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you're worried about world opinion. 
Hopefully, the other side all eventually 
wear themselves out being on the offen- 
sive al l  the time. Because i t  worked in 
the civil war, proponents of the sys tem 
have tried to apply i t  to every manner 
of warfare since, . . completely ignoring 
the fact that it i s  workable only when 
your r e se rves  a r e  deeper than the 
enemy's. 

Yes, wetre applying gradualism in 
N. Vietnam. We're gradually wearing 
out our front line material to the extent 
where a t ax - r i s e ,  a t  the cos t  of shelving 
domestic necessi t ies ,  will  be mandatory 
if only to bring us back to the same line 
we held two yea r s  ago. 

Boy - something i s  rotten some- 
where. And, McNamara wasn't all to 
blame. In fact, i t  i n  to his c redi t  that 
the war has been fought as economical- 
ly as i t  has. Truly, McNamara i s  one 
of the administrative geniuses of our 
time. And, we can' t  blame the boys 
out of the officer factory on Me 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 ter r ib le  premise  - t r y  
using that one on some mother who has 
just los t  a son. . . a son who thought that 
he was over there fighting for liberty 
and freedom. What the phrase-makers 
meant by that one i s ;  "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 ~ o m e  commie at tackover here. " 

No doubt the Viet situation will be- 

come one of the biggest political foot- 
balls of all time. It i s  obvious that, 
with 6th rate nations able to push us 
around without repr isa l ,  Washington 
will have to change i t s  diplomatic liae. 
Instead of being the world 's  policeman 
a s  was Great Britain, the U. S. A. i s  
losing such prest ige that we are rapidly 
becoming, instead, the world's patsy. 
The question confronting us al l  a t  the 
moment: ffHow will LBI do i t ?  How 
will he save face for  himself and his 
administration 7 "  

Okay -we ' r e  al l  such hotwargamers,  
perhaps the solution(s) come easy  to 
you all .  At any rate, The General i s  
going to give you the opportunity to 
show how the war  should be concluded. 
To thoae who have played most, if not 
all, of AH'S battle titles, your anawers 
a r e  probably clear-cut: i n  Waterloo, 
a s  the P-A-A player, "Gradualismff is 
indeed your best tactic while Napoleon 
must  play a game of aggressive attri- 
tion. In Blitzkrieg, one sees the im- 
portance of a n  a i r  force. Afrika Korps 
and Stdingrad teach the importance of 
total commitment. In Midway and 
Guadalcanal, surpr i se  i s  a n  antidote 
among others. And, in Tactics 11, the 
.fear of Nuclear attack has i t s  psycho- 
logically devastating effect. 

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

Pyschology in Wargaming 
by Victor 3. Gervol, J r .  

The ultimate in realism of wargarnea 
can be achieved by the wargamer with 

t .  
imagination and a bit of psychology. 

My answer to hasten your opponents 
I end i s  the use of psychologica1 warfare. 
I I will use Blitzkrieg as a case  in point 
I to show what can be done to a grea t  

game to make i t  g rea ter  and a t  the 
same time improve your win loss  re -  
cord. 

The f i r s t  step i s  to name the cities 

I and_couatrie 6 according to the powers 
you admire most  for their tenacity and 

I 
courage a s  warr iors - - - in  most  ca ses  
Germany, Russia,  France ,  and minor 
countries to suit your own part icular  
tastes, the Balkens, Low countries, o r  
imaginary nations being suitable. Xt i s  

in most  cases suggested that Blue be 
named Germany and Red be named 
either Russia o r  F rance  (this being due 
to the remarkable similari ty between 

Germany and Blue, including a Polish 
corridor and a n  Eas t  Pruss ia .  

Your f i r s t  step now completed you 
begin to name the cities in the countries 
according to those f rom that nation you 
have chosen, although each individual 
has a grea t  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 fo r t r e s s  
of Dubrovnik on Lake Trieste.  Ca re  
should be taken so a s  to choose ci t ies  

commonly known for  some specific i tem 
associated with i t for  example: Schwein- 
fur  t: ball-bearings, Skoda: munitions, 
Ploisti:  oil, Pilssn: beer, Vichy: pup- 
pet government, M e t z :  a baaeball team, 
etc. etc. Now you a r e  ready to begin 
your psychological warfare, Whenever 
you b o m b  an enemy city the meaning i s  
much deeper than merely V-18 was 
bombed for the 6th consecutive turn, 
no, no, i t  is now: llCoventry was again 
bombed this month by the Luftwaffe of 
Greater  Blue now waging their f ierce 
war of Aggression against the peaceful 
people of Red. 

When you take one city former ly  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 a rmies  plunged into a 
joyful Ukraine liberating the Red bread- 
basket of Kiev. Joyful peasants filled 
the s t ree ts  throwing garlands of flowers 
on the tanks in greatEul thanks to their 
benevolent l iberators.  I '  

Your opponent will probably laugh 
a t  f i r s t ,  however, his laughter will 
soon be turned into bitter defeat when 
your record player begins to blare 
triumphant mar t ia l  music to the tune of 
a number of available records.  Sug- 
ges tedfor  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 a s  a r e  various 
patriotic pieces such a8 the 1812 over-  
ture. F o r  the Bri t ish andFrench play- 
er a wide selection i s  also available 
f rom the Marsei l les  tu it's ALoagLoag 
Way to Tipparary. Your opponent has 
now been b3aated both through o ra l  
propaganda and music to sooth the 
savage beast l 

For further added impact you now 
bring out your pictorial history of World 
War I1 and make casual  references to 
the similari ty in retreat ing Italian 
prisoners and h is  men and o r  the vic- 
torious Germans and yours. This 
should both distract  him and antagonize 
him if done with tact. 

But the rea l i sm i s  not yet  finishedl 
You should also each make a number of 
"Generalff counters for you and your 
fr iends,  whether they be present  ornot ,  
and employ them to lead attacks, etc. 
This coupled with existing prisoner 
rules,  neutral  country rules etc. makes 
for  the ultimate in wargamiag, and 
should add a lo t  of laughs to your war-  
games.  

