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COVER STORY:

Plans are underway to celebrate
Avalon Hill's 10th anniversary with a
gigantic national advertising campaign.
Many AH fanatics have literally grown
up with Avalon Hill, from an inauspi-
cious beginning of a l-story garage in
1958 toa 5-story brick edifice in1967. (of
course we still only occupy 1 story)

While growth in these nine ﬁrears
can be attributed to printed advertise-
ments, by far the most persuasive and
enthusiastic advertising has come from
the game players themselves, meaning
- you all. We have often asked our-
selves, ''what do the game fanatics say
to the uninitiated..,what words do they
use to convince them of the merits of
adult gaming? "

Do-It-Yourself

For the first time - ever - Avalon
Hill is giving you the opportunity to
write their ads for them. All you have
to do is to prepare layouts showing
where the copy and photos or drawings,
if any, should appear. The copy, it-
self, should be typed on a separate
sheet and keyed to fit the ad layout.

The copy you write should be excit-
ing - the way you think an ad should
ldok-and unusual enough to capture the
reader's imaginative fancy.

Gift Certificates for Best Ads

Subscribers who submit the best ads
will receive gift certificates ranging
from $5.00 on up. Layout sizes should
follow: a) 2 1/4" x 5'; b) 4 5/8" x 5';
Gl S a i SR N Preferably, each
separate ad should center on one game
only of the line. Deadline for receiving
material is August 31, 1967. Now you
can show Messers P,,- M., and S. that
you could run a successful advertising
campaign if given the chance.
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The Avalon Hill Philosophy - Part 4

In Philosophy - Part 4, we shall
attempt to better understand the '"nature
of the wargame beast.' For those of
you who will be working up your own ad
campaign for us {cover story), the fol-
lowing info may be extremely helpful.
To others the comments below, as ex-
pressed by game fanatics themselves,
will certainly provide an insight into
the motivational aspects of the typical
wargamer. Much about the average
game player was learnedfrom theover-
whelming number of responses to our
March-April questionnaire which asked
for reader-comments onpersonal ques-
tions, .. the most introspective of which
follow:

Question: How did you first become
interested in Avalon Hill?

Answers: '...a 1958 ad in Model
Railroader"...happened to notice Tac-
tics II and never having heard of Tactics
I became intrigued, bought the game and
have been hooked on kriegspieling ever
since''. .. ''looking for a game competi-
tive and challenging as chess with
enough realism to make historic con-
flict more interesting'...

Question: What do battle games
mean to you?
Answers: "A chance to exercise the

mind, relax and completely forget all
other subjects'"...'they capture my at-
tention to such a degree that I become
revitalized and able to forgetthe mental
burden of carrying a probation case load
in excess of 400".,."I am sure if par-
ents would encourage more games of
this calibre to be played by their teen-
agers we wouldn't have to worry much
about delinquency'...'l enjoy second-
guessing the great captains, a form of
pure escapism''...'they provide actual
insight into why one side actually won
or lost",.."a free run of my imagina-
tion'..."a view of a battle that is not
clouded by anauthor's bias',..''because
I'm a history nut'.

Question: Whatimprovements do you
feel are necessary design-wise?

Answers: '"more inthe areaoflogis-
tics',..'"'"more durable from a manu-
facturing standpoint'...'"simple and
exciting'',..'"the more complex the bet-
ter I enjoy them'...'"start advertising"
"add multiplayer rules', .. "either larg-
er troop counters or provide a magnify-
ing glass',..'"quicker set-up time',..
need an element of surprise, a more
equitable hidden movement feature''...
"greater historical accuracy'...
efficient handling of conditions of vic-
tory when games are un-balanced'...
"a wider range of optional rules'...
"more graphic explanations of rules,
need additional diagrams and exam-
ples'...

"more

Question: What convinces you to ob-
tain a certain battle gameover another ?

Answers: '"'The historical situation"

."action, fast movement',.."his-
torical accuracy in combination with
number of variables'...'friends re-
commendation'..."I must have them
all, your stuff is worse than narcotics"
..."'the title - I like to identify with the
game I play'...'"the appeal of the battle
to me as an individual'...'"like Bridge,
no two contests within any one game
are alike'..."involvement, like when I
looked forward to the speling bees.'

In a nutshell we can summarize the
whole bit by stating that AH provides
a "Walter Mitty" approach to life -
where one can duplicate events of real
life vicariously - and as one army offi-
cer recently added - without the cor-
responding responsibility of
lives.,

human

International Federation
of Wargaming Convention

The International Federation of War-
gamings convention will be held on July
15th atGeneral Wayne Junior High School
Malvern, Pennsylvania. The convention
will open at 9:00 AM-Admission $.50.
Lunch will cost $1. 00 and the Dinner at
a very good local restaurant will cost
$4. 00,

All clubs are invited to send arepre-
sentative to the convention. Some very
important resolutions will be drafted at
the convention which, we hope, will
change wargaming for the better.

If possible, we would like the war-
gamers coming from long distances to
stay at a local motel. If this is impos-
sible rooms will be provided, The motel
rooms run from $6.00 to $28 for one
night,

Films will be shown on the Korean
War in the afterncon. Displays will be
set up by many clubs. Distributors of
AH games, miniatures, and invented
games will have their products on sale.
Two Jutland games will be given away
and an award will be presented to the
club with the most members in atten-
dance., A prize will also be given to the
wargamer that has come the furthest to
be at the convention.

A map is available upon request,
directions will also be provided. Please
send money and any questions to William
Speer-103 Spring Road, Malvern, Pa.
19355,




PAGE 3

A True AH Club???

by Greg Koerper

The Empire of Avalon, 81 members
strong last February, has floundered
because of over-centralization and lack
of printing facilities, but not because of
lack of enthusiasm. After a period of
uncertainty, it is about to arise from
its ashes and start anew. What it be-
comes depends upon you.

Clubs such as Spectre, Dusk, and
many others have only the destruction
of each other in mind and offer the
PBM fan little opportunity to play as he
wishes. The era of these clubs is com-
ing to an end. The trend now is towards
an organization that plays within itself,
offering its members chances to meet
new opponents and prove their worth as
individual players, or as part of ateam;
to play seriously or for fun.

In September of 1966, Marshall A,
Massey initiated the Empire of Avalon,
an association in which members gained
vassals' by defeating opponents in
wargaming contests, If a member con-
tinued to reign victorious, he soon es-
tablished a large state of viscounts,
barons, and knights with ranks being
determined by the type and number of
vassals controlled, However, Sir Mas-
sey alone could not govern these matters
due to the tremendous growth of the
Empire, the establishment of a news-
letter, monthly Peerages (lists of mem-
bers and their ranks), and great amounts
of correspondence. The Empire crum-
bled; and yet its collapse was not the
fault of Massey or the members, but
rather that of the generalorganizational
set-up.

And so the time has come for reor-
ganizing the Empire. We believe that
the Empire is the strongest base for
the ideal wargaming society mentioned
above, a truly universal club for AH
enthusiasts., However, we don't want
to repeat Marshall Massey's mistake.
The administrative duties from the start
must be well divided among the mem-
bers, so as not to overburden anyone,
and so the loss of one person will have
no serious effect. There are five of us
in Chagrin willing to work, but it will
take many more. Some of the jobs that
will have to be done by volunteers are
membership registration, publication
of the newsletter and many other items;

writing articles, treasurer, recording
of game results, and anything else you
might think of. We are not asking for a
lot from you, but a little effort to make
this idea workable.

If the reaction is as great as it was
to Massey's original article, we will
be well on our way to creating the ideal
type of club set forth earlier in this
article. If you are in the least inter-

ested in participating, please answer
the following questions and indicate
which division of play you would like to
enter, This does not obligate you to
remain in the program, nor does par-
ticipation require you to help run it in
any way, Your involvement may be as
deep or as shallow as you wish,

1. About how much would you con-
sider contributing to operating costs a
year? $1? $3? $5? §10?

2. Would you be willing to pay dues ?
Pay a little extra for a quality periodi-
cal rather than a mimeographed sheet?

3. Please indicate ways in which
you would like to help. Who else that
you know would be interested in joining?

Divisions of Play
National

I. SERIOUS

A, For point ratings.

B. For rank in the Peerage (as was
previously done in the Empire).

C. Team play (four or more living
reasonably close together).

II. FUN

A, Try out new ideas.
B. Tolkien-oriented.
C. Bet-settling or honor-defending

Local
Responsibility of local members
All replies and reactions to:

Greg Koerper, Holbrook Rd., Chagrin
Falls, Ohio 44022

or
Richard Mercer, 115 Mapleridge Road,
Chagrin Falls, Ohio 44022,

Where Are We Going?

by Dena Lombardy

] am appalled by the actions taken by
Avalon Hill wargaming clubs. No ap-
parent organized actions seem to be
undertaken by any, and all appear con-
tentto have it "every man for himself."
This is further emphasized by the fact
that suggestions to alleviate the situa-
tion, published in the General, are
completely ignored. And because things
have progressed to this point, it's time
for extreme actions to be taken to cor-
rect this situation.

Many of the clubs themselves are
not really organized and consist only
of individuals in several states using
the same name for their club, And it
seems at times, from advertisements
that appear, that some of these clubs
do not even know what is happening
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within their own state. For example,
in the January-February issue, a club
gave out a general challenge completely
oblivious to another club's claimto have
subdued them. This sort of thing must
stop, and it requires an agreement be-
tween all of the clubs concerned.

I would also like to point out incon-
sistencies 1in territorial claims. It
appears as if it's open season on states
in which there are no clubs or Avalon
Hill game players who subscribe to the
General. At least one club has given
itselfaway as to why it's the '"largest.!
It claims, as captured territory, any-
thing that doesnot acceptits challenges.
That may be all right for those states
where there are other clubs, but if I
were to challenge the universe, and
obviously not receive an answer, I
could claim it as my territory. There-
by, using the idea accepted by this club,
becoming the new ''largest' war-gaming
club. This is not only unfair, it's ridic-
ulous.Do you want to continue with the
unorganized conditions you now have,
never knowing what is happening that
concerns you? Or, would you rather
have an agreement with the other clubs
stating your autonomy, and at the same
time providing for every club's right to
legal claims of victory and defeat? I
find the choice simple. Only clubs
which may profit from the now existing
confusion will refuse such anagreement.
However, I know that the majority
wants to do something about it, but at
present been unable to decide what.
Therefore, all clubs interested in the
future of war-gaming contact me stat-
ing simply whether you agree or dis-
agree with the suggestion for a pact to
be formed by all of the clubs.

This pact would create basic terms
for wvictory, defeat, and territorial
claims. It would act as an authority
for the settlement of disputes. It would
also control new clubs, challenging
everyone and flaunting their '"superior-
ity,'" so that the situation does not get
out of hand again,

This is not an attempt to encroach
upon the rights of an individual club, or
to organize a monopoly of war-gaming
clubs which dictate what must be done
and how. It is, rather, an important
suggestion to organize the now existing
confusion.

However, the problem of the situa-
tion now demands the attention of every
club, Therefore, 1 reiterate, please
send me a letter or postcard stating
if you agree or disagree with forming
a pact.

I have drafted a war-gaming pact
and any club, or individual, that con-
tacts me will receive full details on it.
But, please contact me now.

Write: Dana Lombardy, 954 Kitti-
wake La., Chula Vista, Calif. 92011,
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Johnson Survey #4

by Jared Johnson (who else?)

AH NOTE: Once again, Jared Johnson
has gone to considerable time and ex-
pense to extractvarious data we believe
to be of interest to all wargamers.
Several surprises developed; notably
that''Star Trek' received as many votes
as the next three highest TV shows com-
bined. Also significant is the fact that
Bulge came out "far out in front.' Mr.
Johnsonalso states that Chess was found
to be the l1l1th most popular game and
that Guadalcanal was voted '""'most real-
istic." The differences we found between
our own registration card analysis and
that of the following survey exists in the
TV shows: As a group, the news pro-
grams, Huntley Brinkley in particular,
were most popular. '"Get Smart'", al-
though on the wane atthis moment, out-
pulls "Star Trek,' Otherwise, Johnson's
sampling constitutes as accurate apor-
trayal of the AH picture as one can get
from a limited survey of this nature.

FIVE FAVORITE TV PROGRAMS:

Star Trek,
The Avengers.
The Invaders.
Combat,

Time Tunnel,

Lnubuarv:—-

FAVORITE CARD GAME:

1. Bridge:
Poker:
3. Rummy:

22%
20%
15%

TEN FAVORITE GAMES IN ORDER.:

Battle of the Bulge.
Blitzkrieg.
Stalingrad,
Waterloo.

. Afrika Korps.
D-Day.
Midway.
Guadalcanal.
Diplomacy.

. Tactics II.

WQQ-JU‘\W&WN:—‘
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PREFERRED OPPONENT:

1. Equal: 64%
2. Superior: 30%
3, Inferior: 6%

TRUE AND FALSE QUESTIONS:

Some people did not answer questions
4,7, and 8. The percentages given
are just for true or false answers, ex-
cluding ''no comments. "

1. I prefer multi-player war games
{meaning more than two sides, notteam

games) to two--player games .. .......
False - 68%.

2. Chess is not as interesting as
MOSE WAT ZaMES, ceeserrorrnorssas s
True - 80%.

3. I sometimes give a less experi-
enced player a chance just to make the
game more InteTesting. o v saaioe sinins
True - 74%.

4, Most of AH's non-war games are
just as good as their war games.......
False - 73%.

5. I dislike articles in the General
suggesting changes in the original rules.
False - 59%.

6. I oftentryoutthe variantversions
of AH games suggested in the General.
False - 66%.

7. Sometimes I try out the variant
versions of AH games suggested in the
General ..ocienes O A S Sl P Yo ST LA

True - 79%.

8. As far as I am concerned play-
ability comes before historicalaccuracy.
False - 60%.

9. A lotof AH's rulesare vague and

ambiguous... ... S e P
True - 64%.

10. I subscribe to Strategy and Tac-
tics. True - 63%.

11, 1 belong to a PBM organization .
True - 73%.

12, 1 would rather have someone
explain the rules to a new game to me
first and read the ruleslater, thanread
the rules first. ...vve... 8 e WAL
False - 89%.

