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sell Avalon Hill products, tool)
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words. Examples and diagrams that accompany
such articles must be drawn in black ink, ready
for reproduction. No notice can be given regar-
ding acceptance of articles for publication.

All back issues, excepr Vol. 1, Nos. 1 & 4, which
are our of stock, are available at $1.00 per issue.
Full-year subscriptions @ $4.98.

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

COVER STORY:
“‘We Rule Men with
Words ™— Napoleon

When's the last time you really hurt
a guy -- with words? When's the last
time you experienced the thrill of deva-
stating your wargame opponent with a
well-spoken satiracle phrase? When's
the last time you stuck a literary knife
into an "enemy'' reducing him to tears?
Last month? Last year? Never?

If you've never (or hardly ever) ex-
perienced these cerebral ecstacies,
WORD POWER is the game for you.
WORD POWER is no ordinary word
game that might depend upon player's
prior knowledge or luck of the draw.
No indeed. WORD POWER is a vocabu-
lary building game; the only word game
on the market that gives everyone an
equal chance to win regardless of their
knowledge of words. Equally important
is the game's built-in subtletie of de-
sign which teaches you new words and
meanings without you even realizing it.
We call it subliminal education. You'll
call it a great way to acquire new status
in life, The play of WORD POWER
centers on the use of synonyms and
antonyms as you progress from Writer
to Journalist to Novelist on your way to
monetary riches. It's a perfect balance
of skill, luckand poker bluffing strategy.
The accompanying 34-page guide con-
tains word-definitions; chapters on
origins, histories, and the Yomance of
words in love and war for starters.
Wouldn't it be worth $7.98 to you if -
one time - you can ignominiosly defeat
a smug fellow in a battle of words?

PAGE 2

The Avalon Hill Philosophy - Part 7

"How would I go about forming an
Avalon Hill Club?," is an oft repeated
lament, On the surface it seems like
an easy gquestion to answer. Simply
gather a few friends about you, appoint
yourself President, then go out and
buy some Avalon Hill games. (We
particularly stress the latter.)

Our mistake has been to dismiss the
inquiry with an answer not much more
erudite than that. Not until such in-
quiries began to increase did we rea-
lize the cardinal sin we were commit-
ting in not following through with such
requests,

We have finally begun to understand
that "belonging' is wvery important to
many people. In addition, we saw that
the "club'' concept had engendered many
a new-found friendship, developing a
commeraderie of adult pame enthusiasm
neverbefore witnessed in this country.

Yes - we finally woke up.

That's why Avalon Hill has, at last,
gotten around to the job of registering
as many Avalon Hill wargame groups
as wish to be made "official'.

"Big deal", you exclaim,.."what's
that mean to us?," you ask.
Simply this. Registration in itself

will eliminate much of the fake organ-
izational bit and general child's play
that heretofore has hindered the war-
gaming growth and development for the
truly serious wargame buff. Registra-
also provides Avalon Hill with
sources to which we can recommend
new devotees of the sport. Ultimately,
we hope to bring all wargamers to
working in closer harmony through our
efforts to promote existing clubs. Ac-
tually, this latter is not so much our
idea. Credit for putting the bug in our
ear goes, in the main, to William Speer,
hard-working ex-President of the Inter-
national Federation of Wargamers (fea-
ture story of Vol, 4, No. 3). Speer
and company saw the merits of a co-
ordinating committee for the preserva-
tion of wargaming, and have already

tion

held an "annual" wargames convention
with plans for producing
several more in the upcoming year.

We were still reluctant to get in-
volved - especially as umpire and ar-

underway

WORD FPOWER has been out on the
game shelves since November, You'll
find it on any of your better game, book
and stationary counters. If not, just
send $7. 98 directly to Avalon Hill. Or,
if still dubious, send a stamped self-
addressed envelope and we'll send you
FREE our colorful hard-sell sheet.
(Tust don't ask us to send you the teen-
age model that adorns this sheet.)

biter for intra-club squabbles. This
reluctance was overcome by our think-
ing that the credits were too many to
allow wargaming to continue to flounder
in the sea of individualism.

In short - we're all for the "clubs."
May they flourish, squabble, fight and
have their rebellions - if done
good naturedly - because growth feeds
off of controversy and divergence of
opinions.

Let's here it for the ''clubs."

even

Friendly Totalitarianism

We have been somewhatdisappointed,
at this writing, in the lack of clubs
registering with us, Perhaps regis-
tration will pick-up once others rea-
lize that we are willing to put forth
some of our own time and effort in its
promotion,

Claiming to be the largest of all the
clubs with 120 members is Aggressor
Homeland., "We are organized accord-
ing to U.S. Army field manuals...sin-
cerely interested in improwving and
uniting wargaming, ' states Victor Ger-
vol, Jr., Presidentof Aggressor Home-
land. Testimonial of this was their
presence and avid support at the lst
annual wargame convention which was
held last July in Malvern, Pennsylvania,

At the moment,
factions within Aggressor Homeland
are rebelling. But here, again, such
differences of opinion more often than
not serve to better the ideals of war-
gaming per see. For instance, in Ger-
vol's own words, "It seems as though
certain clubs and individuals are losing
site of the purpose of wargaming; that
is, to have fun. What we say in our
ads and correspondence as a 'nation' is
not intended to be taken as any reflec-
tion on the personal beliefs of the mem-
bers of the club. As a wargaming 'na-
tion' we play the role of a totalitarian
to the best of our ability to make war-
gaming more colorful and entertaining. "
Well put, Victor. You'll make
company a great publicity director.

however, certain

some

Probably the smallestclubis Richard
Locke's group of but five members who,
he admits, '"is best described as a
buddy-buddy group with no officers, no
secretary, no organization, but grow-
ing...'" Locke's interest in 'club-ing"
it thus differs greatly from Gervol's.

Locke regularly, like about once a
week, furnishes us with names of re-
tailers handling AH games plus names
and addresses of consumers in the
Evanston, Illinois area interested in
wargaming. Only an idiot of a sales
manager would discourage fanatacism
of this degree. If zeal be any criterian,
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Locke's group may quickly rise to the
status of the Reéd Lion's, easily the
fastest growing wargame club today.
On August 1, 1966, Red Lions was
founded by Bill Stone and Steve Marin
as a club dedicated to defeating the
Aggressor menace,,.and elevating
wargaming to a place beside Chess.,
Actually we can thank Aggressor Home-
land, again, for Red Lions' existence
if we are to believe Gervol seriously
when he stated, '"Someone had to be the
'bad guys' and I'm sure Aggressor has
done more to promote wargaming by
...carefully worded ads designed to
appeal to the readers' emotions, an-
tagonizing as well as gaining support
for wargames.,"

Perhaps Gervol takes too much credit
for the development of wargame clubs.
Nevertheless, sometimes the end justi-
fies the means and to this extent, we
find it difficult to reproof Aggressor's
philosophy. Like we mean, Cassius
Clay isn't exactly the paragon of boxing
but look how he woke up the fight game.

You can't fault success. And today,
Aggressor is among the leading con-
tributor to articles in this magazine.
'"Aggressor has been able to stir upop-
ponents in almost every state of the
Union. Aggressor have worked on
game research and development and
under the dynamic leadership of Richard
Gutenkunst have come to produce an
Iwo Jima game, an expanded set of
Bulge troop counters Stalingrad air
counters and German concentration ar-
moured units, Afrika Korps units to
begin play in 1940 with, Blitzkrieg
minor country armies and air force
counters, to mention a few," adds
Gervol who states that more goodies
from the drawing board are in the off-
ing including an improved version of
D-Day as well as an historical essay
on the history of nations in Blitzkrieg
not to mention a three-player version.

So while Aggressor Homeland is
hard at work in diversification, Red
Lions continues their growth ascend-
ency. '"With a membership over 60,
and with more services and benefits
than ever before, we stand ready to
oppose Aggressor in combat,' asserts
Defense Minister Stone.

Actually, Red Lions has even out-
grown its name and recentre-organiza-
tion finds the club with the new name of
Boldlands. ''The future depends on the
decisions of Aggressor,' continues
Stone, '"If they want to fight, Boldland
will defeat them. If they wish to join
us as partners in making wargaming a
friendly hobby as popular as Chess,
then we will work together toward that
end, "

Thenthere is the Spartan Wargamers,
currently under indictment by Aggressor
for, "attempting to monopolize wargam-
ing through very unscrupulous methods

including bribery.' ''Not so,' claims
our informant among their ranks.
""Honesty...'" is our credo. (We'll get
the real low-down after sending them
some free games.)

Waxing quiet on the western front is
the Pacific Northwest War Games As-

sociation which has uhdertaken the pub-

lication of an Opponents Guide. In this
job-well-done, principals Douglas Bey-
erlein and Paul Scroggie have listed
capsule comments on players them-
selves, including age, availability, even
directions to their individual homes.

The Military Tactics Society is pro-
bably the oldest living club, having been
formed originally for the purpose of
generating interest in military history
and holding wargames in miniature,
President Tony Morale states that
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"membership is now 50 strong, divided
into three branches; the Napoleonic
branch, the Nawval branch, and the Ava-
lon Hill branch. Its annual show, which
will feature the Naval branch, will be
held January 13, 1968 at the Nassau
Community College Library in Garden
City, Long Island, New York.'"

Perhaps the entire philosophy behind
the purpose of the '"'clubs'' is best stated

by the membership benefit: ''gaining
experience, friendships with  other
members across the nation..." of

Mike Nicholson's Massachusetts club,
Je Gonfuer All,

Whatever your purpose might be in
belonging to a club, we support any and
all actions designed to make wargaming
fun. "Don't knock it; just club it,"

Principles of War— Conclusion

By Captain Mike Frankwicz
Myron Brundage, Editor

In this, the concluding article of our
Principle of War series, we will cover
the remaining Principles and then tie
the entire series down by way of sum-
mary.

The Principle of the Offensive. This
is as important a principle as any that
we have devoted a full article to. What
we have to say about it is not much, but
it is important. Offensive action on the
part of someone is the only means by
which a decision is gained. Since the
attacker seizes the initiative, he calls
the shots and at least temporarily gains
more freedom of action., However,
despite the decisive advantages of the
offensive, you can utilize this means
only when you have forces available to
provide a reasonable chance of success.
The guide to "how many'' forcesare re-
quired is the Combat Results Table and
the Rules. But to cut the hair even
finer it also depends on how much or
how little you areblessed with the dice.

Frequently you must assume a de-
fensive attitude someplace in order to
assist offensive action elsewhere, to
gain time, or to utilize the advantages
of terrain to compensate for weakness,
The defender, however, is relegated
to the role of reacting and avoiding de-
feat.

The importance of the Offensive is
just plain common sense. But we have
seen the indiscriminate application of
“"attack! attack! attack!' by inexperi-
enced players lead to their quick de-
mise. So here are a few hints about
the offensive in view of your opponent's

known or suspected abilities, where you
have a choice about going into the at-
tack or not. If you know he is better
than you are, or you know very little
about his ability, he cautions and con-
siders every aspect of your attack
carefully. Especially consider what he
can do to you if you fail. If you are
sure you are the better player, attack
whenever you can, even with some risk,
If evenly matched, attack whenever you
can, but be careful about taking risks,

The Principle of Simplicity. This
principle is necessary because wars
tend to get complex and the majority of
people involved in them are relatively
simple folk. Most AH games involve
one person per side, This person plays
his side to the best of his ability and he
will tend to be as simple or complex
for himself as he feels like. The prin-
ciple applies to team games however,
not only to plans, butespecially to com-
munication thereof. One way to keep
things simple is to do things uniformly,
perhaps by having an SOP (Standing
Operating Procedure). This way people
can anticipate what to expect and com-
munications and operations are simpler,
easier,

The Principle of Unity of Command,
achieves unity of effort by coordination
of all forces toward the common objec-
tive. It is best achieved by having one
commander over a distinect chain-of-
command. Again in AH games involving
only two people this should be no problem
with each player representing his entire
side. But as above in team games, this
is an important principle. There must
be one top commander, and he should
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have a clearly defined chain of com-
mand. His subordinates should know
exactly what they are responsible for.
He should let them have enough authority
to discharge their responsibilities.

The Principle of Cooperation (Co-
ordination). The United States Army
pays a great deal of attention to this
principle. The reason is the size and
complexity of our Army. One important
feature of this principle for the AH war-
gamer falls under what we used to call
"tieing in your flanks'. This meant
making certain that your flanks were
mutually covered with fire with your
neighboring units. In AH circles this
means you place your counters so as
to be mutually supporting, and to leave
no dangerous gaps. The actual protec-
tion may come from your zones of con-
trol, or perhaps the range of your air-
power, artillery or special units.

In AH games involving more than
one player to a side, especially club or
team efforts, it is a wise idea for the
club to have an SOF as the Army does
covering these responsibilities and who
has them. (EX: 11. The responsibility
for tieing in the flanks lies with the com-
mander on the left. 12, The responsi-
bility for securing friendly coast lines
lies with the Reserve Command., etc, ).

One important factor pertaining to
Cooperation is that instructions should
be executed according to the 'spirit
and intent'' of the commander issuing
them. In other words the subordinite
should do his best to find out what his
commander actually wants and strive
to do it that way. By way of summary
for this entire series which we began
with the May 1966 issue we trust you
have noted how interdependent and in-

terrelated the Principles of War are
upon and to each other. Our closing
advice is this if you want to employ
these principles to improve your game:

1. Document your games., Make
notes or sketch maps of them and go
over your strong and weak points against
the concepts we have covered in this
series, as well as other sources. Watch
your progress.

2. Make yourself checklists from
the articles in areas where you are
weak, and play with these at your side.

3. Goover therules and your check-
lists before you play.

4. A good way to exercise yourself
or ""maneuver' if you will, is to play a
game of solitaire against yourself.
Check yourself out on the gameboard,
with the foreces, the rules, and the
Principles as you go along.

