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COVER STORY:
1914"- New Game
of Battlefield Strategy

We'll admit that the RAND Corpora-
tion (a Defense Department backed
"think tank'')andthe U.S. Army develop-
ed the concept first. But Avalon Hill
can't include a computer in every game
-- which the Army requires in playing
the RAND type games.

Thus Avalon Hill has done the next
best thing. And that's by incorporating
all of the actual historical situations
and alternatives into the game's design
itself. Thorough research and exten-
sive documentation, coupled with Avalon
Hill's usual dedication to playability,
allow players of ""1914" to turnback the
pages of history in the truest sense.
Now -- players can find out, for ex-
ample, what would have happened if
Germany had invaded Holland; or Russia
had had no mutual defense agreement
with France; or if Italy had entered the
war in 1914 instead of 1915, and on
Germany's side; or if the battlecruiser
Goeben, instead of fleeing to Turkey,
had sunk the transports carrying
France's North African Army to the
western front.

The game board, employing a ter-
rain evaluation system developed by the
U.S. 12th Army Group, itself relates
much of the story behind the 1914 cam-
paign in the west. The original battle
plan can be used; the German "'modified
Schlieffen Plan" and the French "Plan
17" are just some of the game's alter-
natives providing players with countless
play variations.
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The Avalon Hill Philosophy - Part 8

Latest Scores:

1. Ni Korea 1, II.S. A, 0
2. N. Vietnam 37, U.S5.A4A. 3

Are these football scores? Or, per-
haps, results in from the Olympic
Games???

Not on your life. Rather - they are
statistics that might be posted if one
decided to keep a scoreboard on war.

In ""game'" number 1, you have a
little 6th rate country pulling off a caper
that the Mafia would be reluctant to
attempt. So now they have stolen the
Pueble right from under our noses.
Score 1 goal for stout-hearted N. Korea.,

""Well, the U. 5. A. "players" weren't
all first-stringers. Our "A" ballclub
is down in Vietnam outfoxing the Viet-
cong,'" You say. Okay, so we're be-
hind in that one. But, we're wearing
them down and by the lastquarter they'll
be too tired to defend. That's when
our fresh reserves will run all over
them and pull off another Johnny Unitas'
whirl-wind finish.

At this writing, nothing has yet been
resolved in the Pueblo case. And, at
the rate we handle things diplomatically
it is reasonable to assume that the
situation will be status quo at the time
you read this article. (Maybe not. We
may have arranged to exchange it for
the Enterprise. )

7 Games In 1

An Introductory game helps the play-
ers into the 3-5 hour Standard game.
The Short game, however, may be play-
ed on a lunch hour. The Advanced game
on 10 lunch hours. The Historical Simu-
lation game allows players to experi-
ence the pressures and strains of the
real campaign. (Not recommended for
high-strung people who hate to lose.)
Then there's'the Solitaire game for those
who hate to lose. Finally, an accessory
kit converts '"1914" to a Play-by-Mail
game.

Available First in Stores

Packaged in full-color, featuring an
on-the-spot sketch showing a German
machinegun company beating off a prob-
ing attack by British cavalry, '"1914n"
will retail for $6.98,

Do not send us any direct mail-orders.
'"1914" will be shipped first to all AH
outlets where you will be able to obtain
it from your favorite store, approxi-
mately April 10th, All inquiries will
be answered in the Spring brochure‘to
be mailed next month.

The point is, and with the Vietnamese
situation, the public (you and I) is no
longer informed of the truth. In fact,
its petting rather impossible to even
guess at the truth. For instance, if the
Pueblo was truly 25 miles out in inter-
national waters as the initial communi-
ques claimed, then what took the U, S.
Navy and Airforce so long in coming to
its rescue? Some quarters claimed
that all available planes at the time
were outfitted with nuclear bombs and
would not have had time to change arm-
ament. What were they doing with
nuclear bombs ?,.particularly after
Washington has flatly declared that
"under no circumstances will we get
involved in nuclear warfare.!

Perhaps the truth of the matter was
that the Pueblo was, indeed, within the
12 mile territorial range of N. Korea,
the latter being perfectly withinits right
to pull off this heist,

"No sir,'" says Washington. 'The
Pueblo could not possibly have been in
territorial waters.'" But later, Wash-
ington did admit that the Pueblo was
only 14 miles out.

So who can we believe and trust?
There are three types of news releases
that come out of Washington: 1) News
"Leaks'...info that appears as if it is
inside information when in reality it is
press-controlled from within: 2) Ac-
tual news leaks...usually by mavericks
within the establishment who have var-
ious bones to pick within, and 3) Facts
...info that, due to chaos within, finds
its way past all the press-censorship
within the establishment.

The problem occurs when the public
is no longer able to distinguish among
the three, We're not even sure, now,
who are the bad guys and who are the
good guys. Even the Pueblo bit smells
fishy.

Small wonder, then, that "credibility
gap" has such an oft-used
phrase.

So we are over in Vietnam defending
the world against the spread of commu-
nism. And, if we don't halt it there, it
will spreadand finally engulf the U. S. A,
Bullfeathers! What a hoax the estab-
lishment has brandished on the public.
We didn't stop the spread of communism
in Korea, not stopping it
from spreading in Vietnam. At best,
we've staved off the inevitable if Wash-
ington continues this course of ''gradu-
alism.,"

become

and we're

In the meantime, a heckuva lot of
our guys are getting knocked off, You
ask, '"what do you mean by 'Gradual-
ism'?" Gradualism is a tactic, usual-
ly defensive, whereby you leave the es-
calation to someone else, especially if
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you're worried about world opinion.
Hopefully, the other side all eventually
wear themselves out being on the offen-
sive all the time. Because it worked in
the civil war, proponents of the system
have tried to apply it to every manner
of warfare since...completely ignoring
the fact that it is workable only when
your reserves are deeper than the
enemy's.

Yes, we're applying gradualism in
N. Vietnam. We're gradually wearing
out our front line material to the extent
where atax-rise, at the cost of shelving
domestic necessities, will be mandatory
if only to bring us back to the same line
we held two years ago.

Boy - something is rotten some-
where, And, McNamara wasn't all to
blame. In fact, it is to his credit that
the war has been fought as economical-
ly as it has, Truly, McNamara is one
of the administrative geniuses of our
time. And, we can't blame the boys
out of the officer factory on the Hudson.
They've been doing what they've been
told to do beautifully, So it must boil
down to one thing: Washington's fear
of what escalation might do politically.
Why, this is a terrible premise - try
using that one on some mother who has
just lost a son...a son who thought that
he was over there fighting for liberty
and freedom. What the phrase-makers
meant by that one is; "mother, we've
got to send your young son away to get
killed so that we middle-aged influence
peddling decision makers can continue
rolling in luxury without fear of getting
hurt by some commie attackover here. "

No doubt the Viet situation will be-

come one of the biggest political foot-
balls of all time. Itis obvious that,
with 6th rate nations able to push us
around without reprisal, Washington
will have to change its diplomatic line.
Instead of being the world's policeman
as was Great Britain, the U, S, A, is
losing such prestige that we are rapidly
becoming, instead, the world's patsy.
The gquestion confronting us all at the
moment: "How will LBJ do it? How
will he save face for himself and his
administration?"

Okay - we're all such hotwargamers,
perhaps the solution(s) come easy to
you all. At any rate, The General is
going to give you the opportunity to
show how the war should be concluded.
To those who have played most, if not
all, of AH's battle titles, your answers
are probably clear-cut: in Waterloo,
as the P-A-A player, "Gradualism!' is
indeed your best tactic while Napoleon
must play a game of aggressive attri-
tion. In Blitzkrieg, one sees the im-
portance of an air force. Afrika Korps
and Stalingrad teach the importance of
total commitment. In Midway and
Guadalcanal, surprise is an antidote
among others, And, in Tactics II, the
fear of Nuclear attack has its psycho-
logically devastating effect.

Vietnam is something else again...
but not without many of the principles
of war employed in AH battle gaming,
Now it's your turn to run the war...the
Vietnamn War. As the subject matter
of Contest {24, submit your Plan on
how the war may be ended..... Perhaps
there is a budding new ""Secretary of De-
fense!' sleeping somewhere out there
in game land,

Pyschology in Wargaming

by Victor

The ultimate in realismof wargames
can be achieved by the wargamer with
imagination and a bit of psychology.

My answer to hasten your opponents
end is the use of psychological warfare.
I will use Blitzkrieg as a case in point
to show what can be done to a great
game to make it greater and at the
same time improve your win loss re-
cord,

The first step is to name the cities
and countries according to the powers
you admire most for their tenacity and
courage as warriors---in most cases
Germany, Russia, France, and minor
countries to suit your own parficular
tastes, the Balkens, Low countries, or
imaginary nations being suitable. It is

J. Gervol, Jr.

in most cases suggested that Blue be
named Germany and Red be named
either Russia or France (this being due
to the remarkable similarity between
Germany and Blue, including a Polish
corridor and an East Prussia,

Your first step now completed you
begin to name the cities in the countries
according to those from that nation you
have chosen, although each individual
has a great deal of liberty on this mat-
ter., On the surface no real change has
taken place, however UU-27 once mere-
ly a seaport on Lake Pinisky now
emerges as the Yugoslavian fortress
of Dubrovnik on Lake Trieste. Care
should be taken so as to choose cities
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commonly known for some specific item
associated with itfor example: Schwein-
furt: ball-bearings, Skoda: munitions,
Ploisti: oil, Pilsen: beer, Vichy: pup-
pet government, Metz: a baseball team,
etc, etc. Now you are ready to begin
your psychological warfare., Whenever
you bomb an enemy city the meaning is
much deeper than merely V-18 was
sombed for the 6th consecutive turn,
no, no, itis now: '"Coventry was again
bombed this month by the Luftwaffe of
Greater Blue now waging their fierce
war of Agpression against the peaceful
people of Red.

When you take one city formerly in
your opponents hands you announce the
"significance' of it: '"The people of the
Red nation will have to tighten their
belts another notch this winter as the
victorious Blue armies plunged into a
joyful Ukraine liberating the Red bread-
basket of Kiev. Joyful peasants filled
the streets throwing garlands of flowers
on the tanks in greatful thanks to their
beneveolent liberators, "

Your opponent will probably laugh
at first, however, his laughter will
soon be turned into bitter defeat when
your record player begins to blare
triumphant martial music to the tune of
a number of available records. Sug-
gested for the Germans are: The Ger-
man Army Chorus Vol, 1 & 2, Hitler's
Inferno also in two volumes and a num-
ber of cheap march records. For the
Russian player, Soviet Army Chorus
records are available as are various
patriotic pieces such as the 1812 over-
ture. For the Britishand French play-
er a wide selection is also available
from the Marseilles to It's A Long Long
Way to Tipparary. Your opponent has
now been blasted both through oral
propaganda and music to sooth the
savage beast!

For further added impact you now
bring out your pictorial historyof World
War II and make casual references to
the similarity in retreating Italian
prisoners and his men and or the vic-
torious Germans and yours. This
should both distract him and antagonize
him if done with tact.

But the realism is not yet finished!
You should also each make a number of
"General'' counters for you and vyour
friends, whether they be present or not,
and employ them to lead attacks, etc.
This coupled with existing prisoner
rules, neutral country rules etc, makes
for the ultimate in wargaming, and
should add a lot of laughs to your war-
games.

This then is how to improve your
wargaming through the psychological
use of sound effects, pictures, and
running commentary. [ guarantee this
system effective, Minister of the In-
terior Victor J. Gervol, Jr., 5131
Juniata St., Duluth, Minn.
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Jutland for Land-lubbers

by Bill Haggart

Are you tired of long drawn-out
fights? Or just having a mass of card-
board in the middle of the floor, instead
of divisions, squadrons and fleets of a
Naval Battle? ? Maybe this article will
help you tank strategists with sea war-
fare.

Organization: Divisions (four ships)
are the basis for maneuvering and fir-
ing. Don't think of the ships individu-
ally, but as divisions. (You wouldn't
think of the regiments of a division in
D-Day, would you?) The Flag Ship is
always in the lead, so put a plastic-
headed pin on it so it won't get lost in
maneuvers., Divisions, for simplicity
and fire power, predictably, should be
of the same class or model ships. On
Page 26 of the Battle Manual, you will
notice the Germans have done this:
such as; Division V has the four Mark-
graf class ships, etc. They have done
this so well, in fact, I would follow it
all the time. The British weren't as
wise, so youwill have to organize your-
self; such as, all the "I" series (Infa-
tiguable, Inflexible, etc.) in one or two
divisions, Now you can look at one and
know the firepower and damage control
of the other three. It will help you
look at the whole fleet in a larger per-
spective.

Maneuvering: Theidea of maneuver-
ing is to pet clear fields of fire for as
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many ships as possible. A single line
is best, but if you have one all of the
time, you would be easily out-maneu-
vered. So the trick is to have a forma-
tion in which you can easily maneuver
to gain position, then move into the
battle-line. This formation is the col-
umn of divisions. Looking on the ma-
neuver chart you will see you can go
easily to battle-line, if you leave

ENOUGH SPACE between columns. The
forming into battle lines from columns
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and front to flank turns are the two most
important maneuvers you will work
with., Master these and you will have a
great advantage over your opponent.
The front of flank maneuver can, for
instance, gain 6,000 yards between you
and the opposing fleet in two turns, us-
ing it twice as in the figure. This is
how you gain the advantage. Now, what
is the advantage?

Tactics: Capital Ships: Crossing
the "T'" is the most accepted tactic for
gaining superiority of fire. It is in re-

CRosSING ThE T IN LANE
TWo To ONE ON ANy Ship

ality, a flanking maneuver, for the side
of the ship is the strongest having the
most guns to bear on the enemy in con-
trast with the bow or stern with only
the forward or aft turrets to use. But,
for the British, the "Trafalgar" tactics
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works if you have beenout-maneuvered.
This will gain you a drawn-out, piece-
meal battle of fire power which the
British want, and, of course, the Ger-
don't., If using this tactic, be
sure to send DD's in to break up the
opposing line with torpedoes before
going in.

When you have started firing, the
British (and Germans to some extent)
will find that you have a lot of enemy
ships floating around withno fire power.
Don't waste good capital ships on them.
Leave them to the weak CA's or B's
and torpedoed or partly damaged ships
to finish off. Go after the enemy ships
that can still hurt you. This will save

mans
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you time and keep your good ships in
formation.