13. The General should go monthly. .
True - 83%.

1. The game best suited to play-by-
mail is: 1. Afrika Korps - 46%.

2, Stalingrad - 25%.

2, 1, Guadalcanal - 30%. 2. Blitz-
krieg - 21%: is AvalonHill's mostreal-
istic game.

3. Therulesto: (1. Blitzkrieg - 33%.
2. Bulge - 18%) are the mostvague and
ambiguous of AH's rules.

Median age of AH wargamers: 17.
Median number of AH gamesowned: 12.

Best Movies in Past Year:

—

Doctor Zhivago.
Battle of the Bulge.
The Blue Max.

W

Multi - Player Blitzkrieg

By Eric R. Shimer

Ever since AH came up with the use
of minor-country armies for BLITZ-
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KRIEG, this new dimension in the game
has not been fully exploited. Rather
than having these m/c forces becoming
addenda to the Red/Blue armies, why
not institute commanders-in-chief for
each country, andcreate a seven-handed
game ?

There are 2maindifficulties with this
plan: Where do you get 7 players or
staffs? How do you coordinate 7 move-
ment turns ? First, as the title suggests,
these ideas are aimed atthelarger war-
gaming clubs. Second, either use the
simultanecus-movement rules of Mr.
Frederick R. Guest in the May-June
1967 General, or use the following sys-
tem;

1. Position troops prior to turn #l.

2. ,Players cut cards to find out
their order of movement, unless they
pre-arrange the order by mutual agree-
ment.

3. Country 1 moves first, along
with any allied troops that enter the
fight at this stage. In case of dual con-
trol, the allies agree on soak-off oper-
ations, etc., or appoint an allied com-
mander. Resolve combat.

4. Repeat step 3 for countries #2-7.
This completes turnitl.

5. Repeat steps 3 and 4 for
succeeding turn.

Note: Except for after-the-battle
movement, each unit may only maove
once per turn. Each country gets fto
move during the turn.

This system permits the making or
breaking of alliances throughout the
game, in the manner of Diplomacy.

Here are some suggestions for con-
ditions of victory.

1. Total domination, whichrequires
an increase in the supply and manpower
capacity of m/c's. Otherwise they
would be eliminated in two or three
turns.

2. Conquer as many city squares as
you have in your homeland, while con-
trolling all home cities.

3, Make peace treaties with willing
enemies. To save arguments, the play-
ers determine the inviolability of such
treaties before the game.

A word of caution: play only with
even-minded people whom you can stab
in the back, without losing them as
friends, As in politics and foreign re-
lations, do unto others as they would do
unto you, but do it first.

Hidding U.S. Strength

by Steve Torkelson

each

When playing the standard game of
Guadalcanal, the Japanese player is al-
ways aware of the exact strength of the
U.S. troops on the island. In the actual
battle, this was not the case. During
the whole campaign, especially during
the beginning, the Japanese strength
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estimate of the U.S. troops was poor.
Estimates were as low as 2, 000 crack
troops when there was actually about
8,000 troops. I have tried to duplicate
the Japanese limited intelligence with
the following rules.

1. U.S. troops in the jungle squares
do not have to show their identification.
The U.S. player must only inform the
Jap player what square the units are
positioned in,

2. If U.S. units in jungle squares
are attacked, the U.S. player must in-
form the Japanese player the identifica-
tion of the unit(s) being attacked. After
the Jap player has been informed, he
(Jap) may bring up more units to sup-
port the attack.

3. If an unidentified unit is just
artillery bombarded, the U.S. player
does not have todisclose the identifica-
tion of the unit until the bombardment
has ceased.

4. Hidden Movement Rules (Optional-
Tournament Game) 2, 10, last part of
11, 12, and 13, also apply to U.S.
movement, Comments: Steve Torkelson,
619 Leo Drive, Santa Rosa, California
95401,

The Principles of War:
Surprise

by Capt. Mike Frankwicz
edited by Myron Brundage

Maxim 95: "War is composed of
nothing but surprises. While a general
should adhere to general principles, he
should never lose the opportunity to
profit by these surprises. It is the es-
sence of genius. In war there is only
one favorable moment. Genius seizes
it."" Napoleon

By surprise, you can achieve suc-
cess out of proportion to the effort ex-
pended. Surprise results from striking
your opponent at a time, place, and in
a manner for which he is not prepared.
It is not essential that your opponent be
taken unaware, but THAT HE BECOMES
AWARE TOO LATE TO REACT EF-
FECTIVELY,

The German General, Waldemar Er-
furth, who wrote a military classic
SURPRISE between the world wars felt
that the two major elements of surprise
were secrecy and speed.

Col. C, H. Lanzawrote that surprise
might take the form of time, place,
direction, force, tactics, or weapons.
He felt secrecy, rapidity and prepara-
tion were the main factors.

If you wish to surprise your opponent
you should know what he intends to do
and how he is likely to do it. He un-
doubtedly will have in mind some things
he would like to see you do. Napoleon
said, '""Never do what the enemy wished

you to do.' His basic Maxims were:
move rapidly; unite your forces and
strike immediately. He maneuvered
with a view toward inducinghis enemies
to divide forces so that he could fall
upon and defeat the fractions successive-
ly.
7 From this and from the arguments
Erfurth proposes in his book, it can be
seen that surprise is nothing but an ap-
plication of Economy of Force. It is
certainly more economical to strike
when your opponent is not prepared for
the blow than when he has takenall pre-
cautions to narry it,

The American Armyofficer is trained
to constantly strive for surprise, but
never to expect that he will be able to
surprise the enemy. Thus trained, he
develops his plan so that he could
achieve the objective without the ele-
ment of surprise, To the extent that
he would be able to gain some surprise,
the objective comes that much easier.

The present guerrilla struggle in
Vietnam provides numerous examples
of surprise, such as ambush; since
this principle is one of prime import-
ance as a weapon of guerrillas, I be-
lieve one area where our side gained
a great measure of surprise was in the
firepower of American units when the
enemy first encountered them in '65
and '66. The Viet Cong had been use
to engaging our Vietnamese units of
the earlier war variety., Our companies
and battalions of that time had very lit-
tle more firepower than the enemy,
with a few machine guns, virtually no
indirect fire support or air support. It
was a small arms war, mostly., The
American units came in with several
times the firepower of their Vietnamese
counterparts. One U. S. rifle company
had 18 grenade launchers, 3-8lmm
mortars, 2-106mm recoiless rifles,
18 automatic rifles, 6 machine guns
and no telling how many flame throwers
and what else. A South Vietnamese
battalion might be able to getinto action
with 6 machine guns, 18 auto rifles and
3-60mm mortars,

When the Cong made their first at-
tacks against U. S. units, they appeared
to have prepared themselves in terms
of engaging comparable sized Viet units,
In addition to the wvast differences of
firepower the American units could
usually call on battalions of artillery,
and numerous air sorties, and some-
times armor support. The enemy was
thoroughly and unpleasantly surprised
on repeated occasions in these early
encounters with this kind of American
firepower.

In Avalon Hill games Surprise is
sometimes difficult to obtain because
the situation is there for both adver-
saries to see onthe gameboard. Never-
theless surprise can be obtained in sev-
eral ways,
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If your opponent fails to take 1into
account the (A) Time-Distance Factor
discussed in previous articles, so that
he is unable to react on a timely basis
to what you have in mind, it is evidence
that you can surprise him. This is one
of the most common ways in AH games
to achieve surprise. (B)Circumstances
may change in the game and you may
see it before your opponent. This may
give you an opportunity for more pre-
paration for surprise. (C) Secrecy,
considered one of the major elements of
surprise, often looks very difficult to
achieve on an AH gameboard where so
much is laid out for both you and your
opponent to see, Ah, but is it really
that hard to come by? Secrecy on the
gameboard can be achieved by decep-
tion or confusion. Pump your opponent
full of bad information one way or an-
other. We showed in the Mobile De-
fense of a previous issue how you can
withdraw from your opponent to draw
him into his destruction by over exten-
sion of his forces., In a recent GUAD-
ALCANAL game, the Jap didn't bring
a unit on until 11 Sept. All he did was
flee into the jungle. The U. S. player
became rather drawn out trying to hold
what he had and still pursue. The Jap
acted panic stricken aboutgetting away,
cursed the imbalance of the game,
cursed Avalon Hill, threatened to sur-
render and give up the ridiculous situ-
ation. The idea was to spread out the
U. S. player so that the Jap could bring
on his boys '""unite and strike quiclkly,"

It was working until about 4 Sept.
when the U, S. guy said, "Hey, wait a
minute here; lemme see your Order of
Appearance Table!" After one look he
beat it back into an enclave around
Henderson field.

On 11 Sept. the Jap brought on a
sizeable force in the vicinity of Matani-
kau, but held back a good reserve,
slyly moving the OA Table as far out of
sight as was honorable. At the same
time he began rolling his eyeballs,
ohhing and ahhing, and making various
oriental mnoises. He made a definite
point of landing all units and moving
them several squares towards Hender-
son muttering '"Banzai''. The U.S. guy
rocked back in his chair, impressed by
this sudden exhibition and thought the
Jap was shooting his bolt. When his
turn came, he started moving units out
of his enclave to prevent a Jap crossing
of the MatanikauRiver. The Jap watched
silently, and when the U, S. guy opened
himself up for an envelopment by mov-
ing too many of his units forward the
Jap began to look glum and disappointed,
not saying a word. The U, S. guy pre-
tended not to notice, but he missed his
own weak flank and that was the end.
Lesson: Keep your eye on the game-
board but try to get your opponent to
watch you if you want to throw him off.
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Confusion in your opponent's mind
can give you the opportunity to surprise
him. To be mercenary about it: if he
is not so used to handling so many
pieces and considering so many factors
as one must in AH games, or if he gets
confused on the rules, well, war is
hell (e.g. ever get clipped onthat Auto-
matic Victory rule?).

There are some game rules that aid
you in achieving Surprise. The hidden
corps rule in Tactics II is a good one.
I will never forget about 8 or 9 years
ago I was playing a fellow officer a
rouser of a Tactics II game before an
interested gallery of our friends. I
was Red and was drawing him back to-
ward the island for the kill where I had
a hidden corps. He thought he had me
in a Dunkirk. I was one move from un-
leashing the big punch. All the guys
were buzzing, it looked like I had it,
when bump, my knee hit the table and
the whole works fell on the floor. Bed-
lam broke loose; such weeping and
gnashing of the teeth you never did see.
He was fit to be tied, and when things
got coherent I found out that the rest of
them thought I did it to avoid defeat. I
was nearly thrown out of my own quart-
ers until I could prove it., That should
have been it then and there, but then
they came out with D-Day......

In GUADALCANAL the optional Hid-
den Movement Rule can certainly be
used to achieve surprise.

Another area where surprise can be
achieved are the various weather rules,
which can change time-distance in a
matter of moves. Don't get caught on
these yourself. Watch your opponent
on these. Sometimes it is obvious that
he has failed to take weather rules into
consideration. Exploit that.

Order of Appearance and Reinforce-
ment Rules and the time and place these
units are brought on can achieve sur-
prise. BLITZKRIEG offers a combina-
tion of rules well suited to surprise.
For example, you can save your rein-
forcements and bring themon any friend-
ly city any time from the turn they are
scheduled. On one occasion, Big Red
deliberately let all reinforcements sit
on the Order of Appearance Card sev-
eral moves past their time. He also
gave away to Great Blues advancing
forces, the terrain he would have need-
ed to supply them. Great Blue thought
he had Big Red in a position where Red
couldn't bring on his units except as
piecemeal replacements. Blue con-
centrated his strength forward to pin
Red in from getting any supply capa-
bility.
ing his homeland since Red did have a
respectable force at sea, plus available
airborne. Blue overextended himself
while moving forward. Red saw his
chance, completeda turning movement,

He also concentrated on secur-

cost Blue heavy losses and gained enough

supply capability in the nick of time to
take care of the many units brought on.

How do you cope with surprise if you
are the one surprised? The best anti-
dote for surprise is the preventive
measure, Security, another principle
of war' that we will cover in a subse-
quent issue. But if you should be sur-
prised, the first thing to do is to retain
control over your own situation. That
is paramount. Then attempt to deny the
opponent his objective. See if he has
caused himself any weak spots because
of his activities.

In closing, remember as Erfurth
said; the greatest surprise for the en-
emy is a lost battle. Myron Brundage,
2437 Sunnyside, Chicago, Ill.

Son of
General von Blunder

by James J. Stein

Immediately following the tragic ex-
ecution of General Ludwig von Blunder,
(Mar-April-pg. 6) the clanish Prussian
High Command succeeded in winning the
promotion of von Blunder's eldest son,
Helmuth, to the command of the re-
formed and reinforced First Panzer
Army. Helmuth, a rabid Avalon Hill
game player who lost with regularity to
his late father, anxiously awaited opera-
tional orders from Army Group HQ at
Retrograd (an ominously portentous
name ) where the Fuhrer's favorite Field
Marshal, Walther Muddel, had recently
taken over from the ailing von Blunder.

Muddel, a Nazi General with bound-
less energy, but a not so boundless
strategic intellect, beganissuing orders
to all of his armies (including First Pan-
zer) regarding the important new sum-
mer offensive. The objectives for this
offensive were the encirclement and
annihilation of the strong Russian armies
defending the key road and rail junction
of Kharhop, under the command of the
jolly but dull-witted 1lush, Marshal
Rodion Rumdumsky. Rumdumsky saw
to it that, of the 120,000 daily tons of
supplies sent to his armies, 119,000
tons were devoted to wvodka. It was
said at Stavka HQ (General Staff) that,
while Rumdumsky's troops might not be
the most efficient, they were unques-
tionably the happiest in the Russian
Army. Morale was extremely "high'.

The Fuhrer had set a one month
timetable for the completion of the
Kharhop Offensive and the Fuhrer, not
being the most patientpsycho in history,
became most irritated whenever his
timetables went awry. At first every-
thing went according to plan but, then,
alas, the entire First Panzer Army ran
afoul of the most feared Russian unit of
the entire war--the deadly 7th Armored
Corps (to those not acquainted with
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stalingrad, a £-3-6). This fearsome
unit, along with it's sinister sisters--
the 2nd and 15th Armored Corps--had
repeatedly and single-handedly held up
German forces 20 times as strong for
an entire month before finally yielding.
These corps should have beenno trouble
for the Germans, as they were armed
with the obsolete T-26 paper mache
tanks and had a complement of only 35
men and 2 Russian wolfhounds (these
latter were thought to be extremely fine
officer material by Russian standards
and had recently been given commis-
sions). Try as it would, however, the
hapless First Panzer Army was unable
to even budge its miniscule opponent.
Helpless Helmuth von Blunder, remem-
bering his father's fate, now took to
schnapps and soon was suffering from
the Delerium Tremors, during which
time he had halucinations of pink firing
squads and purple Fuhrers.