Thia then i s  how to improve your 
wargaming through the psychological 
use of sound effects, pictures, and 
running commentary. I guarantee this 
sys tem effective. Minister of the In- 
t e r io r  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? O r  just having a m a s s  of caxd- 
board in the middle of the floor, instead 
of divisions, squadrons and f leets  of a 
Naval Battle ? ? Maybe this a r t ic le  will 
help you tank strategists  with sea war- 
fare. 

Organization: Divisions (four ships) 
are the bas is  for  maneuvering and f i r -  
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 . i t  so i t  won't get  los t  in 
maneuvers. Divisions, f o r  simplicity 
and f i r e  power, predictably, should be 
of the same claas o r  model ships. On 
Page 26 of the Battle Manual, you will 
notice the Germans have done this: 
such a s ;  Diviaion V has  the four M a r k -  
graf class ships, etc .  They have done 
this so well, in fact, I would follow i t  
all the time. The Brit ish weren't as 
wise, so youwill have to organize your- 
self; such as, all the "I" s e r i e s  (fnfa- 
tiguable, Inflexible, etc. ) in one o r  two 
divisions. Now you can look a t  one and 
know the firepower and damage control 
of the o t h e r ,  three. It will help you 
look a t  the whole fleet in a l a rge r  per -  
spec tive. 

Maneuvering: The idea of maueuver- 
ing is to get c l ea r  f ields of f i r e  for as 

many ships a s  possible. A single line 
i s  best, but if you have one al l  of the 
time, you would be easi ly out-maneu- 
vered. So the tr ick is to have a forma- 
tion in which you can easily maneuver 
to gain positio,n, then move into the 
battle-line. This formation i s  the col- 
umn of divisions. Looking on the ma- 
neuver cha r t  you will see you can go 
easi ly to battle-line, if you Ieave 
ENOUGH SPACE between columns. The 
forming into battle lines from columns 

and f ron t  to flank turns are the two most  
important maneuvers you will work  
with. Master  these and you will have a 
grea t  advantage over your opponent, 
The front  of flank maneuver can, fo r  
instance, gain 6 , 0 0 0  yards  between you 
and the opposing f leet  in two turns, us- 
ing i t  twice as in the figure. This is 
how you gain the advantage. Now, what 
is the advantage ? 

Tactics: -Capital Ship's: Crossing 
the "Tt '  i s  the most  accepted tactic for 
gaining superiori ty of f ir&.  It i s  in r e -  

ality, a flanking maneuver, for the side 
of the ship i s  the s-trongest having the 
most  guns to bear on the enemy in con- 
t r a s t  with the bow o r  s t e rn  with only 
the forward o r  aft t u r r e t s  to u s e .  But, 
for  the .British, the "Trafalgar" tactics 

works if you have been out-maneuvered. 
This will gain you a drawn-out, piece- 
meal battle of fire power which the 
Bri t ish want, and, of course, the Ger - 
mans don't. Lf. 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 
Bri t ish (and Germans to s o m e  extent) 
will find that you have a lot of enemy 
shipa floating around with no f i r e  power. 
D ~ n ' t  waste good capital ships on them. 
Leave them to the weak CA1s o r  B t s  
and torpedoed or qartly daniaged ships 
io finish off. Go after  the enemy ships 
that can st i l l  hur t  you. ' This will save 

you time and keep your good ships in 
formation. 

Destroyers: These a r e  important, 
especially for  the Germans. A smoke 
screen. can cut off the enemy's f i re  
while you deploy or  attack a section of 
the line, besides covering a re t rea t .  
TorpePoes can  break up a well-deployed 
line, and gain you time and direction. 
The Germans should protect his DD's 
and t ry  a t  any opportunity to knock off 
the Bri t ish DD's, though the British 
can r i sk  his as they don't go down aa 
easily. 

This i sn ' t  any battle plan, only a 
helper to get youLandlubbers to see the 
general. concepts and pos sibilitie 6 .  

Once this happens your imagination 
will  c rea te  battle plans better  than any 
of mine and hopefully, the enemy's.. . 
Bill Haggart, 9627 Maryknoll, Whittier, 
California 90605. 

Plan 'i1890"- 
Prelude to 'W4" 

by Stewart C. McLeisA 

The latest to join the "commermderie" k 
this McLeish chap. Hia many jaunts in life 
range from b d - p e n  catcher for th.e '29 
Braves to performing diuhg operations on 
the William B. AUimn to human life preseru- 
er aboard the U. S. Endymbn. Thre's  also 
a way-back kinship to Archibald McLeish 
which, in itself doesn't necessarily q d f y  
him ras an author. What does qualify h.im is 
his through knowledge of w u r  pEans . . . 
reams of it . . . t h t  is now yellowing in the 
myriad of his own guargantuan personal his- 
t o r i d  files. Besides - he's somewhat respolk 
sale for getting AH games into the pltssh 
Jordan Marsh stores around Boston. 

When I bought the first AVALON 
HILL War Game I did not reckon with 
the consequences. I bought another. 
Then, studying the games, I r e m e m -  
bered an old war-plan volume that had 
been among some two hundred volumes 
I had purchased a t  a charity bazaar 
many yea r s  ago. I also recalled the 
"seventh copy" of a war  damage report, 
Naval, that1 had discovered in the pages 
of a Navy Manual of instruction that I 
had purchqsed in 1942, a t  Boaton. The 
ext ra  copy.1 had made comprised thir- 
teen pages, and made with the thought 
of possible destruction o r  loss  by acci- 
dent, o r  enemy action. 