Destroyers: These are important,
especially for the Germans. A smoke
screen can cut off the enemy's fire
while you deploy or attack a section of
the line, besides covering a retreat.
Torpedoes can break up a well-deployed
line, and gain you time and direction.
The Germans should protect his DD's
and try at any opportunity to knock off
the British DD's, though the British
can risk his as they don't go down as
easily.

This isn't any battle plan, only a
helper to getyou Landlubbers to see the
general concepts and possibilities.
Once this happens your imagination
will create battle plans better than any
of mine and hopefully, the enemy's...
Bill Haggart, 9627 Maryknoll, Whittier,
California 90605,

Plan “1890’-
Prelude to “1914”

by Stewart C. McLeish

The latest to join the “commeraderie” is
this McLeish chap. His many jaunts in life
range from bull-pen catcher for the 29
Braves to performing diving operations on
the William B. Allison to human life preserv-
er aboard the U. S. Endymion. There’s also
a way-back kinship to Archibald McLeish
which, in itself doesn’t necessarily qualify
him as an author. What does qualify him is
his thorough knowledge of war plans . . .
reams of it . . . that is now yellowing in the
myriad of his own guargantuan personal his-
torical files. Besides — he's somewhat respon-
sible for getting AH games into the plush
Jordan Marsh stores around Boston.

When 1 bought the first AVALON
HILL War Game I did not reckon with
the consequences. I bought another.
Then, studying the games, I remem-
bered an old war-plan volume that had
been among some two hundred volumes
1 had purchased at a charity bazaar
many years ago. I also recalled the
"seventh copy' of a war damage report,
Naval, thatl haddiscovered in the pages
of a Navy Manual of instruction that I
had purchased in 1942, at Boston. The
extra copy I had made comprised thir-
teen pages, and made with the thought
of possible destruction or loss by acci-
dent, or enemy action.

While discussing the action of World
War II with a Boston publisher two
years' ago, he said, "Interesting, but
you could have typed this uplastweek."

I grinned at him, "I think I've read
at least one volume published by your
Company regarding investigative work.
If you don't know if, and where a rea-
sonable estimate of the paper and typing
of the reports might be checked you
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should read one of your own books when
you have time, "

The plan of battle as contemplated
by the German High Command, 1890,
was as follows: A name familiar to
those who were involved, or reading, is
Ardennes. In the plan Ardennes is des-
ignated as the chief communications
point for the German High Command.
Perhaps an AVALON GAME enthusiast
now recalls it as the location where a
surrounded American Force answered
the German call for their surrender
with one word, "Nuts." Knowing our
Armed Forces, I wonder if that Com-
manding Officer did not add a few extra
words to his response. The German
High Command had at its disposal 20
Army Corps. Of this force, it was
planned to send seven corps to the East-
ern Front, The shifting sands of poli-
tics, the Balance of Power theory, and
mainly the Russian Czar's jealousy of
England's "Place in the Sun', made the
Germans confident that, in the event of
war, Germany could safely concentrate
Her military forces in the West.

The German Main cavalry groups,
and thirteen regular army corps were
to be used in a German smashthrough
to the North Sea. It is in this section
of the General Plan one can read, "Ar-
dennes and Eifel afford fine protection
to communications.' Continuing, it was

decided to request ''passage through
Luxembourg,'" utilizing the Treves-
Brussel Railroad to Arlon. The Ger-

man Army would then move to the
French frontier between the Fortress
of Montmedy and Sedan, thus covering
the cornmunications of the Main Army.
Here, it is interesting to note that the
German High Command had decided to
"request' Belgium for passage through
that country, make doubly sure of ade-
quate supply, and an excellent system
of communications. Such a move would
make it impossible for France and
England to fully mobilize before the
German main armies reached the Sea.

The shifting sands of European poli-
tics, Belgium's refusal to submit to the
German demands cost the German Ar-
my a valuable four days, Liege in par-
ticular stalling the German Army with
a heroic defense., The political situa-
tion in Europe had so changed in the
period between 1890 and 1914 that Italy
quit the Triple Alliance, that comprised
Germany and the Austro-Hungary Em-
pire, Russia supported France, and with
England the sides were chosen., Italy
was later to join the Allies. So care-
ful was the plan that it was fully effec-
tive at least twenty-five years later.

Stewart C. McLeish, 87 Garland Street,
Everett, Mass, 02149,
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Put a Little Imagination in Guadalcanal

by Ray Johnson

If you've never known a real live weather
man, meet Ray Johnson. He's also an Air
Reserve officer whose hobbies include war-
gaming. So involved is he in the “sport” that
we smuggled him into the Chicago Hobby
Show last February because he's about the
only one we knew who could provide first
class opposition in the play of AH games.
He's also the only one we knew who had «
Playboy Club Key. Ray's literary gems can
also be read in Strategy & Tactics. You can
get just about evervthing vou need by read-
ing his regular column “Wargamer's Note-

book” . .. everything, that is, but his Play-
boy Key.
Guadalcanal, although one of my

favorite AH games, seems to be less
popular among wargamers than many
of the others, I have heard three major
criticisms leveled at it: (a) The Japs
have too great an advantage; (b) The US
has too great an advantage; (c) The
game concentrates too heavily around
Henderson Field and the action bogs
down into a straight slugging match
there, the rest of the board being use-
less. I prefer to play the Tournament
version with optional rules except Hid-
den Movement, Psychological Eiffects
and usually Artillery Range Difference.
This, I find makes for a playable, bal-
anced game, and with skillful play, a
lot of action in other areas than near
Henderson Field., The last criticism
has some wvalidity, especially with an
unenterprising US player, but not more,
I feel, than in some other AH games;
e.g. the concentration that often occurs
around Tobruk in Afrika Korps, Quatre
Bras in Waterloo or Brest Litovsk in
Stalingrad. Better and more imagina-
tive play by the US player with it's
resultant counter-moves by the Jap as
outlined below should open up the battle.
When I'm playing with the Japanese
forces, I look with delight on a compact
huddle of Marines around Henderson
Field; they are usually torn to bits by
the 30 October turn and it is too late
for the reinforcements to affect the
outcome,

Japanese Tactics

The first problem confronting the
Japanese player is his placement of
initial units, There are two viable
positions: (a) JJ-27, 28; (b) MM29. The
first position has the advantage of a
complete doubled defense against attack
and of not presenting a really worthwhile
target to artillery fire. It can be en-

veloped, however, and a competent US
player can annihilate the two battalions
in 2-3 moves; but with reasonable luck,
should take some loss himself, The
second position presents a target to
artillery fire but can be reached on the
first turn only by the three fastest US
units. The Jap player can expect to
lose about 1 unit with no loss to the US
(except ammo), but to get the other
away. 1 recommend the latter when
playing a good US player. I do not
recommend that the Japs land his first
available troops, even at the strong
position at H4-14 until the lastof August
unless he lands them along the west
coast e,g. Gl8 and move them inland
to a position southeast of Mt. Austin,
He should land and attack on the 4 Sept.
turn and continue to attack without let-
up whenever he can get 2-1 or better
odds. With reasonable precautions, he
need not fear US counterattack on 4
Sept. with the threat of the 11 Sept.
Jap forces, The Japanese should form
a threat as soon as possible from the
area of the headwaters of the Lunga and
Tenaru (the reason for the invasion at
G18) in order to force the US to have to
defend four sides of a quadrilateral in-
stead of three. Also, the defense posi-
tions are poorer and it tends to back
the Marines against the sea. While
keeping a barrage of artillery fire on
any stack of 5 or more (or over 9, if
offered), the Jap should destroy the
smaller units, especially artillery, if
drawn into the front line. The US is
vulnerable to a critical shortage of
artillery units. He should likewise
guard his own artillery from a US at-
tack (e.g. by 7th Marines). Rather
than force the US from Henderson, the
Jap should try to herd them around it,
where they can be decimated with the
sea at their backs. The Jap should not
attempt to withdraw too soon but hope
to wear down both sides with fewer
units left to evacuate., When possible,
units of other than the lst Marine Div,
should be hit. A rule of thumb is that
the Japs should have a 50-75 point ad-
vantage by 30 October to win.

US Strategy

The first real concernof the US play-
er is the placement of his units awaiting
attack on 4-11 September. Before then,
he should make any attack offered of
3-1 odds or greater so long as his units
can return to the Henderson Field area
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by 4 Sept. He should make a strong ef-
fort to keep the Japs off Mt, Austin and
from the area south of Henderson. The
initial defense position should be along
the Matanikau and Tenaru rivers as
well as the coast. Do not forget to put
a small unit at GG21 to prevent infiltra-
tion there. After the Jap attacks, the
US should withdraw if necessary, and
maintain an intact defense line, Make
limited counter-attacks, if offered, es-
pecially at artillery., An important
point is that the US should always back
up any defense line in the jungle as the
Tournament rules allow considerable
movement after combat and otherwise
the US may find several Jap battalions
far to the rear of a breached defense
line with insufficient forces to attack
them without fatally weakening another

sector. Instead of bunching up around
Henderson Field to a defense to the
death, the US should break away and
abandon the Field - especially if at the
same time it can attack a weak flank of
the Japs. It costs the US about B points
a turn to lose Henderson - about 3 fac-
tors - experience shows that they will
lose far more by staying, especially to
artillery fire. In general, the US should
avoid combat until 30 Oct, ; avoid stack-
ing more than 9 factors per square;
hoard artillery pieces (but not ammo),
keeping them out of the front line; and
attack Jap artillery on every occasion.
If forced from Henderson:Field, attempt
to regain it as soon after 30 Oct, as
possible and make every favorable at-
tack of 3-1 or greater. Prevent Jap
withdrawal by holding coastal villages.
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Take as many of the casualties from the
lst Marine Division as possible,

It may be noted that the resultof ap-
plication of these tactics lead to a con-
siderable amount of maneuver; first,
with the Jap attempt to gain the area
south of Henderson and the US moves to
forestall them and later with the US
attempt to keep a path open to break
away from Henderson, usually to the
east, and the Japanese efforts to close
it.

I would appreciate hearing from
othersonthisand am always looking for
opponents, either in person or by mail.

Ray Johnson
324 Prairies Avenue
Lake Zurek, Illinois

Blocked Retreat Routes— Realistic or Ridiculous?

by Frank A. Chadwick & Alan R. Monson

Three divisions of Vandamme's Third
Corps have broken through in the Prus-
sian First Corps sector and have oc-
cupied Tilly. The remains of the Prus-
sian First and Third Corps counter-
attack from the east and manage to
muster 3-1 odds on the French fifteen
stack. The French commander still
hasa one third chance of surviving com-
bat, however, until Somerset's cavalry
brigade at Quatre Bras races to the
rescue and surrounds the French unit.
The Anglo-Prussian-Allied player rolls
a four; defender back two. But since
this would require the three French in-
fantry divisions to retreat across the
ground held by Somerset's cavalry bri-
gade, the French units are eliminated.
Thanks to the intervention of a British
cavalry unit, three of Napoleon's crack
infantry divisions, totaling fifteen times
the strength of the British cavalry, have
been wiped out.

Wait a minute! Fifteen times their
strength? You mean to say that three
French infantry divisions were pushed
back against one cavalry brigade and,
as a result, anihilated? 1 don't buy it.

Now obviously, the retreating French
forcesare going tobe at a disadvantage.
Having been defeated by a force three
times their own strength, they're prob-
ably at least greatly disorganized, if
nothing else. However, the idea that
one cavalry brigade could stop this re-
treat is still hard to accept. The fol-
lowing two systems can somewhat ac-
count for these circumstances. The
simplest way of solving this is just to
allow the commander of the surrounded
unit to choose a unit of the surrounding
forces and attempt to force his way
through., This is conducted like any
other battle, except the surrounding

attack is successful and results in the
opening of a hole great enough for a
unit to pass through, the surrounded
unit may retreat its two squares through
the breach. If theattack is not success-
ful, or does not culminate in a suffi-
cientbreak in the enemy lines, the sur-
rounded unit is removed from the
board. All of this is considered part
of the original attacker's move, as any
other retreat after battle.

A second, more complex resolution
of battle lies in the use of a different
combat results table. The surrounding
unit's defense factor is still doubled,
but the battle is determined by the

unit's defense factor is doubled. If the "Breakout Table! shown below.

1-3 1-2 1-1 2-1 3-1 4-1 5-1

1 D.back 2 D.back 2 D.elim. D. elim. D, elim. D. elim. D. elim,
A.adv, 1 A.adv. 1 A,adv. 1 A.adv. 1 A.adv, 1 A.adv, 1 A.adv. ]

2 A.elim. D.back 2 D,exch.* D.exch.®* D.exch.* D.elim.% D. elim.
A.adv. 1 A.adv, 1 A.adv. 1 A.adv. 1 A.adv, | A, adv, 1

3 A.elim. A.elim. D.back 2% D.back 2% D.back 2% D,elim. D. elim.
A.adv. 1 AL adv. 1 A.adv. 1 A.adv, 1 AL adv, 1
4 A.elim. A.elim. A.elim, D.back 2 D. back 2 D, back 2 D.back?2
A.adv, 1 A.adv. 1 A.adv. | A.adv, 1

5 A,elim, A,elim. A.elim. exchange exchange D.back?22 D. elim.
A.adv. 1 A.adv, 1

6 A.elim. A.elim. A.elim. A, elim. D. elim. D. elim. D. elim.
A.adv. | A.adv., | A.adv, 1

One of the innovations of this table
is the ''Defender Exchange'. In this
case, the defender removes half of his
factors and is retreated two squares,
the attacker advancing one.

The asterisk signifies that the sur-
rounded piece has indeed broken out,
but loses half of its attack factors dur-

ing the next move. This is only for the
next move, and does not affect theunit's
defense. This time presumably would
be necessary for the regrouping of the
unit.

In the case of an exchange, all de-
fending units are eliminated with a like
amount of attacking factors being taken
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off. However, the attacker does not
advance, and, ab a result, is entirely
eliminated. Odds of worse than 1-3 are
not allowed and odds of 6-1 or better
result in an automatic breakout with the
surrounding unit under attack eliminat-
ed.