Meanwhile, back in Rastenburg, the
Fuhrer spent long hours pouring over
the maps of the Kharhop Campaign and
each day his eyes came to the point on
the map where the First Panzer Army
was fighting. Each day, to his fury,
the Fuhrer found it fighting in exactly
the same place as it had been the day
before. Each day, predictably, there
was a brand new, fist-sized hole in the
table where the map lay. By the end of
the month the table was kaputt; the Fuh-
rer's fist was kaputt; and, needless to
say, Helmuth von Blunder was also ka-
putt,

As Frau Hilda von Blunder visits the
twin graves of her husband Ludwig and
her son Helmuth, she reads with sor-
row the twin epitaphs on the twin grave-
stones: '"Avalon Hill games I didplay.
I fought in real life the very same way.
I forgot what I learned in military
schools and fought the war under Stal-
ingrad rules R.I. P.'" Hilda, with tears
of regret in her eyes, silently vows to
entreat AvalonHill to create a realistic
tournament version of Stalingrad. Com-
ments to: James J. Stein, 311 W. 104th
Place, Chicago, Illinois 60628.

COMING 500N: The Curse of Gen-
eral von Blunder and The Sonof General

von Blunder Meets the Clay People!
Just kidding about that. Thanks to all
who wrote about The Pyrrhic Victory
and the unexpéctedly favorable response
is what prompted another such travesty.
In ze meantime, AH continues its test-
ing and application of the Automatic
Victory rule to Stalingrad.

P.O.W. Tournament #4

P.O.W., that perenial tournament
sponsorer is at it again. Their Fourth
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Annual PBM tournament is scheduled
to kick-off July 30, 1967, and this one
appears to be thebiggestby far. P.O.W.
has contracted with two wargaming
clubs: III Army and Aggressor Home-
land to co-sponsor their 4th tournament
so as to provide a tremendous prize
list.

Play this year will be in the form of
a singles division tournament. Each
contestant will be represented in two
divisions meaning that he will be play-
ing two separate entries. In other words
a gamer may win in the Eastern Division
but be eliminated in the West. In this
case he still continues play in the East
compiling points until the contest ex-
pires on July 1, 1968. It is possible
one entree may win in both divisions,
if this happens he will be awarded
double prizes. There is a duplicate
prize list for each division. All entries
must own at least 3 A.H. land battle
games and send P,O, W, #1 entree fee
and a stamped, self-addressed envelope
before contest time.

Everybody wins. Just by entering
everyone who sends us a stamped, self-
addressed envelope will receive free of
charge Richard Gutenkunst's special
play balance counters for Stalingrad.
These are of excellent quality and pass-
able for real AH counters. A listing of
the duplicate prize lists follows; com-
plete with their sponsors.

L. BTOPAY: s s v s smmsises P.O.W.
2. Free AH game .. ...c...u» PO W
3. Iwo Jima game....... Aggressor

Homeland

4. Panzerfauust subscription P.O.W.

5. American Lg. BB counters.....
11 Army

6. Bulge Correction Sets... Aggres-
sor Homeland
7. Stalingrad Airpower sets...Ag-
gressor Homeland
8. SFL Football games...IIT Army
We suggest that you patronize these
fine wargaming clubs which have made
such a fine prize list possible. Winners
names will be publicized in 3 gaming
magazines besides the General. Enter
now. Send your entries to P,O,W. HQ
C /O Donald Greenwood, Box 280, RD #2,
Sayre, Penna. 18840.

Tournament Waterloo

BY Peter Reese

Anyone who has ever read about Na-
poleonic warfare will note that it was
almost invariably the committing of
the fresh reserve against tired and dis-
organized troops that carried the field.
Two battles like this are Waterloo and
Ligny. Yetinthepresent Waterloothere
is noadvantage toholding backa reserve;
on the contrary it is best to attack with
everything a person has. Another thing

is that units fighting four or five turns
in a row are as strong as units who
haven't even fought yet. Toremedy this
I would like to suggest the following
rules for a tournament game.

1. Use Blitz. Attrition table.

2. Reduce the strength of by 1/6 of
its standing strength (original strength
minus factors lost) for each consecu-
tive move it is engaged. For eachmove
it is not engaged it gains back 1/6 of its
standing strength until it gets back to
its standing strength. Only 15 factors
standing strength may occupy 1l square
no matter how weak a unit is because it
has been engaged. A unit attacked at
1-3 or worse is not considered engaged.

3. A unit driven back in battle los-
ses 1/3 of its strength instead of 1/6.

4. A unit engaged during the last
two moves has its cross-country and
road movement cut in half. A unit that
has been engaged as such may move its
full allowance during a retreat; but it
is considered routed and if an enemy
unit come adjacent it is considered im-
mediately destroyed. A routed unit
takes two turns of rest before it can take
the field at which point it is considered
back up to standing strength.

Optional Rules:

1. If artillery is routed it loses 1/2
its strength due to the fact it would have
to abandon its guns.

2. Make the following units un rout-
able and when forced to retreat lose
only 1/6 instead of 1/3 of their strength.
French-Imp. Gd. inf., British-Cooke's
Inf. (Gds.), Prussian-Steinmetz's Inf.
Example of the rules. Two -4 units
attack at 12-1a 1-6, They advance 4
spaces, lose no factors and lose 1/6
of their strength. They now have 12
standing and 10 effective factors. They
are attacked by 30 factors at 3-1.
They are retreated, lose 2 factors and
1/3 more of their standing strength.
They now have 10 factors standing and
having lost 1/2 of this have 5 factors
effective. If theyare restedfor 3 moves
they will be back up to their full standing
strength with 10 effective factors.
TACTICS-Always have a reserve of at
least 15 fully effective infantry and 2 or
3 calvary to cover a retreat, launch a
final breakthrough or to follow up a re-
treat and turn it into aroute. Comments
to Peter Reese, 5916 Sarah Ct. Charmi-
chael, Calif. 95608,

Midway - Unstereotyped

by Mark Saviet

Midway, like almost all of Avalon
Hill's games, has the capability of be-
coming more than just a stereotyped
contest of good luck. It is to this end
that this article is directed.

In its present form (in case you
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hadn't noticed), the Imperial Japanese
Navy all but can't lose., 1 propose sev-
eral changes in an effort to increase
play balance and realism. The only
change in the present order of battle is
the addition of a Japanese CL: JINTSU,
which enters at 0900 June 3.

RULES

The first change is in an effort to
correct a problem pointed out by Peter
Harlem in the March '66 General: "Ya-
mato with eight hits still has a surface
factor of 18,!" His solution, however,
was not compatible with air-sea com-
bat. So instead, a system of propor-
tional reduction should be used. For
example: CHIKUMA with no hits is a
6-3. As it receives repeated hits, its
firepower is reduced. With one hit it's
a 4-2, with two hits a 2-1, with three
hits sunk. YAMATO with five hits be-
comes a 9-5. For those ships which
don't reduce evenly:

a) a ship always retains a screening
of at least one.

b) the surface-to-screening ratio
should be kept as close as possible to
the’ original ratio.

c) reduction is in proportion to the
total number of hits it can sustain.

Attacks may, of course, be made in
waves., A ship hit on the first wave is
reduced, as has been stated, to a les-
ser screening for the second wave. Af-
ter the first wave and each succeeding
wave, all ships may move one space on
the battle board in any direction before
the next wave. This allows for minor
readjustments to protect those ships
now vulnerable, and also permits com-
pensation for a ship sunk in the first
wave (which is removed as explained
below). An unlimited number of wave
attacks may be launched per turn.

If a ship is sunk in the middle of a
series of wave attacks, it is important
to record how many hits were required
to sink it. If three hits were required,
and four or more (or a 5-1 automatic)
were scored, than the ship is removed.
If, however, it is sunk by exactly the
number necessary, then it is not re-
moved. It is turned over to indicate it
is sinking and is no longer a target. It
cannot, of course, screen, and all ships
must still keep proper spacing from it.

Screening values may be split and
applied anywhere within two spaces.
(i.e. the YAMATO can split up its ten
screening and apply the different parts
anyway desired).

Aircraft may attack from three tor-
pedo zones and one dive zone on each
ship. Torpedo attacks may not be made
from the stern. All ships must be fac-
ing in the same direction.

If a carrier has readied or readying
planes on its deck, it sinks with one
less hit, In addition, every dive-bomb-
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er hit destroys two of the readied, or
readying, squadrons (ship's choice of
type).

In surface combat, factors may be
splitinany manner (attack factors only).
Battleships may not fire into adjacent
spaces. At four square (battleship)
range, the battleship's fire is halved
{(i.e. eight factors are worth four and
eleven factors are worth five).

PLAY PROCEDURE

Bothplayers write, in secret, wheth-
er or not they are readying (be specific
as to ships, types, and numbers).

The Jap must state, before U. S.
search, that ships (being specific) are
on MIDWAY.

Search procedure is the same.

If a fleetis spotted, that person must
state whether or not his plans are ready-
ing or readied (can fly that turmn). For
example: "The CVL is readying and
one CV is readied.'" It is not necessary
to specify further. In stating the con-
dition of the aircraft, readyingoverrides
readied which overrides not readied.
In other words: if a ship is readying
any aircraft at all, the condition, as
stated to the searcher, is 'readying."
This is so whether or not the other air-
craft are readied. If some aircraft are
readied, and none are readying, then the
condition is "readied, "

Operations for both sides are written
every turn regardless of whether or not
anyone was sighted.

All air operations other than attack
should also be written should your op-
ponent question your claims. All oper-
ations should be marked as to time and
date:

0900 JUNE 4: all ENTERPRISE and
HORNET fighters escort all carrier
aircraft to attack D-4g. YORKTOWN
and MIDWAY fighters on CAP over
MIDWAY. Fly other MIDWAY aircraft
to carriers.

Any operations the enemy does not
observe are not told to him. If you put
up CAP expecting an attack, your op-
ponent is not told unless he had air-
craft or ships in the same zone.

When an attack arrives, the attacker
must be told by name, which ships have
readied or readying planes on deck.

Ships may be kept off the board and
brought on at a later hour than that at
which they are listed.

MISCELLANEOUS

The American may launch B-17 at-
tacks from MIDWAY to any spot on the
board. B-17s mustbe readied for three
turns before they may fly. One ship in
a discovered fleet is selected, and a
die roll of five is three hits; a die roll
of six is five hits. Fighters have no
effect on B-17s. They may attack at

night. Attack may be made before, af-
ter, or between waves of an ordinary
air strike. After MIDWAY is reduced
to ten or lower, fueling requires five
turns., An attack does not have to be
made in the midst of a regular strike,
and no more attacks may be made after
MIDWAY is completely reduced,

There are 8 PT boats at MIDWAY
and 2 at KURE. They may all be based
at either MIDWAY or KURE or any
combination, Aside from loss in com-
bat, they may be taken only by occupy-
ing their bases while they are in them.

PT boats must be readied for one
turn like aircraft. The Jap has no way
of knowing if they are or are not read-
ied, This is also true of MIDWAY-
based air. PT boats have a range of
ten spaces (five outand five back). They
may operate at night. Each boat is the

equivalent of one torpedo-plane squad-
ron, and they function (and are lost) the
same with the following restrictions:

A Jap ship (for PT) placement pur-
poses only) controls its adjacent squares
except for those placed diagonally from
it. PTs wmay move into a controlled
square but must then stop.

Thus they cannot penetrate the outer
perimeter of a fleet.

PTs do not participate in sea-to-sea
battles. They may be used in conjunc-
tion with a regular air attack. They
are lost in the same manner as aircraft.

The Jap must state his presence on
KURE the same as if it were MIDWAY,
Of course, for either island, he no
longer must do so once he has taken it
(in that case the American must state
his presence). KURE is taken like
MIDWAY. There is no softening up re-
quired. It is worth two points to the
Jap only if MIDWAY isnottaken. Other-
wise, its only value is in destroying the
PTs., The flagship of the KURE landing
force is JINTSU, It must remain on
KURE for two turns. If it is sunk,
KURE can only be taken by the ATAGO
which, to do so, must:

a) take KURE before MIDWAY (two
turns) and if MIDWAY is also to be
taken,

b) remainon MIDWAY for five turns.
JINTSU cannot take MIDWAY.

If MIDWAY is taken, but KURE isn't,
it is worth two points to the American,

BATTLE PROCEDURE

After ships about to be attacked are
positioned, the attacker places all his
aircraftin the attack positions he wishes.
The defender now writes down the num-
ber of fighters with which he will inter-
cept. These fighters must be ones des-
ignated as CAP over those particular
ships. The attacker also writes down
the number of his escorting fighters
that will cover this wave. Combat odds
for the fighters are thenset up (the ones

PAGE 8

with the ships are the defenders). The
defender can of course strip off as many
as he is allowed according to standard
procedure (if he has an equal number of

fighters he must use them all; if he has
more they may be applied to ships, etc. ).
The die is thrown and all surviving
fighters may not be used again that turn.
All air-sea battles are resolved and the
next wave attacks in the same manner.
Neither the number of attack planes nor
the total number of fighters is revealed
by either side. The attacker is respon-
sible for stating the number of waves.
The attacker may abort future waves at
any time but must do so according to
abort procedure (See below). Fighter-
fighter odds are rounded off to those
nearest, not in favor of the defender.

If an enemy has fighters over his
fleet, you cannot abort the attack with-
out a fight. If you state you are abort-
ing, the air is handled the same as in
a MIDWAY attack. If you have no fight-
ers, than a number of aircraft equal to
the number of your opponents fighters
must be lost. Otherwise, you have a
regular fighter-fighter battle with the
defender allowed to strip-off and go
after the bombers.