, While discussing the action of World 
War I1 with a Boston publisher two 
$ears1 ago, he said, "Interesting, but 
you could have typed this up las tweek. " 

I grinned a t  him, "I think X1ve, read 
at least one volume published by your 
Company re,garding investigative work. 
If'you don't know if, and where a rea-  
sonable estimate of the paper and typing 
of the repor ts  might be checked you 
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should read one of your own books when 
you have time. 'I 

The plan of battle a s  contemplated 
by the German High Command, 1890, 
was as follows: A name familiar to 
those who were involved, o r  reading, is  
Ardennes. In the plan Ardennes i s  des - 
ignated as the chief communications 
point for the German High Command. 
Perhaps an AVALON GAME enthusiast 
now recalls i t  as the location where a 
surrounded American Force answered 
the German call fox 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, i t  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 
H e r  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. i t  i s  in this section 
of the General Plan one can read, "Ar- 
dennes and Eifel afford fine protection. 
to communications. I' Continuing, it was 
decided to request "pas sage through 
Luxembourg, I '  utilizing the Treves- 
Brussel Railroad to Arlon. The Ger- 
man Army would then move the 
French frontier between the For t ress  
of Montmedy and Sedan, thus covering 
the communicatwns of the Main Army. 
Here, it is  inter s s  ting to note that. the 
German High Command had decided to 
"request" Belgium for passage through 
that counby, make doubly sure of ade- 
quate supply, and an excellent system 
of communications. Such a move would 
make i t  impss ib le  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 A r m y  with 
a heroic defense. The political situa- 
tion in Europe had 80 changed i n  the 
period between 1890 and 1914 that Italy 
quit the Triple Alliance, that comprised 
Germany and the Auatro-Hungary Em- 
pire, Russia supported France, and with 
Engbnd the sides were chosen. Italy 
was later to join the Allies. So care- 
f u l  was the plan that i t  was fully effec- 
tive at  'leas t twenty-five years later. 

Stewart C. McLeish, 87 Garland Street, 
Everett, Mass. 02149. 

Put a little lmag/nat/on in Goadatcanal 
by Ray Johnson 

I f  you've neuer hnown a real live weather 
man, meet R a y  J o h o n .  He's &o an  Air 
Reserve oficer whose hobbies include war- 
gaming. SO involued is he in the "sport" that 
we smuggled him into the' Chdeago Hobby 
Show b s t  Februuiy because lae's about th.e 
omly one we h w  who coubd provide f i s t  
class o p p o i t w n  in the play of AH games. 
He's &o the only one we knew who had a 
Playboy Club Key. Ray's literary gems can 
&o be read in Strategy & Tactics. You can 
get jusf about e v e r y t M  you need by r e d -  
ing his regular column "Wargarner's Note- 
book" . . . everything, that is, but his Play- 
boy Key. 

Gyadalcanal, although one of my 
favorite AH games, seems to be l e ss  
popular among wargarners than many 
of the others. *I have heard three major 
criticisms leveled a t  it: (a) The Saps 
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 r e s t  of the board being use- 
less. Ip re fe r  to play the Tournament 
version with optional rules except Hid- 
den ~ o v e m e n t ,  Psychological Effects 
and usually Artillery Range Difference. 
This, 1 find makes for a playable, bal- 
anced game, and with skillful play, a 
lot of action in other areas  than near 
Henderson Field. The las t  criticism 
has s o m e  validity, 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 Korpe, Ruatret 
Bras in Waterloo o r  Brest  Litovsk in 
Stalingrad. Better and more imagina- 
tive play by the US player with it's 
resultant counter-moves by the Jap aa 
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 a re  usually- torn to bits by 
the 30 October turn and i t  is too late 
for the reinforcements to affect the 
outcome. 

veloped, however, and a competent US 
player can annihilate the two battalions 
in 2-3 moves; but with reasonable luck, 
should take s o m e  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. I recommend the latter when 
  laying a good US player. I do not 
recommend that the Japs land hie f i rs t  
available troops, even at the strong 
position a t  H4-14 until the laatof August 
unless he lands them abng the west 
coaat e. g .  G18 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 o r  batter 
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 
a rea  of the headwaters of the Lunga and 
Tenaru (the reason for the invasion a t  
G1.8) in ordef  to force the US to have to 
defend four sides of a quadrilateral in- 
stead of three. Also, the dafenae posi- 
tions a re  poorer and i t  tends to back 
the Marines against the sea. W h i l e  
keeping a barrage of artillery fire on 
any stack of 5 or more (or over 9, if 
offered), the Jap ahodd 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 U S  from Henderson, the 
Jap should try to herd them around it, 
where they can be decimated with the 
sea at  their backa. The Jap should not 
attempt to withdraw too soon but hope 
to weer down both siaes with fewer 
units left to evacuate. When possible, 
units of other than the 1st Marine Div. 
should be hit. A rule of  thumb is that 
the Japa shodd  have a 50-75 point ad- 
vantage by 30 October to win. 

The f i rs t  problem confronting the US Strategy 
Japanese player is his placement of 
initial units. There a re  two viable The f i rs t  real concernof the US play- 
positions: (a) JJ-27, 28; (b) MM29. The er i s  the placement o f  his units awaiting 
f i rs t  position haa the advantage of a attack on 4- 11 September. Before then, 
complete doubled defense against attack he should make any attack offered of 
and of not presenting a really worthwhile 3 - 1 odds o r  g r ea t e r  so long as his units 
target to artillery fire. It can be en- can  return to the Henderson Field a rea  



THE GENERAL 
by 4 Sept. He should make a strong ef- 
fo r t  to keep the Japs off M t .  Austin and 
f rom the a r e a  south of Henderson. The 
initial defense position should be along 
the Matanikau and Tenaru  r i ve r s  as 
well a s  the coast. Do not forget to put 
a small unit atGG2l 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, e s -  
pecialIy at art i l lery.  An important 
point is that the US should always back 
up any defense line in the jungle a s  the 
Tournament ru les  allow considerable 
movement after  combat and otherwise 
the US may find severa l  Jap battalions 
far to the r e a r  of a b r e a c h e d  defense 
line with insufficient forces to attack 
them without fatally weakening another 

Blocked Retreat Routes- Realistic or Ridculous? 
by Frank A. Chadwick &Alan R. M m ~ o  

Three  divisions of Vandamme's Third 
Corps havebroken through in the Prus- 
sian F i r s t  Corps sector and have oc- 
cupied Tilly. The remains  of the Prus- 
sian F i r s t  and Third CorpAs counter- 
attack from the eas t  and manage to 
muster 3-1 odds on tPie ~ r e n c h  fifteen 
stack. The French comfnander stiU 
has a one third chance of suI'viving com- 
bat ,  however, until Somerse t ' s  cavalry 
brigade at Quatre Bras r a c e s  to the 
rescue  and surrounds 'the French unit. 
The Anglo-Prussian-Allied player ro l l s  
a four; defender back two. But since 
this would require the three  French in-  
fantry divisions to r e t r ea t  ac ros s  the 
ground held by Somerse t ' s  cavalry b r i -  
gade, the French units are eliminated. 
Thanks to the intervention of a Bri t ish 
cavalry unit, three of Napoleonla c rack  
infantry divisions, totaling fifteen t imes  
the strength of the Brit ish 'cavalry, have 
been wiped out. 