Le Grande Armee

Originally French officers used the
Prussian linear system, although in a
rough form, and developed their own
tactical system from it. These early
formations consisted of battalion col-
umns covered by skirmishers (these
skirmishers were composed of whole
deployed battalions in the pre-1803's).
If sufficient troops were available two
columns would be formed and deployed
in checkerboard fashion, thus having
one column to the rear and outof range.
Cavalry and artillery could then fire
and move thru the intervals. The chief
advantage of this system was its flex-
ibility, there were no real specific
"rules of conduct'" and troops adopted
themselves to terrain enemy position
as needed, This system, the half-
engaged, half-massed formation, term-
ed the mixed order, became Napoleon's
favorite.

In application, the skirmishers
moved up taking advantage of all possi-
ble cover, laying down a continuous
fire on the enemy line (artillery backed
them up, although in the early battles,
the skirmishers were much more often
used). Under cover of this skirmishing
fire battalion columns moved up. Once
within striking distance, the column
assaulted the enemy line crushing it
thru shear force of impact. During
this period the skirmishers continued
to shoot, distracting the enemy. Since
the attacking columns were rather large
targets and had little opportunity to re-
turn fire, it was essential that the ene-
my be engaged until the last possible
moment, thus making the job of skirm-
ishers very important.

The system gradually changed as the
French artillery increased ineffective-~
ness; after 1805 the job of the skirm-
ishers had been taken over, to a large
extent by the artillery.

When on campaign all corps moved
within mutual supporting distance with
a screen of cavalry scouting and cover-
ing the advance. Upcn contact, the
vanguard seized the most favorable
engaging the enemy while
friendly forces moved up and rein-
forced the flanks. In order, the light
infantry, artillery, and cavalry moved
in fixing the enemy for the large-scale
infantry attacks which followed their
deployment, (These infantry attacks

position,

Once again, the breakout is part of
the original attacker's turn, and the unit
which has succeeded inbreaking out may
now move in its own turn. Frank A.
Chadwickand AlanR. Monson, Erickson
Residence Center, Augustana College,
Rock Island, Iil.

by Dan
Mrotek

could be in line, mixed order, or
column, the last being preferred for
attacks on strong points). Simultaneous-
ly skirmishers and some artillery also
moved up providing covering fire along
with artillery batteriesonhigher ground.
If severe resistance was still encoun-
tered, opponents might sit down and
begin a fire-fight although the norm was
bull your way through.

Little attention was given to well
planned defensive tactics. Usually a
line or mixed order was set up on the
crest of some convenient ridge or for-
ward slope, thus displaying all forces
available, Wellington's introduction of
reverse slope tactics rightly puzzled
the French,

Until 1813, the French regulation
infantry line was three ranks deep,
even though the middle rank could hard-
ly fire effectively. After the battle of
Leipzig Napoleon adopted the standard
English two man line.

Cavalry tactics were based on shock
action, the mounted charge with sword
and lance. All charges were made at
progressively greater speeds. If the
distance to be covered was 600 yards,
the first 200 would be at slow trot, the
next 200 at full trot, the next 150 at the
gallop and the last fifty yards at the
dead run, Cavalry units had to be well
trained. For example, a charge at too
great a speed might tire the horses so
as to lose momentum when striking the
enemy line.

When attacked by Cavalry infantry
formed squares in achelon of battalion
size. Napoleon did however use divi-
sion squares, with artillery and bag-
gage inside, in Egypt.

In summary, the Napoleonic battle
was an affair of disabling local attacks
designed to break up and weaken the
enemy line, After a certain amount of
attrition Napoleon selected the point for
his main attack, concentrating his ar-
tillery and whatever troops were to make
the assault, Artillery moved in to lit-
erally blow holes in the enemy line, His
shielding cavalry drivenoff, the enemy,
off balance, was hit by the full weight
of the main attack, Breaking thru the
infantry rolled up the flanks while the
light cavalry rode off in pursuit of es-
caping units., Address all correspond-
ence to: Dan Mrotek, 619 North Ninth
Street, Manitowoc, Wisconsin 54220,
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Bring lvan
fo His Anees

by Ted Harpham

When you sit down to play a game
of Stalingrad and you have to be the
Germans, do you ever ask yourself
some questions? "Why me?'" Do you
say to yourself, "'l may be the Germans
this time, but he will be them the next
time, so who cares if I lose?'" Or do
you sit down, grind your teeth and try
to win or at least try to give a good
showing. I hope the third. By attack-
ing the following objectives and having
a little bit of luck you may cause Ivan's
knees to rattle and maybe even win a
victory or two.

Besides the attacks on delayers the
following types of attacks should be
used: The 3-1 against objectives that
are key that turn, The 2-1 against ob-
jectives that are needed, but better
odds cannot be gotten. The 1-2 against
objectives that are key to the Russian
defense, but you do not need them that
turn. Finally the 1-3 as demonstrated
by Richard Shagrin in Vol. 3 No. 5 of the
General,

The immediate objective of Army
Group North is the breaking of the
Nernunas River on the first or second
turn. This is accomplished by series
of 1-2attacks along the front or against
R18 or S18. The other immediate
objective of Army Group North is the
capture of Brest Litovsk., If a 3-1 is
not possible the first turn thentry al-2
against AAl5or Z16 as long as no more
than ten factors areused in each battle.
If this fails, a 3-1 cannot be stopped
the second turn.

Army Group Center should attempt
to crack the Bug River. This is ac-
complished many times by 1-3 attacks
against BB15 if the Russian forgets
about them on the first turn. The other
objective of this Army Group is the cap-
turing of GG12 and the linking up with
Army Group South as soon as possible.

Army Group South should break the
PrutRiver by attacking at the best pos-
sible odds against NN14, Only infantry
should be used in this attack. Objective
number two is the linking up with Army
Group Center. This is accomplished
by placing twelve factors on MM8 and
MM9 at the start and attacking JJ12 at
3-1 odds on the second turn,

In phase two the most important ob-
jective for Army Group North is the
rapid capture of Minsk., A 2-1 or bet-
ter should be used here. Many times
if you win this key battle the Dnepr River
will fall soon after because it is easy
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for the Russian player to be out of posi-
tion. Objective number two is the break-
ing of the Divina River. This must be
broken by a 3-1 somewhere along the
river line. The breaking of this river
line is almost as key as the fall of
Minsk because Ivan will have to send
some of his replacements to stop you.

The main objective of Army Groups
South and Center is the elimination of
enemy units. If they eliminate enough
units the Russian will have more trou-
ble defending the Dnepr River and he
might even worry about his southern
front falling apart.

Phase three is the linking up of your
fronts and a steady drive towards his

boarding Party

Talk about professional college students,
this Dotson is the ultimate. He claims that
he has been teaching Renaissance History at
Loyola College in Montreal as of last sum-
mer. Before that, he was on a sabatical in
Italy preceded by two-year post graduate
study in history at Johns Hopkins U here in
Baltimore. At that time, Dotson was plying
his time as a member of AH’s consumer
panel testing Midway. Despite his travels,
he has not lost his ardour for AH gaming . . .
nor us for his enthusiasm.

Have you ever had to suspend a game
of Jutland for a little while only to re-
turn to find that your dog has eaten
three battleships anda destroyer flotilla
and scattered the rest of both fleets all
over the North Sea? Do you like the
idea of Jutland, but sometimes settle
for a quick hand of Gin Rummy because,
in the words of the British Army song
you ''get corns on your knees from that
crawlin' about''? Hawve you ever played
an opponent who, relying on gamesman-
ship whenhis intelligence had obviously
failed, ''slipped' and put his foot through
your formations just when you were
about to send his whole fleet to the bot-
tom? Perhaps I have an answer for
you,

Do you know whata flannel-board is?
It is a lecturing device used to hold fig-
ures, charts, etc. upright for illustra-
tive purposes. By using an enormous
flannel-board you can get your Jutland
navies up off the floor onto a vertical
or near-vertical surface that makes
the game infinitely easier (from a phy-
sical, not-a mental point of view. This
should put us oldsters on more level
footing with you younger players, we
can turn our minds from our aching
knees and backs to the game, )

cities. If Minsk fell early then this
might be simple or at least a little bit
easier. Once your fronts are linked
up you must kill, eliminate, or sneak
off the board as many enemy counters
as possible until his line breaks or
your luck stops. When you are near the
cities attack at the best means open to
you, but cut the supply rate. If all
else fails "Benzail!

If you are crunched because of "A
Elim' on 2-1 battles or continuous "ex-
changes' on 3-1 battles remember one
thing - He is the German the next time.
Ted Harpham, 4th Reich HQ, 207 Row-
land Park Blvd., Wilmington, Delaware
19803,

By John E. Dotson

All you will need is some flannel
(blue makes a nice, ocean-colored play-
ing surface) and a surface to fasten it
to. A wall will do, if you don't mind a
flannel-covered wall in your pad. You
could also use a piece of masonite or
beaverboard, the size depends on how
much room you have. A convenient size
would be 4 ft. by 8 ft. since this is a
standard size for masonite panels. This
you could hang on the wall, lean against
it, or put up on some sort of easel ar-
rangement, It might alsobe a good idea
to hinge it, so that it would fold up for
storage, a 4 ft. by 8 ft. ''thing' can be
pretty unwieldly when you have finished
the game.

Your surface, whatever you decide
on, should then be covered tightly with
flannel. It would probably be best if it
were glued, but don't soak it down with
glue, keep the surface soft and fluffy.
You could probably stretch it tightly and
thumb-tack it in place on a wall for a
large temporary surface. The next step
is to back all your pieces with flannel.
Glue them on and trim them neatly.
Don't worry you will still be able to
play with them on a regular table-top
or floor. The effect will be like felted
chess-men, much more pleasant to move
and less prone to slippage. When this
is done you will find that the pieces
will cling firmly to the felt of the play-
ing surface, enabling you to put it up
in a vertical position, like the plotting
board in a military game or tracking
room, Of course, the pieces won't
slide, you will have to lift each one and
put it down in its new position. But then
you will get used to this quickly and it
is more than compensated for by the
fact that they won't slip out of position
accidentally very easily either... John
E. Dotson, 4 Jervis Bay, Pointe Claire,
P.Q., Canada.
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Tournaments

Pennsylvania's Organized Wargamers
are pleased to announce their biggest
tournament ever. P,O,W. would like
to express its thanks to the following
wargaming publications who have donat-
ed prizes for the winners: Mercenary,
5 & T, Panzerfaust, Stormtrooper,
PNWWEA, and the Courier, and of
course the General for carrying this
announcement. At this writing other
sponsorships were still up in the air
and may be added to the prize list later
on. The prize list contains over $50
worth of valuable wargame merchandise
including 10 magazine subscriptions,
games, trophys, etc.

Play this year will be conducted un-
der a 3 divisional set-up. There will
be 3 classifications - a gamer may
enter any or all of the divisions if he
has 2 of the games in that division. He
will have to pay a separate entry fee
for each division, however. Each entry
will receive an instruction booklet with
all rules and his first opponent after
his entry is received. To enter merely
write P, O, W,, Box 280, RD#2, Sayre,
Penna. 18840 and enclose $1 for each
division entered, a stamped, self-ad-
dressed envelope, and a list of games
to be played.

The categories are:

Classical Conventional
Tactics II D-Day ‘6l
Waterloo Afrika Korps
Gettysburg Stalingrad
Confrontation Vietnam

Modernistic

Guadalcanal

Blitzkrieg

Battle of the Bulge

D-Day '65

The Second Bakersfield Invitational

The First Memorial Bakersfield In-
vitational in memory of Dan Kuszynski
has been a great success. Out of 100
invitations, 47 players replied and a
total of $29 was collected in donations,

including subscriptions to Boldland's
"Courier'" and Aggressor's 'Storm-
trooper., "

This article is to announce the 2nd
Bakersfield Invitational Tournament in
which all readers of the "General' are
invited. It will be a single elimination
affair with the winner receiving $5 plus
all donations, There will be no entry
fee.

Here are the requirements for entry
to the tournament:

1. All entries must be received
within one month of this publication.
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Galore...

2. All entrants must PBM at least
3 AH land battle games.

3. All entrants must pick sides they
wish to play in games.

4. All entrants must abide by the
rules for PBM outlined in January's
""General'',

5. All correspondence to me must
be accompanied by a self-addressed,
stamped envelope.

Questions or entries are to be sent
to Dan Evans,3405 Westchester, Bakers-
field, California 93309.

AChieVing Surprise By Prof. J. E. Pournelle

While a brand new edition to the Gen-
eral’s list of contributory writers, Dr. Pour-
nelle is no stranger to wargaming. He is
associate professor of history and political
science at Pepperdine College, Los Angeles,
teaching military history and national secur-
ity policy among other subjects. AH games
and Diplomacy have been used as teaching
aids in his classroom instruction, finding
them “excellent” for such purposes. Now,
he wishes that we do “Ploesti,” (whatever
that is.)

Although there have been many pro-
posals for adding the element of sur-
prise to board games, many of the
Avalon-Hill games already contain an
acceptable method of doing so, and all
could be modified to allow it. I think
that 1 have seen this method referred
to as the '""matchbox system'' in other
literature, although it was an indepen-
dent invention by myself and friends in
the late '50's. Under this system, an
envelope or matchbox is obtained for
each Headquarters piece allowed in the
game. (The system was first devised
for Gettysburg and Tactics II). At any
time, a player may place from one to
three units in the envelope. They are
then considered to be located with the
matching headquarters unit. Naturally,
in order to place these units with the
headquarters piece, they would have
had to be able toreach that piece on the
move in which they went into ''hiding".

The Headquarters piece is then mov-
ed at the rate of the slowest piece in
the group. All units are considered to
be even with or behind the headquarters
piece which represents them. When an
enemy unit enters the zone of control
of the Hq., the hidden units must be
deployed. (In games which allow stack-
ing of units, they are all considered to
be in the square with the Hgq.)

Whenever two Hg. units are brought
to adjacent squares, pieces may be
transferred from one Hq. to another,
secretly. Units may be added to the
envelopes at any time they can reach
the Hq. piece, if doing so does not ex-
ceed the limitations of hidden pieces

allowed, It should be obvious that
judicious transfer of pieces from one
Hg. to another will soon produce a situ-
ation in which the opponent cannot pos-
sibly know the strength of a formation
containing Hgq. 's.

This rule allows rather complete
strategic surprise, and limited tactical
surprise. It's major value lies in the
strategic regime: players cannot be
sure which concentration of forces rep-
resents their opponent's major thrust,
and which is a feint or reconnaissance
in force. To a lesser extent, tactical
surprise plays a role, as the enemy
attacks what appears to be a lightly
armed feint only to learn that he has
run into an entire armored army.