A person may, upon seeing his op-
ponents dispositions for one fleet of
ships, abort that particular attack and
hit a different fleet, within range, in
the same turn. Abort must be carried
out according to the rules previously
stated, However, the aborter may, in
this situation only, meet the defender
with only an equal number of fighters
so as to preserve the rest for his at-
tack on the other fleet. You may not
hit both fleets unless it is so listed in
your operations and youhave designated
two separate flights (one flight may
abort and join the other flight in hitting
one fleet), Fighters which were en-
gaged against enemy fighters in the
abort cannot be used as escort against
the second fleet.

When the Jap is readying his air-
craft, he must be able to prove whether
or not his torpedo-bombers are armed
with bombs (i.e. the Jap must specific-
ally ready VTs for a MIDWAY attack).
He can of course de-ready in one turn,
and re-ready’with different armament
on the next,

If a surface combat attack take place
while the Jap is bombarding (by sea)
and/or invading MIDWAY, that turndoes
not count towards either.

COMMENTS

It is obvious that these new rules
add a greater degree of skill, realism,
and concentrated thought to the game.
This is particularly true if bothplayers
are courageous enough to split up their
fleets, the American into two; the Jap

e e o
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into three or more. The B-17s enable
the American to get the extra points he
needs, and thereby force the Jap to do
more than just take MIDWAY. The PTs
give the American the equivalent of 10
desperately needed torpedo-bombers (in
a limited fashion to be sure). The Jap
may find it necessary to reduce MID-
WAY fast, even at the risk of bringing
his vulnerable first fleet into U. S.
range, so as to prevent the ATAGO
from being slaughtered by B-17s.

Should the possibility of a suicide
attack from more than seven squares
become annoying, you can avoid it by
employing a technique used by our club.
Instead of moving two spaces every
turn asis done now, you move one space
at a time. It works out to:
space) - search - move - attack - move -
search - move - attack., This allows for
the time lapse between discovery and
strike. When the strike force arrives,
it can "attack' three of the nine possi-
ble locations of the enemy. Thus there
is only a 1/3 chance of hitting him with
any single attack. Very few people are
willing to throw-away all their aircraft
with those odds.

Any questions or clarifications on
these rules will be answered, and any

move (one

remarks and criticisms on these changes
would be appreciated. Address all
shtick to: Mark Saviet, c¢/o South Viet-
minh, 9 Reynolds Drive, Long Beach,
New York 11561.

Key to German
Victory in Bulge

By Joseph Pollock

In writing this article, I hope to give
some aid and comfort to the German
field marshalls everywhere who are
involved in a tournament P.B. M. game
of Battle of the Bulge. For the purposes
of this article all the tournament and
optional rules apply except one way
traffic, which I personally feel is not
realistic. In truth I can make no speci-
fic recommendations about which set
of conditions of victory to pursue; each
individual game varies so the right
course of action to follow must vary
also.

The points I am about to cover do
not vary and therefore are applicable
to all situations. To enhance his chances
of victory the German commander must
understand and emphasize his uses of
the following areas, rules and condi-
tions.

1. ROADS

2. TERRAIN

3. TYPE OF U, S. DEEENSE

4, THE P,.B.M. BATTLE RESULTS

TABLE

5. THE U.S. ORDER OF APPEAR-
ANCE CHART

Roads - The roads are pivotal in the
outcome of the game; if the U. S. player
denies you the use of the roads you will
probably lose, of course the reverse is
true if youdeny him theuse of the roads.
The one road you must seize control of,
as soon as possible, is the road running
north south from TT2 to Clearvaux
which goes through Elsenborn and St.
Vith. Control of this road enables you
to shift your units from one-half of the
board to the other in one turn. This
helps to keep the U.S. player off balance
and precludes his massing his defenses
in any one area.

Terrain - After studying the board
for a little while it becomes apparent
that the easternhalf of the board is much
easier to defend than the western half.
Actually thereare about 160 more clear
terrain squares in the western half of
the board. This means we must make
every effort possible to push the U.5.
player into the western half before his
Dec. 22 A, M, turn, if you are success-
ful in this his fate is practically sealed
for the western half of the board favors
theaggressor. Use the terrain features
to your advantage as much as possible,
always deploy your units on mountains
and behind rivers to prevent counter-
attacks, I believe that the best defense
of your reararea is tooccupy the board
edge squares. The rules state that new
units may not be placed on board in
squares directly in enemy zones of con-
trol, so to deny the U.S. player access
to your rear area on the south side of
the board you need to defend UU,RR,
00,LL,HH,EE, and BB. This costs
28 combat factors but forces the enemy
to bring his units in at squares A thru
M if he wants to use them immediately,
also it insures the safety of your supply
lines. The north side defense is QQ,
JJ,GG,BB, and Y13. Remember this
does not take place allat once but gradu-
ally as youadvance, and that you always
have the option to commit these forces
to defense or not depending on how
things are going at the front. I always
send three infantry regiments along the
north edge at the start of the game to
try to capture Verviers and square BB,
you will not usually succeed, but you
will force the U.S. player to divert
needed units away from the front.

U.S. DEFENSE - The U.S. player
must maintain a line defense across
the board; he has of course the terrain
to aid him, but the line type defense has
inherent drawbacks. To be effective it
must be a straight line; if you can make
a bulge in it you will force the U.S.
player to withdraw all along the line or
expose his flanks. Either alternative
is to the German commanders advan-
tage. If he withdraws you will gain
ground in some area without having to
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fight for it, or if he allows the bulge
you will be able to attack his flanks,
which always gives you the possibility
of trapping his forward elements. In
any case abulge will force him to spread
his forces out thinner, as he is forced
to defend more area.

P.B.M, Battle Results Table - My
own experience and that of others shows
that most German losses in Bulge are
attributed to exchanges and engagements.
An examination of the table shows that
exchanges occur in the 3-1 to 7-1 odds
only. One might conclude from this
that this is just something the German
commander must live with, well it's
not. I submit the following simple guide

line to use.
1. Surround enemy units whenever

possible (use soak off tactics against
adjacent units}.

2. Attack whenever and wherever
possible at 8-1.

3. Attack at 5-1, 6-1, and 7-1 only
against units on clear terrain squares
or positions with a maximum defense
factor of 8.

4, Avoid 3-1 and 4-1 attacks be-
cause of the possibility of engagements.

5. In all other situations attack at
2-1.

The 2-1 attack can be the German
commanders greatest asset, at first
glance it shows 20% for an A back I,
30% for an engaged, 20% for a contact,
and 30% for a D back, or only a 30%
chance of success; this is misleading
and it is not actually the case. The 20%
chance of contact if it comes up is a
tactical victory, it forces the enemy to
either attack or withdraw, usually nec-
essity dictates the latter choice. But
contacts canbe used to eliminate enemy
units the prerequisite being to surround
the enemy unit in question. In this case
he cannot retreat and must fight at odds
of at least 1-4., By making thebest pos-
ible use of the terrain surrounding the
enemy unit you can usually push these
odds to better than 1-6 which are not
allowed. (Note) Load up your 2-1 at-
tacks so that they are one or two units
beneath the 3-1 figure. If you as Ger-
man commander use only Panzer units
to comprise the forces of a 2-1 attack
the optional engagement rule allows you
to break off combat if it comes up. Al-
though this does not giveus an immedi-
ate tactical victory it does prevent the
enemy from moving his units during
his turn. Depending on the outcome of
your other battles this can cause a hole
inhis defensesand if not at least stretch
his units out a little thinner. It also
gives us the option of attacking again
or moving our units to a new area. So
in reality under the aforementioned con-
ditions the 2-1 attack gives the German
commander an 80% chance of success.
Another of the tables greatest assets is
the ability to move after combat. Plan
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your battles carefully then plan their
sequence so that youcan take advantage
of this ability to move to cut off enemy
retreat routes, of ensuing battles. Pre-
parea separate supplemental disposition
after combat sheet, on it write out the
movements of your units and the enemies
for every possible probability. This
gives you control of the direction of bat-
tle, it keeps the U. S. player off balance
and forces him into the areas you want
to fight on.

U.S. Order of Appearance Chart -
This shows where and when his rein-
forcements will enter the game and
helps you estimate what areas they can
reach in their turn. This should help
you in planning your subsequentattacks.

By proper application of all the afore-
mentioned strategies the German com-
mander should be able to push the U.S.
players units into the western half of
the board by the end of his 21 am turn.
Address all comments and arguments
to Joseph Pollock, 10 Wilshire Drive,
North Babylon, N.Y. 11703.

Red's Megaton Mastery

By Terry Thomas

It seems to me that too many people
are scared of nuclear power. They say
that they can't concentrate their forces
without being annihilated. Keeping your
forces separated is good because it en-
ables you to create mobile battle situa-
tions, shift your forces quickly and it
keeps the game from bogging down to
trench warfare.

If you just learn the secrets of air-
craft deployment you will soon be the
master of the board in as few as three
turns. The first step is to start count-
ing squares. Find out which cities are
within SAC range of each other and
which are within fighter range. Having
completed this, you will see that Big
Red has a superior position after the
first turn.

Since fightersare the only protection
against A Bomb attacks, we will study
them first. After the first turn Big
Red should have 00-40 and UU-37 in
his control. Move your fighters up to
these cities as quickly as possible. As
your legions move onward you may be
able to utilize JJ-38 and/or NN-33 if
it isn't too dangerous. Be sure to al-
ways keep four fighter squadrons in Sea
Zone C. From these central locations
your fighters should be able to cover
most of your forward units in range of
Blue's SAC and you are also in a posi-
tion to flatten any of his fighter bases
in the area. Take particular notice
that BB-31 is 12 squares away from
NN-33 and 13 squares away from 00-40.

Now for your second problem. You
waste your nuclear attacks and there-
fore allow Great Blue to constantly

threaten destruction of your forces.
Here is how to use fission with force.
Sneaky Trick #1: If you did your home-
work before the game you will see that
YY-43 is exactly 20 squares from EE-
25. When you set up your units at the
start, make a big pile of units on YY-
43 and slip a 1-20 in the middle. Great
Blue nearly always attacks EE-25. On
your turn you bomb the city out of
existence. You can cover with your
fighters at sea. Warning--Note that
S-25 happens to be 12 sguares away
from EE-25 (drat it') If Great Blue
was smart enough to put fighters there
then you'll have to hold this one off un-

til next game.
Common Sense Rule--Always use

your nuclear attacks on potential fight-
er-bomber bases. After you have your
fighters in 00-40 you can blast EE-34,
If your opponent is a lunkhead he may
give you a chance to plaster BB-31.
If so, take advantage of it. If not, you
will have to wait until you capture NN
33 to blow up BB-31. With EE-25, EE-
34, and BB-31 gone Great Blue won't
have a single decent air base to his
name. If he puts his fighters at CC-39
just divert so-me forces to the South
and wipe out that city. Meanwhile you
can destroy all his forces in the North
with your bombers since he will have
no fighter protection. At Best, Great
Blue will only be able to cover his own
forces. Since Blue's forces will not
be able to advance past fighter range
for fear of being cremated and since
you are constantly wiping out his most
forward fighter bases, your opponent
will soon find himself rather close to

his own borders.
There is nothing that can foul up

this strategy UNLESS you pull a boner
like letting your opponent execute a 4
to 1 paratrooper attack on one of your
fighter bases. If this happens, while
you are waiting for your replacement
factors to accumulate, you can look for
an opportunity to pull sneaky trick #3.
Your opponent has a fighter superiority
and puts his ADC too close to the fight-
ing. Once again you slip a 1-20 SAC
into a city close to the front. To do
this just startbreakingup some infantry
into 1-4's and slip the SAC among them.
If your opponent doesn't constantly
check your positions and doesn't bomb
your city you are in business, Start
counting squares again and find a city
behind his lines that isbeyond his fight-
er ranges andblast it. A good example;
Blue puts his fighters in BB-31. You
slip a SAC into JJ-46. On the next turn
you pulverize his capital! Granted, I
will admit you can't use sneaky tricks
1 and 2 every time, but you should be
able to gain air superiority with Big
Red three out of four times. Any com-
ments or compliments would be appre-
ciated. Terry Thomas, 11559 Crom-
well Circle, Dallas, Texas 75229.
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Artillery Being Cheated?

by Paul Perla

I think that artillery units in Blitz-
krieg are being short-changed. To
make for added realism, I think some
new uses could be given to theartillery,

Artillery has arange of six squares.
They may, in direct support of an at-
tack or in a softening up role without
any other attacking ground units, fire
up to this six square range. The regular
tournament game attrition table is used
in both cases, but the artillery does
not loseany factorsunless it isadjacent
to the unit it is attacking. An exception
to this rule is made in the case of an
artillery duel (one artillery unit shell-
ing another). In this situation the at-
tacking unit must suffer the losses in-
dicated on the table.

Artillery may also be used in a de-
fensive role, applying its defense factor
on any attacking unit in the six square
range.

Artillery units may also be used in
an interdiction role, to prevent retreats
or to block a square to prevent supplies
and reinforcements from being brought
up, Artillery may also be used in city
bombardment. If the city is shelled by
twelve factors two turns in a row, it
loses its supply capacity and its ability
to support aircraft, and also loses the
power to double up the defending units
for the next turn and all turns that it
is unoccupies. In this case there is no
need to soak off on defending units. All
units in the city lose a total of two fac-
tors.

If artillery units are within the six
square range of a beach that is unde-
fended, the attacking units must stop on
the first beach square that is being
shelled and must take the losses given
them. If they are forced to retreat,
they are moved back to the sea zone,
and lose one more factor, if the beach
is defended by regular ground forces
also, however, these units are eliminat-
ed. If the units are not forced back,
and this is an undefended beach, they
may advance up to their regular BTA.