W a i t  a minute ! Fifteen t imes  their 
s trength? You mean to aay that  three  
French infantry divisions were pushed 
back against one cavalry brigade and, 
as a result ,  anihilated? I don't buy i t .  

sector. Instead of bunching UP around Take as many of the casualties from the 
Henderson Field to a defense to the l , t  Marine Division as sible, 
death, the US should break away and It may be noted that  the resultof  ap- 
abandon the Field - especially if a t  the plication of the se tactics lead to a con- 
same time it can attack a weak flank of siderable amolmt of maneuver; first,  
fie Japs It costs  the US about 8 points with the Jap  attempt to gain the a r e a  
a turn  to lose  Henderson - about 3 fat- south of Henderson and the US moves to 
tors - experience shows that they will forestal l  them and l a t e r  with the US 
lose far more  by staying, especially to attempt to keep a path open to break 
ar t i l le ry  fire. in general, the US away f rom Henderson, usually to the 
avoid combat until 30 Oct. ; avoid s tack- t, and the Japanese efforts tc close 
ing more  than 9 fac tors  pe r  square;  it ,  
hoard artillery pieces (but not ammo), I would appreciate bearing from 
k e e ~ i n g t h e m o u t o f  the f ron t  l ine land othersonthisandamalwayslookingfor 
attack J ~ P  art i l lery on every  occasion. opponents, ei ther  in per  son o r  by mail. 
If forced f r o m ~ e n d e r s o n k i e l d ,  at tempt 
to regain i t  a a  soon after  30 Oct. as Ray Johnson 
possiPle and make every favorable at-  324 Prairies Avenue 
tack of 3-1 or greater .  Prevent  Jap Lake Zurek, Illinois 
withdrawal by holding coastal villages. 

'n 

Now obviously, the retreat'ing French attack i s  successful and resul t s  in the 
forces  are going to bt a t  a disadvantage. opening of a hole grea t  enough for a 
Having bean defeated by a force three  unit to  pass through, the surrounded 
t imes  their own strength, they're prob- unit may r e t r ea t  its two squares through 
ably a t  l ea s t  greatly disorganized. if the breach. If the attack is not success-  
nothing e lse .  However, the idea that ful, o r  does not culminate in a suffi- 
one ckraIry brigade could stop this re-  r k n t  break in the enemy lines, the sur -  
treaf is still  hard t o  accept. The fol- rounded unit i s  removed from the 
lowing two systems can somewhat ac- board. All of this i~ considered part 
count for these circumstances.  The of the original at tacker ' s  move, as any 
simplest  way of solving this i s  just to other r e t r ea t  after battle. 
allow the commander of the surrounded A second, more  complex resolution. 
unit to choose a unit of tk,e s u r r o n d i n g  of  battle l ies  in the use of a different 
forces  and attempt to force his way combat resul t s  -table. T h e  surrounding I 

through. This is conaucted l ike any unit's cTefen8e fdctor is st i l l  doubled, 
other battle, except t&e ~~ur round ing  but the battle is determined by the  
unit 's  defense factor  is doubled. If the llBreakout Tablet' shown below. 

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

1 D. back 2 D. back 2 D. elim. D. elim. D. elirn. D. el im. D. elim. 
A.adv. 1 A.adv. I A. adv. 1 A.adv, 1 A. adv. 1 A. adv. 1 A. adv. 1 

2 A. elirn. D. back 2 D. exch. * D. exch. * D. exch. * D. elim. * D, elirn. 
A.adv. 1 A.adv. 1 A.adv. 1 A,  adv. 1 A. adv. 1 A. adv. 1 

3 A.el im,  A.elim. D.back 2* D-back Z*  D.back Z* D.elim. D.elim. 
A.adv. 1 A.adv. 1 A.adv. 1 A.adv. 1, A .  adv. 1 

4 A .  elim. A. el im. A. elim. D. back Z D. back 2 D. back 2 D. back 2 
A.adv. 1 A.adv. 1 A.adv. 1 A.adv.1  

5 A. elim. A. elirn. A. d i m .  exchange exchange D. back 2 D. elim. 
A. adv. 1 A. adv. 1 

6 A. sl im. A. elim. A ,  d i m .  A. elirn. D. elim. D. elirn. 13. elim. 
A.adv. 1 A.adv. 1 A.adv.1.  

One of the innovations of this table ing the next move. This i s  only for  the 
is the "Defender Exchange1'. In this nex t  move, and  doe^ not affect theunit 's  
case, the defender removes half of his defenae. This time presumably would 
factors and ia retreated two squares,  beynecessary for the regrouping of the 
the at tacker advancing one. unit. 

The as ter i sk  signi f ies  that the sur-  In the case of an exchange, a l l  dt- 
rounded piece has indeed broken out, fending units are eliminated with a like 
but loses  half of I t s  attack factors  dur- amount of attacking factors being taken 
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off. However, the attacker does not Once again, the breakout is p a r t  of 
advance, and, ah a result, is entirely the original a t tacker ' s  turn, and the unit 
eliminated. Odds of worse than 1-3 a r e  whichhas succeeded inbreakingout may 
not allowed and odds of 6-1  o r  better now m o v e  i n  i t s  own turn. Frank A. 
result in a n  automaticbxeakout with the Chadwickand AlanR. Monson, Erickaon 
surrounding unit under attack sliminat - Residence Center, Augustana College, 
ed. Rock Island, Ill. 

b 

Le Grande Armee 
could be in line, mixed order ,  o r  

Originally French officers used the 
Pruss ian  l inear system, although in a 
rough form,  and developed their own 
tactical system from it. These ea r ly  
formations consisted of battalion col- 
umns covered by ski rmishers  (these 
sk i rmishers  were  composed of whole 
deployed battalions in the pre-  1803's). 
If sufficient troops wer s  available two 
columns would be formed and deployed 
in checkerboard fashion, thus having 
one column to the r e a r  and outof range. 
Cavalry and ar t i l le ry  could then fire 
and move thru  the intervals. The chief 
advantage of this system Was i t s  flex- 
ibility, there wers no r e d  specific 
"rules of conduct" and troops adopted 
themsalves to te r ra in  enemy position 
a s  needed. This system, the half- 
engaged, half -massed  formation, term- 
ed the mixed order ,  became  napoleon'^ 
favorite. 