There is much more that could be
said about the Principles of War. Our
purpose in this series has been to put
them in focus as briefly as possible for
the AH wargamer.

This concludes the excellent series written
and edited by Captain Mike Frankwicz and
Myron Brundage with help from Captain W. L.
MacMurdy, the latter an U.S. Army Intel-
ligence Officer. Previous articles in this series
appeared: Principles of Objective, Vol. 3, No.
2 (July 66); Mass & Movement—Key Concepts,
Vol. 3, No. 3; Mass & Movemeni—Offensive
Maneuver, Vol. 3, No. 4; Economy of Force,
Vol. 3, No. 5; Mass & Movement—Defense &
Retrograde, Vol. 3, No. 6; Surprise, Vol. 4,
No. 2 (none in Vol. 4, Nos. 1 & 3); Security,
Vol. 4, No. 4; Conclusion, Vol. 4, No. 5. Com-
ments should be directed to Myron Brundage,
2437 W. Sunnyside, Chicago, lllinois.

Afrika Korps & theAttrition Table

By Brooke Duvall

Tired of losing an entire army with
a single role of the die? The use of the
Blitzkrieg Tournament Game Attrition
Table in Afrika Korps provides much
more realism than the old Combat Re-
sults Table. Losses incurred in a bat-
tle are simply subtracted from a unit's
combat factor. Records of a unit's
present combat factor are written down
on a separate sheet of paper. For ex-
ample: It./Ariete(4-5-6) attacks 9A/
20(2-2-6) at 2-1 odds. The German
roles a six. Using the old table the en-
tire Italian division is wiped out. How-
ever using the Blitzkrieg tournament
table the units combat factor would be
reduced to 2-3-6 and it would retreat

one space. If a defending unit is doubl-
ed then attack factors lost are doubled.
When a unit's defensive combat factor
is reduced to zero it is removed from
the board. Italian units whose attack
factorsare zero, but still have defensive
factors can defend but not attack. Units
defending in a fortress must be forced
to retreat two spaces or more before
they are completely eliminated. This
system provides more realism, pre-
vents wholesale elimination of attacking
units, and gives defending units in a
fortress a better chance of holding out.
I have used this method several times
and have found that it does not disrupt
the balance of play. Brooke Duvall, 300
Gateswood Rd., Timonium, Maryland,
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Think
Small ...

By Barry K. Branch

As commander of a large army, we
often overlook the damage a single unit
can do, if loose in the enemy rear. It's
importance is usually in threat value,
rather than in actual attack. Often, a
single unit threat can achieve more
than a mass frontal assault.

In AK, where a solid front line is a
rarity, Rommel can send a Recce far
to the South and East. A walk into un-
defended Tobruk is obvious victory. But
far better, the threat to Tobrukor BHB,
or possibility of surrounded attack, can
tie down many British units inpositional
defense. Or if the British send a Recce
deep to Rommel's rear, as Mechili for
example, Rommel must use wvaluable
units to protect his supply.

In D-Day, the German can send a
small Panzer past Vichy, to threaten
west of the allied ports; the allied often
use triple its strength to protect supply.
Or the allies can paradrop to the Ger-
man coast, opening a supply port, then
move to control the North replacement
stars, Hitler usually wastes several
units for several turns, just to re-
secure the area. A drop on Aachen is
also vital.

In other games, a penetration (for
supply)is firstnecessary. InStalingrad,
if an opening is made in the far South,
a single German unit facing East can
cause a complete Russian retreat, or at
least the waste of heavy Russian units
to protect Moscow and Stalingrad. It is
often worthwhile to battle Terrain rather
than the enemy; a light Russian unit
creeping West through the Pripet Marsh
can divert several German units.

In Bulge, a VG Regiment sneaking
West through the woods near Monschau
can threaten SPA or the Malmedy area.
An allied piece going East in those
woods, a threat to St. Vith, can pull
sufficient German forces to stall heavy
attacks along the Ourthe.

The possibilities in Blitz areunlimit-
ed. In short, don't let your massive
forces blind you to what one outfit can
do. Don't attack, and don't commit your
man; a threat is more effective. The
more vague the threat, the more areas
endangered, the greater the effect on
the enemy. Barry K. Branch, 2106
Elmhurst, Royal Oak, Michigan 48073,
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PBM Hidden Movement

via Cryptogram

-=Part 1l

By Albert J. Macek

As explained in the last issue the
idea of this system is that a player
sends his hidden moves in code and
sends the key word to the code to his
opponent as each unit emerges from
hiding. The task for this second and
last article in the series is to look into
how both sides may cheat in the use of
the proposed system and to work out
ways to prevent such cheating. In logi-
cal conjunction with the requirements
for a good PBM hidden movement sys-
tem which I stated last time, there are
two general ways in which cheating may
occur.

1. The player sending a move may
contrive to remain uncommitted by the
move he sends.

2. The player receiving a move may
partially or completely crack the code
and have full or partial knowledge of
the location of one or more hiddenunits.

SENDING UNCOMMITTING MOVES

Let us start with an example of
something that may occur without pre-
planning. Our hero sends his first in-
fantry to BB40 with the intention that
the movement will be hidden. His key
word is a sentence about marijuana:
"Pot slew Dan." Thus he sends his
opponent the information that his first
infantry is at ODSN. After our hero's
opponent makes his move, our hero
finds that things would be much better
for him if his first infantry had gone to
U43, a space which was available be-
fore it moved to BB40., He wishes he
had not committed himself to BB40,
but after careful study finds that he did
not commit himself. He arranges the
crime in his key word sentence to be
"Don slew Pat,'" and now ODSN stands
for U43 instead of BB40.

A clever player can plan his key
words in advance so that he has any
number of options in hidden movement.
Some combinations of letters can be
arranged into various keywords ad in-
finitem as illustrated by the following
variations of two short sentences al-
ready given:

Plan wed sot; Pan wed slot; Dew slap
ton; Pals not wed; Paw ton sled; Weld

to span; Stop! we land; We plot sand;
Dew slap ton; Don pets law; Law step
nod.

The examples above were made up
in a single fifteen minute session. Two
people together or one person working
in several sessions can do far more.
A determined player who wants to have
the choice of his hidden units appearing
in many places can do far better.

The player who receives a series of
hidden moves and later finds his oppo-
nents hidden forces hitting him where
it hurts most may be suspicious if the
key word for the movement is something
strange like P. West Loan. This is
still another variation of the same let-
ters used over and over again above.
His opponent could explain that this
means ''Pacific West Loan.'" You can
hardly complain to your opponent that
his key words make little sense or that
they are aesthetically repugnant. It
would be very hard to give a set of cri-
teria for key words that would exclude
this type of cheating. The best way
around this whole problem is to have a
list of words from which the key word
must be chosen. Such a pre-set list
should contain a givenletter of the alpha-
bet or not at all or else a rare letter
would be a give away to the receiver.
In the list that follows every letter of
the alphabetappears at least five times.
quiet carol Zagros exit Panzer tomb
prize blast lucky thief Forest Lawn
violent Sam company HQOS blue dragon
Mojave bush lacquer tub bright dawn
xanthic dye muchoxygen Zelda Brown
Prickly Ash Iraq County modest Liza
morbid jest fox hunters Gen Schmidt
North Wales royal junks long quaver
pink salver Douglas Fir wainscoted
special job my favorite red jonquil
fine ox cart blonde hair wvestal gourd

CRACKING THE CODED MESSAGE

A legitimate way to get information
about an opponent's hidden unit is to
determine how far it could have gone
from where it was last seen., This can
help in cracking a code. Suppose the
receiver knows that his opponent's first
infantry must be in the range of spaces
between D and L in one direction and
between 11 and 19 in the other. The
coded messages he receives can thus
stand for anything from 0411 to 1212.
If he gets the message PRFPR, he knows
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exactly where his opponent is. The

third letter must stand for 1. Thus P
is 1, R must be either 1 or 2. It can-
not be 1, because P is 1. Thus his op-

ponent is on 1212 or LI12.

The example just cited is typical of
situations that mustarise inwar games,
Before he received a move the code
cracker knew that the third letter of the
move had to stand for 1. There is only
Don't let the receiver know
This is

one cure.
which letter is the third one.
achieved with '"nulls."

A null is a character in the code
which is meaningless. It is meaning-
less because it is a letter which is not
found in the key word. The receiver
will not know which letters are nulls
until he knows what the key word is.
Let us assume momentarily that the
standard message length is eight letters
and the key word is the name of a tree,
PRICKLY ASH. The letters M and O
can be used asnulls to send the position
L12 in the following code: MPROMROP.
Now the receiver does not know what
the third letter in the code is.

RULE FOR USE OF NULLS

Introducing nulls brings back the
problem of the first part of this issue's
installment., The sender of a hidden
move may very well use the nulls to
send two messages, each with its own
key word and either of which he may
later choose to use as the one he 'in-
tended.!' This means that the use of
nulls must be restricted. This will be
done in two ways:

1. Make all hidden position codes
in a six letter format--thus having two
nulls in every message.

2. Permitnulls only at the beginning
or end of a message. Thus the first
two, last two or first and last letters
in a six character message may be
nulls. This alsc means that the real
message is always some set of four
characters in a row.

IMPLICATION OF THE RULES

The rules will be restated and then
one implication of the rules will be ex-
plained.

1. Hidden moves will be translated
into a four letter message using a key
word from the standard list and leading
Zeros.

2. Two nulls will be added at the
end or beginning or one null at each end
to make the message a six letter mes-
sage.

3. A player may use a different key
word for every hidden movement with
the restriction that once a unit goes in-
to hiding, the key word must be used
for that unit until it' emerges. If that
same unit later goes back into hiding a
different key word may be used.
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The rules place a pgreater burden
upon the player sending a hidden move
than the one receiving the move. The
man sending the move could slip in such
a way that his opponent can figure out
where his unit is and what the key word
is. For example, any player who wants
to place a unit on L12 may as well for-
get it. Two pairs of repeated characters
stand out in any six letter message.
Thus if the key word is the name of a
mountain pass, ZAGROS EXIT, the loca-
tion L12 sounds like a Gabor sister,
ZAZA. There is no way to hide ZAZA

Order Out

By Jared Johnson

The following is a rather comprehensive
set of solutions prepared by our crusader-at-
large, Jared Johnson. It is a blueprint we
suggest for players to follow to resolve irreg-
ularities that occur from time to time—and
actually represents a melting pot of solutions
gleaned from over a dozen top-notch individ-
uals and PBM clubs who have designed their
own rules to cover such problems.

1. Version of a game being played
plus tournament and optional rules be-
ing used must be explicitly stated.

2. Indisputes over the rules, Avalon
Hill will be the final authority.

" 3. There will be a time limit of 30
days. Player not replying to a move
within this time will lose by default.

4. All erasures and scratchings-out
must be initialed by the opponent to
avoid the possibility of hanky-panky in
the case of a discrepancy.

5. If opponent neglects to indicate a
closing transactions date, use as CTD
the 2nd day after the postmark on the
sender's envelope. If the stock market
is closed on that day, use the next day
market is open.

6. Zenith will be permanent stock
for weather, and Ampex for supply
units. These stocks may not be listed
for any attacks.

7. Illegal moves:

a. More than maximum number
of units allowed per square: Weakest
unit is assumed not to have moved in
that turn. If this places it in a combat
position defender may retreat unit two
squares toward nearest road.

b. Unit moving too many squares:
Unit is assumed not to have moved in
that turn.

c, Unit is in enemy zone of con-
trol without battle being recorded: Unit
is assumed not to have moved in that
turn,

d. Position of unitnot recorded:

in the nulls, The recipient can check
every space with a repeating name from
Al and B2 to DDD56 to see which ones
could have been reached by the unit he
is trying to find. Even if on the first
move the recipient cannot find the unit's
exact location or determine so much as
the significance of one letter of the code,
he has a great deal of information to
use in connection with later information
that he will get in the form of subsequent
moves.

This means that the sender of a move
is not completely free to place his hid-
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den units on any space. Keeping his
units out of sight involves the penalty
of restricting his movements slightly.
This is realistic anyway.

I think this method is playable, fairly
simple, quite fair to the receiver and
fair enough to the sender of a hidden
move. Changes may be desirable in
the word list and in the use of nulls,
but this will be learned only from ex-
perience...AlbertJ, Macek, 6236 Loch-
vale Drive, Palos Verdes Peninsula,
California 90274.

of PBM Chaos

Unit is assumed not to have moved in
that turn.

e. Listing dead units: Units are
eliminated from board. Proceed with
appropriate step under incorrect battle
odds if any such units were involved in
an attack.

f. Faulty initial placement: Unit
is removed from board and brought in
next turn. If involved in battle proceed
as indicated under Incorrect Battle Odds
section.

g. Failure to tell where defend-
ing unit(s) should be retreated to after
battle: Defender does his own retreat-
ing.

h. Oncethe defender has replied
to his opponent's move, any error can
not be corrected thereafter.

8. Recording incorrect battle odds:

a. Apgainst a single unit: Odds

are recomputed by defender and battle

is fought in regular fashion with stock
and CTD listed by attacker.

b. Against two or more units

when battle was originally combined by
the attacker: Same as against single
unit,

c. Apgainst two or more units in
separate combat: Recompute odds by
adding up combat factors of units listed
as participating in the attack on the OB
sheet.

d. Non-ambiguous case: If there
is only one legal way to resolvea move,
the defender may do so.

e. Soak-off at worse than 1-6:
Send OB sheet back to attacker to re-
partition battles as he so desires to
avoid losing soak-off unit if possible;
new stocks and CTD must be named.

f. No soak-off unit (all enemy
units in attacker's zones of control not
being fought): Send OB sheet back to
attacker to redivide odds and name
stocks and CTD.

g. Soak-offs at illegal odds:
Send sheet back for clarification as
above.