Finally, there is one more use of
artillery that must be mentioned. On
any turn, a player may make one nuclear
artillery attack over and above the nu-
clear bombing capacity. This attack
may be made by any artillery unit,
subject to the six square range. The
nuclear bombing table is used to decide
the attack. A nuclear attack may be
made against any unit and may be used
in the beach defense role. All comments
to; Paul, Perla, 7205 Schley Court,
Pittsburgh, Pa. 15218.
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Bismarck

Naval Search Pattern

by Richard Rubin

In all British first turn search pat-
terns that 1 have read about and most
that I have seen used, the British play-
er spreads his ships around the space
into which the Bismarck may move.
This system has the fault of being un-
able to catch up to the Bismarck if it
is moved straightout away from Bergen
and then begins curving southward, It
is probable that in the course of May
23-24 the German player will be able to
use the chance table three or four times
with 42% and 52% chances of obtaining
two points, respectively. In case of an
early encounter with one battleship, the
German has a 70% chance of excaping
without firing a shot. Chances of an
early encounter with two battleships
are most nil,

My idea of stopping this type of ma-
neuver is to concentrate the British
forces as close to six squares from
Bergen as is possible, The first move
is as follows:

Norfolk A-5, ¢
Suffolk A-5, a
Birmingham B-5, ¢
Manchester B-5, d
Arethusa C-5, a
Prince of Wales €5 ©
Hood C<5, ¢
Rodney D-5, ¢
Dorsetshire E-5, ¢
Ramillies G-3, d
Edinburgh G-4, b
Force H H-5, d
Remainder D-6, ¢

Now, if the Bismarck is located by
sea search, the entire navy can be in
the area within a few turns., The same
if it is located by air search. The only
problem arises if neither searchlocates
the Bismarck., The Bismarck then is
in either E-6 or within the encircled

area. The next move should be:
Norfolk A-5, ¢
Suffolk A-6, ¢
Birmingham B-5, ¢
Manchester B-6, c
Aurora C-6, a
Prince of Wales C-5, ¢
Hood C-5, ¢
Arethusa D-5, a
Repulse D-6, b
King George V D-6, b
Victorious D-7, a
Kenya C=Ty €
Galatea E-5, ¢
Hermione E-6, ¢
Edinburgh F-5, ¢

Dorsetshire
Ramillies
Force H

8,
-4,
-5

T 0H
ap N

This move, by covering the areas
surrounding E-6, will settle the issue
whether or not the Bismarck is in E-6.
Then the entire navy can be headed
toward the space where the Bismarck
actually is. I prefer this method to
spreading out ships because the Bis-
marck will be well surrounded within
three or four moves, regardless of its
starting move.

Send comments, questions, or criti-
cisms to: Richard Rubin, 8580 N, Point
Dr., Milwaukee, Wis. 53217,

German Strategy
in Afrnka Korps

by Mark Rosenberg

This article is about a strategy I
developed for the Axis Army. In the
very first turn the German Commander
should surround the unit in Bengasi so
that it will be unable to pull back into
the nearby escarpments and delay the
Italian advance toward Tobruch. This
can be done either with a '"recce' unit
or the Ariete unit and another Italian
unit using Rommel's movement bonus.
Also the German units should be ad-
vancing across the bulge of Cyrennaica,
again with the help of Rommel's move-
ment bonus.

If, on the next turn, the British pull
back to the escarpments around Tobruch
(a foolish move), attackone of the posi-
tions at, at least, 3-1, The German
commander should always attack the
position that has the most concentrated
strength, For instance, attack a 2-2-6
instead of two 1l-1-6's. I am saying
this with the understanding that both
positions have the same strategic value.
If the British form a line onthe escarp-
ments south of Derna, the German
player should attack the unit blocking
the Coast Road, provided that the Ger-
mans can get at least a 3-1 against it.
If not, attack one of the other positions
that will insure a route to the escarp-
ments around Tobruch next turn.

With the arrival of the 15th Panzer
Division, the German commander should
attack Tobruch and the surrounding
heights. Tobruch should be taken be-
fore the British receive their Novem-
ber reinforcements. As soon as some
of the Italian units can be spared, they
should be sent to hold positions guard-
ing the Coast Road, thus hampering the
British construction of a line there.

The German player should wait until
his Novémber reinforcements arrive,
before advancing too far past the Salum,
Sidi O'mar, Maddalena line. As soon
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as the November reinforcements arrive
the German player should advance to-
ward El Alamein. If the British player
pulls back just enough to regroup and to
form another line after the Germans
have punctured a line, you should con-
tinue to attack and move toward EIl
Alamein, When the Germans f{finally
reach El Alamein, the British com-
mander using the strategy described
above will not have many units left to
defend El Alamein.

If the British player pulls back to,
say, Matruh or Sidi Barroni and then
forms a line the German player should
attack furiously, soaking off, if neces-
sary, until the Britishplayer withdraws.

Once the German commander reaches
El Alamein, keep attacking with the
purpose of taking Alam Halfa and
Ruweisat and with the purpose of giving
the British player little time to regroup
and form an adequate defense. Once
Alam Halfa and Ruweisat have been
secured, attack the British home base,
annihilating any opposition that the Axis
forces encounter,

In a month the Deutsche Afrika Korps
will be cooling its heels in Alexandria.
All comments and criticism should be
addressed to the commander of the 15th
Panzer Division of GHCGL, Mark
Rosenberg, 187 Kings Point Road, East
Hampton, New York 11937,

Normandy - the Way
it Really Happened

by Hans Kruger

The following is not a '""'super plan',
some sort of battle game strategy, or
even connected with any sortof "game''.
What I present here is the heretofore
guarded secret of what actually took
place in the many weeks in which the
Germans held the Allies back and con-
tained them in Normandy. The only
reason that I am even presenting it now
is because of the long span of years
since the war, and that most readers of
this magazine are interested in the true
situation.

Long before the Allies ever invaded
Normandy, there were a few wise Ger-
mans who realized thatany ground units
would be in a terrible condition due to
the Allied air superiority. At this time,
one of them, General Werner Radtke,
was able to get clearance to forma new
S5 Division, They were to be called
the '"Black Guard'. General Radtke
personally selected them from only the
best of men., Only the bravest, strong
of body and will, and most faithful to
the Fuhrer were picked - and then only
if they volunteered. Each of these men
were unmarried and had only contempt
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for those that would try to seize their
homeland.

After all the menwere finally chosen,
they had their division ready for train-
ing. This was to be the best trained
formation in France. While the men
being prepared for what lay ahead, the
equipment was also being prepared.

The mainstay was to be the Tiger II or

King Tiger (which the Allies later denied
were ever in Normandy). As support,
there was one Hunting Tiger, carrying
a 128mm gun, for every three King
Tigers. The remainder of the Panzers
were the fear provoking Panthers., Be-
sides the tanks, they had their own ar-
tillery, anti-aircraft, rockets, armored
half-track support vehicles, direction
finders, and sound detectors. In addi-
tion to this, they had the newly pro-
duced ultra-violet search lights for
night fighting. Little did anyone realize
that this last article was to prove the
most important to the ''might fighters"
as they were soon to be known,

They had every last vehicle and each
uniform colored black, the traditional
SS color. This made them almost im-
possible to see at night - and in the
aerial recon, photos shotduring the day,
they would appear tc be nothing more
than shadows as ''phantoms'. It made
one chuckle to think of the poor Eng-
landers looking in amazement at the
dark shadows as flashes of light appear
from out of nowhere. And then finding
out only too late that it was the enemy.
Indeed - it would be a good fight.

Now it was May 1, just a month (ap-
proximately) before the invasion was
planned. In small groups, they were
shipped to the front, where German in-
telligence had told them the invasion
would come. As this Black Guard moved
in, the other powerful units of the Ger-
man army moved out - all as secretly
as humanly possible - no, make that
more than humanly possible, for this
group of men were more than mere
mortals. They were all super men,
the kind that the Fuhrer had so often
spoken of. The only original formation
that remained, that was there before,
was the change in the 716th horsedrawn
infantry, and they were used to man the
beach defenses. All vehicles were dis-
guised as rocks and other various land
formations, with those that were more
conspicuous hidden underground. Even
the soldiers wore the regulation uni-
forms over their black watch ones.

To ensure that nothing would be sus-
pected, they each took over a divisional
HQ and pretended that they were that
division. For example, the 374th Bat-
talion was the 21 Panzer Division. By
using this type of strategy, they hoped
to confuse the Allies - and it worked!
After many weeks pastthe invasion, one
battalion would exchange banners and
recognition signals with another and the

Allies would thinka Panzer division had
been moved many miles across the
front.

It was due to the withdrawing of the
other forces thatthe Germans were able
to hold back their enemies as long as
they did, and could never have gotten
enough force together to launch a count-
er-offensive as they didin the Ardennes

in December - which, by the way, al-
most succeeded. However, it was re-
alized by the High Command that Ger-
many had lost the war and they worked
feverishly to save as much as they did.

It may occur to you to ask why this
hasn't come out before now. Here is
why - the British and Americans didn't
want it known that one German Division
had held back everything they could

throw at them for over six weeks; and

the Germans that knew about it were
shot to insure their silence, Only one
man lived through it, a corporal in one
of the supply HQ's, Although he lives
in the United States, I am honor bound
to keep secret his identity and address
as the government might still execute
him. However, the fact remains, one
German Division held back all the com-

bined power of the allies for over six

weeks. Comments: Hans Kruger, 3551
Lynwood Rd., Lynwood, Calif. 90262.

Rejuvinated Stalingrad

by Norman Zinkhan

I have rejuvinated STALINGRAD to
more realistically depict the actual
campaign until the end of 1944, when
the Russian armies crossed the pre-
war Russo-German border. Here then,
is my reconstruction.

1. First of all, change the victory
conditions. The Russian player wins
if he crosses the black boundry line
before the end of 1944(Dec. ) and main-
tains 10 Corps there. He also has to
capture either Warsaw or Bucharest
and haveﬁputed control of it,

2. Next, revise your zone-of-con-
trol movement. Make one z-of-c equal
to two regular squares of movement,
Eg. Supposea unitcan move six squares.
It moves 1 square and then into a z-of-
c. That counts as 2-3. Then it moves
through another z-of-c. That counts
as 4-5, If it has to go through another
z-of-c, it must stop. If not, it can
move one more open square (regular
movement),

3, At the start of winter 1941, all
German Infantry combat factors are
cut by one., Eg. A 4-4-4 becomes a
3-3-4. All German Panzer combat
factors are cut by two, Eg, A 8-8-6
becomes a 6-6-6 etc. This rule ap-
plies only to the 1941-42 winter

4, Only railways behind your own
lines can be used by your army. All
railways in between the lines or behind
enemy lines cannot be used by your
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army. (This applies to both Russians
and Germans, )

5. In winter, all German movement
is the same as in the regular game.
For the Russians in winter; Cal, moves
4, Arm, moves 4, Inf, moves 3, and
the railway bonus is 7. This takes in-
to account the greater Russian mobility
in winter,

6. Change your 5 blank Russian
substitute counters into §-8-6's. In-
troduce one of these new armour units
into the game, in addition to regular
replacements, in: June 1942, Aug,
1942, Sept. 1942, Nov. 1942 and Dec.
1942, After these new armoured units
are eliminated, they must be brought
on as regular replacements.

7. At the start of summer 1942, all
Russian attack factors (Cal, Inf, Arm, )
increase by one. The defense factor
remains the same. Eg. A 4-6-6 be-
comes a 5-6-6, a 5-7-4 becomes a
6-7-4 (in your mind only). At the start
of summer 1943, all the Russian arm-
our's attack factors become equal to
its defense factor, Eg. A 4-6-6 be-
comes equal to a 6-6-6. The infantry
and cavalry remain the same as above.

8. Replacement rate remains the
same except they are received at
Archangel, Kuibishev, and Grozny or
the nearest square not under German
control,

9. The replacement rate for both
remains the same, computed as usual,
by the number printed on the units.

10, Capture of Moscow or Stalingrad
cuts the replacement rate by 3, Lenin-
grad by 2. Eg. I the rate is 18 and
Moscow is captured, it is reduced to
15, etc., for as long as Moscow re-
mains in German hands.

11. Moscow, Stalingrad, Leningrad,
Sevastapol, Kursk, Kiev, Odessa,
Helsinkie, Warsaw, and Bucharest are
fortresses. Units in them have no zone
of control, but are tripled. Units in
fortresses can hold for four consecutive
turns of isolation, N.B. In order to
cut the replacement rate, Moscow, for
example, mustbe captured, NOT merely
surrounded.

12, N.B. When a back 2 is called
for, a unit can retreat throughanything,
including zones of control. To eliminate
a unit forced back 2, it must be sur-
rounded on all six sides. When a unit
in a fortress is forced back 2, it mere-
ly remains in the fortress.

13, In December 1943, the Russian
replacement rate is reduced to 6 de-
fense factors per city per turn.

14, Everything else is the same as
in the regular game. (Supply etc.)
That's it! The German must keep his
losses low enough so he can eventually
form a defense line, but he must attack
viciously at the start. The Russian
should make good use of his fortresses
and his first winter.
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Winners - Contest No. 19

The following subscribers came
closest to predicting the attack against
Gamble at Gettysburg., Heth and Mcln-
tosh were found to be attacking in a
downhill frontal attack at 12-1 odds.

Many tie contest entries were re-
solving by subscribers who had com-
puted the correct odds in this attack.
Winners are:

Steve G. Mann, Cheyenne, Wy.
Larry Watts, Given, W. Va.
Barry Kelchner, Clayton, N.J.
Dave Newman, Williamston,Mich.
Bill Hoyer, West Allis, Wisc.
David Minke, Willmar, Minn.
Peter Finkle, Orange, Calif.
Craig Allen, Rome, Ga.

Robin Heath, New York, N, Y.
Ferdie Bowman, Xenia, Ohio
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A free Avalon game has been award-
ed to each of these winners.

Don't forget to vote on what are the
three best articles of this issue...re-
cord your votes where provided on the
Contest Entry blank.

Subscriber Discount. ..

The Coupon shownbelow is for the bene-
fit of the full-year subscriber., As soon
as you have accumulated 4 such cou-
pons, 1 each from this and succeeding
issues, you are entitled to a $1.00 dis-
count applied to the purchase of any
Avalon Hill games, parts, play-by-
mail equipment and the General.
Here's how it works

Each coupon is worth 25¢. But one
coupon alone does not entitle you to a
25¢ credit., You must accumulate 4
different coupons before taking advant-
age of the $1.00 credit, When you have
accumulated 4 coupons, then you clip
them all together and send them in with
your order for an Avalon Hill game,.
When ordering in this manner, you
simply send us a check or money-order
for $1.00 less than the usual retail value
of the game,
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1 25¢ 25¢
SAVE THIS COUPON

GOOD TOWARD THE PURCHASE
OF ALL AVALON HILL
PRODUCTS

JULY-AUG 1967
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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 S 6 7

8 =} 10 11 12 13 14

15 16 17 18 19 20 21
22 23 24 25 26 27 28
29 30 31 32 33 34 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.