In application, the sk i rmishers  
moved up taking advantage of a l l  possi- 
ble cover, laying down a continuous 
f ire on the enemy line (art i l lery backed 
them up, although in the ea r ly  battles, 
the sk i rmi she r s  were much ,more often 
used). Under cover of this skirmishing 
f ire battalion columns moved up. Once 
within striking distance, the column 
assaulted the enemy line crushing i t  
thru shear  force of impact. During 
this period the sk i rmishers  continued 
to shoot, distracting the enemy. Since 
the attacking column8 were ra ther  la rge  
targets  and had l i t t le  opportunity to r e -  
turn f ire,  i t  was esnential that the ene- 
my be engaged until the Ias t  posaible 
moment, thus making the job of sk i rm-  
ishers very  important. 

The sys tem gradually changed as  the 

i French ar t i l le ry  increased ineffective- 
ness; af ter  1805 the job of the skirm- 
i shers  had been taken over,  to a la rge  
extent by the art i l lery.  

When on campaign a l l  corps moved 

I 
within mutual supporting distance with 
a screen  of cavalry scouting and cover-  
ing the advance. Upon contact, the 
vanguard seized the most favorable 
position, engaging the enemy while 
friendly forces  moved up and rein-  / forced the flanks. In order ,  the light 
infantry, ar t i l lery,  and cavalry moved 
in fixing the enemy for  the la rge-sca le  
infantry attacks which followed their 
deployment. (These iufantry attacks 

column, the l a s t  being p re fe r r ed  for  
attacks on strong points). Simultaneous- 
l y  sk i rmishers  and some ar t i l le ry  also 
moved up providing covering f i re  along 
with ar t i l le ry  batter  i e ~  on higher ground. 
If severe  -resistance was s t i l l  encoun- 
tered, opponents might s i t  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 o r  mixed order  was se t  up on the 
c r e s t  of some convenient ridge o r  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- 
l y  f ire  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 a t  
progressively grea ter  speeds. If the 
distance to be covered was 600 yards, 
the f i r s t  200 would be a t  slow trot ,  the 
next 200 at full t rot ,  the next 150 a t  the 
gallop and the l a s t  fifty yards at the 
dead run. Cavalry units had to be well 
trained. F o r  example, a charge at too 
grea t  a speed might t i re  the horses  BO 

a5 to lose  momentum when striking the, 
enemy line. 

When attacked by Cavalry infantry 
formed squares in acheloa of battalion 
size. Napoleon did however use divi- 
sion squares,  with art i l lery and bag- 
gage inside, ia Egypt. 

In eummary, the Napoleonic battle 
was an affair of disabling local attacks 
designed to break up and weaken the 
enemy line. After a cer ta in  amount of 
attritionNapoleon selected the point for  
his  main attack, ,concentrating his ar - 
tillery andwhatever troops were to make 
the assault.  Artillery moved in to l i t -  
eral ly blow b l e s  in the enemy line. His 
shielding cavalry driven off, 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 Mrotsk, 619 North Ninth 
Street. Manitowoc, Wisconsin 54220, 

Bring Ivan 
to His Knees 

by Ted Harpham 

When you s i t  down to play a game 
of Stalingrad and you have tn be the 
Germans ,  do you ever a sk  yourself 
some questions? "Why me?"  Do you 
say to yourself, "1 may be the Germans 
this time, but he will be them the next 
time, so who cares if I l o se?"  Or  do 
you s i t  down, grind your teeth and t ry  
to win o r  a t  l e a s t  t r y  to give a good 
showing. X 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 
victcry o r  two. 

Besides the attacks on delayers the 
following types of attacks should be 
used: The 3-1 against objectives that 
a r e  key that turn. The 2-1 against ob- 
jectives that a r e  needed, but bet ter  
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 i n  Vol. 3 No. 5 of the 
General .  

The immediate objective of Army 
Group North i s  the breaking of the 
Nemunas River on the f i r s t  or second 
turn. This i s  accomplished by ser ies  
of 1. -2 attacks along the front  o r  against 
R18 o r  S18. The other immediate 
objective of A r m y  Group North is the 
capture of Bres t  Litovsk. If a 3-1 i s  
not possible the f i r s t  turn then t ry  a 1 - 2  
against AA15 ox 216 as long as no more  
than ten factors a r eused  in each battle. 
If this fai ls ,  a 3-1 cannot be stopped 
the second turn. 

Army Group Center should attempt 
to c rack  the Bug River. This is ac -  
complished many t imes by 1-3 attacks 
against BB15 if the Russian forgets  
about them on the f i r s t  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. 

A r m y  Group South should break the 
P ru t  River by attacking at  the bes t  pos- 
sible odds against NN14. Only infantry 
should  be used in this attack. Objective 
number two i s  the linking up with Army 
Group Center. This i s  accomplished 
by placing twelve factors on MM8 and 
MM9 at the s t a r t  and attacking 5512 a t  
3- 1 odds on the second turn. 

In phase two the m o s t  important ob- 
jective for  Army Croup North i s  the 
rapid capture of Minsk. A 2-1 o r  bet- 
t e r  should be used here.  Many t imes 
if you win this key battle the Dnepr River 
will fall soon after because i t  i s  easy 
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for  the Russianplayer to be out of posi- 
tion. Objective number two is the bxeak- 
ing of the Divina River. This must be 
broken by a 3-1.  orn new here along the 
r iver  line. The breaking of this r iver  
l ine i s  a lmost  a s  key a s  the fall of 
Minsk because h a n  will have to send 
s o m e  of his replacements to stop you. 

The main objective of A r m y  Groups 
South and Center  i s  the elimination of 
enemy units. Lf they eliminate enough 
units the Russian will have more  trou- 
ble defending the Dnepr River and he 
might even w o r r y  about his southern 
front  falling apart. 