Under this rule, there is never any
question of '"honesty' or "trust', which
should not, I believe, be built in to any
war gaming situation. It is not that I
do not trust my usual opponents, but
rather that the chances of major errors
in memory are very great if written
records are not kept, while the number
of hidden units which can effectively be
used in real play is very small if rec-
ords are made. Further, judicious
variation of these rules allows adjust-
ments of hidden forces, asymmetrical
situations, etc, The rules also provide
a genuine value for headquarters, and
makes their elimination painful for a
player, as, without them, he cannot
hide his forces. Finally, 1 believe
these rules are more or less realistic,
in that an enemy usually knows that you
have some forces in an area, but not
which ones and in what strength.

Obviously, in those games in which
there are no Headquarters pieces,
blank counters can be used to create
them if this system is to be employed.
1 recommend that serious players try
this method, giving some attention to
fitting the exact number of hidden forces
allowed to the game in which the rules
are to be employed, 1 find that it adds
realism and certainly introduces the

element of surprise without overly
complicating the game...Dr. J. E.
Pournelle, 12051 Laurel Terrace,

Studio City, California 91604,
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Happiness 1s...

by Geoff Burkman

...invading Pas de Calais in D-Day and
not even losing one unit!

..winning your first PBM tournament
game for your new club and getting a
promotion!

...finally getting to use those 25¢ cou-
pons from the Avalon Hill General!

. .inventing your very own wargame!
...winning an Avalon Hill Contest from
the General!

...conducting a successful
campaign in Stalingrad!

Finnish

...keeping your Labor and Defense Bat-
talion units in Guadalcanal alive, even
tho the American shells them every
turn that he can!

... getting Jutland and finding out that
your anti-Avalon Hill game friends love
it!

...putting an ad in the "Opponents
Wanted" section of the General and
getting an answer to it!

...reading about some new crackpot
plan for Waterloo as the French, and
then using it on one of your friends and
winning!

Misery Is...

...arranging foracrucial 3-1 in D-Day,
and, when the time comes to roll for
that battle, finding an odds-lowering
river that wasn't there before!

..when you're just about to smear
your opponent's units right off the
board, and your little brother comes
along and knocks the whole game on the
floor!

.. moving your ships in Midway to a
super-important attack rendevous and
then a gust of wind blows the screen
over!

...having no one to play. Bulge with be-
cause you're too good at it!

...losing several pieces to your favor-
ite Avalon Hill game and not having any
blanks to replace them!

...an angry friend who rips your board
because he folded it the wrong way!

...losing your PBM opponent's address!
...making a 5-1 in basic Bulge against
the town of Bastogne and getting a
blankety-blank engaged!

...hearing friends mutilate the pro-
nunciation of the various Japanese names
in Midway and Guadalcanal!

...getting a masterpiece of an article
like this one into the General and then
not receiving even one vote of commen-
dation on an Avalon Hill Contest Entry
Blank!

Comments to: Geoff K. Burkman, 715
Myrtle Ave., Terrace Park, Ohio45174.
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Wargamers’ Clinic

M. R. Brundage, editor

with
M. Kohn
M.J.Frankwicz

Our man in Chicago has done it again. We
can state here, without fear of bias, that the
“Clinic” series will be as entertaining and in-
formative as were the “Principles of War”
- . . probably more so since this series is de-
signed to get the reader more involved.

With the conclusion of the Principles
of War series we are beginning a read-
er's participation clinic. The purpose
of the clinic will be to provide analysis
while being able at the same time to
practice it under controlled learning
conditions,

Basically, the clinic will be con-
ducted in the following manner: We will
give a strategic or tactical situation as
it appeared in an AH game along with a
synopsis and history of events that led
up to the situation under discussion.
We will then present an analysis of the
situation and the alternatives the players
have in front of them, showing which
are the best and why. We (the clinic)
will then present to you (the readers) a
situation and ask you to analyse it. We
will then invite you to send in your
analysis. This situation will then be
placed in a following article along with
the comments from analysis of the
readers and the way we the clinic look
at it.

Note: The readers are invited to
send into the clinic any situation which
they wish for the Clinic to analyze,
Classic situations from the readers
will be placed in future articles, dis-
cussed and analyzed.

At Waterloo

To begin this series we will start by
offering a situation which occurred in a
game between one of the members of the
clinic and Glen Taras & Paul Pawlick
of Chicago, I11. Itis 11:00 a.m., June
17th & the French and Allies are alined
as follows:

French Roster
Napoleon HQ MM-25 (Gosselies)

N-38
M-33

Duhesme
Friant

Habert 5-28
Hulot R-34
5-4 Lefol 1-43
Pecheux I-43
Simmer Q-35

8-4

2-6
3-6

2-6

1-6

2-6
5-4

Imp. Grd.
Imp. Grd.
v

L'Heritier

Chastrel
Domont
Soult
Subverie
Stroltz
Bachelu
Jerome
Girard

Pire (Cav)

0-39
I-45
N-46
5-28

P-36
DD-44
CC-43
AA-43
I-45
L-33
K-45
L-33

N-46

Allies Roster

Blucher
Steinmetz
Brause
Borcke
I(ft.arty)
II (ft. arty)

Hacke
Ryssel
Losthin
Hiller

Sydow
Schwerin
Watzdorf

IV (ft. arty)
IV (hrs.arty)

Wellington

Perponcher
Gey

Trip
Chigny

II Cav

Jaquinot
Merlen
Brunswick

Picton
Alten

Mt, St. Jean
0-32
L-35
K-35
O-31
N-32

Due
on
Tra,m;

June

At Waterloo

O-34
0-29
0-29
0-29
N-46

BB-29
O-29
0-29
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2-4  Williamson Q-28
Cav. Batt, J-34
Somerset K-32
1-6 Ponsonby H-41
Estorff N-32
7-4 Clinton Q-28
1-4 Balton Q-28
Anthing
Stedman I pianes June 1T
l1stD & B
Colville
Hawker 5 p.m. June 17
Cole
Bruckman

To those not clear on where the co-or-
dinates fit the board. View the follow-
ing diagram:

A 26 ta o) A

13 to 46

£ R g H

IR
—_—

WWw 1 to 34 WW

Ed. Note:* All other units notlisted were
killed previous to 11:00 am June 17.

HISTORY

The French forces have come a long
way in a short period of time at a high
cost, They won a battle at St. Nivelles
which opened the road to Mt. St. Jean.
They poured down the road and were
attacked on the flank by fresh oncoming
British units, They were stopped &
surrounded at Hill M-33 by the remain-
der of Blucher's retiring Army, which
was in withdrawal from Quatre Bras,
and from the new British units which
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had come into the battle from the North-
west, The French won a brilliant bat-
tle on the Tilly Road by flanking & iso-
lating the Prussians there; defeating
them in detail before they could retreat
across the Byle River. Leaving the
French forces in the sector & unop-
posed route to victory conditions in that
northern sector.

So far losses number 129 French
factors lost out of a possible 193, as
compared to 66 Prussian out of 97 & 33
British out of 140 or 99 out of 237.
Mathematically it would appear to be in
favor of the allies, but because of some
of the Entree times of later Allied
forces & the position of the French it
would appear to be a draw game which
could swing either way. Or Could It?

SYNOPSIS
Presently, three French g are
surrounded on Hill M-33 by 3 Prussian

g & 2 Pr. E’&BBritishZE.

On the Eastern flank, poised to res-
cue are a line of 3 Fr, g , 1- Z
%& 1 Imp. Grd.

While on the Southwest flank are 3
Br.g - 4Br.z --1Br, B ==
2 Br.lzl poised to counter-attack,
Also, on the southwest flank are 1 Fr,

X
[Zm; survivors of a previous battle.

Between the rivers Dyle & Lalasne

areBFr.g--l Fr.lz & 1 Imp.

Grd.z heading towards the Wavre

Road -Lal.asne Bridgehead, Farther

back on the Thil, Dyle, & Genappe Riv-
er intersections are 1 Fr. 12 & 2 Fr,
IZ Blocking the Wavre Road-La-
Lasne Bridgehead is 1 Br, z

Due on from Hal of the 1 p.m. June

17th are ZBr.‘g&lBr."I,

You the reader must examine the
evidence, '"Chess-Board'" the moves
after 11:00 a. m. and analyze what you
think the only outcome could be? Let's
see if your first guess is a right one,

All correspondence relating to the “Clinic”

should be sent directly to Myron Brundage,
2437 W. Sunnyside, Chicago, Illinois
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Question Box

Afrika Korps

Q. If a unit uses his entire road bonus
and ends on a road/escarpment square,

may it continue on road/escarpment
squares using its normal movement
rate?

A, Yes, but it must stop on the first
non-road escarpment square it moves
to.

Bulge

Q. In a situation where the U,S. has
German units completely surrounded,
may these units participate in an attack
by units from outside the encirclement?
A. Yes. If any of the units in an at-
tack are supplied, all others engaged in
that particular attack are considered to
be supplied (as pertains to the supply
limitations on attacks). NOTE THAT
THIS APPLIES TC BULGE, NOT TO
AFRIKA KORPS.

Blitzkrieg

Q. Situation: Blue fighters intercept a
bombing attack while Red is attacking
all possible landing bases with range of
these fighters. Some of these attacks
are at soak-off odds. Are the Blue
fighters eliminated for lack of an un-
disputed base at which to land?
A. No. In this specific situation, Blue
may hold the fighters until all base raids
are resolved, then land if he has a base
under undisputed control (no enemy
within one square). If no such base is
available, the fighters are eliminated.
Q. Just what is a '"friendly" minor
country city, and how does such a state
effect air tramsport, supply, etc.?
A, A '"friendly" city is one thatmay be
used for supply, air and sea transport,
air base, ete. All Major Country cities
are considered 'friendly' when they
are captured and under the complete
control of one or the other side,
plete control means that no enemy units
are in or adjacent to the city.

Physical capture of a Minor Coun-
try city does not necessarily mean that
city becomes friendly. All cities in a

Com-

particular Minor Country must be cap-
tured (with the Minor Country City Cap-
ture Table} in order for any of them to
be considered 'friendly'. Which side
captures the cities does not bear on
whether or not they can be considered
friendly, EXAMPLE: On Blue's first
turn he captures V20, Ml4, Ull, and
X27. None of these cities may be con-
sidered 'friendly'" at this point since

CC15 was not captured. Red, in his
turn, captures CC15 with the aid of air-
mobile and invasion troops. On the
next turn, all cities in that minor coun-
try are friendly to the side occupying
them and can be used for sea movement,
air transport, supply, and as bases for
air units. BUT, if Red had only invad-
ed the area around CC15, not capturing
the city itself, none of the cities held by
Blue would be considered "friendly" on
the next turn (The government of that
minor country is being kept alive by
Red). Further, the Blue occupied cities
could not be used until CC15 is reduced
(using the city capture table) by one
side or the other,

Note that, once captured, a city
may always be used for ground move-
ment doubling combat factor indefense.
The only things affected by the above
are Sea Movement, Air Transport, Sup-
ply and the use of the city as an Air
Base,

Q. If I capture and isolated enemy city
with 12 of my airborne factors, may I
air transport 12 additional factors to that
city on the next turn?

A. Yes, but in doing so you overload
the supply capacity of your airhead and
must either capture additional supply
cities or eliminate factors on the turn
following the overload to '"balance' your
supplies, EXAMPLE: 12 factors of
Blue airborne troops capture 00-40 on
turn #3. 00-40 is behind Red lines and
no supply route exists to a friendly port
or supply line; thus, the Blue airhead
has a supply capacity of 12 factors (one
city square). On turn #4, Blue airlifts
12 factors of infantry to 00-40 to sup-
port his airborne troops, thereby over-
loading the supply capacity of the air-
head by 12 factors (here we assume Red
has just been watching this happen to
himself, and has not eliminated any
Blue factors). Blue now has one turn
to (1) capture another city square to
supply the additional troops, or (2) move
them out again by airlift. If he accom-
plishes neither at the end of his portion
of turn #5, he must eliminate factors
until only 12 remain in the airhead; this
brings his supply situation there back
into balance.

To sum up: a player always has
one turn in which to rectify a supply im-
balance, but supplies for each ''over-
loaded'" area must be balanced by the
end of the tummediately following
the turn in which the imbalance occurs,

Q: Must an entire minor county be sub-
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dued in order to receive supplies for
the conquered cities?
A; Yes

Q: Can you attack enemy units At Sea?
A: No!

Q: May a Nuclear attack be used as an
interdiction attack instead of the 4 SAC
factors normally required for an inter-
diction?
A: Yes

Q: During Prepare for Play, may eith-
er side place units in at sea boxes that
are not adjacent to their Home Coun-
tries ?

A: Yes

Q: May units that have entered At Sea
zone B on their previous turn attack a
beach in At Sea zone C on their next
turn ?

A Yes

Q: May units that have invaded a beach
withdraw through that beach on a sub-
sequent turn?

A: Only if the units are Ranger units,

Q: May Aircraft land in a city that was
just captured and may units at sea land
in a port that has just been captured?
A: No, you cannot capture and use a
city in the same turn,

Q: If a Unit uses twounconnected roads
in its move, may it carry over uncom-
pleted fractions of road moves from
one move to another?

A Yes

Q: If all the cities in a minor country
fall on the turn it is first violated, does
the violater still lose 2 factors?

A: No

FOOTBALL STRATEGY

Q: How does the Offensive team Punt?
A: A Quick Kick may be called on any
play, including 4th Down. Thus, the
Offensive player, on 4th Down, has a
choice of selecting either the Quick
Kick or the Punt play after the Defend-
ing Player has committed his defense,

Le Mans

0. May a car attempting to make a pit
stop drive through other unoccupied
pits in order to reach his own?

A. Yes, but the incoming car may
never ''pass-through'' cars already in
the pits that may be blocking this route.
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Official Avalon Hill Game Clubs...

The clubs listed below supplement the initial listing made in the Jan-Feb 1968

issue,

Due to space limitations, we have not repeated any prior listings although

many have forwarded us updated information. The purpose of this listing is simply
to provide basic information to those readers looking for new clubs.

CLUB

AHIKS
Berkeley, Calif, 94715

The Aggresior Homeland
7873 El Dorado Plaza
Long Beach,

Callfornia 30808

Lolbstandarte
5030 Coldwater 4308
Sharman Guks, Calif.