CONTEST NO. 20

As Admiral J. R. Jellicoe in JUT-
LANDyou have ordered full steam ahead
to engage the German High Seas Fleet.
The Germans are known to be some-
where off the coast of Norway. Success
of your overall battle strategy 'depends
on where you think your task forces
will be when the first contact is made
with the German fleet. Thus you must
make an educated guess on which squares
TF's 1, 2 & 3 will be when contact oc-
curs.

On the Battle Plan encircle a square
designating the location of each of the
three task forces (they may be all on
the same square or ondifferent squares.)
In addition, write in the hour contact
was actually made historically. The
exact locations will be determined by
the closing New York Stock Exchange
transactions of Monday, August 14,
1967 (consult morning paper of August
15.) The last digit in the sales-in-
hundreds column will be consulted for
each of the three variables under the
stock listed on the Battle Plan,

Ten Winners to be Named

The first ten contestants to submit
perfect, or near perfect, Battle Plans
will be awarded a free Avalon Hill game
of their choice. Ties will be broken in
favor of entries listing the closest hour
of historical contact. Entries must be
postmarked no later than August 13,
1967. Entrants may submit copies or
photostats - one to a contestant, only.

Vote for Best 3 Articles

All entrants must list what they per-
sonally feel are the three best articles
in this issue. This selection has no
bearing on the contest results, but en-
tries not containing this information
will be voided.

Last Goodyear I.B.M. U. S. Steel
Digit TF-1 TF-2 TF-3
1 021 N22 N22
2 021 N22 N22
3 021 N2z N22
e 022 N23 021
5 022 N23 021
6 022 021 021
7 P21 021 022
8 P21 022 022
9 Pzl 022 P21
0 P21 P2l P21

Hour actual contact was made

Headlines of 3 Best Articles:

Name

Address
City

State

Prize
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Allies Kaput

Mark Rudolph

GENERALADVANTAGES: It isrisky
for the allied player to attempt a land-
ing except in South France, Le Havre,
and the Normandy peninsula. He must
gamble on 1-1's at best in North Sea,
Pas de Calais, and Le Havre, and 2-1's
at best in Normandy, Brittany and Bis-
cay. Faster units are started in remote
areas while slower units are placed in
the nearer areas for greater mobility,
A fair counter-attack force can be as-
sembled in any area. Second line posi-
tions can be fallenback too easily if the
allied player obtains a beach toehold.
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SPECIFIC IDEAS: South France is
left vacant because of the 17 square
supply limit. In Biscay the allied player
can make a 2-1 at best. Even if he suc-
ceeds in landing he can be contained by
holding the supply centers in the area.
In Brittany the allied player can make
2-1's at best. If he secures a beach-
head you can hold him in the neck of
Brittany on the Avranches, Rennes, St.
Nazaire line. If the allied player in-
vades the Normandy peninsula he can
be checked on the Vire river-Avranches
line. If he invades the east coast cities
he can beheld on the Orne river-Argen-
tan line. In Le Havre he can be held
indefinitely on the Seine river-Rouen-
Dieppe line. If he also secures the
Seine inat best a 1-1againstyour 5-5-4
he can be halted on the Eure river-
Rouen-Dieppe line. In Pas de Calais
the allied player can make at best
1-1's. If he gains a beach point you can

Where Avalon Hill Games Are Available

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

Catha's Toy & Hobby Ganter
Heart of Huntsville Shpg. Mall

W. B. Head & Company
109 N, Maln Street

, Alabam:

Susand Toy & Hobby Shop
7B36-38 Herchel Avenue
La Jolla, Califarnla

May Co. Service Building
Tefferson & Grand
Loz Angeles, Califorais $0007

Carousel Toys
1726 E. Colorado Boulevard
Pasadena, California

Paramaunt Merch, Company
1500 Industrial Way
Redwood City, California

Victor's Toys
7450 Reseda Boulevard
Reseda, California

Toyland, Inc.
501 Second Avenue
-fan Dlego, California

Toy World
Buenaventura Shopping Center
Venturs, California

Birdies Toy House
1259 Braadway
Walnut Greek, Galifornia

Levine's
123 E. Pikes Peak
Colorade Springs, Colarada

Hatch's - No. 13
3100 5. Sheridan Boulevard
Denver, Colorada

Mali Book Center
Cretan Shopping Mart
Groton, Connecticut

Lee's Kiddyland
Groton Shoppers Mart
Graton, Gonnecticut

Yale Co-Operative Carp,
77 Broadway
New Haven, Connecticut

Corr's
813 - 9th Street
Washington 1, D. C.

Sullivan's Toy Shop
3412 Wisconsin Avenue
Washington, D. C.

Woadward & Lathrop
Washington, D. C.

Paulin's
4415 Gov. Printz Boulevard
Wilmington, Delaware

The General Tradisg Co,
[Mayfair) Lud.

144 Sloane Street
Landon, 5W1, England

Little Fulks Store, Inc.
135 M. Monroe Street
Tallahasses, Florida 32301

Hamley Brothers, Led.
200/02 Regent Strect
Londen W1, England

Darken's
107 E, Main Street
Barrington, Ilinais

Illinois

Robeson's
Church k Randolph Streets
Champaign, Tlinois

Hobby Models, Inc.
2356 W. Devan Avenus
Chicage, Ilinais

Kroch's k Brentano's, Inc,
29 South Wabash Avenue
Chicage, Ilinois

Marshall Field & Co.
111 M. State Street
Chicags, Ilinois 606590

Marshall Field & Co.
4111 W, George Street
Chicago, Illinois

Muscum of Science k Industry
57th Street & Lake Michigan
Chicago, Ilinois

Hoey's Toys
34 E. Hinsdale Avenue
Hinzdale, llinals

Murshall Field & Cao.
1700 Sherman
Evanston, Illinois

Carson Pirie Scott & Cao.
123 5. W. Adam Street
Peoria, Ilirsis

Ed Schock's Toy & Hobby Shops
6220 Carrallton Avenue
Indlanapolis 20, Indiana

Follett's & Southworth
Purdue Book Storas, Box 515
Weat Lafayatie, Indiana 47906

Pete's Toy Box
411 Nebraska
Siowe City, Towa 51101

Bette's Tayland
328 E. Fourth Street
Waterloo, Iowa 50613

Mational School of Motoring
M/E D k M Aponsies

47 Sweetmount Park
Dundrum, Dublin, [reland

Kentucky Model Shop, Inc.
3505 Wilmington Avenus
Lauisville, Keatucky

W. K. Stewart
550 South 4th Avenue
Loulswille, Kentucky

Toy Fair
Shreve City
Shreveport, Lowisiana

United Jewelers & Distributors
307 Crockett
Shreveport, Louisiana 71102

A. Fader &k Sans
210 E. Baltimare Street
Baltimore, Maryland

Hachschild - Kohn Company
Howard & Lexington Streets
Baltimore, Maryland

Hutzler's Brothers

issue.

Howard & Saratoga
Baltimore, Maryland

Lucas Brothers
219-23 E. Baltimore Street
Baltimore, Maryland

Pop's Dizcount
520 E. Belvedere Avenus
Baltimore, Maryland

AL Lowen, Ine.
7227 Wisconsin Avenue
Bethesda, Maryland

Children's Supermarkets
{Lash Distributors)
2227 University Blvd. E.
Adelphia, Maryland

1540 Rockville Pike
Rockvllle, Maryland

Childran's Supermarkets
{Lash Distributors}

4444 §t, Barnabas Road
Marlow Heights, Maryland

Children's Supermarkets
{Lash Distributors)
1230 Leesburg Pike
Bailey's Crossroads, Va.

Lash Dist., Ing,
10700 Tucker Street
Beltsville, Maryland

Brentano's Inc.
Wheaton Flaza Shopping Ctr.
Wheatan, Maryland

Bawen's Toyland
Bedford Shopping Center
Bedford, Massachusetts

Jardon Marsh Company
Baston, Massachusetts

Harvard Cooperative Society
1400 Massachusetts Avenue
Cambridge, Mass. 02138

Leavitt & Pierce
1316 Massachusetts Avenue
Cambridge 38, Massachusetts

Johnsen's Bookstore
Springfleld, Massachusetts

Winchester Hobby Shop
555 Main Strect
Winchester, Massachusetts

Follett's Mich. Book Store
322 5. State Streect
Ann Arbor, Michigan

Martin's Games, Inc.
263 Pierce Street
Birmingham, Michigan

I. M. Muirhead Company
22370 Michigan Avenue
Dearbarn, Michigan

R & R Family Gifts
1558 Wealthy §t., 5 E.
Grand Raplds, Michigan

Hobby Hub
526 Frandor Avenue
Lansing, Michigan

Tay Fair
156 Sauthdale
Edina, Minnesota 55410

The Pied Piper
750 5, Cleveland Avenus
5t. Paul, Minnesota

St. Paul Book & Stationery Co.
bth ke Cedar
St. Paul, Minnesata 55101

Continental Hobby Supplies
P, Q. Box 11&
Adelphia, New Jersey

Carner Book Stare
43 5. Finley Avenue
Basking Ridge, New Jersey

Moorestawn Bookshop
Moorestawn Mall
Moorestown, New Jersey

Ulbrich's
446 Main Street
Buifalo, New York

Brentano's Inc.
586 - Sth Avenus
New York, New York

Gimbel's - New York
33rd Strest & Broadway
New York, New York

Lord & Tayler
16 West 39th Street
New York, New Yark

Falk's
314 Fifth Avenue
MNew York, New York

F.#A.0. Schwarz
745 Fifth Avenue
Mew York, New York

Teachers Gollege Bookstore
1224 Amesterdam Avenue
New York 27, New York

Scrantons Book & Stationary Co.

334 E. Main Street
Rochester, New York

The Corner Baokshop
Route 254
Setauket, Mew York

The Dolphin
814 Elm - Eutaw Shopping
Fayattaville, M, Carolina 26303

Furr-Hackney Hobby Shop
Morth Hills Shopplng Center
Raleigh, North Carolina

Bocack-Stroud Company
501 West dth Street
Winston-Salem, N. Garolina

©'Meil's
226 5, Main Street
Akron, Ohio 44308

Fields Bk, Str, of Severance, Inc.,

Severance Center
3572 Mayfield Road
Cleveland Helghts, Ohlo

Big Tap Toy Shop
2308 Far Hills Avenue
Daytan 19, Chio

Utica Square Books
1822 Utica Square
Tulsa, Cklahoma 74114

Muoior & Frank Co., Inc,
621 5. W. Fifth Avenue
Portland, Oregon 97204

Toyland
1305 Llayd Center
Portland 12, Oregan

Hess!
Allentown, Pennsylvania

Kraus Department Store
§10-14 Parade Straet
Erie, Penneylvania

Gilbare's Hobby Shop
Gettysburg, Penn. 17325

David"s Bookshelf
Morrisville Shopping Center
Morrigville, Penna, 19067

Emerson Company
1633 Chestmut Street
Philadelphia, Penna.

Fireside
186 E. Evergreen Avenue
Ehiladelphia, Penna,

4. B. Charles & Son
5213 W, Liberty Avenue
Pittsburgh, Peana, 15216

Harrison I, Hays
6206-08 Penna, Ave.
Pittsburgh 6, Penna.

Joseph Horne Company
500 Penni. Avenie
Fittsburgh, Penona.

Cheltenham Book Shop
Paperback Den,
Gedarbrook Mall
Wryncate, Penana, 19095

Kaufmann's
400 Fifth Avenue
Pittsburgh, Penna. 15219

The Hobby Shop
505 Clinch Avenue 5. W.
Knoxville, Tennessee 37902

Maiman - Marsus
Z6E0 M. Haekell Avenue
Dallas, Texas

Foley's
P.0. Box 1446
Housten, Texas

Bab Hal's Habby Shop
1611 Westlake
Seattle, Washington 98101

Frederick k Nelson
Sth b Fine
Seattle, Washington 98111

Midvale Plaza Hobby Shop
521 5. Midvale Boulevard
Madison, Wisconsin

Moseley's, Inc,
24 East Mifflin
Madison, Wisconsin

hold him on the Islands-Scheldt-Amiens-
Rouen-Seine line or portions of it. In
North Sea the allied player can make
If he succeeds then you

at best 1-1's.

the allied player.
line becomes untenable fall back care-
fully to the Meuse line utilizing cities

and rivers to cover your retreat.

When your

second

A

can hold him on the Dyke-Amsterdam-
Rotterdam-Islands-Scheldt line or por-
tions of it. The northern five replace-
ment star units are used as reinforce-
ments in case of a North Sea invasion.
The southern three units are used to
hold the southeastern cities from allied
paratroopers if 4 South France invasion
occurs.

SUGGESTED FURTHER STRATEGY:
For the first 3-4 weeksattempt to com-
pletely drive him off the continent if
counter-attacks are possible and your
units do not become dangerously ex-
posed. Failing in that, withdraw to the
second line position. Try to
monumental loss yet sacrifice little to

cause

buffer line may be set up consisting of
hopelessly slow retreating units, and
sharp, annoying counter-attacks can be
made from behind it with strong fast
units to allow precious escape time.
You should have the bulk of your force
remaining to set up a fluid wall along
the rich defensive terrain of the eastern
"funnel.' The allied player should be
hurt by his attrition and your replace-
ments will begin to pour in. Maintain-
ing this final line while causing heavy
allied casualties you will eventually
break his offensive and win the game.
Comments should be addressed to
Mark Rudolph, 5666 North Sunny Point
F.oad, Glendale, Wisconsin 53209,
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The Infiltrator’s Report

In the New York Times, last month,
a report on wargames disclosed that
such play '"has helped RAND scholars
understand the problems of defense
decision-making more precisely by
simulating actual crisis situations.'
One RAND philosopher says, "I came
to terms with war games a long time
ago. You can't hurt yourself by under-
standing what war is all about.'" So
now, fellows, you've got a perfect re-
buttal when your peace-nik friends start
bugging you about your fanaticism for
wargames,

A most completely sophisticated
newsletter on wargaming is, curiously
enough, the "Wargamer's Newsletter."
Toobad it's published in England. How-
ever, there are many American contri-
butors and it is available at $4.75 per
year from 69 Hill Lane, Southampton,
England. If you have your own 4 engine
jet, it's a great newsletter for those
who can make the many wargame con-
ventions that are set up in Great Britain
as reported by this newsletter. Their
articles run the wide gamut of midieval
wargaming to modern day skirmishes.
Also, rules to the play of such melees
as the ''battle of Harrisburg'' can be
found in the text. It also presents ex-
cellent bibliographies for the serious
devotee of the wargame. Excellent
value, here.