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

Boarding Parfy 

Talk about pmfesswnal college students, 
this Dotson is the ultimate. He claims that 
he has been teaching RenQissmce History at 
Loyola College in Montreal as of last sum- 
mer. Before that, he u w  on a mbatical in 
I t d y  preceded by two-year post graduate 
study in history at J o h s  Hopkins U here in 
Baltimore. At that time, Dotson was plying 
his time as a member of AH'S consumer 
panel testing Midway. Despite hi trauels, 
he has mt lost his ardour for AH gaming. . . 
nor us for his enthusiasm. 

Have you ever had to suspend a game 
of Jutland for  a l i t t le  whi le  only to r e -  
turn  t o  find that  your dog has eaten 
threebatt leships anda destroyer flotilla 
and scat tered the r e ~ t  of both f lee ts  al l  
over the North Sea?  DO you like the 
idea of Jutland, but sometimes set t le  
for  a quick hand of Gin R u m m y  because, 
in the words of the Bri t ish Army song 
you "get corns on your knees from that 
crawlin' about" ? Have you ever played 
an opponent who, relying on game 6ma.n- 
ship whenhis intelligence had obviously 
failed, Ilslippedil and put his foot through 
your formations just when you were 
about to send his whole f leet  to the bot- 
tom? Perhaps I have an answer for 
you. 

Do youknow whata flannel-board is? 
It  i s  a lecturing dev ice  used t o  hold fig- 
ures ,  charts ,  etc, upr igh t  for i l lustra-  
tive purposes. By using an enormous 
flannel-board you can get your Jutland 
navies up off the floor onto a vert ical  
o r  near-vert ical  surface that  makes 
the game infinitely ea s i e r  ( f rom a phy- 
sical, n0t.a mental point of view. This 
should put us oldsters  on more  level  
footing with you younger players, w e  

can turn our minds f rom o u r  aching 
knees and backs to the game. ) 

cities. If Minsk fell early then this 
might  be simple o r  at l ea s t  a little bit 
easier .  Once your fronts are linked 
up you must  kill, eliminate, or sneak 
off the board a s  many enemy counters 
a s  possible until his line breaks o r  
your luck stops. When you are near the 
cities attack at the best  means open to 
you, but cu t  the supply rate. If a l l  
e l s e  fa i l s  l f8enzai  1 "  

If you a r e  crunched because of "A 
Eliml '  on 2- 1 battles o r  continuous "ex- 
change s'j on 3- 1 battles remember  one 
thing - He i s  the German the next time. 
Ted Harpham, 4th Reich HQ, 207 Row- 
land Park Blvd., Wilrnington, Delaware 
19803. 

BY John E. Dotson 

R11 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, i f  you don't mind a 
flannel-covered wall in your pad. You 
could a lso  use a piece of masonite o r  
beaverboard, the size depends on how 
much room you have. Aconvenient s ize 
would be 4 ft. by 8 ft.  since this i s  a 
atandard size for  masonite panels. This 
you could hang on the wall, lean against 
it, o r  put u p  on Borne so r t  of easel  a r -  
rangement. It might also be a good idea 
to hinge i t ,  so that i t  would fold up for 
storage, a 4 ft.  by 8 f t .  "thing" can be 
pretty unwieldly when you have finished 
the game. 

Your surface,  whatever you decide 
on, should then be covered tightIy with 
flannel. It would probably be best  if i t  
were glued, but don't soak it down with 
glue, keep the surface soft and fluffy. 
You could probably stretch i t  tightly and 
thumb-tack i t  in place on a waIl for  a 
l a rge  temporary  surface. The next step 
i s  to back a l l  your pieces with flannel. 
Glue them on and t r im  them neatly. 
Don't worri you will s t i l l  be abIe t o  
play with them on a regular  table-top 
o r  floor. The effect will be  like felted 
che s s -men, much more  pleasant to move 
and l e s s  prone to slippage. When this 
i s  done you will find that the pieces 
wi l l  cling f irmly to the felt of the play- 
ing surface, enabling you to put i t  up 
in a vert ical  position, like the plotting 
board in a mil i tary game o r  tracking 
room. Of course, the pieces wonlt 
slide, you will have to lift each one and 
put it down in i t s  new position. But then 
you will get used to this quickly and i t  
i s  more than compensated for  b y  the 
fact  that they won't s l ip out of position 
accidentally very easi ly either.. . John 
E. Dotson. 4 Jerv is  Bay, Pointe Claire, 
P.Q., Canada. 

Tournament 
Pennsylvania's Organized Wargamer8 

a r e  pleased to announce their  biggest 
tournament ever.  P. 0. W. would like 
t o  express  i t s  thanks to the following 
war gaming publications who have donat- 
ed prizes for  the winners: Mercenary, 
S & 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 a i r  
and may be added to the prize l i s t  la te r  
on. The prize l i s t  contains over $50 
worth of valuable wargame merchandise 
including 10 magazine suba criptioas , 
garnea, trophy6, etc. 

Play t h i s  year wi l l  be conducted un- 
der  a 3 diviaional set-up. There  will 
be 3 classifications - a gamer may 
enter  any o r  al l  of the divisions i f  he 
has 2 of the games in that division. He 
will have to pay a separate entry fee 
for  each division, however. Each entry 
wi l l  receive a n  instruction booklet with 
al l  rules and his f i r a t  opponent after  
his entry i s  received. To ea ter  merely 
write  P. 0. W.,  Box 280, RD#2, Sayre, 
Penna. 18840 and enclose $1 for each 
division entered, a stamped, self -ad- 
dressed envelope, and a l i s t  of games 
to be played. 

The categories are: 

Classical  Conventional 
Tactics I1 D-Day '61 
Waterloo Afrika Korps 
Gettysburg S talingrad 
Confrontation Vietnam 

Modernistic 
Guadalcaaal 
Blitzkrieg 
Battle of the Bulge 
D-Day '65 

The Second Baker afield Invitational 

The F i r s t  Memorial Bakersfield In- 
vitational in memory of Dan Kuszynski 
has  been a grea t  success. Out of 100 
invitations, 47 players replied and a 
total of $29 was collected in donations, 
including subscriptions to Boldlaad's 
"Courierff  and Aggressor ' s  "Storm- 
trooper.  " 

This a r t ic le  i s  t o  announce the 2nd 
Bakersfield Invitational Tournament in 
which all Eeaders of the "General" a r e  
invited. It will be a single elimination 
affair with the winner receiving $5 plus 
a l l  donations. There  will be no entry 
fee.  