Comments to Jared Johnson, 1548
Rochelle Drive, Chamblee, Georgia,

Victory With Superior Forces

By Ralph W. Schulz

When military writers propound
their pet strategies; they always con-
centrate on how to win a battle with in-
ferior forces. Apparently it is taken
for granted that the side with superior
numbers will win without any effort or
skill on the part of its general. An
assumption belied by the vast number
of generals (and wargamers) who have
been defeated after leading superior
forces into battle.

Instances of the defeat of large
forces by smaller ones abound the most

recent being, of course, the Arab-
Israli massacre. Here one might argue
that the Arabs, being unable to fight a
modern war, were not really a supérior
force despite their numbers and soviet
equipment. This is true, but, even
when the opponents are equal in quality,
having the superior force is no guar-
antee of victory.

In 1940 the Alliedarmies outnumber-
ed the Germans. They had more tanks,
more guns, the advantage of fortifica-
tions and all the benefits that go with
being the defender. The strategic situ-
ation was such that the Germans were
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doomed to grow constantly weaker as
their opponents grew stronger. The
Allies looked unbeatable, even to the
Germans, yet they were routed. How?
The German armored breakthrough is
usually cited but the main reason was
the Allies misuse of their greater
forces. The key move was the German
invasion of Holland. This caused the
Allied armies to lunge into Belgium,
away from their fortifications, supplies
and communications, Once committed
to movement along the lateral roads in-
to Belgium the Armies could not be re-
called. Once the Allies were set up
for the kill, the German Panzers struck
and cut off the finest of the Allied
armies without them being able to even
fight in their own defense. All were
amazed at the success of the German
move but a glance at the map will re-
veal that even before they attacked the
Germans were closer to the Allied rear
then the Allied armies. How did the
Panzersdrive sodeep so fast? By mov-
ing into Belgium the Allies moved their
mobile forces and the bulk of their re-
serves from the path of the Germans.
So was a superior force nullified by its
improper use. A study of thisand other
campaigns reveals the following general
guidelines for the use of superior forces:

1. REMAIN ALWAYS ON THE OF-
FENSIVE. Press the enemy, threaten
to attack at all times. Force the enemy
to deploy his men to protect himself.
With his forces tied down indefense the
enemy cannot concentrate local superi-
ority against part of your force. The
main advantage of having superior num-
bers is that you can match the enemie's
defense and still mass a striking force.

2. MAKE YOUR FORCES MUTUAL-
LY SUPPORTING as long as the enemy
has any attack capability. This means
make your detachments strong enough
to hold their own till help can arrive.

3. EXTEND YOUR FLANKS BE-
YOND THOSE OF YOUR OFPONENT,
Force him always to extend (and thin)
his lines for protection. If he tries to
cover everything he will be weak every-
where. If he covers only certain points
he will leave openings for attack. If he
refuses to extend his line you will be
able to envelope his exposed flanks,

4. NEVER MAKE FRONTAL AT-
TACKS FEELING YOU CAN AFFORD
LOSSES. There is no faster route to
defeat.

5. NEVER PRESS A SINGLE LINE
OF ATTACK TOO LONG, Concentrat-
ing your attack also concentrates the
defense, Attack and threaten several
points at once and strike whichever one
is weakest.

Let's see how these principles look
inaction in a game suchas WATERLOO.

At the start of the game the French
outnumber the Allies (England and the
Prussian '"Huns'' strangely enough),

however, Allied re-enforcements ar-

e

4

weak at any point, attack. Tilly is a
good point for attack because it cannot
be supported by the main Allied armies
after they are driven back on QB. If
Tilly is too strong for profitable attack,
mask it with a defense force and forget
it, that much less enemy strength on
the main battlefields (moves #2 and #3).

MAP #2

unsupported by
cavalry
around his flanks. Press his line as
he retreats (Map #3), portions of his
force can be cut off and crushed. If
you are constantly flanking him he can't
delay to counter-attack or rescueisolat-
ed units for fear his whole force will be
engulfed. As you drive the enemy back
toward Mt. St. Jean you will be concen-
trating his forces for him due to the

flanks are
natural obstacles. Send your

enemie's
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rive continuously and the total Allied
force outnumbers the French Army.
Initially there are three gaps the Allies
must defend: Tilly, Quarte Bras and
Nivelles. The initial French move is
to bring forces within striking distance
of all three (Fig. #1). If the enemy is

10,000 Frengh

4 25,000 French
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L) B i "

5 el iz

NI V7 L ae=

b

MAP #1

If the Allied player is good and his dis-
positions are too strong for immediate
attack, open up further fronts (Fig. #2,
moves 4 and 5). The enemy cannot
cover everything. By turn #5 the Tilly-
QB-Nivelles position should be compro-
mised, Once past this line, the

two main roads.

convergence of the
Keep your flankers out, they are worth
more asa threat then asan attack force
unless the enemy gets careless and ex-

poses himself to encirclement. Don't
bring your flankers in till Mt. S5t. Jean.
If practical do not push the enemy back
evenly. By not attacking some areas
you may tempt him tohold an area until
too late to withdraw his men. By the
tenth turn the Allies should be driven
back to Mt. St. Jean. (Map #3)
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If your flankers have cut deep you
should already have a lodgement in the
defenses to work with. If the Allied
player detached enough force to hold
off ypur flankers his main front will
give earlier and thus permit less re-
inforcements to arrive for the final
battle. At this point (See Fig. 3) due
to the limitations of the board, a battle
of attrition will be necessary. However,

a small advance by the French forces
will force the Allied forces past Mt. St.
Jean and the tip of the forest behind it
thus cutting the Allies in half. Mask
one part and concentrate overwhelming
force on the other and annihilate it.
Good Luck. Comments to Ralph W,
Schulz, 17 Birch Hill Rd,, Locust Val-
ley, New York 11560,

The Fleet in Being

By Paul Hunt

An interesting theory (put forth
mainly by Rear Adm. Alfred Thayer
Mahan at the turn of the century) that
can be very useful to Generals and Ad-
mirals alike is that of the "Fleet in
Being''. It states basically that ''a small
force can immobilize a much larger
force for a long period without engaging
in combat. '

You say, "Great! How does one do
it?" and I will now try to explain:

l. There are many uses of this
theory. Two good ones include: divert-
ing enemy forces from where the enemy
will really need them (that is the main
one) and as a rear-guard action,

2, The more fronts there are, the
better. Blitzkrieg is excellent.

3. This type of diversion is excel-
lent as, if it is skillfully executed, no
losses will be suffered (no combat).

4. Thistheorywasoriginally intend-
ed for naval warfare, but it can obvi-
ously be applied to land warfare.

5. Troops that are equally mobile
or more mobile than the enemy's are
required to make this work.

6. An obviously advantageous use
of this is where combat is impossible.
One example is in D-Day. Forces ‘in
Britain before the 2nd invasion have no
immediate combat value, but do im-
mobilize a strong force. Another ex-
ample is in Blitzkrieg where 40 factors
are set to come in the back door of Big

Red or Great Blue, thus tying up an
enemy force while they can'tbe touched.

7. Caution should be applied when
dealing with an opponent more adroit
in maneuvering troops than you are
when combat is possible. Otherwise
the fleet-in-being might turn into the
ex-fleet.

8. The fleet-in-being as adiversion
gains its effectiveness as a threat to
enemy supplies. (See The Last Cruise
of the Emden by Edwin P. Hoyt in your
local library. )

9. As combat usually occurs in a
rear guard action attempts at having a
fleet be "in being" usually fail. It may
work, however, if your opponent is more
of a Hooker or Meade than a Grant.

10. Make sure you don't give your-
self the short end of the stick by using
more forces than you divert, when you
don't have to.

11. Make sure the fleet-in-being's
supplies aren't cut, This is a top-
notch way of killing such an action if
your opponent uses it on you. (I might
add that you should watch constantly if
you think he is trying this strategy so
that you can ''un-divert" diverted troops
when cutting supplies isn't possible.)

12, Toapplythese points to land war-
fare, simply insert the word 'force'
instead of the word ''fleet''.

All comments, criticisms, and in-
teresting applications of this principle
may be sent to: Paul Hunt, 8395 White-
wood Drive, Brecksville, Ohio 44141,
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What...
Jutland
Without Ships?

by H. Pierre Noyes

Jutland is a very exciting and realis-
tic game, and is improved by incor-
porating the actual scale option. How-
ever, few of us have the unlimited
playing space required for this and the
alternative suggestion of stacking ship
counters three deep in cumbersome in
the extreme. We have tried instead
making new counters 1/3 the size, but
this still does not come to grips with
the real impracticality of the game for
those of us who can't finish it in an
evening and have no place to leave it
set up. We believe we have solved this
problem, and at the same time created
a practical method both for simultaneous
movement and for play-by-mail.

The solution is simply to reduce the
scale, ignore the counters, and for the
combat phase of the game to plot all
ship positions on paper. We have found
that 1" to 4000 yards works well. At
this scale the distance between ships
in column, and also one movement fac-

tor, is 3/16". Columns of battleships
are plotted as:  —>% ¢ For con-
6 12 23

venience and spee'id in recording we do
not use the names of the ships butrath-
er their numerical order on the hit
record sheets reading down. For in-
stance, the column just given would (if
British) consist of Agincourt, Canada,
Hercules, Superb or (if German) or
Freidrich der Grosse, K(':;nig, Posen,
Derfflinger. Light cruisers are plot-
ted as and destroyer
Sgd L
squadrons as—@-) +  The dimensions
Flot |

for the maneuver gage and range finder
at this scale are given in the Figure:

e —
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We have made the rangefinder as a 30°
sector of a circle so that it can also be
used to determine easily (by laying the
center line along the direction of mo-
tion of the column) whether or not only
bow or stern guns bear on a particular
target. Search procedure is unaltered.
When battle is joined, plot the hexagons
involved on a large piece of paper, us-
ing the fact that the perpendicular dis-
tance from center to edge is4 1/2", and
from center to corner (or cormer to
corner 5 . Then plot the entering
columns along the appropriate edges,
and conduct maneuver and fire opera-
tions by drawing on the paper rather
than by moving counters.

Simultaneous Movement

For greater realism, it is desirable
to have both players make their moves
simultaneously. This is accomplished
by plotting the two opposing fleets on
separate sheets of tracing paper. These
sheets are then superposed, and those
enemy units which are in visible range
are plotted on the other sheet, The
players then separate and plot their
moves (including all their own units
out of visible range of the enemy but
within wvisible range of some element
of the task force), Note they know the
positions and directions with which all
visible units start, but not where they
will end up. After this maneuver por-
tion of the turn the sheets are again
superposed, and all visible units re-

to-date plot of how all units are dis-
posed within any square (or squares)
occupied by each task force. Ships may
be anywhere within these squares pro-
vided (a) all ships within a single task
force are within visible range of each
other and (b) all ships in each task
force are moving inthe (same)direction
perpendicular on the same side of the
hexagons. When contact is made, back
up to the previous hour and superpose
sheets in the configuration (adjacent
squares) where the units would have
been before they entered a common
square, If any units are within visual
range, proceed to maneuver and fire as
above. If mnot, all units in each task
force must proceed on course at the
rate of the slowest ship in the force.
Then sheets are superposed and checked
for visual contact., If after repeating
this on course maneuver five times, no
contact is made, advance the time one
hour and revert to search procedure.

Play by Mail

The search and sweep procedures
present no obvious difficulties for play-

Really
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by-mail, and can be worked out by op-
ponents using whichever set of rules is
agreed on. Once contact is made, play
can proceed much as above, except that
each player must keep two plots. The
procedure is as follows: 1) onanagreed
date after contact, players exchange
plots of all squares which might be in-
volved. Since all ship positions in the
area are now available to both players,
it will be obvious whether visual con-
tact has been made, or will be made
during the hour. Ifnot, revertto search
procedure. Once it is agreed at which
hour and time within the hour contact
is established 2) on an agreed date,
each player plots his new (10 minute
later) position on both his and his op-
ponent's paper and returns his oppo-
nent's sheet. 3) Upon receipt of the
new move, the players bring both plots
up to date and can now assign a firing
pattern for all guns that bear. 4) On
an agreed date, firing patterns are ex-
changed and combat resolved by die roll
or stock listings as usual. 5) Results
of combat are exchanged. Players now
revert to step 2) and play continues 3),
4), 5) until visual contact is broken.

Thomas Webster, who is a long-time reg-
ular with AH, has expanded on the Blitzkrieg
theme tailoring it to guerilla warfare. Like
many AH'ers, Webster plays most all battle

games well, seeking competition from such
varied and sundry opponents such as college
students, army veterans including a former
82nd Airborne paratrooper turned history pro-

plotted, including those which have just
heaved into sight. Each player can
then assign his fire power to those ships

which are in range, and the die rolling
can start. Once combat is resolved,
the players separate to plot the next
maneuver, and so on until visual con-
tact is broken.

For still greater realisman alterna-
tive way of starting battle is suggested.
During the sweep and search portion of
the game, each player maintains an up-

RAVEE FINOER

by Thomas Webster

Last year I blasted the idea of a
guerrilla wargame based on Vietnam.
Now, however, I'm sure a great ficti-
tious guerrilla wargame can be made
based on mainland southeast Asia. Ir-
regularly along the narrow end edge of
a Blitz size board would be one country
penetrable only by friendly guerrillas
and allied regular army units. No enemy
units may go into that country.