AH Club
630 Capitol Trail
Newark, Delaware

Cobra
BOO3 Wynnwood
Washington, D.C. 20016

Imperial Sth Reich
319 N. W, Syrcle
Warrington, Fla, 32507

Nao-Numenorians
5437 Summit Ridge
Doraville, Georgia 30040

Grim Reapera
387 Harold Street
Crystal Lake, 11, 60014

Cragon Wargaming Confederacy
20 South 8tk Street
Oregan, lllincls 61061

War Games Inventor 's Guild
234 Fir Streat
Park Forest, 1llinols 60464

The Klan
1831 Hobson Road
Fort Wayne, Indlana 46805

G.H.C.G. L.
8215 5, Lynn
Seymour, Indiana 47274

The Host of the West
722 Indian Ridgs Road
Loutsville, Kentucky 40207

La Sooiete de li Strategie
26388 Dundea
Hantington Woods, Mizh, 48070

Black Death
465 Woodland Hills
Philadelphia, Miss. 39150

Relchswehr der Wehrmach
2105 Jannette Drive
St Louls, Missourl 63136

Oberkommande Mjttlewsst
b Clydehurst Drive
Webster Graves, Mo, 63119

21 Panzer Dlvision
&2 Falcon Road
Livingaton, N, I, 07039

Rewchowshr
109 Heather Lane
Camilles, N.¥. 13031

The Minutemen
98- 15 Horace Harding Blyd,
Flushing, N, ¥, 11368

88 Totankopf
79=10 ¥4th Avenue
Jackson Hghts,, N, Y. 11372

Avalan Hill
1405 Coburg Road
Columbus, Ohio

lat 55 Stormiroopers Army
1785 18th Street
Cuyahoga Falls, Ohio 44223

Thrush
1611 3rd Avenue
Altoona, Penndylvania

American Armageddon
47 Scaradale Drive
Camphlll, Penna, 17011,

P.O. W,
Box 280, R.D. 2
Sayre, Penna. 18840

United Wargamers of America
3200 MeGraveck
Denelson, Texas

Cesea
1106 Greenbriar
Arlington, Texas 76010

Golden Herde
TE1E Briston Drive
Annandale, Virglnia

PRESIDENT

F.A.Webster

Bruce Sullivan 54
Derek Ross Fa
L. R. Valenzourt L}
Kit Bigler ]
Grey Paul 10
Bl Tallen 25
Dennis Schaliz 5
Terry Paul )
Grant Noble z3
Patrick Barry 3
Steven L. Jones a7
Charlas E, Wright B
Lawrence Fisher L]
Vernon I.Stribling &
Ruas Meek 5
Tom Race B
Doug Bonforte &
Mark Paters L]
David J, Jacok 4
Robert Champer 18
Mark Ely n
John Auston &
Reonan T. Adama 3
Jim Cochran b
Donald Gresowood 25
Mark Dumdel 38
Grag Pitts 3
Bart Johnson &

MEMBERSHIF

NEWSLETTER

Kommandeur

Angraifar
Zeitschrify

The Aaphalt

Soldier

Tha Mathom Sun
and The Mines
Tirith Evening
Slar

Banle Drill

The Artisan

Kawapliruppa

Falautir

MEMBERSHIP BENEFITS

Membership L limitod 1o persons over 24 years of age,
wha will malntaln at least one prompt Pbm game at all
time#, and who value a prompt, well played game over a
vigiory,

Aggressor offers the banefits of some nine game varlants,
constant tournament offers, a greatly underspriced maga-
zine, and membership in the League, in which Aggrassor
can win games and other prizes in Pbm tournaments.

Organized and competitive wargaming; inter-club tourna-
ments, and sccess w historleal lteratura, sxcellent op=
portunitios to advance

MNon-digcrimination of the sexes; we have I girl members
and | husband-wife team! Adult games with little fuss
for most Phm gamss,

Wo are interested in playing wargames as often as posai-
ble, We hope to develop eur skill while engaging in com-
patition with fellow wargamers and clubs,

Good, wh ! wargamin
the fame of AH around the nation.

We spread

A lovar writing bunch of Tolkien fanatics; a small war-
gaming clique: the magazines print 60 pages on u variety
of subjects,

Teaching and inetructing trial membars until they can
become regular membere at age 17, Rapld advancement
to command positions but only according to ability,

Friendly competition among those who are truly interested
in the art of wargaming,

Close affilintion with the IFW (many Guild members are
in it) for the express purpodse of designing, modifying &k
limited preductions of games.

The simple enjoyment of wargaming as a habby netween
members of our small and adult group without taking oar-
selves toa seriously,

Classsd gamlng, néw game deslgna, instructions and an
information department containing great stores of infor-
mation on armles, tanks, sircralt, ships, weapons and
uniforma,

Club offers various types of competition, organization of
team games, dovelopment of new games and variations,
and genaral discusslons,

La Paix et la Guerre.

We can beat any man in any land for any amaount that he
can count st any game that he can name,

Reichawshr
Newslerter

lst 55 Starm-
troopers Army

Panzerfaust

Cur is and offers many benalits o
its members. We are planning a wargaming convention
in 8t, Louis. We conduct tournaments for prises,

Inter-club tours a8 well as tour with other
clubs, A new, small, teennge club, open to new mambers
and ideas,

Giving local wargamers & chance to Improve their tactical
#kill and expand our sphere of influsnce.

Advancing fast according to games won with following
games: Midway, Bulge, AK, Stalingrad, D-Day, Bis-
mearck, Jutland and Guadalcanal,

"Organized" fun b games for one and all, Individual &
Inter-club challenges accepted or kept on flle until they
can be accepted.

Getting together on weekends, holding meetings, playing
wargames, and actually making wargames, EX; Batle
of Britaln - Sinal 1956,

More money to the Avalon Hill Company,

T aew ipo, p tlons o higher
ranks, insights into new strategy. (If in Akron call 928-
9617

Exciting compatition {emall but pawerful); friendly bot
deadly a; Insating fri

A close lmit club with opportunity for rapld advancemant
playing other clubs and mambers by mall or face-to-face.

A neuvtral board of Pa, wargamers whose only goal is to
improve wargaming by the sponsorship of national, pbm
tournaments, Mombarship (s floent and non-restraining,

We are former LM, L. We are democratic. Polnts and
podslbly cash are awarded at year's end. Teurnaments
for free prizes.

A closely coordinated group of superior wirgamers which
ara admitted to the club only after they have proven them-
selves superior tacticians,

Newly formed, fast growing club, with sndurance, strate-
gy and aggresuiveness,




PAGE 13

THE GENERAL

Winners - Contest #23  OPPONENTS WANTED ADVERTISEMENT

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

Again, as in Contest #22, there
were more perfect entries than prizes
available. The following were drawn
at random from the 155 perfect entries.
The 1,100 near-misses blew their
chances when they failed to pick out the
two battles that were not battles, Still
others stumbled on tricky Guadalcanal
battle situations. Better luck next
time. Meanwhile, free gift certificates
have been sent to those who were not
deceived.

1. Kevin Kelly, Kansas City, Mo.

2, Fred King, Russelville, Ark,

3, Peter D. Summer III, Birming-

ham, Ala.

4. Charles Hoch, St. Francis Col~

lege, San Diego, Calif.

5, Klaas Tadema III, Houston, Tex,

6. Mark Weitz, Little Neck, N.Y.

7. Charles E. Johnson, Lincoln,
Neb.

8, Dr, Paul Bushman, Baltimore,
Md.

9. Bruce T. Klemm, West Allis,
Wisc.,

10, Omar DeWitt, Williamsville, N.Y.

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

Subscriber Discount. ..

The Coupon shownbelow is for the bene-
fit of the full-year subscriber., As soon
as you have accumulated 4 such 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

Edch 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.

) N D [ ) N A e [ 1 P il YT N ) 0 (D

1 25¢ 25¢
SAVE THIS COUPON

GOOD TOWARD THE PURCHASE
OF ALL AVALON HILL
PRODUCTS

MAR-APR 1968

LLL UL LT T TITT TV

;P I (D O S G o

T 5 O A I O G i, i

1 2 <] 4 - 6 7

8 9 10 11 12 13 14

i5 i6 17 18 19 20 21
22 23 24 25 26 27 28
29 30 31 32 33 34 35 worps

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

CONTEST 24

Check off the "methods' you feel
would best serve in the interests of
ending the war. Then - in 50 words or
less - state reasons for your strategy
and what you think the enemy's reac-
tion would be,

Winners will be selected on the basis
of objectivity, clarity of purpose and
feasibility at the discretion of an im-
partial judging tribunal of members of

ESCALATION:
(Check one or more)

]

Step up aerial bombardment of ma-
jor cities,
A complete blockade of all enemy
supply ports.
Destroy all enemy supply ports by:
___ Conventional aerial bombard-
ment,
___ Guided Missiles
___ Nuclear Weapons

All-oput invasion of N, Vietnam.

Unleash nuclear attack on selected
military targets - give 24 hour
warning.

(Your Plan)

the research and design department,
The contestants who submit the
most sensible" plans will be awarded
$6.00 gift certificates. Entries must
be postmarked no later than April 10,
1968. Entrants may submit copies or

photostats - one to a subscriber, only.

All entrants must list what they
personally feel are the three best arti-
cles in this issue. This selection has
no bearing on the contest results, but
entries not containing this information
will be voided,

t

DE-ESCALATION:
(Check one or more)

Maintain current military policy -
hope for wearing down of enemy.
Continue with "Gradualism' but be-
gin slow withdrawal of U. S. Troops.
Go to conference table at any cost,
Force ultimatum from U.N. - abide
by any subsequent U.N. decision.

Pull out altogether - let Vietnamese
fight it out among themselves,

5 o 0 B ] 5 0 1 ) i

(Your Plan)

Headlines of 3 Best Articles:

Name

Address

City

State
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IN REVIEW: Christopher Wagner (at left) with editorial stafl reviews final prototype

version of “1914” . . . one of many services offered the itinerant wargamer by Stategy &
Tactics, the monthly publication devoted to reporting all the news on all the gaming fronts
throughout the world. Now in its 2nd year, S & T is available both on newstand and thru
subscription, Box 11-187, Loudonville, New York 12211.

Armour—
for the Defense

by 2/Lt. Kenneth L. Benton

While much has been written on the
use of armor in the '"blitzkrieg' or
"panzerblitz! operations, very little
has been said about the use of armor in
retrograde situations,

By applying certain maxims of the
US Army Armor School to such games
as Bulge, Blitzkrieg, Stalingrad and
D-Day, we can correct many of the
fatal armor errors committed whenone
is forced over to the defensive.

First of all, armor or mechanized
units are capable of conducting two
types of defensive operations. They are
the mobile and the area. The mobile
defense is the most preferable, and is
where you place a majority of your
forces in reserve. The area is a static

Club Registration

All clubs are urged to register with
Avalon Hill. A complete roster will be
published in the next issue with supple-
mental listings added in each subse-
gquent Prerequigite 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 6 persons with membership in
the said club.

We play:

edition,

for §

E:] face-to-face, only

Membership dues (if any) are: 3

We publish a newsletter /magazine entitled

We feel that our club offers the benefits of:

] Bow

Age Limitations:

[C] peMm, only

We: D are D are not accepting new members,

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

published every

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

gaming conference.

Club Name

(50 words or less)

Mailing Address

Officer's Namies

AFFIDAVIT; Current membership is now

persons.

(An officer's signature)
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defense where all of your units are
committed to denying the enemy access
to certain terrain features.

As can be readily seen, the area de-
fense is best suited to infantry units,
while armor units are best used in the
mobile defense.

Granted, many AH players are well
versed in this. But what happens when
the enemy launches a determined of-
fensive? In instances players
leave their armor doctrine smoldering
in the burnt out tank hulls of their de-
stroyed armor units,

But a player who is armor minded,
though even on the defense and being
forced to retreat, will have the best
change of eventually defeating the ene-
my drive.

When first forced to abandon the of-
fensive and go over to the defensive,
you must choose a plan. There are
usually two: You can either defend in
place (and probably be destroyed) or
use retrograde operations, The types
of retrograde operations are the with-
drawal and the delay.

A withdrawal is a flat out run. You
turn your exhaust to the enemy and
head back for some easily defendable
piece of terrain, leaving the enemy have
everything in between,

The other choice is the delay. This
is where you make the enemy fight for
every piece of terrain, slowing his
movement down and throwing his time-
table out of whack.

By using the five fundamentals of the
delay, as put out by the Armor School
at Fort Knox, you can make your armor
units the most effective defensive units
of the board.

most

First, make maximum use of "cen-
tralized control--decentralized action, "
In short, don't put all of your armored
eggs in one basket that can be easily
isolated or by passed. Keep them
spread out, but with enough power to
deal effective defensive blows.

Second, and as every wargamer
knows, make maximum use of terrain
features. But remember to leave your-
self with good routes of withdrawal.

Third, force the enemy to deploy
and maneuver. You can make him

* % Ot ot %

Because of the ever-increasing num-
ber of Opponents Wanted ads received
each month we will be forced to stickto
the requirements (see caption page 13)
that all ads must be submitted on the
form printed on that page. No photo-
copies permitted. If you do not wish to
mutilate your magazine, you may obtain
these forms by sending us a self-ad-
dressed envelope containing first class
postage, Please specify Opponents
Wanted Form.
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The Infilcrator’s Report

Recently, NEWSWEEK Magazine re-
ported on ''games executives play.' The
latest fad in games is CLUG. It takes
6 hours to play; demands the vision of
an urban planner, the financial acumen
of a bank president, the tax expertise
of a CPA and the memory bank of a
computer, And it only costs $125,00.
So you thought Avalon Hill prices were
high.

CLUG, an acronym for Community
Land Use Game, is the latest addition
to the growing list of models designed
to simulate complex, real-life problems.
Down at the Pentagon, the war is being
plotted by strategists playing AGILE-
COIN, a highly sophisticated simulation
of guerilla warfare in Southeast Asia.

The Price Waterhouse people play
MERGER-ACQUISITION which tells
them whether or not a company (any
company) truly has the where-with-all
to expand production and/or gobble up
competition.

Members of the American Institute
of Bankers learn how to allocate their
promotional dollars by playing ADMAN.
To play all of these 'toys' it helps if
you happen to have an IBM 1130 in your
den.