Here are  the requirements for  entry 
to the tournament: 

1. All ent r ies  must  be received 
within one month of this publication. 
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4. All  e n t r a n t s  m u s t  ab ide  by  t h e  

re.. . r u l e s  f o r  P B M  outlined i n  J a n u a r y ' s  
"General" .  

5. All co r respondence  to  me m u s t  
b e  accompanied  by a se l f -addressed ,  

2. Al l  e n t r a n t s  m u s t  P B M  a t  l e a s t  s t a m p e d  envelope. 
3 AH land  ba t t l e  games .  Ques t ions  ox  e n t r i e s  are t o  b e  s e n t  

.3 .  All, e n t r a n t s  m u s t  pick s i d e s  they to  Dan Evans,3405 Wes tches te r ,  B a k e r s -  
wish t o  play in g a m e s .  f ie ld ,  Cal i fornia  93309. 

, 
Achieving Surprise BY p r o f .  J. E. P a u r n e l l e  

Wh& a brand new edition to  the Gen- 
e r d s  ht of contributory writers, Dr. Pour- 
nelk is m stranger to wargaming. He is 
associate professor of history and politicd 
science at Pepperdine College, Los Angeles, 
teaching nailitary history m d  mtionul secur- 
i ty policy among other subjects. AH games 
and Diplomacy have been used as teaching 
aids in his classi-o~m instruction, f iding 
them "exceUent" for such purposes. Now, 
he wishes that we do "Ploesti," (wh tever  
that is.) 

Although t h e r e  have b e e n  many  p r o -  
posals for adding the e l e m e n t  of s u r -  

% pr i se  to  board  g a m e s ,  many of the  
: Avalon-Hill g a m e s  a l r e a d y  contain a n  
: acceptable  method of  doing so,  and a l l  

could be modif ied to  aIlow i t .  I think 
that I have s e e n  t h i s  method r e f e r r e d  
to as the "matchbox sys teml1  i n  o the r  
l i t e ra tu re ,  although i t  was an indepen- 
dent invention by  myself  and f r i ends  i n  
the l a t e  I50's.  Under t h i s  s y s t e m ,  a n  

, envelope o r  matchbox is obtained f o r  
?$ each H e a d q u a r t e r s  piece a l lowed in the  

game. (The s y s t e m  was f i r s t  dev i sed  
4 for  Get tysburg and T a c t i c s  11). At any 

time, a player  may place f r o m  one t o  
th ree  uni ts  in the envelope.  They a r e  

: then cons ide red  to  be loca ted  with  the  
matching h e a d q u a r t e r s  uni t .  Natural ly ,  

. in o r d e r  to  place these  uni ts  with the  
headquar te r s  piece,  they  would have 
had to b e  a b l e  t o r e a c h  that piece on t h e  
move in which they  went into 'Ihiding". 

The  H e a d q u a r t e r s  piece is then  mov- 

I ed a t  t h e  r a t e  of  the  s lowest  piece i n  
the group.  Al l  uni ts  are cons ide red  to  
be e v e n  with o r  behind the  h e a d q u a r t e r s  
piece which r e p r e s e n t s  them.  When a n  
enemy unit e n t e r s  t h e  zone of control  
of the  Hq., t h e  hidden un i t s  m u s t  b e  
deployed. (In g a m e s  which allow s tack-  
ing of un i t s ,  they  a r e  all cons ide red  to  
be i n  the s q u a r e  with  the  Hq. } 

Whenever two Hq. uni ts  are brought  
to ad jacen t  s q u a r e s ,  p ieces  may b e  
t r a n s f e r r e d  from one Hq. to ano ther ,  
sec re t ly .  Units m a y  b e  added t o  the  
envelopes a t  a n y  t i m e  they  can reach 
the Hq. piece,  if doing s o  does  not ex-  
ceed the  l imi ta t ions  of hidden pieces 

allowed. It should be obvious tha t  
judicious t r a n s f e r  of p ieces  f r o m  one  
Hq. to ano ther  wil l  soonproduce  a s i tu-  
ation in which t h e  opponent cannot poe - 
s ib ly  know the s t r eng th  of a fo rmat ion  
containing Hq . '8. 

T h i s  r u l e  a l lows  r a t h e r  comple te  
s t r a t e g i c  s u r p r i s e ,  and l i m i t e d  t ac t i ca l  
s u r p r i s e .  I t ' s  m a j o r  value l i e s  in the 
s t r a t e g i c  reg ime:  p l a y e r s  cannot be 
s u r e  which concentrat ion of forces r e p -  
r e s e n t s  t h e i r  opponent 's m a j o r  t h r u s t ,  
a n d  which i s  a fe int  o r  r econna i s sance  
in f o r c e .  To a l e s s e r  extent ,  t ac t i ca l  
s u r p r i s e  plays a role ,  a s  the  e n e m y  
a t t acks  what a p p e a r s  to  be  a l ight ly  
a r m e d  feint  only to l e a r n  tha t  h e  h a s  
r u n  into a n  e n t i r e  a r m o r e d  a r m y .  