Stretching away from this country
(Really Big Red - not seriously tho)are
7 small countries, each with its own
army and particular government (3
Democratic Republics, 2
huntas, 1 Dictatorship, and 1 Monarchy -
or whatever you like). Nearly all ter-
rain is jungle. There could be one or
two seacoasts. 1 suggest the outlines
of the countries should be roughly simi-
lar to the outlines of borders of Burma,
Thailand, Laos, N. Vietnam, Malaysia,
Cambodia, and 5. Vietnam. Population
of the countries would be:

West to east bordering Red, 22 mil-

lion, 20 mill., 14 m., 17 m. West

military

fessor at Western Michigan University.

to east not bordering Red 25 million,

15 mill., 16 mill.
Really BigRed begins the game by send-
ingadvisors or guerrillas into the small
countries. Small country guerrilla
strength is determined by proximity to
and length of the border with Red, popu-
lation, type of government, and the die
roll. Example: the countrywith 22 mil-
lion people has an 800 mile border with
Red, and a Democratic Republican gov-
ernment. Red has easy access into the
country, but the fairly stable-attractive
government somewhat counterbalances
Red's influence. The die roll isthusly:
1 - 10% of people join anti-gov. forces
2,3 - 20%, 4,5 - 30%, 6 - 40%. (The
% which does not become anti-gov. re-
flects the successful government pro-
jects.) The die roll represents the
maximum number of people which will
willingly join the anti-gov. forces. This
number is notautomatically given to the
guerrillas. They must work to gain
these people. Naturally, the people are
correctly proportioned throughout the
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country. The larger the guerrilla con-
trolled area the more people they con-
trol, the more people will join them;
but only to the max. of the die roll. All
these people may fight with equal
strength, which is 1/2 as good as Red's
guerrillas (or - 1/4 of the anti-gov. pop.
may fight at equal to Red guerrilla
strength, 1/2 at 1/2 as good, and 1/4
at 1/4 Red guerrilla strength).

Governments may ask for help from
neighboring small countries or from
the outside big powers of Great Green,
Fairly Tough Orange and Mediocre
Blue. When casualties of Great Green
reach 30%, Fairly Tough Orange reach
25%, and Mediocre Blue reach 20% of
total force committed respectively,
they must roll the die (Home country's
vote of confidence): 1 or 2 means 10%
of forces withdraw every 4 months,

When an outside big power accepts
the request the first thing done is to
roll the die telling how many mouth in-
tervals to send troops the first year.
Then the die is rolled again and the
number is the actual number of regi-
ments sent to that country. After the
previously determined number of months
has elapsed for troop replacements, the
die is rolled and multiplied by 5 to find
the number of regiments, then X 10 for
the remainder of the year. The die is
cast again for replacement intervals
for the 2nd year and the procedure re-
peats (reflecting foreign policy and
public opinion). When a small country's
capitol is captured by Red controlled
guerrillas, the remaining government
forces may fight as guerrillas but must
be within a certain number of squares
of anti-red forces; may move into any
anti-red country and join its forces;
may fight once before reaching allies
and move, but if twice attacked are
destroyed; may not move into any Red
or neutral country; may surrender in
order that in the future they may revolt,
try a coup, escape to another country,
etc., or be liberated and join their lib-
erators, or be exchanged or sold for
ransom. Red can force those who sur-
render to fight but those forced are un-
reliable; or Red may deport them for
laboruse, etc. Remaining small country
forces may split, some fighting, some
running, some surrendering.

The guerrillas are all under one
commander, the other countries are
divided among the other players. The
more players the better (for Really Big
Red).

A COUP can only be tried by sur-
rendered units pressed into service;
the enemy of Red must be locally su-
perior, withina certain number of miles
of the small country's capitol, and clos-
ing; the Coupers must have inferior Red
forces between them and the capitol al-
so. ...Thomas Webster, R2,
Plainwell, Mich. 49080.
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Midway=Equilibrated

by Carl G. Nelson

After reading a recent article in the
GENERAL and doing some research on
the actual Battle of Midway I have been
doing some seriocus thinking about the
AH games as it exists in the Battle
Manual. The Japanese did have the
upper hand in the actual battle as far
as an overwhelming force was con-
cerned. However, the U.S5. had one
thing going for it in the actual battle
that does not exist in the AH game MID-
WAY - Surprise! The Japanese were
not expecting to find the U,S. Carriers
anywhere near Midway during the open-
ing phases of the battle. In the game
the Japanese Player knows that the U. S.
Fleet is awaiting and the actual size of
the force waiting. The longer the Jap-
anese Players holds off taking Midway
the more points accumulated by the U. S.
Player. But, the fact remains that the
game is decidedly Japanese all the way
even with the employment of the option-
al rules., Luck, either good or bad
determines the outcome of the game
and this luck is in the roll of the die.
Strategy can overcome a few bad rolls
of the die in a few cases butnot too much
so in the game of MIDWAY,

Mr. Mark Saviet, in his recent ar-
ticle (Vol., 4, No.2), suggested the
addition of night bombing attacks by
B-17's and PT boats. I do not feel that
these additions hold the answer to the
problem. First of all, the idea is to
hold the game as closely as possible to
the situation as it existed at the time of
the battle, The B-17 did not prove an
effective weapon against ships at sea,
especially from high altitudes. Con-
sidering the fact that there is no loss
factor on the part of the B-17 attacks,
they must be considered as high alti-
tude attacks. At night the B-17's could
not find, let alone effectively, attack a
fleet of ships at night. If the general
area where a group of ships arelocated
is known a low altitude attack (almost
sea level)could be effective because the
ships would be silhouetted and there-
fore present a target. I do not know of
any cases where B-17's were used as
torpedo planes. The defenders of Mid-
way had such an aircraft, a long range
aircraft that could and did carry tor-
pedoes and proved itself fairly effective
during the war as a night, long range
attack aircraft. This was the PBY
"Catalina'. As the game now stands
the Japanese Player has nothing to fear
during the night hours, except a surface
contact and possible attack in this man-
ner, but he still holds the advantage in

this situation, By providing a means
for the U.S. Player to attack at night
the Japanese player mustexercise some
caution.

Another factor that seems to have
been over-looked is the use of sub-
marines. The U. S. Fleet had twelve of
these craft in the vicinity of Midway Is-
land besides the surface ships. Omne of
these submarines did get into a position
from whichitdidlaunchanattackagainst
one of the Japanese Carriers. The re-
sults of this attack are disputed but the
attack did take place.

Therefore, with the addition of the
two torpedo launchers, I feel that the
outcome of the game will depend more
on skill then on luck., In the actual bat-
tle, torpedo attacks by these systems
did result in damage to Japanese ships.
I propose the following procedures be
adapted to employ these two systems in
the game.

PBY's

Add nine PBY's to the game, this is
the approximate number of aircraft
used in Patrol Squadrons in the Navy.
Attacks conducted by these aircraft
would only take place during the night
hours of play on ships sighted during
the 1700 hour search move. The U.S.
Player determines to which zones he
will send PBY's and the number of PBY's
to each zone, not to exceed the number
of PBY's that he has. A PBY launched
during the first night move can not be
launched for an attack during the second
night move. The U.S. Player calls off
the zones in which he has PBY's, The
Japanese Player discloses if he has any
ships in the zones called off, If ships
are located during this procedure, these
ships are moved to the Battle Board.
The U, S. Player selects the ship he
will attack. Each PBY may be used
against only one target during the at-
tack phase of play. If more than one
PBY is in the same zone then each may
be used against separate targets.

If the ship the U.S. Player selects
to attack is in the center of the fleet,
the Japanese Player rolls the die to
determine if the PBY is able to pass the
perimeter ships and reach a favorable
position from which to launch its tor-
pedoes against the target selected., A
roll on the die of a 1, 2, or 3 indicates
that the PBY was shot down prior to
reaching a favorable launch position.
If the Japanese Player fails to stop the
PBY the U.S. Flayer then rolls the die
to determine the results of the attack.
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A roll of a 1 or 2 results in one hit on
the target selected, a roll of a6 results
in two hits. At the completion of the
attack the PBY is removed from play
and is considered shot down. The rea-
son being that the PBY was a very slow
aircraft and was an easy target. In
penetrating to the center of the fleet it
would be sighted by at least one ship
and fired upon, after launching its at-
tack on the target the entire fleet would
be alerted and the possibility of with-
drawing would be just about nil, there-
fore considered shot down, If, instead
of selecting a ship within the fleet the
U.S. Player selects a ship on the peri-
meter of the fleet he would have a better
chance of attacking and not being sight-
ed until too late., Therefore, on an at-
tack of this type the U.S. Player rolls
the die for a determination of the re-
sults of the attack and the Japanese
Player does not get a chance at firing
at the PBY. The PBY's will be able to
attack any zone on the search board.
All attacks would be documented on the
operations sheet for each move the
same as in the rest of the game.

Submarines

The following twelve submarines are
to be added to the game: USS Cachalot,
USS Flying Fish, USS Tambor, USS
Trout, USS Grayling, USS Nautilus, USS
Grouper, USS Dolphin, USS Gudgeon,
USSs Gato, USS Cuttlefish, and USS
Grenadier. The initial move for the
submarines will be the same as for the
rest of the U.S. Fleet. The subs can
move two zones per turn while on the
surface and one zone per turn while
submerged. If any sub is sighted on
the surface by the Japanese Player it

is considered as having been attacked
and sunk. During the search procedure
the U.S. Player may call out the areas
in which he has submarines but he must
specify that the area is being searched
by a submarine., The Japanese Player
must reveal the zone within the area so
searched that he has ships in, however,
he does not indicate the type of ships
nor the number of ships, unless the
ships happen to be in the same zone as
the submarine. In this instance the
battle board is not used, the U. S. Play-
er indicates to the Japanese Player the
type of ship that he will attack, cruiser,
battleship, etc. The Japanese Player
then names the ships of the type called
by the U.S. Player and the U. 5. Player
then specifies which ship is the target
of the attack. The U.S. Player then
rolls the die to determine the outcome
of the attack, arollofa l, 2, or 3 in-
dicate the number of hits sustained by
the ship selected as a target, a roll of
a 4, 5, or 6 indicate that the attack was
unsuccessful. The Japanese Player
then rolls the die to determine the re-

sults of a depth charge attack on the
submarine. A rollofa 1 or 2 results
in the submarine escaping the attack,
a roll of a 3 indicates that the subma-
rine is damaged and is withdrawn from
the game, a roll of a 4, 5, or 6 indi-
cates that the submarine was sunk. If
more than one submarine is present in
the same zone each attack is determin-
ed as separate attacks., The other sub-
marines could also be used againstother
types of ships in the group sighted and
under attack, or even attack the same
ship being attacked by the first sub-
marine. For each submarine sunk, the
Japanese Player receives two points
towards his score. The submarines
are restricted from operating against
the Japanese ships in zones G-5-E, H-
5-D, and H-5-G, these being the zones
containing Midway, its atoll and the is-
land of Kure. Attack can only take place
when the submarine is in the same zone
as the Japanese ships. Carl G. Nelson,
1813 Seventh St., Port Hueneme, Calif.
93041,

Union Victory
Made
tasy

by 2nd Lt. Stephen Gilliatt

Banning more than average luck,
the following plan should give the Union
side an easy victory in Gettysburg '67.
It is designed for those Generals who
make their own''rules' and desire noth-
ing but victory. First, note the fol-
lowing facts.

The Union Cavalry of Devin and
Gamble can not alone hope to hold any
high ground or stop the Confederates of
Heth's division. A full enfilade by both
cavalry units only produces l-1 odds.
Hardly anything to rejoice about! And,
if the attack fails, at least one of them
is doomed.

Second, by the afternoon of the first
day, the confederates are going to be
vastly superior.

The plan then is simple enough, the
Union are to avoid any battle except on
their own terms, in a position where
they are tactically superior. This is
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a lot easier than it sounds at first,
knowing the Union infantry is under-
strength and there is no artillery. The
first step to victory calls for the First
and Eleventh Corps to form the nucleus
upon which the Union Army will form.
They, like the cavalry, should not be
risked too easy in battle.

As the Grey tide advances down from
the north, the Union forces should form
a single straight line facing north in the
area of the little Round Top. The ca-
valry should be on the flanks to protect
the infantry and to be protected. You
will note that the board is more narrow
East to West than North to South, The
strength of the defense is not based on
hopeless to defend hills, but overlapping
firepower of units thatcannotbe flanked.

When the Confederates are ready to
crush you around 4 P.M., retreat if
need be to the third from the bottom

row. As new units arrive, keep ex-
tending your flanks KEast and West,
maintaining a straight line. The Con-

federates arriving from the north will
have a long march to reach you. By the
time you are forced to fight, nothing
can defeat you. The Union line by 7
P.M. will reach almost from one edge
of the board to the other.

Should the Confederates be bold
enough to try to flank you, all you do
is move with them, They will soon
grow tired of this game and wait until
noon of the second day for their cavalry
in order to have ''soak-off' units and
flank units. By then,
will have no flanks and a small reserve
of cavalry and artillery. All that re-
mains is for Pickett to make his charge
and die in a massive Union counter-
attack crushing his flank or flanks.

the union line

My advice to any poor southern Gen-
eral is to spend your Confederate money
on Union War Bonds.,

Comments to: 2nd Lt. P. Stephen
Gilliatt, P,O. Box 19, Scott AFB, Il
62225,

As most historians would recal, the Union
botched another one in this battle. Clearly
numerically superior the North could have
attained a smashing, ultimate victory had
Meade's forces sported a relentless pursuit
where annihilation of the South at the
Potomac river could have been achieved.
Thus, Lt. Gilliatt's plan isn't conceived for the
underdog. Rather, its purpose is to help the
Union player to a decisive victory at a stage
earlier than was possible in the real event.
Now, you Southern sympathizers — how's
about sending us a counter-plan for exter-
mination of the Union forces . . .
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Question Box

Afrika Korps

Q. May units move from aplain square
to a road/rough terrain square and use
the road bonus in the same turn?

A. Yes.

Q. If the German player uses his last
supply unit on the lst May turn, and
fails to get supplies on the 2nd May
turn, does he remove all units and lose
the game?