The very first elected ""Wargamer
of the Month," is Petty Officer James
R. Long as reported by '"Panzerfaust

break down those heavy armor stacks
by using centralized control--decen-
tralized action. Make him chase you,
let him split his stacks in vainattempts
to surround you. Then, after you have
forced him to do this, move out, leav-
ing him in command of empty terrain,

After you have forced him to deploy
and maneuver, and you have vacated,
don't move so far or fast as to forget
about the fourth principle, which is to
maintain contact with the enemy. If
you don't maintain contact, the enemy
can isolate you. But don't let yourself
become decisively engaged.

That is the fifth principle, and per-
haps the most important of all concern-
ing defensive operations with armor
units, Never allow them to become
decisively engaged, Once thus engaged,
the tank is usually fighting alosing bat-
tle, He has lost his movement and his
further ability to carry out the princi-
ples of the delay.

Remember, the armored unit is an
offensive weapon, and if the enemy can
decisively engage you in a defensive
battle, youmightas well begin the game
by turning in all your armored units for
infantry and not worrying about it,
2/Lt, Kenneth L, Benton, E. 203 Mis-
sion #24, Spokane, Wash., 99202,

Magazine'" (Box 280, RD#2, Sayre,
Penna.) Long's home is Linglestown,
Penna. (a little geographic nepotism
here) but is currently serving aboard the
Carrier Shangri-La. A complete des-
cription, plus many other features in-
cluding news of a merger between ""The
Tank, ' of M,I.T., and '"Panzerfaust"
makes the latter an informative wargame
and sports magazine.

A 39 page "magazine,'" making it the
largest of its kind among wargame pub-
lications, has been received from the
Spartans. While its title page is miss-
ing, there are plenty of goodies con-
tained there-in...at least what you can
read of its mimeographed pages. Car-
toons, perfect plans, editorials, not to
mention a sketch of Hans Kruger suit-
able for framing, adorn this factual
'zine. Look for a big purge developing
within the Spartans...

Save your confederate money, the
South shall rise again. On the rise, at
least, is the amount of new pamphlets
on the subject now available from:
Superintendent of Documents, Washing-
ton, D.C. To get them on Antietam,
Chickamauga, Fort Sumter, Bull Run,
Petersburg, Shiloh and Vicksburg,
send just 25¢ to the D.C. address,

Aggressor Homeland, or what's left
of it, is beingbombarded fromall sides.
Latest brickabats are found in ''Das
Schwarze Korps,' brand new house
organ for the 4th 5SS, (16 Oliver Street,
Hartford, Conn.). According to their
editorial policy, their magazine 'will
devote half to factual propoganda direct-
ed against enemies of the 4th SS..."
Soyou can imagine what they have print-
ed aboutarch-enemie Aggressor Home-
land. A feature in this magazine is the
listing of 2 ""Polish Campaign Tourna-
ment.! The tournament has been held
up somewhat - the player taking the part
of the Polish General hasn't as yet fig-
ured out how to unfold the playing board

Brian Libby, once a prominent fig-
ure in the advancement of wargaming,
has announced his ''retirement' in '"The
Stormtrooper' (38 Sanger Avenue,
Waterville, Maine 04901.) Now a stu-
dent at Johns Hopkins U., Libby may
very well be working in secret with
Hopkins' Dr. James Coleman who has
been working there on a research grant
involving games as instructional aids to
secondary level education,

"Graphic Aids to Blitzkrieg! in the
Nov. -Dec. issue failed to indicate
the (+) plus signs in the equations.

The equations should read:
S = (A-B) + (C-D)orS = (A+C) - (B+D)
S = total supply factors needed
= total attackfactors on board (-FTRS)
= aircraft factors on board (+ FTRS)
= attack factors in desert
= total defense factors of BRKTH

Dowr
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Language isnobarrier when it comes
to playing wargames. Witness a case
in point. Dwight Eisenhower, when
President, startedan organization known
as Person-to-Person in Kansas City.
By sending this outfit your name and
a list of hobbies, they would furnish
names of three foreigners of like in-
terests. Our correspondent, Robert S.
Brenner, did better than that...he re-
ceived the names of a Major in the Indian
Army, a Corporal inthe Brazilian Army,
and a secretary (female) in jolly old
England. Mr. Brenner, naturally, saw
to it that we dispatched a D-Day game
to the latter (gad, ablossoming romance
over a soak-off). Mr. Brenner also
intended to engage the Indian and Bra-
zilian in Play-By-Mail but, as yet, a
suitable die-roll resolution system had
not been worked out. (AHIKS take note).
The real problem was in the fact that
the Brazilian Corporal did not have that
great a command of the English langu-
age. Undaunted, Brenner paid an Ango-
lian student $55.00 to translate the rules
into Portugese. What Brenner does not
realize is that he will probably be en-
gaging the Brazilian General Staff plus
the Corporal. Maybe there's some sig-
nificance in the fact that we have just
received a rush order for AH games
from Mrs. Fridell of the Brazilian Em-
bassy in Wash., D.C., for overseas
delivery. Words of encouragement can
be sent to Brenner at his suite 304, 300
E. Lancaster Avenue, Wynnewood, Pa.
19096 address.

According to a survey taken by Jared
Johnson, Chamblee, Georgia, Chess is
not considered as interesting as most
wargames, so say 80% of AH fanatics.
Now we know why our Nieuchess (pro-
nounced New-chess) game bombed out.
All we have to do is to find out why Air
Empire was a lemon. ...

Subscribers were in general agree-
ment over the excellence of all articles
found in the Jan-Feb issue of this maga-
zine. The top five, in the closest race
of all, were led by Ralph W. Schulz's
"Victory With Superior Forces, ' follow-
ed by Barry K. Branch's "ThinkSmall, "
the Frankwicz-Brundage series com-
pleting "Principles of War,' Thomas
Webster's "Really Big Red, " and Jared
Johnson's "Order Out of PBM Chaos."
A five-spot has been sent to the above.

According to our "Survey'' eliciting
comments on the editorial makeup of
this magazine (Jan-Feb issue), results
showed an overwhelming vote of confi-
dence was due our magazine editors.
Only two categories produced negative
responses: the ''Dealer Listings'' and
"Articles on Non-AH games.' Many
thanks to the readers who took the time
to send us their opinions.



OPPONENTS WANTED

Get free PBEM equipment for inexper-
senced wargamers, cheice of Army.
Mawy, Air Farce, B isnues of the Cou-
tep oppenssts, full enjoyment.
Boldland! Cjfo 3rd Army, Dan
Evans, 3405 Westchenter. Bakeralield,
California 93309,
FBM or [ace-to-face opponent needod
in Bulge, AK, 5- erl D-day, ﬁuada]-
canal {Gi 1 onl

OPPONENTS WANTED

82 wish to start AH club. Please con-
tact!

Did you kaow that 4thSS victories have
surpassed the 50-mark, or that the
whole Mortheast has fallen to us ? Send
for Das Schwarsze Korps {50¢) for the
atast 4th55 mews as well as progaganda,
club territorial maps, and Bew pames.
Club challengas or orders o Joseph

Contact quickly: Dick Thomas, 8520
Lilac Way, Los Gatos, Calif, 95030,
Oppomenta wanted; Age around 15,
Wauld like players in Guadalcamal, T
will be Jap. Will play any ather AH
game toa, Stephen Scnas, 1008 West
131 Street, Gardena, California 90247,
Telephone 324-9589.

Ettention: Wil Guy Getty (hex], Meu-
chass, Civil War, U-boat, the Verdicts,
Adr Empire Tactics 1 and Diplomacy
Varients. Also, will take Fr.-Water-
laa, If like, will buy AH Varients, too,
Phillip Henton, 4736 Kenneth, Car-
michael, Califoroia,

Attontion! Al clube I8 the Denver
area. The newly formed Deaths Head
is ready to accept all challenges, You
name it, we play §t, Gall Larry Duke,
T94-5809, 7273 South Linceln, Way,
Littleton, California 80124,

Aggressor Homeland (BAG) -- the club
for all mature wargamers; those who
are really interested in improving war-
gaming. Benefits are graat -- jois the
bejt club now!!! Bruce Sullivan, 7873
El Dorado Plaza, Long Beach, Calif,
90804,

Ta Arma! To Arms! Wargamers are
requested to enlist in the ranks of the
W.C.A. The dreaded Blitzkeleg of the
W.C.A. bas begun! Write: Field Com-
mander Jim Knapp, 6760 White Avenus,
Long Beach, Calif, 90805,

Wauld like fo cobtact adult players in

L OQliver St., Hartford,
Caonn. 06106,

Are you a high caliber warpamer? Do
you =eek an elite organization? Laok
na further!] Write 4th Reich Hg., Ted
Harpham, 207 Rowland Park Blvd.,
Wilmington, Del. 19803 and take our
tmatl

The 4th Raich & now 32-0, Anybody
eloe want to lose, PBM {ar in Delaware
live}) at Stalingrad, AK, D-Day, or
Blitekrieg? We are sither, Germans,
Allies, Vince " Meconi, T4
Woodsdale Road, Wilmington, Dela.
Da you think you are good enough te be
amarine? Join Boldland, prove yours
aelf ta be victoricus in 67% of your
games, and become one of the alite,
Marine Hy, Flat 3, 55 Netherhall Gds.,
Lowdon NW3 England.

Wanted: Pbm cpponents in AR, Gusd,
Jut, Will bo any side in those games.
All AK, Guad letters answered. Pre-
fer ame or twe games of Jut. David
Mayhall, 1962 17tk fve, N, , St. Petera-
burg, Flu, 33713,

OPPONENTS WANTED

sgy booklets, und magazine (Courier).
Contset Tom Jewett, Cornell College,
Mt, Vernon, lowa 52314,

Aggressor is great! Red Lions lsn't
It's ouly fair. Join the great club,
jain Aggressor| Write: Mr, James
Meleon, 617 Fifth Avenue, Sheldon,
lowa, for infarmation. You'll be glad
you chose Aggressor Homeland !

Why in Aggressor Mo, 17 Maybe 1t
our friendly approach to wargaming.
OF smaybe it's our sixvariants and other
services. To find ouf, jeini Li Cal.
Hal George, cfo 9th Army, 1403 M.
Vassar, Wichita, Kansas 67208,
Inexperienced playors, schtusgl!l The
Sth Reich wants you!! Plenty of oppar-
tusities far quick advancement in rask.
Become a martyrand defand your Home
State armies fram attack!! Contact,
Kavin Debyns, 239 Robin Road, Russell,
Kentuck

OPPONENTS WANTED

Handallstown, Md. 21137,
The Red Guard i= the greatestl| The
Red Guard conquers all] We will amash
anyome at AK - British, D-Day "6} -
German, D-Day '65 = Allied, Stallngrad
- Russian, Watorloo - either, Bulge -
German, Contact HQ ut 9706 Ames Gt. ,
d . Md. 21137,
Oppanents for Dulge, Tactics II, G-
Canal, Air Eempire, Sumenit, Featball
and Bascball Strategy and Bismarck.
Any side, any rtules, pbm anyone. I
would like to join o club, Contact Sean
Dopohue, 1020 Stoddert, Waldorf, Md.
20601,
Aggrossor has elovated itaelf boyond the
average elub, We are nat largest, but
we are still the best. We declare
peace! Kevin Kelly, 631 W. f6th Tar-
race, Kandss Gity, Missousi 54113,
Phone B16 - 4446486,

T Wani I wargame? Panzer
Lehr hus mere pames available than
present membership can handlel Jain
a club on the move - join Pamzer Lehe,
Write: Generalleumant Willlam Eck,
561 Beaucaire Dr., 5t. Louis, Missou-
Tl 63122,

Flm Waterloo or in-person
anything. Also would Like o hear from
anyone interested in Milltary History,
Miniatures or game design. Gall 603-
643-9730 ar write 117 Wheeler Hall,
Dartmouth Gollege, Hanover, HNew
Hamgpshire 03755,

Will pbr Bulge, Tactics 1, AK, First

1 you live in the Bassl
area, ploase inform us. We want o
lenpw how many AH wargamers there

are in this area. Keith Smyth, 1813
Ray Ave., Beossler Gity, Loulslana
71010, Phone 746-3765.

Achtung; der totenkodfp 55 V11 Brigade
wlll battle anyone; series of three in
any AH wargame, Dows atyors want ta
pbn Midway, Jutland? Brigade Fuehre
er, W07 SE &th Street, Gainesville,
Florida 52601,

We nuod good leaders? We alsa need
good followers, Become cither ane by
joining the Imperial Fifth Reich's rise

Los Angeles area. Will play any AH 1 Power. We ofier good warpaming.
game and Chess, Interssted in jolning ~Contest der Fushrer: Cuy Paul, 319
club, Centact Bill Jehason, 1021 Scuth M.W, Syrele Dr., Warricgten, Fla.
Bixel Street, Los Angeles, Calife 32507,

90015, T48-7773, Achtung] Lusen GSie diesal Play Jut-
Dospurataly need opponents o the land and others £, to £, 1'll be Deatsch-

Fresno Avea. Have been in thiz aren
three months with no opponenta. Where
is everyhody| Alwo would like info, on
elub. Jim Cheney, 2962 E. Lamona,
California 93703,

Tuolmne, Stanislas countys have fallen
te the Fast-Hard drivisg eculums of
Panzerpuppe Guderlan and Pz, Army.
Anyone who would like to play or jain
thi= hard hitting organization costact:
F.M. Johs Gibson, Rt, 1, Box %65,
Sonora, Calif, 95370,

Jein the Spartinenow! Goad iaierleague
wargaming, We are the best club in
the USA, Sparta! Contact Roger Palmas,
32709 Seagate Dr., Apt. LM, Falos
Werdes Peninaula, California 90274,
Stap your foclish quarrels and jain the
Spartin League.

