauld write: Jim Cook, 432 Timber
Lane, Devon, Pa, 19333

thing and must be carned - Uscac, M
you are Interested in Mopbm, Join
through me - | am organizing 4 gama,
Clark H. Wilson, 708 Penmypacker
Hall, University Park, Penna. 16802
Thrush high agent wish @ play Dlife.
Face-to-facw in Allenown area Jobn
Callan, 222 1/2N. 13th St.. Allentown,
Pa. 15102,
Attention| O, U5, K. has challenged
Aggresssr Homeland to 33 phm games
in @ watal of 12 smres. Though reduced
fram the ariginal plan, if accepted, i1
will be the largest alngle engagement
ever fought, T. Sweet, 447 Broadway,

Bangor, Pa.
II Army of Peona, @ Hves. FPeun-

aylvaniane join your arates aldest and
mast powsrlul club, WUl accep: ane
pbm challenge for Guadaleanal fey a
ahort friendly game, Write Don Green-
wood, 128 Warren 8t., Sayre, Pa, 18840,
Tooking for A.H. opponents (sithar
wlde), and literally begging for Gettys-
burg ‘B4and Midway opponents (sither].
Al plm, all optionals ueed, Writs Jay
Bennair, 8203 Southampton Ave, , Wynd-
moor, Pa, 19118,

CThallengars wanted for PBM sealingrad,

Cettysburg ond Nleachess, ULl take

Charlotteansl Opporents wanted| Pru-

Oppenents wanted far F:
bat in aay AH Baitle Game. Wﬂ& D
Scotr Palter, 117 Wheeler Mall, Dart-

mouth College, Hanower, New Hamp-
shire or phone 443-9730,
trl; aver all).

The Rod Lions are intarasted n in-
creaning Ity mambership,

{Mardor will

Anyona 16

tact me. Carl Johnson, B7 Garrabrant
Ave., Bloomfield, N.J, 07003,

fer {1z fnca for Bul A«K. Blits,
Guad, S-grad, Midwsy, D-Day, ar
Waterloo, Moderately sexperisnced -

wiy wides, Rusty Allen, 3345 Willow
Oak Raad or Hu Odom. 3421 Park Rd.,
Charlots, N.C.

TH Gommandas challnges youl We
play D-Day '68 [germans), S-grad (sl
ther), Blitz {blus), all pbem. We es-

Reply m

Lst 55 18 an the move! HRusalan fih,
yoo will be crushed, Give up saw! Tha
Germans will erush you i pbm Stalis-

grad. Your blood will fill the Vol,
and Baltic. 3G Ashwood Dr., Livings
ston, N. 1.

Tp "The Bars and Swars" Gsanv Swne-
wall Brigade invades Nerthern Jerasey
and is locking for Yankees o give bat-
the, Amy A H. wargame. No PBM.
Bob Sgholp, 30 West Harriet Awve,,
Palisades Park, New Jursey, D7650.

Commandan, 111: ‘ll--v.l Dr,, Grand

Forks, Morth Dakota SR201.

Jolh the Culrassierd (Farmally the 8th
Army of Ohio, Spectre), All REw
members must take 4 test. We have
defwated Aggressor Homuland in Oblo,
Write Lion Harumin, 2323 Belleflawer,
Alliance, Ohio 44601,

Any wargamer in the Dayton Arsa
interestsd in a face-to-face game of
Blita, Bulge, GCuadalcanal, D-Day,
AK, Midway, or Gettysburg '58. Con-
tact Doyle Wares, 229 Plymouth Ave.,

and Uajar anly! Al challan-
gen answorsd| Nisuchass opponents
write for rul Swnd declaration of
War t2: Larry Cohn, 8516 Patten Rd,,
Phila., Pa, 19118,
Arw we the anly AH players in Eric?
Dewire face-to-face cpponents in Eviw,
GCrawford, Warren County ares. Con-
tact Bab Cohen, 3716 Saasafras Streat,
Erie, Pa, 16308, Phm opponents alea
desired in Waterloo, 'Grad,
Atiention mature wargamers - join the
USCAC. We don't indulge in the child-
ish "wars' of others. We take mem-
bers anywhere. We have members in
U5 and Burope. Write: GHQ, USCAC,
L3 ggrl.al Rd., Malvern, Fa. 19355,
Ve tr "X preler USCAC,
Inexperienced fica-to-face  players
wanted in Philadalphis ares ta bolster
wgonof novice wargamers. Scott Univer,
6955 Rugby 8., Phila,, Pa, 19150, 11
B-7303. Mike Berman, 7957 Gilbert St.
Phola., Pa. 19150, LI B-4613,
The Uscac offers more to the Intelll-
fent wargamer. We don't conquer amy=-

. Calide 45 the Ird
4‘\1-m\' n Calu'aml-u 18 just Being orga-
nized. All wargamers in Washington,
Alaska, and Western Canada are in-
vited to joln the f3a1 growing | 1th Army,
Contact: Genwral Douglas Beyerlein or
Captain  Loren Womack, 3534 5 W,
Southern, Sesitle. Washingron 98114

Tujoice; Warlords Tne. Is dead| They
din last Octlober. Ti wsowms that the
leadurs forgot 1o infarm &nyonw. The
two most immediate ensmiss: Prie.
torian Battle Group, FOE Aggressor
will win, Willinm Stewart, 3223 & W
Seattle, Washi 98116

The Llth Corpe of the Ilth Army of
Aggressor ls secking new membe
Al in sastern Washington wishing to
apply for membership write: Ben Turk,

540 a.n(urd, Richland, Wash, #9352,

! Rally to the
u!’ the HKaights of Malta, Membars
needed, Tth prade through college level
welcomed. Wa wocept all challangen
in Washington, Interested? Contct
Everstt, Washingron EL 3- 2586, na phen,
Would Like to mest sny adull war gam-

ers in the Evereit are Boyd H.
Benpon, 831 Grand Aw Evarett,
Wagh, 98201,

Upan first engagement, all elements of

Win, Inc. in Washington defected to 21l

Lahrreich Corps of Aggressor Home-

land, Join now oF suffer humillation,

Greg Long, 3526 5.W. 111, Seattle,
GB14b,

Join Useac and get thelr magasine, the
Spartan, They don't try to conguer
you; they wanl you 1o enjoy your wars
gaming, To lenrn maore write; Robare
Reuschlaln, 2228 Keyes Ave., Madison,
Wiscanaln 53711,

Opponents desired for pbm Bulge, D-
Day, and Stalingrad, either wide. Will
play anythiog face-to-face, Send chal-
lenges to Richard Rubin, B580 North
Foint Drive, Milwaukes, Wisconsin
53217,

The Crusade Triumphs over Aggrassor
en all fromts. Alliss of Aggressor
Homeland; you are next! Forces naed-
ed 1 destroy Sadisto, Zitadall, Cascp,
and the rest of grussor's allles,
Contack Charles Litka, 6114 Brisrcliff
Ct., Greendale, Win, 53129 today |