A. No, but if he fails to get supplies
on the lst June turn he does lose all
units and the game.

0. May the "Jews' battalion be worth
several Allied Brigades?

A. No, but they may be worth several
Egyptian divisions.

Bismarck

0. Is it possible to movedirectly from
square B4a to square A4d?
A. No.

Gettysburg '64

Q. May retreatingartillery units move
through or onto squares containing
friendly infantry or cavalry?

A. Yes.

Waterloo

Q. If noother retreatexists, may units
move ''back 2" through two wooded
squares ?

A. No, such units are eliminated.

Blitzkrieg

O. May SAC bombers be used to aid
in the reduction of minor country cities ?
A. Yes. Since you must also apply at
least 4 factors of ground troops to cap-
ture’ a minor country city, this is an
exception to the rule that SAC attacks
may not be made in conjunction with
ground forces,

Q. May SAC be used to gain automatic
victoryagainst a unit if total elimination
of the defender is certain no matter
what the die roll?

A. Yes, but units advancing as a re-
sult of this auto-victory may not pass
through the square under SAC attack.
They may, however, passadjacent to it.
Q. May a unit retreat an unlimited
number of squares (up to that called
for by the chart) through mountains?
A. Yes, Mountain squares do not effect
retreats.

Q. What happens when a SAC attack is
made against a city containing both
ground and air units?

A. The attacker has two options: (1)
he may attack the ground units only. If

he succeeds in destroying all ground
units, all air units are destroyed. If
one ground factor remains, the air units
are untouched. (2) He may soak-off
against the ground units (at no worse
than 1-6) and attack the city supply ca-
pacity. The defender must eliminate
one factor of air forces for each factor
applied to the destruction of the city
supply capacity. EXAMPLE: Blue has
8 TAC .factors and 7 Infantry factors in
V20. Red attacks with 10 Sac factors.
Redmay (l)applyall against the infantry
at 1-2 odds. The aircraft will be un-
effected unless all infantry factors are
destroyed in this attack. OR (2) Red
may apply 3 of his factors against the
infantry as a soak-off (resolved on SAC
table), and use the remaining 7 factors
against the city supply capacity. In
this case, 7 Blue TAC factors are eli-
minated and city V20's supply capacity
is reduced to 5.

Q. Are units on mountain or city
squares doubled against SAC attack?
A. Yes. If the chart calls for the eli-
mination of 5 factors, the defender re-
moves only 3 factors due to the doubled
situation.

PAGE 12

Bulge

Q. If aunit moves directly from square
UUl9 to square TT19, has it used its
entire movement allowance for that turn?
A. Yes. It IS possible to move from
UUI8 to BB33, from NN25 to KK23,
from UUIL8 to MM25, or from MM25 to
RR30 in one turn. It IS NOT possible
to move from TTI18 to KK26, or from
LLl2 to JJ14 in one turn. (We assume
a movement factor of 4 here).

Guadalcanal

Q. In Vol. 3, No. 2 of the General you
state that non-firing artillery may not
be fired upon. Can other units in the
same square as non-firing artillery be
hit?

A. Yes. Say two artillery units and
one infantryunitare on the same square.
If either of the artillery units fires, the
entire square (including the non-firing
artillery unit) is fair game. If, how-
ever, neither artillery unit fires, only
the infantry umit is subject to hits from
incoming rounds.

@tmm -Yes We Get Le@ﬁ

Dear Avalon Hill;

...Going through my possessions I
found the War Plans for Germany,
France, Britain, and other warring'Na-
tions, This may sound impossible,
should write implausible, butamong my
stored possessions were these plans,
and there is a page total of 308. To
substantiate my information, which I
do not think you doubt, the work was
prepared under the direction of Rear
Admiral P. Colomb. Other officers of
the British Army, and advisors (all
named therein) are listed. So, in 1893,
evidently Intelligence was well-prepared
for eventualities, but like democracies,
slow to act.

The work, printing, that is, was done
at the University of Edinburgh, ""Print-
ers to Her Majesty". I sent my ''card!
for "JUTLAND' toyou Friday. Strange,
but I started in 1945, after my return
from Okinawa (did three first-day in-
vasions, demolition squads, no less,
and at 38 years of age) to assemble
books and data regarding World War I,
and quite successfully. I note you have
one 'advertiser' from Terrace Park,
Ohio, saying he has Jap Order of Battle
for Okinawa. I grin. Wonder if he has
the SNAKE INFORMATION? If not,
then HE wasn't on the Beach at Suicide
Bay, and knew OUR PLAN OF BATTLE.

I have no desire to '"make money'",

but if any of our Battle Buffs want any
War Plans, particularly previously
mentioned, they can write to me. I'm
not in the market to make any money,
and I'll do what I did in Honolulu--write
them up, have them mimeographed at
cost, As for AVALON HILL, I know
you have your 'hands full' with this
bunch of "battle nuts", but if I have any
material or information you think might
help, let me know. I'm just a 'beaten
up, war scarred Pacific Vet' that's in-
terested in AVALON HILL's games, but
not to the extent of profit for myself.

If you wish youmight run the follow-
ing in "GENERAL'": World War I bat-
tles, World War II, Palau, Guadalcanal,
Saipan, Okinawa, Russell Islands,
others. Have much information, official
plans, campaigns, not for your money,
though. Ask, if I can answer it, yours
for mimeo, postage. WW I Battle Plans,
prepared 1893.

Final. My offers are good, but
destroy the letter, I don't want to sound
like a hero.

Stewart C. McLeish, 85 Garland Street,
Everett, Mass. 02149,

Sorry—we can't publish your ad; you know
our rules regarding opponents wanted ads,
only, in this column. But we've honored your
request to destroy your letter . . . only you
and | will ever know—ED.
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Winners - - Contest #22

The tremendous response to this con-
testwas highly encouraging. Our editors
were simply amazed at the number of
subscribers who obviously are familiar
with all Avalon Hill games. Literally
thousands of entries were received,
12% of which submitted perfect papers.
Thus, the winners listed below were
drawn at random from the group of
perfect ones. Another 20%, at least,
missed being perfect for one answer.

Winners are:

D. Scott Palter, Cedarhurst, N. Y.
Don McCamy, Union Grove, Ala.
Paul Perla, Pittsburgh, Pa.
John Macciocchi, Cape May, N.J.
Ray Saunders, Alexandria, Va.
Jim Silverman, Pittsburgh, Pa.
Bill Haggart, Whittier, Calif,
Chris Chamness, Pomona, Calif.
Jim Myles, St. Louis, Mo.

. Jim Loehr, San Jose, Calif,

A $6,00 GIFT CERTIFICATE has
been awarded each of the winners.

—

.

—_
oD 00~ O WU

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

Each coupon is worth 25¢. But one
coupon 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.

D S D Y O T Y P (M B = I

25¢ 25¢
SAVE THIS COUPON

GOOD TOWARD THE PURCHASE
OF ALL AVALON HILL
PRODUCTS

JAN.-FEB. 1968
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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 9 10 11 12 i3 14
15 16 17 is 12 20 21
22 23 24 25 26 27 28
29 30 a1 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. 23

Now that you are all adept at recog-
nizing military units (as per last issue's
contest) let's see how well you fare in
determining actual battle odds in hypo-
thetical situations. We have reproduced
the actual troop counters engaged in
battle. You must determine exactly
what the Combat Results Table odds
are in each case taking into considera-
tion terrain features of the respective
games, Since only the grid coordinates
are listed we suggest that you set up
each situation on the playing boards,
(Of course you have to figure out, first,
which games are involved. )

"%ﬁ KK26 vs E%IQ KK27
N%: LL20 vs 'ﬁ“’ LL19
%5 S$S30 vs "gé_f 55829
ffj' 061 s ’ﬁx’; 062
'&4%" Kukum v g%ﬁ IJ22
A4 22 16-3 vs ] 14 17-4

[ZHM 17-12 vszz 1-4 17-13

Headlines of 3 Best Articles:

The contestants who submit perfect,
or near perfect entries will be awarded
$6. 00 Gift Certificates. Entries must
be postmarked no later than February
10, 1968, Entrants may submit copies
or photostats -- one to a subscriber
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.

s i | i
3[2165 Tilly, a 220 vs zl:_} Y20

X

C 1 3 mlil' .
= alais wvs Tha Dunkirk
=0 %l
.06 Q31 vs 514 P32
& E11  vs B' pio
3.3.3 4.4.4
= =)}

7710 J62 Vs (XD K62
@1 C23-43 vs g1 25-44
2-7 1-5+
@3 s v%ﬁ
e F PPl6
8.4 St. Vith vs 4.4
Name
Address
City
State

Prize




THE GENERAL
Survey...

One of our New Year's resolutions
is to concentrate on improving the edi-
torial content of this magazine,.
can help us do this by filling out the
following survey.

Check the YES column if you wish

such articles continued; check NO if

you feel they are a waste of paper. If
you check MAYBE, please elaborate in
the space below.

Yes | No | Maybe

Avalon Hill Philosophy
Infiltrator's Report

Contests

Dealer Listing

Opponents Wanted

Question Box

Club News
Historical Articles
Letters to the Editor

Humorous/Satiracle
articles

You
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Official Avalon Hill Game Clubs...

Clsk

Mlarasters (5C5)

E14 Hilda Streed

Anshetm, Callfornia 328006
Der Townkopt 85

454 Wittiwake

Chula Vista,

California 92013
Bparus Wargamers

5520 John Avenua

Lang Beach,

Callfornia 90805
Gauleiters of San Franciscs

&4 Sylvan Orive

San Francisco,

California 94132
Leigstandarte 55

15815 Delgada Drive

Sharman Oaks, Callforsis
35 Panzar Division
Leibstandarte Adoll Hitlar

3050 Coldwater #308

Sherman Caks,

California 71403
Goan Kriegsplel Society (GKS)

879 Cedro Way

Swanford, Coliformia $4305
Coles, 1=t Leglon

75 S0, Allinon

Denver, Colorado #0228
Ath Ruich

714 Woodedale Road

Wilmiagion, Delaware 19809
4th S5 Pansdr Army
1 Colby

Hartford, Connectical 06186
The Arey of New Zion

Box 298

Hallua, Hawall #6734
VL. T.R.A

S22 W. Bulment

Chicaga, llinols 40641
A H. Wargaming Club

2232 Wesloy Avene

Evaniton, [liocis 60201

Tactical/Strategical

Plans for Specific
Games

Articles on tactics and
strategy of a general
nature
Articles on Non-AH
games

OTHERS (Your thoughts)

Club Registration

All clubs are urged to register with
Avalon Hill. A complete roster wiil be
published in the next issue with supple-
mental listings added in each subse-
quent edition. Prerequisite in the
registration of bonafide clubs is the
information requested below, There is
no registration deadline, However, it
will be to each club's advantage to
register as early as possible. The
only absolute requirement is the listing
of names and addresses of three club
officers and the affidavit that there are
at least b persons with membership in
the said club.

for §

We play: D face-to-face, only

R ger Lagion
413 Colorads Avenue
Aurora, Illiscis 60506
The Gensral Siaff
1801 Woollawa Drive
Baltimove, Marylasd 21207
Wehrmacht
&7 Lawtar
St Halyake, Massachuseits
‘We Conquer All {WCA)
31 Orover Road
Matick, Massachuseits 01762

561 Besocalre Drlve
St. Louis, Missourl 63122

Imperial Guards

1814 Duk Court

Glasgew AFB Montana
Third Reich

L34 Pisrce Streei

eifala. New York 14206

Areny of the Hudeon

T5 W. 1751h Street

Bromx, New Tork 10453

Membership dues (if any) are:

We publish a newsletter /magazine entitled

published every

gaming conference.

We feel that our club offers the benefits of:

Prasicent Membership
Ray Whitaker &
Dana F. Lambardy L
Russell Powsll %
Tohn Murphy L
Btephun H. Brocher 12
Darek Ross 11
Steven Sowards 10
Arlalgh Burko ¥
Vince Meconi 18
Ray Piche 1]
Philip Musgrave 10
Glenn R. Taras &
Michard Looke 1
Tom Jerrell T
Donald Killgalion 0
Hen Howas o
Michael Micholsos W
Victor Garvol, Jr, 128
William Eck 10
BUlE Sray ]
Carl Pawlak 5

Jonathan Feldman

I:I PBM, only

3. Age Limitations:

We: EI are Elnre not accepting new members,

We: [:I conduct D do not conduct tournaments between other clubs.

HNewslietinr

The Spartan Gladiarwer
Report

Dur Armvogel

Gladiator Report

ANZ Newsletter

The Aggresser
Starmireoper

[] Both

We: D would D would not be interested in traveling to attend a

Club Name

(50 words or less)

Mailing Address

Officer's Names

AFFIDAVIT: Current membership is now

persons,

Mumbe rahip Benafits

Tha SPARTAN Neutral Lesgue! For psople in the B0 want
weskly play. A chunce o win a [res game. monwy, & traphy or
recagnition. PBM players can anjoy tha same banafits,

Individuslisen) recoguition for wargaming nccomplishments;
elassly-keit, highly organized club; almoat unlimited apenings
far high rank; the gead feeling you get when you're with fallow
professicnal wargamers,

Campetition for fras games, PBM pads, c3sh swards, trophys,
#ic., also creation of sew games and AH va: .. Honasty. It
ie & democratic club with monihly elections.

All we want 1o do 1 play AH games fhe way they shoald be
played.

Cash awards ave glven for pew Ntrategies and overwhelming |
victories, The club is run most demoaratically.

Realistie dlub wargaming on a bighly competitive basis, All of
s have 4 or more years of experience at all sides of all games
and therefare we hive chosen to specialize on the German tide
as we enjoy it meost and are all skiilled 5t sTmoured warfare. /

Loss bureducracy due to amall size (dus in turn o cor single
school nature) resulting is resdily availabls spposents b grest
Epparlunity for advancemunt,

Two cew games - one fininhed [Blitskriey Sea Adaptation] -

s wiill under design (Bused on the Musmannk convoy).