Achtung? I you're lnexperienced and
think that you can beat me st AK, (FEM,
of course) then 1 shall grant you the
peivilege to try, Weite; Tony Boskovich,
1011 Walnut 5t., San Jose, Calif.

er in Jutland. Remember Scheer's
famous words to the battlecruisess,
“Ran! Rain in dem Fiend1" Kerry
Thompson, 4004 Grant Blvd., Orlanda,
Fla. 3284, Auf Wiedorschen

Adult Opposent wanted for pbm L
tournament game. I prefor  allies,
Send German line-up and chaice of op-
tional rules. Have foal-proaf pbm

Black Death desires pbm combat, AK,

letter but rest will nat be.
All rules except muclear in Tactics.
All vules AK. All tournament Bulge
except one-way troffic, Mike Welsh,
1220 Juse De,, 5t Louis, Mo, 63138,
Hed Lions has tried harder, Under the
new flag of Boldland we shall wipe out

Blitz, Bulgs, WIH use any veascnable  the remnants of Aggressor. Join us
special rules if explained, Weo will ac- and help finish the task, Contact Read
cept first offer of wach, Dom Adeack,  Boles, 1414 Andrew Dr,, 5t. Louls,
465 Woodland Hills, Phi Mlss, Mo. 63122,

39350, Tey something different] Phm Vietaam
Ton't lone another game, If fw Gaitle o7 Confrontation| (Please indicate Uf

goob against you, and loss of forfelture
is shesd, change commanders. 1 will
complete the game for you and absorb
the loss, Write Custer, 2001 Broad-
grast, Jackson, Michigan.

Sick af childish "wars of liberation?"
Then join a serious club, Boldlaad, We
now offer & masimum of player benes
fits in the fastest growing wargaming
club. Lt Mi Powers, BAF, Ana
Arthor, Mich. 48103,

Fhm: will take either side, tournamaut
D-Day or Stalingrad, La Societe de la
Stratepie tuera nlimporte quel adver-
salre. [‘est le

you are willing Io b o moniter. ) Charles
E. Johnson, 3839 So. 40, Lincolm,
Mebraska 68506,

Anyone in M. J, who plays Confrontation,
Remagen Bridpe k Diplomacy, contact
me, All letters anawered, I am in-
terested in joining Aggressor Hemeland,
Pleass contact follawing; Lewls Ritter,
120 Berwickst. , Elizabeth, New Jorsey
07202,

Game players of America come put and
fight. We'll play Guadalcanal or AK
phm. We'll be allied bacause I hate the
axis, Joseph Prisat, 20 Van Nostrand
Ave,, Jersey Gity, New Jersey.

Fisher, 26388 Dundes Road, Hunting-
ton Woods, Mich, 48070,

method, Free details, Ralph Haub,
University Heights Apto., #317 MIU,
DeKalb, 1l 60115,

AH Players in Dlwon are chicken? 1
wxtend my challenge to the Sterling
Reckfalls area. [ play Tactics 11 by

Wanted opponents for BIits and G-Garal,
Have play-by-mail for both, Prefar
face-to-face. If imterested contact
John Hudson, 100 Dogwoad Lane, Mew
Bara, N.C. 28560,

Dppanents nesded in Fort Bragg, N.C.
area. Am 22 years old and have been
playing AfHfor about ten years, Plunss
contact Spfd4 Richard E. Whitchufch,
Hyg Co. USAG Trp. Comd., Fort Bragg,
N.C.

mail. Many athers face-to-face. Kirk
Walder, 503 Bradshaw Street, Dixon,
1, 09021,

We sincerely regret our inabllity io
respond to add due to
the flood of

received., Would the adversary Lo

Washington, D, G, please send address,
It was omitted, Steven Asking, Ed-
wardsville, Il 62025,

Ed Forde - San Marine [Noar Fasadena],
Callf. 91108, Will play the tournament
games. The Battle of the Bulge with
a1l optional riles except weather, O-Day,
ar Afrila Korps. 1 will be the Germans
ar Allies.

FEM cnly. Waterlos, Blite,

tiuad. 1

Tnventors! Join the Wargame Designs
wra’ Guild. We now have 21 members
and are growisg fast. Learn about
cther dusipners’ triumphs and failures
in gur magazine, the Artisan, Contact:
Terey Mahon, 314 Mohawk, Park For-
est, 1L, 60466,

Red Lions soon todefeat Agg. and ather
weak clubs. Fast advancement is now
availukle. Join now! Sammy Ferris,
210 Mewberry Ave,. Newberry, Mish,
49865, Will pay $2.00 (or more) fov
gut of print Generals,

Help join Bogland, a club that i= sink-
ing fast. Wa want members whe will
“iatick! with us. This friendly message
in brought to you by aggressor 97th
A.T. Brigade, 5t, Faul, Mion. Please
don't "swamp'' us with letters.

want French, Red, either,
Tournament Fales buk e Gene#al " mag-
azine changes except Guad Artillery
Suggestions, Have never PBM. Larry
Fong. 704 Alice St., Oskland, Calif.

Get bold [not the detergent}] Join Bald-
land] In persen Ak, Jutland, Gettys-
burg, U-Boat, Bismarck, Guadalcanal,
Midway, Bulge, Nuclear War, Vietnam,

There 15 only one Aggrussor Homeland
ard there alwiys will be [no matter
what "Loony" Libby saye). Apgressor
1s carrently recruiting in Oregon. Join
now ! Write to David Osterich, 22 Sauth-
wood Ave., Boss, Calif. 94957,
Wanted - PBM Blitz opposents preier-
ably fram Callfornia. 1 will take sither
side, using all optionsl rules except
nuclear and weather. Steven Hinson,
657 Joaguin Drive, South San Franclsco,
California 94080,

Ankundigang! The west has fallen, Lei
Betandarte 55 looks to the Enat, Join
its victorious legions, Opponents want-
ed for S-Grad, Bulge, A-K, D-Day,
lonly Gurmas). Stephen Beecher, Ogor-
stp Ruppen Fuhrer, Leibstandaste S5,
18514 Del Gada, Shermas Oaks, Calif.
[PBM Live).

The Prastarian Guard: We don't claim
territorial contral, we just play other
elubs, We want members, The West
Coast Unit is groawing, Join now! St
Francis Callage, Aleala Park, San Diegs,
Calif. 42110,

All of you unknown game clubs are not

Dogfight. Local Evanston
club, Gontact Richard Locke, 2232
Wealey Ave., Evanston, Il 60201,
Fhone B69-0035,
Opponent (espocially 455 member)
wanted to play Fhm Guadalcanal andfar
Flm Blitzkrleg. Guadaleanal < toumna-
ment rules and eptienal rules except
hidden meovement.  Blitzkrieg just
Write Jim b
400 Indian Circle East,
61611,
Wanted: An opponent for Gettysburg
{Sauth] and for Stalingrad (sither), Bath
games Pbm, If interested contact Dave
Scott, 208 E, Clay Street, Tray, 1L

Peoria, Ik

Choice of aides.

ATty Foderale 13 now Hght-
Ing Panger Lehr. More attacks will be
made, I you like action join today.
Write Mike Carr, 945 W, Hoyt, Saint
Faul, Minn. 55117,

Attention: Gary Felsch, you, and ail
wargamars are welcome 16 come up
and play me, enpocislly ower summer.
1 couldn’ writs yau cause you Forget to
include a return address, Jobn Han-
court, 38 Sanger Awenue, Waterville,
Maine 04501,

Want to straighten up and 0y right?
Then join the BAF {Ballard Air Force].
Juin aclub that knows it's Tight, Weite
Le. Roger Fowler, 21at Blackbawk Wing,
7 1/2 Eant 6th Ava., Emporia, Kan=aa
bEBOL,

The Wehrmacht rules] Massachusetts
is qurn! Eneeny pockets of resistance:
lay daws yaur arms. To fight wi 8
futile, Wehrmacht Cammand &7 Lawler

Bulge, D-Day, &-Grad. g5t Holyoke, Mass, OL040. Anti-Hall

Send openiB EOVE 0T Apprpsscrs, Warmasters too, jois,

aceaptance and optienal rules if any. send FBM, in-person record, Ken
Jack Duffy, 2705 Pershing Ct., Wood- Howes.

T = hing its apology

rldge, 1L, 60515,

Adult Movica wants face-te-face in
narthern Indiana for D-Day or Guad,
Have pbm but et used yet. Write
Thayer Taamer, B30 Calvert, South
Bend, Indiana or call area cade 219
Thanks.

Thbm opposents wanted - all games -
Want WWIL complets

trying. Imagine belng the leader of 5 Z8§-7232,

lagal Geauleiter club. Tu Imd aut )|0w.

welte John WVallel adults p o
Drive, San F i I:al:l. ‘HJJE.

Der Totenkopf S8's Fleet in sver ready

Anyone willing to fight for supremacy

is welcome to contact Shris Janiec, 640

Fifth Ave., Chula Vista, Calif, 52010,

Haveall naval games & AK, Blitz, Guad,
le, 422-6385.

allies, axis order of battle or geme
containing same. Will phy resscnable
Available for local face-to-face
R.J. Saver, 498 Mldland Dl..
. Indiana,

Phbm opponents wanted, sll AH games.
Wanted info an order of battle for WWII

Theatre. Will pay reas. fee

Ly 5 peek-  gond
ing PEM. S-Grad, Bulge, D-Day,
Blitz. Either side. Charles Cora

1475 Knights Row, Yuba City, Calif.
55991,

War Gamers in Alts., Saak.. B.G..
Alasks and The Yukon contact me and
find out the info. about the Fastest Grow-
ing Club in Morth America, Red Liona,
Write soon Louis 4839-21 Ave, N.W.
Calgary, Alta, Canada.

TNever Bave no many owed 6o mach (o
so few'. Becoms one of the "few'.
Help throw off the aggressor yoke.
Canadians, in Holdland lies cur salva-
tion, Roy Parsens, 577 Lanadowne
Ave,. Montreal b, Canada.

Stalingrad PEM, Interested adalt wants
opponents any aide, asy age, Thomas
Fowler, 844 Ivanhoe Ave., Ottawa,
Ontaria, Canada.

Wish to pet opponenis face-to-face or
pbem please contact me. Phone 355-3333
or write to Richard Simmans, 477 Lo-
cust St,. Deaver, Golorada 80220 Ak

to R. 7. Saver, 498 Mid-
land Dr,, Danville, Ind. 46122,

Banzail If you're tired of the lig from
the Red Lions, Aggressors, etc., jolo
the Kamakaze Corps! We don't brag,
we just win, Yaokee, you diel Join!
Kamakaze Gorps, 1235 Elliott, Mun-
ster, Indiana 46321, Sayonara!

Tead phm playes limited experience at
Bulge, Alsc anybody

here for its i1l considered words te the

4th 55. We urge former War Mastars

to join us. Wehrmaeht Command, 67

Lawler Str kk Halyake, Mass. [}1040
ales

Send FH M r!turd..

Oppenents Wanted: Desire in-person
combatants Santa Fe, MNew Maexico
area. I will #ravel, Write: T, I
Seharf, MD 113 Zia Rd., Santa Fe,
N, M. 87501, Call collect 983-4467 or
982-1054,

Attention all you pben fanatlcs, The
armay of the Hudson ie starting a mem-
iwm, Mo sxperience roguired,
recruit face-to-facers too! Jona-
than Feldman, 75 W. 175th Street,

OPPONENTS WANTED

ik 12 pbm LnStalingad, \ne will crush
all foes, For

OPPONENTS WANTED

olcki, 2907 Dellwood Dr.,
44134,

Parma, Ohia

write Frank M.-.uheu. 209 West End
Ave,. Massapequa, M.¥. 11758,
Wowld Ilkw pbrm opponents in Blitz,
Writs Frank Rucky, 383 Faleaner St.,
Morth Tonawands, N.¥. 14120,

Wanted - club ta join. I play Jadand,
Waterlon, Blitzkrieg, AK and Midway.
1 want to learn how to play-by-mail,

Newd appenest far Blita phea. WU play
any cptions and take any side. If inter-
ested write Capt. Robert Hosak, ASD
Box 7032, Wright Patterson Air Force
Base, Ohlo 45433,

Thu Las Stormireapar Army wants yaul
Mo experience needed, Can come from
any state. Groat opportunities for rap-

but will play saybedy face-ta-fac -
L Sen i advancement, Gontact Don Behafer,
3"“1" iy iRl Bastie R, Mingoh 1672 Bobinwoad Dr., Unontown, Obio
e o Yo,
! " ¥ defes
Russians and leating me in OMabornans!  Unltel  Agalnst  fhe

faceo-to-face,
Inguire for details:
15 W, B5th 51, MN.Y.,
Phor 362-5235,

Twd Lions ls now Boldlund and we're
greater than ever, Nobody can match
us. Why don't you glve us a try. Gen-
tact David Spencer, 705 Harpue Drlve,
Endwell, N.Y, 13760, Call PLA-2108,

Wanted: Opponent, Blitz, Stalingrad,
Both Sides, Opponest must be 12-14
years ald. Face-to-face only. Contact
Jeff Gillin, 945 Fifth Ave., New York,
Mow York 10021,

Deslre face-to-face opponents in NYG
area: Blitz, S-grad, Bulge, AK. Have
Call 212 - OR 3-2513. or write
Stephen Javema, Jr., L1§ E. lst 5t.,
Mew York City 10009,

Boeldland has been formed. We, (the old
Red Lions) not only chamged our same
but made many changes for you, the
wargamer. Join now. Stephen Marin,
efo Lt. Col. Marin, 6950 Scty. Gp, Box
635, APO New Yerk 09193,

Achtung! Opponent wanted as Blue
Force in Blitzkrieg, Groups preferred.
Write to; Pet, Willinm K. Cram, BA 16
965 313, Hgq. 4th Arrow Div, Arty,.
APO New York, MNew York 09020, .
Tally to the side of the Imperial FLEE
Reich on its rise to power. Join a small
but steadily growing club and defeat
Aggressor. Contact: Ron Saleedo, 78
Charles 5t., New Rochelle, New York
Loaal,

Survey: Bebd bame of favorlte game,
PEM and face-to-face, how many and
which games owned, age. club (if aay}
and [avorite TV show, Sead to Edward
Vamacka, 1281 Bretton Rd., Valley
Stream, Mew York L1580,

FPBM opponent wanted for AK, Aleo
face-te-Tace opponsats wasted in Blits
and AK. Contact Hob Kendra, 223 E.
Livingston St., Allentown, Pa. 18103.

Attention! ! All who claim control aver
Pennzylvania. We, the American Arm-
sgeddan ary aetually in costeall Doubt
it? Challenge us to S-grad or Bulge
PBM or face-to-face, Jim Cochran, 47
Scarsdile Drive, Catnp HILL, Pa, 17011,

Costs you nothing 1o try.
William Gllbert,
M.Y. 10024,

ear.

bardes of IML, Sparta and RAH. De-
fend your home state, A club is sow
forming, We will pben and face-to-face,
Alvin Files, 630 W. 1é6th, fAda, Okla.
T4820.