Panzerfauust newest entry into the
wargame magazine field, reports that
the first AH inter-service tournament
is under way. It pits the officers and
men of the USS Shangri-la against Chris
Wagner's 6988th airforce squadron.
Inside info on this, and additional news,
can be obtained by writing: Box 280,
RD #2, Sayre, FPenna, 18840,

All hail the arrival of '"The Storm-
trooper, ' Aggressor's own newsletter,
Starting in June at 20¢ per copy (10-12
pages) for Apggressor members, 25¢
for non-members, a subscription could
put you in on the ground floor of one of
the fastest growing battle game clubs
in the country. Send inquiries to: John
Rancourt, 38 Sanger Avenue, Water-
ville, Maine 04901.

For another $5.00 you can qualify
for membership in the Intercontinental
Kriegspiel Society - for 25 year olds
and up. Strictly adult competition of a
most friendly sort. By-Mail games are
resolved by a special "AHIKS KEY"
system that precludes the use of Stock
Market Results. A subscription to
"Kommandeur' accompanies member-
ship. Apply to Editor Hank M. Green-
felter, 20 York, Hamilton, Qhio 45013,

Other publications highly recom-
mended (reviewed in Mar-Apr 67 issue)

are Strategy & Tactics and Kampf., S &
T, devoted mainly to all sorts of war
gaming, is first class all the way. To
be '"in'' one simply must have at least
one copy of this slick magazine in the
den. S5 & T is edited and published by
persons well versed in the art of war-
gaming per se. You can get more info
writing to: S & T, Box 65, Adelphia,
New Jersey 07710. An ingquiry sent to
Kampf, 8512 Fifth Avenue, Brooklyn,
New York, willbring you information on
the mostaccurately researched histori-
caldataavailable under one cover - any-
where. Kampf deals with historical
battles in a more technical way - even
to the extent of pointing out inaccura-
cies foundin so-called official historical
accounts. No wargamer's library can
be complete without a space relegated
to issues of Kampf.

A lesson in Promotion: All of you
fanatics who have clubs and magazines
in circulation should take a page out of
Douglas Amis' book. While his publica-
tion '"The Panzer' isn't going to put
"Time'' out of business, at least he has
developed a flair for publicizing his
magazine. His hometown newspaper
"The Independent' devoted a 1/4 page
to the whole wargame bit, including
photos and credit lines. This type of
publicity is not difficult to get, really
fellows. All you have to do is to write
or call your local newspaper and most
of them are ready and willing to lend
an ear to unusual stories such as we
all have to tell. In the meantime, a
congratulatory note to Doug is liable
to get you a subscription order form to
""The Panzer', 4137 Silver Street,
Pleasonton, California 94566,

Recent subscribers take note: you
are encouraged to submit articles for
publication. Articles that appear in
future issues will be voted upon by our
editorial staff to receive special year-
end awards. Five-dollar gift certifi-
cates are awarded on a bi-monthly
basis for articles selected as outstand-
ing by subscribers, themselves. Arti-
cles should be approximately 500 to
700 words in length. Diagrams that ac-
company articles should be drawn in
black ink. Acknowledgements of ac-
ceptance or rejections cannot be made.

By far the most popular article ap-
pearing in the March-April issue, as
selected by you subscribers, was
"Principles of War - Mass & Movement,"
by Captain Mike Frankwicz and Myron
Brundage. Others receiving special
readerkudos were: Sgt. Lou Zocchi's
"Alas Realism, "' Richard A. Shagrin's
""...Heartless American Win, " Donald
Greenwood's ''"Buyer's Guide," Hans
Kruger's "Operation Sea Dragon (Guadal-
canal), ' and James J. Stein's "Phyrric
Victory.' A five-dollar gift certificate
hasbeen sent to the above authors. Con-
gratulations,

THE GENERAL

International Airmail postage rates
have increased as of a few days ago,
Since it will now cost exactly $1. 00 to
airmail the General overseas, all cur-
rent overseas subscriptions will be sent
surface mail. Requests for airmail
service must now be accompanied by
payment of $1.00 extra per issue; $6.00
per full-year subscription.

A job opening will develop at Avalon
Hill's Guilford Annex come September,
atwhich time a full-time, 40 hour week,
warehouse-shipping clerk will be needed.
Subscribersliving in the Baltimorearea
who would be interested in light-labor-
inventory type of work, should direct
their inquiry to Mrs. H. Marciano, at
the 4517 Harford Road address. High
school graduate or better - state age
and salary desired,

The National Paper Box Manufactur-
ers Association has profured AH the
""Excellence Award' to the Guadalcanal
Box. The citation for the box reads,
"The role of packaging as a salesman
on the shelf is exemplified by the excel-
lently conceived graphics of this durable,
rigid box, "

- Thanx to S/Sgt. Louis Zocchi for the
idea that inspired our cover story. You
get an extra day extension on the dead-
line, Sarge old boy...

The world is coming up with new
wars quicker than AHcan design games
on them. Just when we thought we had
caught up - with a Vietnam thriller -
this middle east situation erupted. To
properly research what went on it was
necessary to determine why Israel and
Egypt were at odds. '"Did Nassar really
wantwar ?'" we asked ourselves. Nassar
had his street mobs shouting, '"We want
War.'" Assuming that Arabs behave
the same way Americans do thisactually
meant that Nassar wanted peace. There-
fore, it must be the Israelis who wanted
war - they had been angry at the Arabs
ever since Wally Moses led the Israelis
out of Egypt and, crossing the Red Sea,
turned left instead of right. Otherwise
Israel would have had the middle east
oil and it would have been the Arabs who
were stuck with all that sand. Conse-
quently AH is stuck with a game where-
in both sides are the '"bad guys. !

Business Administration students at
the University of Ankra, Turkey, are
being taught economics with the aid of
Avalon Hill's Management Game. We
hope they aren't using the first version
of the game which was $12, 000 short of
Capital on the opening balance sheet.
Oh well, itmakes nodifference. ,.that's
what our government calls deficit fi-
nancing.



OPPONENTS WANTED

Tucsonians! Stop hiding! 1 want face-
to-face opponents in Tucson area,
Would also like to trade Verdict II for
another AH game. Contact Dean Min-
ton, 5828 Academy Street, Tucsom,
Arizona, Phone 327-3014,

OFFPONENTS WANTEDR

4th Siberian Corps thaws out in sum-
mer. Will accept challenges in most
AH Pbm games, including chess, Send
game preference(s), side and/or first
move to CO, 4th Siberian Corps, 53
Lewis 5t., Bristol, Conn. 06010,

OPFONENTS WANTED

Please place for me the following"op-
ponent wanted" ad: owner of Blitzkrieg
degires opponent for thie or other Ava-
lon-Hill games, contact: Mr, Stephen
Sousk, 4706 Hollywood Rd., College
Park, Maryland (301} 935-2673,

Achtung! Will buy AH games and Pbm
pads (you pay postage so include in
price). Also wish to contact and play
AH Wargamers in Carmichael-Sacto
area. Phillip Heaton, 4736 Kenneth
Ave., Carmichael, Calif, 483-5871.

Opponent wanted for A.K.; liveor Pbm,
Live: Blitzkrieg, Guadalcanal, Midway,
or Bismarck. Preferably under 16.
For live, please make arr t

4th 55 will accept as members only those
individuale within driving distance of
Hartford. As far as cluba go, we will
form pro-4th 55 and/or Anti-Aggressor
Pacts with any clubs within our 'Sphere
of Influence, ' If you don't want to ally,
fine. We then await your challenge...
Gary Dziatko, 139 Adelaide 5t., Hart-
ford, Cenn,

Wargamers, Join A Club with a rating
system and a magazine. Join the 1FW
(Formerly USCAG). For the mature
hobbyist, Mark Safford, 62 Hillside
Dr., East Longmeadow, Mass. Will
trade Tactice II for Guadalecanall!

OPFPONENTS WANTED

£ Bk

Op wanted face
Play any AH game, any side. Contact
Michel Zaleski, 27 Pellcaire Drive,
Huntington, New York, Long Island
11743 or call HA 1-1195.

Red Lions - remember thatname. Our
club is getting great., Join for glory!
I'm 12 and want apponents - mailletter
and I'1] specify games and sides, (Ma-
jor General) Joel Klein, 170-14 13th

Avenue, Jamaica, New York 11434,

People and others! If you want to be

The WCA gives you the experience you
need, No tests, no dues. We need
bers from the n 1.5, Send

before. Chria Janiac, 640 Fifth Ave.,
Chula Vista, Calif, 92010,

Attention Bay-Area Wargamere! Peo-
ple to play face-to-face games are
needed for this summer. East Bay and
Marir need wheels. Peninsula people
will be contacted by me personally.
Torm Holsinger, 1901 Ray Drive, Burl-
ingame, Calif,

Wanted: PBEM opponents in S-grad,
Blitz, Guad. 1 take German, BElue,
either. For sale: Midway, D-Day '61

and others. Good condition. Send all
challenges and offers for games ta:
Bob Wieting, 8217 Bircherest, Downey,
Callf, 90240,

PBEM  opponents wanted for Bulge (I'll
be U.S.), Blitzkrieg [either), Guadal-
canal {I'll be U. 5. ), Gettysburg "64 (I'll
be Confederate). Write or send first
move to Steve Larson, 16140 Morrison
St., Encino, Calif, 91316, All replies
angwered,

4th 55's Sphere of Influence now covers
Mew England, N.¥., N.J. & Penn...
We have accepted challenges from the
above and will continue to do 8o in the
future until every singlé club therein
has been beaten!! (To date, some 20
have fallen.) Paul Bakulski, 4 Waddell
Rd., Manchester, Conn.

The 15th Army of Aggressor continues
its etring of triumphs. Advances will
be speeded in the fall. If you think you
are good enough, write for the test...
Richard Shalvoy, 15 Ludlow Manor, Nor-
walk, Conn. 06855,

Waterloo opponents wanted (either side)
by expert chessplayer. Fred Townsend,
10 Bermuda Rd., Wethersfield, Conn,
06109,

Are you a superior wargamer? If not,
forget this ad, because we're not in-
terested inyou, If g0, join the 4thReich,
the best nationwide club in existence...
Vince Meconi, 714 Woodsdale Road,

Charles Hill, Field Mar. retired.
Please send me your address so wecan
continue our Pbm game. Sorry, I lost
it. Ken Robertson, 424 W. Virginia
Ave,, Glendora, Calif. 31740,

Heinz Guderian wohne und lst der
Kemmandant von Ares!! If you wish to
be defeated by this first rate organiza-
tion, contact; Andy Dubrasky, 5625
Corteen Place, Morth Hollywood, Calif.
91607 - PO &-1834,

Opponents needed face-to-face. R. L.
Balisak, 3318 Tica Dr., Los Angeles,
California 90027. Phone 664-3840, Off
Los Feliz near Golden State Freeway.
For sale: D-Day, Bismarckand LeMans
I am interested in buying the following
games; Stalingrad, AK, and Guadal-
canal, Need opponents for Blitzkrieg,
Waterloe and Bulge. Contact Dave
Werner, 1460 Holidale Ct., Los Altos,
Calif. 68022,

Wanted: MNovice but not inexperienced
wargamers in western Orange County.
Have a large South Pacific wargame.
Contact Jim Hog, 2941 Copa de Oro
Drive, Los Alamitos, Calif. call 431-
0858,

Wilmi Delaware.

The Fourth Reich is truly supreme! We
will smash you in Afrika Korps, Stalin-
grad, D-Day, Blitz and Waterloo as the
Allies., Russians Allies, Blue, and
French!! Ted Harpham, 207 Rowland
Pk. Blvd., Wilmington, Delaware 19803,
Unbeaten since Feb. 1963, Out of Suck-
ers. Have never PBM'ed, but have
Bulge PEM, Don't have all games but
will play any one. Gar Bering, 5108
Palisade Lane, Washington, D. G. Flay
me if you dare,

Hitler was an aggressor, Tojo wasan
aggressor, Who won the war? Join
Red Lions and defeat the aggressor,
Write to; Chris Forester, Flat 3, 55
Hetherhall Gds., London, New England
{RL will overcome],

T'd like to play someene in Battle of the
Bulge (I'm the Germans), and D-Day
(don't care which side but I like the
Germans). Mail to Robert Borries,
Box 113, Orange Park, Florida 32073,

Want to have a high command position?
Then join the Imperial Fifth Reich?
We're small presently, but powerful,

For Sale: D-Day and Midway, both in
very good condition. Please make offer
to Drew Smith, 18152 Kingspoart Dr.,
Malibu, California. Also wish to buy
or_trade for Chancellorsville,

and g rapidly, Ride a club's
path to victory and be appreciated. Con-
tact der Fuehrer: Guy Paul, 319 N.W.
Syrcle Dr., Warrington, Fla. 32507

Vietnam war veteran seeks in-person

San Diege Wargamers, where are you?
I would like to challenge any good war-
gamers in the San Diegp area. Er-
wache | and accept the challenge. Steve
Ikermura, 1335 Alexandria Drive, San
Dicgo, Calif., telephone 222-1615.
Great Grief, doesn't anyone out there
have a medium sized ego? Nuts to
blowhards and braggards - I want to
play with someone who knows he's play-
ing just a game. Dave Barnett, BT5
Suiter, San Francisco, Calif,

In person or pbm Blitz either side, ue-
ing full tour rules and options

PP ts in all Avalon Hill wargames.
I'm alsc seeking alliances in the sur-
rounding area to form club. Good op-
ponents needed. Glenn Tarac, 5228
W. Belmont Ave., Chicago, Illinois,
685-1765,

A K. Pbm I will be in Los Angeles in
Aug. Richard Locke, 2232 Wesley,
Evanston, Ill. 60201 - 369-0035.
Aggressor 4th Korps (Viking), <th
army seeks rtecruits, Ilinois, lowa,
and Indiana men enlist now! Captain
Robert Neul, 3724 Donna Lane, Peoria,
Illinois 61614,

except nuclear capacity, also armor
stacking as in General, Jeff Kane,
1634 Manitoba Drive, Sunnyvale, Calif.
739-T468.