Wea bullews the 4th Reich in the mast elite club in the U, 5. New
members aren’t admitied until they have proves positively that
thay ara supetior wargamers. Our sole alm is 1o develop the
ighest possible skill In Avalon Hill games

The 41k 55 ia 3 compact. local organisation of wargamers meenng
fraquanily for face-to-face gimes, We discuss atralegios. creale
our swn games and travel far Weraaments 23 well 23 play-by-mail.

Fresdom of choice, serious wargaming and good crganisation. We
do nat indulge in childlsh clalme of victory but play for fus,

A varlaty af qualified opp oF cumrad upan yailr
preforence - who are sxperienced in different types of stratepy &
are truly interested in and enjoy Avalon HU to the fullest,

We fesl that gur club olfers the bearfits ofi Rew costcis. single
and beam-play.

Inter-club competition awd all challengers sccaptod ar soom as
possible.

The Ganersl Staff provides suitable competition for those ain=
dents of Woodlawn Senlor High School Lnterauted in playlag
Avalon HUL gamey,

A naw elub with opparwnines of high positien, leoking forward
to a day when all states will have mam, A fledgling clab,

Gainlng sxpari . fr with other A Aerast e
nation, wurnsmeniy againgt sthar top clubs, sed the privilege of
growing wits

We oifer rapid sdvancement for shilled players and dedicated officars,
Our are i ¥ in and uniting
wargaming.

We belleve PANZER LEHR affers a challenge to dedlcated
wargamars, Through limited memburship wo bope to develagp

an ellte of wargamars, all advancement 16 by number of

wiztarins, not seniarity,

Bring about play amony the older teenage wLrgamers,

Organiand tournaments with other clubs, Great possibility m
advance. participation in territorial conquest.

We fael that our club offers the benefits of centrallzation and or gani-
matian. We, also, have a wide variaty af gamea.

\

"] assure you, Senator, we will give

(An officer's signature)

your nephew's

solid fuel system the

attention it deserves!'
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Kamplgruppe VIFER Thomas Yannios &5 Panzer Laitar
275 Long Beach Road
Hampatend, New York 11550

Military Tactics Soclety Tony Marale TR SRR
1930 Glanwood Street
Litie Neck, New York

Praciarisn Guard Franciv I, Phillips 11 10 The Caaturion
1000 Cakland Avens
Monroe, New York 10950

South Share Vietmina 3
4 FATBOr Asnie B Mcost Paited L Poapla's Liveration
Lallp, New York 11751 Jaurnal

Oberbefeblshaber Hipsie Richard K. Whaslar W eisesieadanas
11 Swenwon Drive
Wappingers Falls,
Mew Yark 12590

ROWOC Oeafl K. Buckman 7 R -
715 Myttle
Terrace Park, Ohia

Harbarians W. Gerald White I S
4004 5, K, Pise Steant
Partland, Cragon $TEL4

Hard Corps 3
3716 Sassafrass Street ricecwad I T S
Erle, Pennaylvania

5 F.E.C,T.MLE. Il Michasl Barnhary i Specire 1T Newslemor
321 Penn Street
Hanaver, Pennsylvania 17331

Warld Wide Crsteol Stwvwn Ryave & o A

bb50 Buscon Sireal Erie Younking

Plushurgh, Ponna, 15217

Inwrnational Foderation ef
Wargamiag

103 Spring

Malvern, Pennsylvanis 1931585

Scate umcan s

1 Aremy of Pannsylvania
Box 280, AD2
Sayre, Pennaylvania 18840

Donald Gresnwaad 5 Pangerfanae

¥ Corpe Confederate Army
Bax U-3313 USC
Calumbia, § C. 29208
Forrest's Calvary
1365 Ridgefletd Circle
Chastanaoga, Tennasses 37412

June Reackholz 8

William Zielke A

Emperial Maximus Legions
3200 McGavack Flacs
Donelson, Teonessee

SHAT = Daruai
2201 W, Trving Blvd,

A204 Irving, Tennessee 75060

Red Lions
Bax 547
Frederickaburg, Va, 12401

QKW Robert I. Beyma & ean
TOL N. Hope Sireet
Phoebus, Virginis 23363

Murk Durmdoi 52

Mike Halwy [

Bill Stone ol

Caurier

Banzal Squad Rod Randall ]

The Stars & Bare

Rapld ady since we are naw, Also our epacinl
wargsming consultatian service offored by all high cammand afficers
1o wabardinate members, along with thin we will affer a military-
petitical magazing to all mombars,

Challange; the PBM players play sxcellently: and sacial enjoyment:
for if you are ntevested {n military histary, you can Join,

Wa fasl that our elub offers the benefits of providing ivs membyrs
with oppanents {48 many as they want) and simultannously provides
an cutdet for the milltary applications of our members

Senall nize, friendly
age group and interests

Ba dusa, mo P #ame

This cloh gives us the chance to use the majority of war games. It
alsa glves us 4 chance to learn the how and what that go iow the gamaes,
When we have 8 PEM game wa make |t so we have two command luvals,

Local compatition n Cincinnat, no members elsewhare, ALl
whare what athers have.

Leeal amangst increasss thelr Wadivid=
ual skills, Our ages are from 17 ta 31 and we cover the whols
spectrum of lnterests {rom wargaming to sports games.

Belng allied with Spectre. Wa participats in tournaments with other
clubs. Wa are sbéo ablled with the L4th Marauders and I Avmy,

Experlence) & refined ranking system hased on combat experi-
wnee| campalgn ribbons; medale] and cevilficates of schisvemsat

High Commatd poaitons: aur alob game *'The Second Waorld

War; Eurape® which han almost 3000 exact unite of all types,

Exact navies b air forces of World War Il in our ournamant

games,

Unified Rating Systemn, We are not a “club”. We are a fed. of clube
and wargamers, We do not force our membernhip 1o fight "wars' ar
take PBM, We do not condust lournaments, We do hewever match
clubs within the fedaration U they o desire.

We ars mavely & natianal guard unit for the stare of Penneylvania,
Wa try to premate wargaming by our support of such groups as P, O, W,
Fanzerfaust,

Historical affilistian with the South o particular and South Caraling in
general. A close knit fraternity of USA brothers.

We foel that aur club offer the benaflis of:
A, Mature wargaming
B, fouthern Hospitality
C. Pallrical Discussians
Play by mail experience. A pareon plays as many games
06 hw desires, We try m always meet the desires of our
imambers,
We offer anid exprci sevious competition. We have pledged nevar ta
terminate & game. We follow AHIKS rules, We are young but will
take on anybody.
Tournaments between other clubs und among curselves,
Game designery flourish and new members can advance ta
high schelon positians,

A highly prganized command staff, watinwide membership, sificiens
mall ea: 4 and po

23124 2%th W,

Alderwosd Manar,

Wanhington $A036
Cavaliers

5202 - fi2nd

Evarett, Wanh, 98202

Ed Dlackburn 21

Pacific Northwen: War Games  Douglas Bayeriein th
Assaclation (PNWWEA)
393 5. W. Southern
Seartlo, Washington 98106
Btz Drache's
3400 N, bH4th Strect
Milwaukes, Wipconsin

Ernudt Simmerman b

The Infiltrator’s Report

Sugar-coated education: James R.
McLaughlin, an instructor at the Paul
K. Cousino Senior High, Warren,
Michigan, informs us that BLITZKRIEG
has been integrated into their U. S.
History course. We don't claim that
transferring to this school will teach
you any more history, but you'll have
a heckuva lot more fun learning it.

The Courier, official news organ of
Red Lions, has crossed into our pos-
session. Vol, 1, No. 5, reports, and
speculates, at length on the internal
civil war befallen Aggressor Homeland,
Aggressor Homeland has split into two
factions: The Loyalists, headed by the
Gervol-Libby-Rancourt faction, versus
the Reformists under the Sullivan-Hall-
Kruger leadership. With so many sub-
factions aligning and re-aligning them-
selves it could be a long civil war. To
keep abreast of these events, and others,
inquire at the Red Lions stronghold:
Box 547, Fredericksburg, Va.:22401,

faust has goodies for you.

with other clubs and @ spacial High-Low Gommand Tourna-
ment within our club for & prize and prometion,

and an

warpamiog,

of high quality

Uniting the variaus factions of wargaming in the Paciflc Norihwest into
& group devated to the improvement of wargaming through the usage of
laurnaments and & yearly convention.

Casning new tactics, oew lduak, being able ta halp invent new games,
ehare strategine, and meet other opponants,

For the dedicated historians, among
the many interesting articles of The
Stormtrooper is the Shiloh Order of
Battle for the Union side. (October is-
sue). And coming up in the January is-
sue of this magazine will be the beginning
of a series on the command structure,
set-up, organizational methods, etc.,
of Aggressor Homeland. ..probably the
largest wargame club in the country.

Congrats to artist Richard Blaes for
his satirical cartoons that tone-up
November's up-tight edition, available
from John Rancourt, Room 316 Aroostock
Hall, University of Maine, Orono, Maine

If you are interested in sports gam-
ing in addition to wargaming, Panzer-
Write: Box
280, RD #2, Sayre, Penna.

The Tank, emanating from the halls
of higher learning at Cambridge, Mass -
4371 Burton House, 420 Memorial Dr.,
to be exact, continues its articulate ex-
poses of just abouteverything-wargam-
ing. Of particular interest in their
October issue was an article entitled,
"How to Get the Blood and Thunder of
WWII Without the Thud and Blunder of
WWI." Nice.

THE GENERAL

Perhaps the most affluent of all war-
game magazines is Strategy & Tactics
(see illustration) now available both
direct mail and over the hobby store
counters. Write for their colorful bro-
chure: Box 11-187, Dept. G, Loudon-
ville, New York 12211,

An excellent organizational directive
has been secreted to our offices. It
lists, in great detail, the Organizational
Chart of the Spartan Wargamers, It
lists affiliate clubs, plans, and guide
lines for the creation and sustaining of

a wargame organization. Far too
lengthy to be reprinted here, we sug-
gest the nextbest thing: write toSpartan
Wargamers, 5820 John Avenue, Long
Beach, Calif. 90805 - ask for Directive
No. 4-C-1281.

The box cover design for Jutland is
a reproduction from an oil painting by
Colonel Donald L. Dickson, now editor
of Leatherneck Magazine and member
of AvalonHill's technical advisory staff.
His painting is of the German Battle
Cruiser Von der Tann.

Hats off to James Misch for his Vol.
4, No.3article "Tournament Bismarck,"
which was voted best article by sub-
scribers. Others receiving $5.00 pgift
certificates for outstanding articles in
this issue were: Gary Zintgraff, ""The
Best Invasion Area -- D-Day;" Mark
Weitz for "'Stop Glorifying the Nazis;"
James C. Eschweiler for '"The Indirect
Approach;" and Jared Johnson for
""Mastery of Midway. "

But in Vol., 4, No. 4, a close race
for kudos developed with Michael W.
Leach's, '"Vary Your Play' edgeing
Captain Frankiewicz and Myron Brund-
age's "Principles of War'" article for
top honors. Others receiving the gift
certificates were; Eric Shimer, ""Blitz-
krieg for the Depraved;' Geoff Burkman,
""Gettysburg Expanded;''and Jim Arnold,
""Morale in Waterloo."

""Our man'' aboard the Coral Sea re-
ports their virtual "destruction of Hai-
phong's communications with the world."
Having earned a respite from this ac-
tion, seaman Brian Babcock and ship-
mates have returned to the more excit-
ing business at hand - AH gaming, what
else?
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Computer War Games. New Wor (and
other) Games operatod by an IBM computer.
Write for details, Richard F. Loomis,
S.1,P.0, Box 10660, Tu Ariz. B5T20.

F ce to l“ul‘l‘lrﬂm Al tional
‘ace to face in a e8. A nna
rules, your ehoiee. mmﬁnmm ?’m£
choices to Richard Nichols 121 lllino:s
Joacksonville, Ark, 72078, All letters an-
swered 1st Lt.
The Marauders LoUS] recogmize the Ri-
formed Apgressor Homeland led by Bruce
glélélganﬂnndh.]'nhn Hall! E}he Maraudzru
T offer live apponents for weekly play
in Orange County. Mare Herbert, 814 Hilda
St., Anaheim, Calif HZE0G,
Join Red Liona {zoon to be ealled Boldland)
and choose your branch of service; Avmy,
\ﬂvy ar Alr Force. Become part or o elvil-
ized wargmme club, Write Dan Evans 2406
Westchester Bakersfleld, Calif. 93300,
All those wishin, ! n Aggressor contadt
David Usmrtoh %2 uthwood Ave., Ross,
Calif. 94957, Also expert PEM opponenui
wanted in Waterloo and Bulge. Dave Ham-
g?ans P.0. Box 608 Big Bear City, Calif.
2314,
Ter Totenkopl 55 now Fas & totl of fen
branches in eijght states, Want to know more
ahout this up and ecoming wargame club?
Der Totenkopf S8, 954 Kittiwake Lane,
Chula Vista, Calif. q’Oll 420-0167
Vanted Names
of Shogi or an‘mese Lh&us Ctmmt Mlka
Platt 764 Loma Vista Street E] Segundo
California, Also the same fﬁl‘ En Adberents,
o =aler Guadale ndition—

$5.60 :md Half Postqge \\’I]l trsm.- tor
Also m {;

or-saqund gn:mz elub inmy mn for lﬁrm.
B]ll Koff, Sapphire Drive, Encino,
Calif. 34—3‘3
Anyone out l.balv in wargaming land h.n\-e
eld. copies of the General you want to sell
Espeeially want Vol. 1 Noa. 1, 4, Will Eﬂ
up to $1.50 eontact .'hnl Krul 51'btl White
Avenue Long Beach Cal
Wargaming ;;%rﬁi 'Hu, Hufurm'e‘ﬁ Appres-
omeland under John Hall nnd%g
Sullivan is the true Aggressor, This eluh
doesn't claim territory. Reformed Apggres-
sor, fair and honest. Dexter Selby 3604 Far-
wood Avenue, Long Beach, Calif, 90808,
Join the all-new %ggresanr. Play for fun
in organized series, no childish wurs of
liberation, A]I land is freed! Play in friend-
shl_}s ot Write: Bruee Sullivan,
El Durnniu Plazn, Long Beach, Calif,