Achtung! Ta il swine of inleriar clubs
dir totenkepl 55 announces that we can
wornp any club in the world] Der "mi-
chel Wittman", 3rd 5§ Panzer Brigade
adda o new ring to the many on its 35
m,m. guns! F.V. Oppelt, Box 135,
Harriman Ete., Klamath Falls, Ore.
aTe0L,

Tam rattening weay 0y bunkee, Daes
anyone play AH wargames in R.L 7
Stophun Woodruff, John Stret Eat.,
Westerly, B.L 02891,

Rally 'round the Stars and Bars, Rebs]
The ¥ Corps Confederate Army con-
pratulates brather corps joining Con-
federate Army wargaming fraternity.
Send applications to:  John Rockhals,
Box U=3315 University of South Caro-
lina; Columbia, South Carolina 29208.
Attention wargamers| Are you tired
of secking mAture opponests?  The
Practorian Guard offers you a chance
for mature wargaming with limitless
apponunts, Army Group Morth wants
skilled membeys! Write: General
Louls Barn:!. Box 183, Brown Univer-
sity, P R.I,

Jain the United Wargamers of America,
We are a democratic organization that
balds tournaments for prizes four times
yearly, Meombership: 38, Write to
Mark Dumdel, 3200 MeGaveek Fike,
Donelson, Tennesses 37214,

The mumbership in Beldland La the West
Texns aren is senall, Join Boldland {the
greatest club in the U.8.] and belp de-
feat the Aggressor manace, Write to
Stusrt Stine, 1618 Venturs, Midland,
Texas 19701 mow!

Tain the warld's number one wargame
club, Enlist sow with Boldland, At
last the bated Daminance of Aggressor
has been destroyed. Contact Louis
Pappis, BAF, Box 218, Tosnd, Va,
23168. Joln first Boldland air fleet.

Texans and Scutherners join the Texas

Brome, M. Y. 10453, Goll 212-299-6841,  AK, Blltz, Gadd, Vietnats and confron- HMevysl Cocing s s JET: BIRL A = e,
Tave pbm Tor Dilge, AK, Waterloo, atlon. PBM oppoments wanted. Your 0Ondust met omly nhval but also land
Willitg to play snyone anywhere. Alme  cholce of sides, joimt choice of rules, [oUroaments, On land or sea - the
S A R el es Eom abl. | David Lindehys 2eas Falptant Fiewyly, cLome Mavy. CGoomck Adoi. Jack Oul.
Contast Tamns. Asderscn; 352 N, Giste  Evie, Pa; IBE10. T Aveny Gommander,  onfs TL13 Harfiand, Hodson, Taxas
Rd., Briprcliff, W.¥. 10510, WCA. T —

Third Relch's pangers are presently Doldiand io the largestond movt powot- gy Usialingrad, Waterlan, BoDay,

aves-runnlng the armies of 4th Reich

and W.C.A. Will you be next? Doa't

d out, join now, ., before it's
Contact Carl Pawlak, 114
Buffalo, M. Y. 14206,

That we of the third

Pierce St.
Tot it b kapwn!
reich fully back and suppart Wehemacht
with its claim of the state of Mass,

Ralph Koaiwski, 47 Wheelock St., Buf-
falo, Maw Yark 14206,

Wanted pbm opponests in AN, S'Grad,
D-Day, Bulge - Geérmans preforred,
but will by allics, Der Panzer Gruppe
Sieper ucber alle] Writs Hauptstram-
fuhrer Duane W. Marsters, 95 Howley
&t., Binghamton, N.¥. 13901, 722-
5040,

The Wehrmacht announces & new out-
post in Badford Hills, New York., This
club is dewoted to the advameament of
war gaming on o frisndly basis. David
Froeth, 18 Beechwood Rd., Bedford
Hills, N.¥. 10507,

§rd Heich member ainouncing mem-
bership driva, Good chance advance-
mant is bighly qualified club, Laaking
for tollier fans for Lard of Rings Game.
Join while thers is time. Russell Van
Cosvering, 355 Whitleld Ave., Buffalo,
N. Y, 14220,

Attention Wargamers! Experlenced or
mot - joisReickswebs, the oow AH elub,
Have wide variety of pames, Hew
Yarkers and adjacent states preferred,
Write: Mark Feters, 109 Heather La.,
Camillus, N.¥. 13031, All letters an=
swered.

Join the Minutemsn! All the Red Lions
are at it again, but they can't stand up
o the Save Amaerica from

FBM apponents wanted for Afrika Barp
and Stalingrad will accept on & fiest
come flest merve basis, Gregory
Holmes, 1093 Dwight 5t., Holyoke,
Mags, 01040

How about Quincy, Mass, face-to-face
I have car and AK, Guadalcanal, Bulge,
D-Day, Dlitz. Call Jim Foley, GR 9=
0787, pbm. Inexparienced, bur would
like opponent for AK, Bulge, no clubs.
30 Quarterdeck Rd. ; Quincy, Mass,
Opponent wanted for any AH Wargame,
Will play face-to-face, I have seven
AH garmes, Call 326-8575 or write
Greg Rubin, 52 Strasser Ave., Wests
wood, Mass, Q0%

Cpponents wanted far Bulge and Cheass
Have limited experience in both, Jeff
Herring, Box 2209, Jokns Hophina
Univ,, Baltirsore, Md. 21Z18.

forming club? Write Mark MeBride,
255 Main Ave., Frankfort, Ind. $6041.
Pbm AKX, either side. Prefer adult
apponent, Alsa, to nell: Tutland $4. 00,
Stefan Silverstos, 1200 Happy Hollow
Apt, 503, West Lafayette, Ind.

Boldland wants youl Join row for pbm
fun. 1 will recruit or have combat.
Send enlistments, set-ups, first furnd
wte, ta Bruce Kindig, 3422 Round 5t,,
LCedar Falls, Towa 50613,

Join Beoldland the club with its own
pame {August 1914), hex sheets, strat-

T burably challenge allied players to:
Bulge {all optionals wexcept German
Supply), D-Day (6 SAC attacks), Stal-
ingrad {41516), “Rejuvinated Stalin-
grad”, Guadalcanal (all optionals ex-
cept hidden movement)., Alan Glixon,
4510 Falstone Avenue, Chevy Chase,
Md, 20015,

Wanted Volume Mos, 1-4 and Volwme
3, No. 1. Also, whs wants ta sell
Gottysburg '58 - lnclude postage in
price. Also, wanted, opponesta far
foce-to-face play, Call 655-2733 ar
write Roger Gieczlckl, 9706 Ames Ct.,

the Red Lions! David Jacox, $8-15
Horace Harding Exgwy. , Flushing, N.¥.
11368,

The Fractorian Guard renounced all
claims ta any territory and hereby
shandona a1l terrltorlal wargaming.
Dur club will lead the way in raising
wargaming to o higher level. War-
gamers, jin us! Group Leader Frank
Fhillips, Box T17, Hobart College,
Geneva, M. ¥, 14456,

The name i8 changed, but we're #&ll
the same team! Join Boldlaend, as we
better the art of wargeming while we
crush Aggressor, Joel Klein, 170-14
130th Ave., Jamalca, N.¥. 11434 ar
eall 212-723-1946 for details!

If you want & lot of wargaming action
then join Kampigrappe Viper. HNew
mmaembers needed from all 50 states,
Contact Thomas Yasnios, 27% Lang
Beach Rd., Hompstead, M. Y. 11550,
Superior wargamers write now.

Have you a desive o join a fast grow-
fng number one wargaming club, Then
Boldland is for you. Quick response
to your letter. Maj. Richard Zarawko,
Ba, 47-51 190th St., Flushing, New
York 11358,

If you don't helleve us
Just ask Aggressor. Equal opportunity
for all. Contact Ralph Kerr, 2101 Cak-
mont Ave., Hivertown, Pa. 15033,
WWC needs members. foin anorganiza-
tion where you'll really be appreciated,
Mo age limitations and low duss,
command positions  avallable.
same? Join World Wide Control, Steven
Rywve, $650 Beacan St., Pitteburgh,
Fennsylvasia 15217,

WWC speaks! We're attacking 4th 5
East and the Weeping Creeps Assec,
(WCA] north. Is anyhody interested in
stopping ue from liberating Pa.? Join
the conquest, Join WWC| Eric Youn-
kina, 6320 Douglas St., Pittsburph, Fa.
18217,

Wanted PLM opponents for D-Day (Al-
Linx), Waterlao (Frenchl, AK {Alliss},
Bulge [Allies), Chancellorsville (Union},
Stalingrad (Russians). 1 take armies
listed! Write saon: Larry Cohn, 8516
Farton Rd,, Phila., Penna. 19118
Want PEM opponent for Gettysburg
square. Prefer Confederstes. Write
Daug Stolz, 270 Center 5t,, Pittsburph,
Fennsylvania 16208 -

Wanted: German FBM opponents for
the following warpames: Stalingrad,
D-Day, and Afrika Horps. Contact:
Harold Roberts, 42¢ Waupelani Dr.,
Apt. A-34, -State College, Pa. 16801,
Ohipans Unite! Join the lss Storm-
traaper Army. Command pasitions
still open, bat are geing fast. Joln a
powerful club's march to victory. Con-
eact Steve Marston, 1256 Lisa Ann,
Akron, Ohip 44313 or phone 864-7524.
Army group middle-west of the Reichs-
wehr der wehrmacht needs members
from Ohio, Ind. and Mich, Help liber-
ate the mid-west, Also willing to trade
Jutland for Blite. Jim Vaas, 1039
Woodland, Beverly, Chio 45718,

T desire o Russian opponent in Stalin-
grad, a Freoch opponent in Waterloo,
and an American oppoment in Bulge.
‘David Liobman, 185 N. Fourth Street,
Batavia, Ohio 45103,

The 1ot 53 Stormiroupers Army chale
lenpes Reichswehr Der Wehrmecht, If
werd nat recelved by maonth's end, we
will declare automastic victory. Cans
tact Oberprupperfubrer Auston, 1785
LAt Street, Cuyaboga Falls, Ohio 44223,
Oppanents wanted, club membara wani-
ed in South Dayton ares, 12-15 years
cld, Call 433-1922 o write 7460 Plnes
frost Lane, Centerville, Ohio 45459,
The grass Deutschland is for suparice
playors. Ghuck Taylar of the gress
duutachland reglment.

Anyone o Columbus and central Ohio
interested in face-to-face call 237-2977
or write John O'Conner, 2460 Seneca
Fk, Fl., Columbus, Chio 43209, 1 have
AK, D-Day, Bulge and can play Tactics
1L and G

in Loveland, Chio area I

Beginner wishes to pbm Blitz. Another
beginner preferred. Contact Arthur
Hosen, 45-35 d4th St., Long Island
City, Mew Yark 11104,

The 1015t Airborne, a new club, would

wlsh some opponents. Please contast
Meredith Adkins, Box 158, R #2,
Loveland, Ohbic 45140,

lenced Stalingrad player

Tactics I, AK, and Bulge. 1 will also
play these in person plus Midway, Jut-
land and Guad, Corbett Ray, 753 Ama-
Till Bogumont, Texas 77701, Call
IE 234,

Das Gestapa Sei Hochat. Stand with us
and be victorious; er resist agalnst us
and be lnevitably defeated. Comtack:
Greg Pitts, 1708 Larkspur Drive, Are
lington, Texas 76010 for the test,

G Mavy - Baldland's Navy that Ls. The
oumber one club s locking for recraits
to take part insction Apsinst Aggressor.
Ta enlist contact Brian Dorris, 6710
Huntsman Blvd. , Springfield, Va, 22150,
Achtung! Achtump! Onkel Adolf needs
you for zee "Panzer Lebr.” Jaln vile
you can. 1t st later dan you tink. Gon-
tact Generalleutnant Wilhelm Eck, cla
Obsrleutnant Ken Brandau, 1501 West
48th 5t., Richmond, Va. 23225,

Joln the WCA I corps. Members ac-
cepted from snywhers, Mo dues, Chale
leages accepted n AK, Blitz {I am
German, Redl All letters answered.
WCA L corps commander David Haim-
som, 7139 Nolawd Rd,, Falls Ghurch,
Va. 22042,

The Galden Horde pecepts all challenges
f-ta-f, We fear ne-gne! The Golden
Horde hasdeclared war on Sparta, Fre-
pare yourself! Pbm Stalin,, Blitz. All
lettors replied, Bart Johnsaon, LB1S
Bristow Dr., Annandale, Va.
Wanied: face-to-face opponent in El-
lensburg, Wash. 1 have Jutland, AK,
Blits; will learn anything. Also am id=
terested in jining club in Northwest.
Chris Hawkins, 106 E. 17th, Ellens-
burp, Wash. 98926, Tel: 95i-2669,
Ta Banzai Squad and Pnwwga. We in
Tacoma challenge you and anybody elas
far control of Wash., Larry Smith, ESS
4521 L0Oth SW, Tacoma, Wash. 98459,
Fhm or face-ta-face.
Banzal Squad 15 now the NSOAF. We
mow e¢ontral Wash. Fom Blits (red),
Bulge, D-Day, Waterlca, AK. Rad
Randall, CO/AGS, 23124 25th West,
Alderwood Manor, Washington 98034,
Wir Wieder Wollen Waifen triusphs
over all!
O o all bam wargamera! Want op-
panents for AH games to play by radie
only. B0 thra 15 meters; GW, ssb;
novige then extra, Write Michael Jahn-
som, WABVLM, 143 Mighbert Ave., Lo-
an, West Va. 25601,
Attention! WAL all clubs claiming con-
trol af Wiscansin, please natify me das
Blitz Drache's €, 1.C. Ernest Simmer=
man, 5400 M. G4th Street, Milwaukes,
Wisconsin 53218,
Fhm cppanents for Tactlcs I and Stal-
ingrad. Will fake either side - both
pamas, Write Robert Hieth, des Blits
Drache, 634 W, Wis, Ave., Milwaukss,
Wisconsin 53203,
Will trade BE [aned once) for AK, Bai-
tle af the Bulge or G-canal. Must be in
unused or excellent cond, Contact Rick

pbrm apponent of sars ability. AnnRud-

4 722 Semcca Pl., Madlson,
Wise, far info.