Any adult wargamers in Boulder, Colo-
rado? I have most AH games, but listle
experience. Would like to play in per-
son and perhaps extend to play by phone
or local mail, Call Lew House, 443-
G085,

Opponents of limited experience wanted
Pbm, Blitz, AK or Guad. either side,
Send choice of sides, set-up, first
move, optional rules desired to: Nor-
man Cooper, 3614 Fenny S5t 5.W.,
Huntsville, Ala.

4th 55 Panzer Army announced that
Preteorian Gd., Fanatic, DKB, Dusk,
Foe, Mitsigs, WCA, Red Lines, Spar-
tan Wargamers, Warmaster, 3rd Reich,
and others are all common enemiea of
Aggressor! Join the erusade today.
Alan Lasser, Whalchead Road, Gales-
ferry, Conn, 06335.

Adult Fort Wayne opponents wanted for
D-Day and Bismarck., Face-to-face
only. Contact Mr. Patrick Barry, 1831
Hebson Road, Fort Wayne, Indiana,

The second Kentucky Cavalry Division
has defeated all oppositioninthe greater
Cincinnati area. We now challenge the
greater Lexington, Kentucky area Pbm
or face-to-face. Write: 26 Gregory
Lane, Ft. Thomas, Kentucky 41075,
Noreo now is the Australis Legion,
since having merged with the IML,
Need opponent for sea-version Guad.
We'll supply pbm pads. Melson Came-
ron, 2416 Highland, Shreveport, La.
T1l04,
Atento !

Aggressor marches into the
wargamer's heartlandl We attack
Maryland (and Delaware)! Ta defend
Maryland against Aggressor domination,
write: Brian Libby, 16 William, Port-
land, Me., before August 10, The
Cirele Trigon banner waves over 4517
Harford Readl

application to David M. Ayars, b0 Donna
Road, Needham, Mass, 02194,

Look alive! High Command Posts in
the WCA available! Get inon the ground

floor of our new organization., We will
accept members {rom anywhere. For
further information write; Michael
Nicholson, 51 Grove Road, Natick,
Mass. 01762,

Are there any wargaming M's? If do,
let's get in touch, Also, Michigan is
proclaimed a free state, not subject to
the rule of any outside group. Randy
Bytwerk(M]}, 1034 Barber Te., Grand
Rapids, Michigan 49504,

Warmmaster declares itself against Ag-
gressor! (I'm sorry, Victor, but it
must be done. I'll offer you asylum if
and when you need it). Field Marshal
Gary Charbonneau, 34 Gibson Road,
Silver Bay, Minn, 55614,

Jain Warmaster in its meteoric rise to
world domination. Prospective recruits
join our Regular Army; try later for the
Imperial GCuard. Write: Brigadier
Richard Keseley, 23 Ewvans Circle,
Silver Bay, Minn. 55614, or call 218-
226-4877.

I you consider yourself a competent
wargamer and want to join an excellent
PEM face-to-face organization write;
william J. Senn, Box 73, Herculaneum,
Missouri 63048,

Have watched confusion

in ads long

enough; please, all clubs, large and
gmall, mail me lists of controlled,
claimed, and disputed states, cities,
areas, Will publish results, I'm

Cooper, 911 St. Charles
Charles, Missouri 63301,

Avenue, St.

Red Lions inneed of new members from
the following states: Ohio, Kentucky,
Indiana, Illinois, Wisconsin, Minn, Mo.,
fowa, Kansas, Colorade, Neb., Contact
Redd Bolee, 1414 Andrew Dr., 5t. Louis,
Mo, 63122, Alao will play S-grad {Ger-
mans).

T want PEM foes in Bulge and D-Day.
I will take either side, Jack Batson,
1820 Second Avenue, Scottsbluff, Neb.
69361,

The WCA wants you, No tests, no dues,
Cancome fromanywhere, Contact WCA
Field Marshall Bernarde J, Figueredo
F.0O. Box 32, Orford, N.H. 03777.

I will be in the Albuquerque, M. M, area
during August. Address enlistments
and FPBM correspondence to: 4909
Aztec, Albuguerque, 87110, I'll partic-
ularly take face-to-face. Denver; 3-7
August, 5065 Steele. Gary Clarbonneau,
Cinc Warmaster.

Enemies and victims of Aggressor.
Here is your chance to get even. The
Red Lions are in a life anddeath strug-
gle with Aggressor. Thoae interested,
please contact Carl Johnson, 87 Garra-
brant Ave., Bloomfield, N.J, 07003,

Wanted: Experienced playere in all AH
wargames for in person play only; col-
lege students preferred. Contact; George
Hicks, 2123 Hillecrest Ave., Pennsauken,
M, J. 08110; phone 662-08B0.
Opponents wanted for Waterloo (either
side}) PBM: Also anything in person.
South Shore Vietmihn boasts a perfect
record in head on contests, Try us and
find out why. Write: b Sterling Place,
Cedarhurst, N.¥. 11516,

The Army of the Hudson is now recruit-
ing new talent! Anyone living in the
Metropolitan area can enlist. No dues
or obligations! Write to Jonathan Feld-
man, 75 West 175th St., Bronx, N.Y.
10453, Telephone 299-6541.

Rejoice Canadall! Your saviors the
Practorian Guard's VILegionannounces
the glorious liberation of Ontario from
the ruthless and bloodthirsty hands of
Aggressor! Do you oppose us? Mark
Rosenberg, 187 Kings Point Road, East
Hampton, New York.

d for your wargaming abilities
jointhe International Federationof War-
gaming previously known as Uscac. If
sa write: Richard Melson, 38 Jefferson
Ave,, Mineola, New York 11501,
Wargamers awake: der Totenkopi 55
rolls on, Join now. Write: Dana
Lombarg, 954 Kittiwake Lane, Club
Vieta, Calif. 92011, New Yorkers join
the fighting fourth Kriesgruppe. Write
Carleton Lett, 5 Minetta St. , New York,
New York 10012 or SP 7-0213,
Attention! The legions of the Praetor-
jan Guard are currently engaged in a
14 game series against AAE plus a
similar number against Lesser entitles.
Fight or join now before you are an-
nexed! Group leader Francis D. Fhil-
lips II, 1000 Oakland Ave., Monroe,
N.Y. 10950,

Achtung, Achtung - to all rebels, in-
surgients, guerillas and aggressoTs.
Mew York State has been subjugated by
the 455. Lay down your arms, resist-
ance Ls futile. If you wish to resist you
have until July 30 to reply teo Brigade-
fuhrer Joseph Pollock, Go XIV Corps
455 Army of Occupation HQ, 10 Wil-
shire Drive, North Babylon, New York
11703,

OFPONENTS WANTED

Mike Ostermeyer, 542 Hilaire Rd., St.
Davids, Penna. 19087,

Tired of finishing the General in omne
day and then waiting Z months to get the
next issue? Then subscribe to Panzer-
fauust. Panzerfauust is another ver-
sion of the General that lasts. Write:
Box 280, RD#2, Sayre, Pa. 18640,
Opponents wanted for pbm Bulge, Guad. ,
AK, D-Day '61, Stalingrad. You pick
gide and rules. All letters answered.
Also would like to buy Chancellorsville.
Contact Dean Bailey, 216 W, Paplar 5t.,
Johnson City, Tenn, 37601,

D-Day '65 & AK, All letters answered.
D-Day I take allies, 4 air attacks. 1
will be behind thine in 20 turns. AK
opener, 21-3-N-19, 21-51H-11, 21-104-
K-14 Bologna W-3, Ariete H-3, Trenta
J-3, Savena L-6, Pavia L-6, Brescia
N-11, Supp L-12, Rom. 1-10, 3007
Mas. #3, Houston, Texas 77021,
Texans! A first in wargaming. Uscac's
wnigue Naval Club - the Texas Navy.
Join now, command posts available.
Contact: Chief of Naval Operations,
Texas Mavy, Adm. Jack Calkins, Tll8
Hartland, Houston, Texas 77065.
Aggressor Armies offer great benefits
to all members: the real Bulge units,
the real Stalingrad panzer corps and
air counters, and Iwe. To join in cen-
tral 1S, write Bruce Sullivan, 2412
‘Want action? Excitement? Cliff-hang-
ing Adventure? Find them all by maill
\ Write Borderers, 1816 5. College, Ty-
ler, Texas 75701. We will destroy all
comers in any AH Land Warfare Game
{20th Century only.) Them as dies is
the lucky ones|

German OKW poised for combat. St- Fhoal f Bul m_ul_tl-pla;:r

Grad, Bulge. State conditions or rules EARC Sk 'mfﬁ OIEAMAIEE Y o
o - s German, five American commands are

preferred. Every inquiry will be an- & =

A a e s Lo (e ey open. Mo fee. Write: Lorraine Bx::ﬁ;;a

Covdes, 630 Anderson Hill Rd., Port  JiZE. 1050 North, Ogden, Tiah 5440%

Chester, N.¥. 10573,
Attention western New Yorkers, I would
like to play face-to-face with anyone in

Inexperienced General desires German
Foes in Stalingrad Pbm, Attention
northern Virginia join the Royal Soclety
of Gamesters, a fast growing D. G, area

hi -
the Tenawanda-Buffalo area. Teams ),y 4. Bill Tickeor, 2814 Groen-
are preferred, Please contact Mil

2 way Blvd., Falls Church, ¥a. 22042,
Jenzen, 72 Deton Street, da, Moving to N T tddle of Jul
New York 14150 NX 3-5407. L e
Wanted:  Chancellorsville, Football L el =

Strategy, and 1966 issves of the Gener-
al, Also pbm opponents for AK (I pre=-
fer Allies, but will play either}. Con-
tact me after August 1 - Hy Odom, 3421
Park Rd., Charlotte, N. C. 28209,

Attention terrace parkers of Ohio, The
13th oberangriff trupp of Ohio is about
to be formed. Rally to your banner.
All those from Marimont and Miliord,
toa! Write: G, K. Burkman, 715 Myr-
tle, Terrace Park, Ohio.

Wanted two opponenta in Blitz - one red

AH games plus other wargames. Am
Apgressor member. Mike Tarpley,
705 Dresden Dr., Newport News, Va.
Above average general{age 15) requires
apponents. 1 prefer Axis. I am also
interested in discussion ideas with game
designers, Contact Joe Mott, P.O.
Box 246, Oakton, Va. 22124 - Tele-
phone 385-7414,

Achtung! What's happened to AH play-
ers in Richmond area? Challenge any
and all opponents, Bulge, Waterloo,
D-Day, §'Grad, Blitz, AK. Sight pre-

one blue, all optional rules, except ferred. Call 359-1883 or write Frank
weather. Write Ron Campbell, Box 217, Lewis, 1203 Confederate Avenue,
Hugo, Okla. 74743, Richmond, Va. 23227.

Bright new recruits are wanted for Im- For Sale: Tactica II {used). Goes to

perial Maximus Legion, Must be tal-
ented and experienced. We desire only
the finest quality. Write for our test.
IML-HQ, 2733 5. Irvington Avenue,
Tulsa, Okla. 74114 TE 5-6788.
Achtung! True 55 Panzer troopers
command a kriegsgruppe. Get our
newsletter Der Armvegel. Join der
Tatenkopf 55! Aggressor Homeland
will soom be a mew ring round Witt-
manns §8mm, Pat Oppelt Kref,, 620
Jefferson, Klamath Falls, Oregon,

the highest bidder. Write soon to: Bill
Sloan, 213 60th Street, Virginia Beach,
Virginia 23451,

150th Trojan Horse Brigade would like
a face-to-face opponent in D-Day, A. K.,
Stalin, Guadal, Waterloo, Midway, and
Bismarck, Alse have Pbm in Bulge,
Call 293-6667 or write Robert Nelson,
1913-23 Anacortes, Washi

The 11th Army War Lords of Aggres-
sor is looking for Pbm and in-person
in the Pacific Northwest. We

1 am searching for a pbm opponent im
basic Guad, Will play either side. In-
experienced in pbm. Call 945-5802 or
write Lester Hazen, RD#2, Factory-
wille, Penna.

Pennsylvanians join the club that can
best defend Pemnsylvania against the
4th 55 invaders, Join Spectre., Write
Michael Barnhart, 321 Penn, Hanover,
Penna, 17331,

Attention, wargamers., If you want to
join a mature club - join the Interna-
tional Federation of Wargaming. We
still don't fight "wars'., Write William
Spees, 103 Spring Rd., Malvern, Fa.
19355.

play all AH plus Diplomacy and variants.
For info contact: Douglas Beyerlein,
3934 5.W. Southern, Seattle, Wash.
98116, Phone; WE 2-5743.

Where are all the Wisconsin wargamers
hiding? Join the 4lst Army of Wiscon-
sin, Spectre. Contact: Charles Litka,
6114 Briarelift Ct., Greendale, Wisc.
53129. Enemies of Aggressor, join the
Crusade.

Regardless of other club affiliations the

IFW ia the erganization for you. War-
gamers of all ages are welcome. You
can be as active as desired. Write:

Gary Gygax, 330 Center Street, Lake
Geneva, Wisconsin 53147,

If you think that you're Napolean go see
a peychologist or else send me your
set-up for your French Army in a Fbm
game of Waterloo. Write: John Costea,
352 Tennis Avenue, North Hills, Penna.
19038,

Salerno!! Avalon Hill didn't make it so
we did. Italian, Sicilian campaign game
we have made., Jim Sorely the art man
= I was research man, Comments etc,

D-Day ‘61; you take allies. Is anyone
in Milwaukee available for gaming face-
to-face? Callfwrite John Michalski,
1118 5. 35th 5t., Milwaukee, Wisconsin
53215 after six call 645-0731 - Age 20,
Twice used game of Blitzkrieg and
Guadalcanal. Game and play-by-rnail
kit $6, 00 plus postage. James D. Man-
wville, 831 High Street, Rib Lake, Wis-
consin 34470,