RH | AN gamers wanted o play Alrlka
Korps, D-Day, Bulge, Blitzkrieg, Toetics,
Waterloo, Geltysburg, Bismarek, others. No
Bnastmg'. ﬁs‘mg Face to face g:
Torred mLI. _pla ost any varintion, Bob
Kistzive, 655 Giralds Los Altos California,
anyone in oset or Los Gatos aren
wmhrs to play nny AH wargame l’am—m-
arm & command staff, i.'
'inﬁ-z'ﬂ‘l or write Ned Zuparke 16501
Corinne Drive, Los Gatos, California 86030,
TE there amy WALgAmers in anta
Monies area? Please write me, I would aisn
like to P.B.M. Blitzkrieg with all optionals
escept muclear and weather, Drew Smith
égéa‘; Kingspart Drive, Malibu, California,

THL has withdrawn its threat of nttnulunﬁ

SF&HTA Mark Dumdies UWA has joine

the League. If you want honesty why not
oln n]so Russdll Powall, 5820 John Awve.,

Jorth Long Beaeh California D080,
Tor Sale: Waterloo, Perfect umrﬂuon,

aned nnce, Rw.son for selling: want to buy
i 1will pay pnstngu 1 will buy
Chnns:-iuu\:'llm “'illp?:u lay in-person games,
Roger Palmer 32700, Seagate Dy, Apt, 104,
Palos Verdes Pen. ﬂn”‘H nlif, 877-9911,
Attention] The Aggrossor Army of Call.
Claims complete Control of Callf, Anyone
wmhmg to oppose us contact me, Also any-
wishing to join us contact me. David
,??;‘ﬁg'f-l“h 2" Southwood Ave, Ross Calil,
Why remain an unknown clab? Join a
Gauleiter Club in your aren, or start one of
vour own., Just write here for all details
nhn Vallelunga, 56 Eve lade Drive, San
California M132,

PBM: Waterloo, 8-grad, D-Day, AK. War-
gamers interested in Joining der Leib-
sLn.mlnirli' should write me for information
regarding “the most exeiting wargnming
in_the \\gesL Derel: Roqa :lﬁcrscgruppu\-
filhrer, L

-Sus 8.0, Cn]Lf. 91403

Chnnmllurmll« iT hex (.u-tt bur §7; All
complete, All excellent condition. If money
arrives after item sold, will return money.
A, J, Macek, 6236 Lochvale Drlve, Palos
Verdes Peninsuls, Californis 90274,
Anyone mterested m miRiuTe wn.];g:mlng.
Diplomuey or AH, Face to Face in
Whittier ares or PBM Waterloo get to o
hone or write! Phone OX 3-1861 contact

il H.nml'r. 9327 Harknoll, Whittier, Calif.
B
Nﬁﬁ npiamcnts n Colo, area prefer Tace to
face but will use PBM 1 have 9 games either
side contact Clark Hastings Di34-1616 1855
South Vallgo, Denver Colo, 80223 age 18,
The 4th S5 Panzer Army recognizes the
neutrality of the Spartan Wargnmers, Re-
cent vietories 1m'lude the ressor Shock
Army I'MIIHPBI (Mass), and the 3rli
Army, 8l E(Pennn} Collor New Ei
land, 4th S5. Ray Clark, 206 Clement
East Hartford, Conn.

llege Bound Junior of 4t ooking fur
N.E. colleges with chess team or AH players.
If you want a fellow AH player at your
college contact! Alan Lasser, Whalehead
Road, Gales Ferry, Conn, 06335 464-7364.

ss0r Shock Army has fallen.

promise has heen kept. The 4th 85 Panze:
Army rules New En%hmd. Libby ratrmm
10 Maryland. Run, Libby, Bun. And the bew

OPPONENTS WANTED
an, .&]ng Lasser, Whalehead Road,

sales Ferry, Conn.
At ANNOUNCE wirtzeKorps
taining over 50 pages our first issue only
pllc) includes the history and game of the
Campaign, tournaments, , and
ﬂ lm.nfnm' cnm‘ueats Buyers an uppnnents
Box 339, Trinity Col-
Ioze Hnn:ford Coni. 08106
Jolee Ormed AgEressn res-
sor Shock Army has been defeuted. The £th
88 Panzer Army leads 5-0,ina hes‘mf-ae\en
Emues Libby ldst four of the games, Gary
zintko, 1 83 Panzer Corps, 139 Adelaide
St., Hartford, Conn. 08114,

Now that the Appressor Shoek Army

been defeated by the 4th 58 Panzer !‘my,
every club in New England has
feated by us, If there is anyone whu lwa

been omitted, write now, Cﬁmand var
Piche, Cn:nmandmx 111 by Street,
Hastford, Conn. 0611
For Sale: Jutland ana Managemmt 1N ex=
cellent eondition, Write Howard Curtis, 146

White Birch Rd., New Canaan, Conn.

Are youa su%:rwr w‘\rgnmer* Do you ke

E]lm Clubs? Do you 1ike bein 011 thc win-
ning side? If 5o write Ted dth
Reich HQ 207 Rowland PK. Blvd \"ﬂ.ming«
ton Del. 19803 for tL&L

¢ undefeate Wi Terate

%p onents, egpec[aliy ].n Delaware, live or
games: AK, Stalingrad,

Bhts.fmeg] D-Day. We will ‘be (‘crruans.
either, Blue, Allies, Vince Meeoni, 7
Woodsdale Ruarl. Wilmington, Dehwm.
Tioes anyone stll play Civil War] 1T g0 con-
tact Tony Lel, 5’93"1 Addison' Rd, South
Washington, D.C, 2
Wargaming meete nhe EG Ang Feld monthl
in Flovida, For information \uir.e 'Ten
;.;ﬂnln, PO, Box 1062 Melbourne Florida

Meu: %wehr y rmi tne neamem-

rs ran ng tions of ntact

for fu)'dfer details los [-'nr‘:z:n“-!lsl W

85 Ave. Miami Florida 83165,

Kcﬁtu.'u T Lesen meine Meldung! Wil 1ny
f.taf, ottysbur Blits, and Jutland,

fer Jutland. Will be Germian beesuse Brltjnh

don’t deserve my superior leadership, Kerry

J. Thompson, 4004 Grant Elvd, gr

Fla. GABM. Phune 293-0..3&

the IML as the Iiwenger Legion. Please
continue to address requests to 413 Colorade
Ave, Aurora [llinois 60506, We play G

uadal-
canal, Afrika Korps and Blits by mail,
Tw I EgEL Tor Dixon 11: 1 Fave not had

much experience but will f 'ht \rwa)'
Don't be chicken | Come out and fight.
must be at least one AH player. Kirk W.n]der
503 Bradshaw St,
Ste\ens Asking and Sentor Decurlon George
indel desire to confront opponents in
‘Naterlm AK, Gettysburg Square, Stalin-
grad, Tactios 11 BuJ,ge. Guadaleanal, D-Day,
Jutland, ;bm or in person. Contact Steven
Askina 429 Sunset Drive Edwardsville
Tllinois 62025,

(U8) Aﬁ' (Iam Entuh} or‘E ehn]ltnE

ball any others. Me Name is David Mi]]igan
2745 Gurrison Evanston TIL 60201, Choice

of sides and optional rules if any.
R.L. here for R.L. | Red Lions Is more aggres-
alve than ageressor | Join R.L.! For complete
information including ¢lub magazine
Courior, club wars, intra-club tournaments,
eontact ocke, 2232 Wesley Ave,,

Evanston, 111 602011 869-0035!
xcellent. response brougnt new market. For

Sale, $4.00 “am]m D- D:s"nm.dier, U-
Boaf, and Verdict 11 eondi-

nio
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Wargamers! Don't reco niz.e rjye Hall
Regime! The i stands
united behind its true Ieanlem Llhby, Ger-
vol, Rancourt, We are now restrueturing to
be even better than before. Join now! Brian
lei:l F:eld Manlhal.

rl.e'r cracl
u.[nn of me \v\;CHAEl;;mu]tmg for r.h:e
t Coast wargamers
rnll& rﬁa"i‘:e'l.d Commander W. P,
it rie 8130 LaLi.rel Ave., Cheverly, Mary-
an
'ﬁvu-mnn nrmv glsiies rigldn e i With Eﬂ.
most anybod‘y ulge, Blitz, Gua an
adl. Germans, ‘B]ue. either, and Rus-
slans. Bend surrender or challenge to Tom
Ie)augence 3600 Madison St, Hyatteville, Md,

T want to form & club, For le in Prince
Georges and  Montgomery Counties, 16

years and up write or phone Jesse James

6 Ch.nuncng Place Mt, Rainier Maryland
20822 UN 4-2

Ferious nppoMan wanted. No pseudu-ﬁ'a_xr

OPPONENTS WANTED

draw all present and past arrangl'manta in
AH eombat, No hard tl;e].lnﬁn,

Zaleski 27 Bellaire Drive um:mgton New
York 11748 Phone HA 1-1105.

In person: Diplomacy, AR, S-grad, Bis-
marck, Pbms same p Bilge Walerloo,
Huve ear, Allen Schill, &uth Shore Viet-
inah, 24 Harbor Ave, lIslip, N.Y,, 1.11‘51.
JU 1-5662. Will sell written on bat perfi

layable Tactics dirt :hea
Join Boldlan e apportun-
ities, Get the Courler, p% satisfac-

tion of destroyi reasor, Interested?
.{ﬁlsl(laln 170-14 Both Avenue Jamica N.Y,

Wﬁ‘r‘m
forees of Aggressor have routed the blunder-

ing minions of N.J.P.G.! Anyone else wanta
die young? Address abject’ surrenders to
Major Paul Rubin, 41 Herbert Ave, M.nsav
apsqua Park, N.Y. 11762,

lrtaclc

ETTAnS
factor and/or 4-5-6, Don’t Iel Geuder too

or Tanaties, Will play in person
Pro Quarterback, ete. Cambridge or
Frami m ares. Write: Jamie MeCann

11 T'hnmimn Street Framingham, Mass.
01701, All letters answered.
Tifs Tés der Fubrer again! Der dth 55 can
'J.l’ng dead! Tod, verstanden Sie? My little
‘Wehrmacht says you are linrs! You are not
in undishuted control Der Fuhrer, Ken
Howes, 6. LaulerS-t.HoI {4 Mass DlNO
“Sloep w s your
H\ghm" Tilu il f&rpu (Blar.'k }
f the WCA is a proud uni
Iookmg for proud MEN, Paul Mitche!] 118
Mh Ave., i\ntif_k. Mass, 01760,
ice opponents tor
uld. Axis Genernlm Central Mass, area, {V&I!
lay in A-Korps S-Grad and Blitz contact:
teve Kane Box 86 New Braintree, Mass,

015631 F‘mne number 867-2264.
n person oppsition, 1 have car,
I prefer Confromtation, Blitzloleg, 1914,
.]'uthnd 1 am I.at-class game d er with
varintions, Write/Call
Arnn]d Hendnck 10 Cole Rd., Way,
Mass, 01778 617-358-2087,

Selling U-Boat and Bismark for §4.00 each,
Have been Em five times, Also used
Leman: 0. Want to buy Sigrad and
Bllolge iy pay half

e. Mike Pw'ers
" An Athor, Jtich, m :
me

60 YOur o
l-‘ulnlp'hEr RR# 3 Bnh 189 Bnttl.e Creck,

UI(u'r proclaims the control of Michi
Jgreluda o the annexation of the Mi west.
“ ill PEM AK, Bulge, Tactic 11, Waterloo,
disputes to my elaim should be mailed
Ttor 22262 Thomson Mt. Clemens M.Id'\
mmn ng for table Lop Wargamers
lower Michigan, Northern l;ndim and II-
linois. Any new wargamers in Kalamazoo
ares please contaet me as 1 always welcome
naw n;&nmts R2 Plainwell Mich, 40030

p;nneanuwante . AreR. Steve
Lange 4326 \Vnslun.rr.en Ave. St Joseph

Mich, 49085 call 420-5745 1 play most
LS.
ordnn m amcs
good condition fmd
$4.00, Will pla; Cenni anhnl[a:? -1
E‘oacr-t.o-l"uce. th Jeﬁ:{se&l;g‘l Sglus)
ngress, Y ti, Mich.
483-6153.

Joln a growing game club, Join Aggressor
Homeland now and help stamp out elubs like
the Red Lions, For details write to Charles
Fél]uﬁhL 924 West lowa Ave., St. Paul, Minn.

m
Balance: Germans lose anly

d Jena. Naom
Gnl«ciwasner 245 East 81st Street, New Ym-k.
New York 10028,
The XIV Corps takes this npportunl‘:ty ito

express ts et over the passi
ar:}l rival .n&gr;gr:saer Homelan "zwishm

Ln £l 1. Best
m;q%:r;’e llu:k m%"ilshfu%nve N,

“ﬁ'.'a"ﬁi" am’ argame based 0
Wi e 1o elop a wi

the Martian ur]esl.} Anyone ].ntarw.od?
Please contact Bill MeDuffie, 20 Gail Drive,

Nyack, New York 10960,
En%lza of Der Kampegruppe Viper: Show

yourselves and die a valorous death or run

and be marked a coward for the rest of

eternity, Richard Citti 164 South Centre

Ave., Rockville Centr!. New York 1!5'?0

OPpOnents wi

:{Ji]illi“ but will 81;31' botll sledeE. Wrtte .INes.:'e
T, B4 mondaga racuse N.Y.

‘1323«!. AI] letters ans\\-ered. i

UrTol angl

endly com-
bat in Bum—Stllingrad {alt.her} Alw in
formmon‘ the Tute Army, o

mrreﬂhmndeme wlth n(lm' auch
cluba. Rlch&r‘? malvuy Room 224, Hall,
p:rm.ey ace 1o face opponent in
Akron area. Anyone interested In furmlnﬁ
a club in this area contact John Czeciu
1644 Artman Avenue, Alron Ohlo 44312 or
call 836-8905.

n Reichswehr der t mal

t& debut the world will hold 1ts Breath. En—
lut now and elaim your spot. Soon elubs will
admire and fear us, while we laugh. Box 386

Bowlin Grnen Ohio 48402,
36 th M.ny g
mu ou are interest
reensﬁel

fon Oio 15014 R

Will ke allies, Tournament D-Day, send
your defenaa. No foes aceepted after Feb,
15th. To seli: -Hex; D-Day, $6.00
cach. lf sold T will vefund, They're brand
new | Geoff Burgman, 715 Myrtle, anrm
Park, Ohio,

ain o experience

come m:am any ; state. ntact Daon Schafer
1672 Ruhlnwwd Dr. U Ohio,

OPPONENTS WANTED

Join the IML we are quickly becoming one
of thm- Inrgest elubs in the United States for
information contact Bill Favorite 3804 East
35th Street 'Tulsu Oklshoma 74185,
tung! i DtEnkop:

Tigers of the "Miche! Wittmann" 1st 55
Pnz. Div, Blitzkrieging Nord area. All
other elubs holding names are unter-
menschen, Der Totenkopf 85 motto: Meine
Fhre Heigst Treue! Krgf Franz von Oppelt
Box 135 Harriman Rte K. Falls Oregon,

to Face of nts wanted in Lown
area rarJuﬂ.nns Guadaleanal Bulge 8 Grad
nd AK. Call Carl Brennan 433-0837 or

a . Cal
432-5223 Allentown Pa,
Banzai T T take all comers in Guad, either
side, joint chnice of m]es artillery as men-
tioned in Sept.-Oct. issue o‘.’ ‘The Generll.
Lindsay 22

or write for details David
F‘almmu.rl: Pkwy, Erie, Pa. 16510,
ing Actiration e
LﬁND Naval Serviee BOLDL&LD is new
name for Red Lions and will continue same
pulic:es toward tyrannical A d
Lackeys to enlist Brian 6710
Huntuman Blvd. Springfield Va. 22150,
SPECTRA Tas Bgn TeaTgAnized, The new
club needs members desperately, We offer
experience, o reflned & researched ranking
, campaign ribbons, me and certi-
tes of achievement Write: SPECTRE
11, Michael Barphart, 321 Penn, Hanover,
Pa. 17881
Tnterested in AH Sports! Then join 1985
PBM AH with different, actual team
rosters. Write Carl Thornton, 10242 Wood-
worth #5, Inglewood Calif, 90303 or my-
self Don Greenwood Box 280, RD2 Sayre,
Fenna. 18840 Writa now!

Wovice adult necds opponents (any Eﬂfi\:j Tn
AK Waterloo S-grad or Bulge, Prefer tof.
Never have but willing to try PEM Jnuph

Korkoski 141 Farragut Ave. Van
Pmlat 567-5183 urbGT-Enlu

round The TThe
X Czrps G:nfedemtz Arm :milengel arly
yanks to eross the Rapp % (Chi
cellorsville). Send dispatehes to: John 'Rnci:-
hols Box U-3818 University of South Caro-
lina; Columbia, South Cnml.lnn 20208.
or sale at

excellent eondition Steve Hemm 105 Eut
Bth Ave. ohnmn Cit\v Tenn., 37601,

18 on the ma

Atten
Take P@nin the BIitsz today ! For mem-
p contact: Greg Pitts, 1708 Larkspur

bersh

Drive, Arlin Texas T6010.

Hicks, Hiltpold & Co, will play one game of

Stalingrad as the Germans and one game

of (-ett)sbu as the 'léri:cl;:(n. %eﬂnt.:)or}d Lt

or starting lineup to Hicks,

511 Cat;?ﬁm. ﬂup s Chrhﬂ.. Texaa 18411
anl ace o Tace 0

Day, Jutl.nxld JLK 'R

and Bi1t=-
I:ne Write Chuck Hallnw , 8700 etic
Texas 79904 or TE5-63411 Pre-

fern'h]y & high school student, Will take any

““ anted Tace-to-Tave opponents 1or any of
the Avalon Hill war games, | have most of
them. Write Dr. A.

Braes Eleat.hu Houston Texas 7'1'0%6 or call

wanted PEM uppunentl {in Ge‘rmnn) 'fol'

t]un For further det.niln contact Dennis
:me 820 Glenayre Dir, Glenview, Illinois,
Al letters will be answered.
wnnt AR upponents, 16-18 years
no PBM experience, but have played orlginnl
Gettyshurg and Tactics 11 will emawer 1st
five, will ¢ each two games, A, T, Kelly

Yates ng 1llinois 61572,
[ons

ads? There muntybe a good reason. Join
Red Lions, a serious elub, and find out for
cmrself Write: Bruee Ogge , 874 Forest
Rel., Lake Forest, 11, 60045,
| mm i Tike to have an Opponent in BhtE
PBM, but would like to play the basic game
in hopes of gaining some exper[emu Rodney
Soot: 544 -I.tll Street Fort Wayne Indiana

The Genera] Staff

Wathing can stop the victorious march of
essor and nothing will. The Homeland
ways in nesd of new members Lo bolster
the conquering armies. Join the vietorious
march now! Write: Mike Carr, Minister of
Personnel, 945 W. Hoyt, St Paul. Minn.
66117,
must dissolve Warmaster, aven't
time for the administrative duties involved.
Former members: send stamped, self-ad-
dressed envelope for balance of dues and

Stalingrad, AK and live opponents Texu 732 &
or res T just ike new
e'll toke chn or friendly tourni- for $5 00 mmt Bmd 'l‘sylor 111 Royal,
ments, but none this “war" Jm F;mm Victoris, Texas.
N O, VRTINS oM Ty gvold any argument] Bend address of
% sor. Join Hall 5253 South ummn R'ith m" £ L0 Receive by veurn
r- e results for
Wlun }nu re only second best you have to es. S em warranted fool .
l!‘...mrm tries hm%:r Join us in 1. MeLellan, it 12 South Road, Wick,
nnd Ilelp erush beneath our boots,  CAithness, Scotlan
To join Write Boles 1414 Androw Dy, D08 anyone have Cm unlt counters for
St. Louis Mo, 63122, sale? 0, join Warmaster, a top-knoteh
pIrants! Panzer Lehr Division 13 mol middle-sized elub as reviewed In the May
ing for combat against ressor Homeland, g";;"},'. 1t moving up in the ﬁ‘;';rlgd; e
. -
gos{tmnssmr};en ::t ngfasiL Join now! ton, Va. 22124,
naralleutnant Wilhelm Eck 561 B GW' e 1 those [ d

St. Louis Missouri 83122

suhserd) oney, M
Rmk KE::I& Silver Hay, Minn. 50614,
n south-

ITIV1Le) an (i}
lnnd nr the ES. where are its wargamers?
What are they Iudm {rum? Exper.lemd
and rarely beate to Face
gpﬂmﬂt& Bill Ghndtck 100 N Short Drive
Biloyl, Rt. 2 Miss. 38632,

anization of the German I-ngh lsnm
mu.n%l of the Great Lakes, Comma.

Opponents_wanted: Any age, any experi-
ence, Will Pbm Afrika ‘gnrps‘ Gund:l:yml

nd posi-
tions still open! Join the best Axis b  Dute, and/ov D-Day. Twill accept first four
] offers. Ja Hoffman, 429 Ward Parkway,
e e i anidler R, 10 ancas Cltv Mo, 64112, Y
47681, Well, it has finally happened. Aggressor has
creby accept comman: eet,  split and they u.rg noap%n ting each other.
BOLDLAND , and urge all true war- .}oln the Red Livns and defeat this menace.
Ephen Marin, % arin, 6850

ﬁnmers o ;om BU DLAND and witneas the
defest of Aggressor. Contact Robert
Dnhms 1246 Stevenson, Friley Hall, 1.3.U.,,
Ames, Iows 50010,
oin Boldiand (Torm ons), the
elub with it's own ﬁame. Guns of Ay
Tom Jewett, Cornell College, Mt Vernon,

Towa 52314,

Al opponents accepted the Bth Twl, Div, of

The A n:s?r Arm:esdneed.s 0 pc'.ml"enl:il o

s Accepted o s,

Ew and Midway, Write Lewis ‘i’{endersnn

Suutil 32nd Parsons Kansas 6

ace or over the tel cme n
chhua" ‘There must be BOMEONE.

Homelanl is best in id\m.'st. hpu

today ! Capt. Hal ("eurge, Cmdr, 19th

g%dmggde 403 N. Vassar, Wichita, Kansas

TIEXPETTE [ovice woy Tke to
Blitz. Would prefer another Novice, Write
;g S&e hen Mieres, 416 Center St,, Berea,

V.

Oppunenta needed for PBM Blitz or D-Day
face to face, Call 866-2092 or write Chris
Phoehus 8022 Neighbors Ave., Balte, Md

. Box 535 APO N Y 09193
[tEnhoﬂ ad el
yetunexperienced but wlllingHLo edupt Mteam
spirit,' I've been plnymg games for 3
years but nobody here chal F‘ me, James
Anderson Briarclif N.Y. 1
lnssing

pleces, S{m‘e them in ldantlhn‘;lrg' uniform
plastie vials available in two sizes o
different colors. Write A. de la Parra 2160
E Tremont Avenue Bronx, NY 10462 for
detalls, Self addressed stamped envelope
apprecinted.

oW W you oin Ereatest
litthe elub around? 1f so join thc Red Lions
%n]ck contact David Spencer 706 Harpur

rive Endwell New York or call P &2108

We've pot what it lahes
anper Fight, in the ong

today, the action srnly. here's always room
for one move. Writa for details Richard
Zaranko 4761 190 Street, Flushing, New
York 11358,

i To the present situtation of alotments
(Fencing lessons and school) I must with-

Rmhawd‘u' Der Wehrmneht needs mo
nl-mps Red T.;mnn,;mnl: yoqull cuw;mis’ I.'I'l
pnya ne in anything. Face-to-face. any
?ﬁ Meek, 2105 Jnrmem Drive, 'St
|s Missouri 63186 UN 8-4468,
Tmperfal puards wants you, 18 years and
up, no experience needed, A club for teen-
apers, Low r]udelaé ngt a%va.mmemﬁa
ersons excepted, Sen ment \ro.
pmm infors n?atlnn or -J:E:l %mw:t}ak
¢} w AF.B. MDnL
PRONENLE WA nce
AH, or retntcd wargmﬂe Mso intms:erl
In hesrmﬁ from a}ﬂune interested in Dis-
ilita or Miniatures,
Write 17%&2 erH’.u]] artmouth College,
Hanover, N.H. 03
Ferson-lo-person wnnﬁ in Blitzkricg, Jut-
aad Mld\l‘ny, or Bismarek Also, send me
ubs in the new Brunawick
area. St.ephen K:tz]s. 44 Appletree Dr,,
Matawan, N.J. 07
Wargamers; 807 Ei\.aa ou order of A
ance of all \ialne 1slan Bnttte units (P&nd‘
Sea, Air). Also full Marine order of appear-
ance (includin) Alr} units at Guada

for
tition vnt.'hin “elub. Several command
ions still open, Wnte fur Applicant's

teatt Frank Lew 1.!; ederate Ave,
Richmond, Va. 2328 7 IHuﬂe. Im: GH 1
anted opponents
n:i;by Areas, “Lrl:lel pla B]it: m;.la'lh All
r [ weather, Also want Gett;
Hex—(-"ﬂctfp:emon, Will pay $4.00. M’ﬁ
Gilliland 5226 Juliet St Springfield Va.
fou want to remain & no 50,
Lions is not for Be & somebody!
Join the Red Lions, don't you? Contact

éﬂ? Pappas Box 218 Toano, Virginia

Do nuwantw Enow Wm Red Lions
really are? J r how many

times we've beaten t.he'nL { interested, write
John VimL Miller Hts. Rt, 6, Winchester,

The Bsnzm Sguad annnumes dgbutl We
would like to form Pro- Baor
Ghaliangl of in Waterlan.
SR % 2up
Randall, 23124 Z5th W. Mdm'unrl Mumr
ash. 98036, Ali ies answeredl.
wesl War GRites Ta-
rjm wl.llbegm in Jnnunrg{,u with a new unigue

Kevin Muazy 1181 Thomas Street Hill- for across-tl ard wargami
L
uny w in N.J. area u eyerlein, W, Sou A
who wnu]d hk’e' to play ”T‘]; ) 4 gu- Seat%lz Wash, 08116 -
" Does Janyone have Roger Membe ] >
mlers u-n,“amr- Write Le embers of Agressors Federal District.
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ormed elul B0, opponents
m Bths D—D%y Will fnke any
ob Ward 2740 Bangs Ave.

Ne- tLLme, N.J. 07753
Wargamers of New :!erseg,' aitention] The

458 Panzer Army has occu nged S, L'lmte
and our State. Join Lions.
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Amboy, N.J. 0

ﬂment this, Loyalt{ew‘tll he nwnrded.
and S‘ullitﬂn will be destroyed, Write
Eh;éuwnyzr 833 W. Becher West Allis Wis.

The Practorian Guard strikes! We dare
Aggrenaor to defend Minnesota.
naﬁ"‘ We are! We'll make bread
bores, Richurd Rubi
int Dr.,

in,
8530 N ilwaunkee, Wis, 58217,