Under  t h i s  r u l e ,  t h e r e  i s  n e v e r  any 
quest ion of "honesty" o r  " t r u s t 1 ' ,  which 
should not, I bel ieve,  b e  bui l t  in t o  a n y  
w a r  gaming situation. I t  is not t h a t  I 
do no t  t r u s t  my usual  opponents,  but  
r a t h e r  tha t  the chances  of m a j o r  e r r o r s  
in m e m o r y  a r e  v e r y  g r e a t  if wr i t t en  
r e c o r d s  are not kept, while t h e  n u m b e r  
of hidden unite which can effect ively  b e  
used in r e a l  play is v e r y  s m a l l  if r e c -  
o r d s  a r e  made .  F u r t h e r ,  judicious 
va r ia t ion  of these  r u l e s  a l lows  ad jus t -  
m e n t s  of hidden f o r c e s ,  a s y m m e t r i c a 1  
s i tuat ions ,  e t c .  The r u l e s  a l s o  provide 
a genuine value f o r  h e a d q u a r t e r s ,  and 
makes t h e i r  e l iminat ion painful for a 
p layer ,  as, without t h e m ,  he cannot 
hide h i s  forces. Final ly ,  I bel ieve 
t h e s e  r u l e s  a r e  m o r e  o r  l e s s  r e a l i s t i c ,  
i n  tha t  a n  enemy usua l ly  h o w 8  that you 
have s o m e  f o r c e s  in an a r e a ,  but  no t  
which ones  and in what s t rength.  

Obviously, i n  those games i n  which 
t h e r e  a r e  no H e a d q u a r t e r s  p ieces ,  
b lank counters can b e  u s e d  t o  c r e a t e  
t h e m  if this  s y s t e m  is to be employed. 
I r e c o m m e n d  tha t  s e r i o u s  p l a y e r s  try 
this  method,  giving s o m e  at tent ion t o  
f i t t ing the  exac t  n u m b e r  of hidden f o r c e s  
a l lowed to the g a m e  i n  which the  r u l e s  
a r e  to  be employed. I find tha t  i t  adds 
r e a l i s m  and ce r t a in ly  in t roduces  t h e  
e l e m e n t  of s u r p r i s e  without o v e r l y  
complicat ing the  game.  . . Dr.  J. E. 
P o u r n e l l e ,  1 2  05 1 L a u r e l  T e r r a c e ,  
Studio City, California 9 1604. 

by Geoff Burkman 

. . . invading P a s  de  C a l a i s  in D-Day a n d  
not even losing one unit  ! 
. . . winning your f i r  s t  P B M  tournament  
g a m e  fox your  new club a n d  getting a 
p romot ion  ! 
. . . f ina l ly  get t ing t o  u s e  those  25f cou- 
pons f r o m  the Avalon Hil l  General!  
. . . invent ing your  v e r y  own w a r g a m e !  
. . .winning an Avalon Hill  Contest  f r o m  
t h e  Genera l !  
. . . conducting a success fu l  F inn i sh  
campaign  in S ta l ingrad  ! 

. . .keeping your  L a b o r  and Defense Ba t -  
ta l ion un i t s  in Guadalcanal  a l ive ,  even 
tho the A m e r i c a n  she l l s  them e v e r y  
t u r n  tha t  R e  can! 
. . . getting Sutland and finding out tha t  
your  ant i -Avalon Hill game f r i ends  love 
i t  ! 
. . . pu t t ing  a n  ad i n  the  "Opponents 
Wanted1' sec t ion  of the  Genera l  a n d  
get t ing a n  a n s w e r  t o  i t !  
. . . read ing  about  s o m e  new crackpot  
plan f o r  Water loo a s  the  F r e n c h ,  and 
then  us ing  i t  on one of your f r i e n d s  and 
winning ! 

Misery Is. . . 
. . . a r r a n g i n g  f o r  a c r u c i a l  3- 1 inD-Day,  
and ,  when the t i m e  c o m e s  to r o l l  f o r  
tha t  ba t t l e ,  finding a n  odds - lowering 
r i v e r  tha t  w a s n ' t  t h e r e  b e f o r e !  
. . .when  y o u ' r e  jus t  about t o  s m e a r  
your  opponen t ' s  uni ts  r i g h t  off t h e  
board ,  a n d  your  l i t t l e  b r o t h e r  c o m e s  
a long  a n d  knocks the  whole g a m e  on t h e  
f loor !  
. . . moving your sh ips  i n  Midway to a 
super - impor tan t  a t t a c k  rendevous a n d  
then  a gust  of wind blows the s c r e e n  
over  ! 
. . . having no one to  play Bulge with b e -  
cause y o u ' r e  too good at i t !  
. . . l o s i n g  s e v e r a l  p ieces  t o  your  favor -  
i t e  Avalon Hill  g a m e  a n d  not having any 
blanks to r e p l a c e  t h e m  ! 
. . . a n  a n g r y  f r i e n d  who r i p s  your  board  
because he folded it the  wrong  way!  

. . . los ing  y o u r  PBM opponent ' s  a d d r e s s  ! 

. . . making a 5- 1 in b a s i c  Bulge aga ins t  
t h e  town of Bastogne and getting a 
blankety-blank engaged ! 
. . . h e a r i n g  f r i e n d s  muti la te  the pro-  
nunciation of t h e  v a r i o u s  J a p a n e s e  names 
i n  Midway a n d  Guadalcanal  ! 
. . . getting a m a s t e r p i e c e  of a n  a r t i c l e  
l ike  t h i s  one into the  Genera l  and then 
not r ece iv ing  even one vote  of commen-  
dat ion on a n  Avalon Hill  Contest  E n t r y  
Blank!  
C o m m e n t s  to: Geoff R. Burkman ,  715 
M y r t l e A v e . ,  T e r r a c e  P a r k ,  Ohio 45 174. 
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had come into the battle f rom the North- 
west. The French won a brilliant bat- 
tle on the Tilly Road by flanking & i s o -  
lating the Pruss ians  there;  defeating 
them in detail before they could r e t r ea t  
across  the Byls River. Leaving the 
French forces  in the sector & unop- 
posed route to victory conditions in that 
northern sector. 

So far losses  number 129 French 
fac tors  lost out of a possible 193, as 
compared to 66; Prus sian out of 97 & 33 
Bri t ish out of 140 o r  99 out of 237. 
Mathematically i t  would appear to be in 
favor of the allies, buf because of s o m e  
of the Entree t imes of l a t e r  Allied 
forces & the poaition of the French it 
would appear to be a draw game which 
could swing either way. Or  Could I t ?  

Question Box 

Afrika Korps CC15 was not captured. Red, in his 
hrrn, captures CC15 with the aid of a i r -  

Q. If a unit uses his entire road bonus 
and ends on a road/escarpment square,  
may it continue oa road/escarpment  
squares using i t s  normal movement 
rate ? 
A. Yes, but i t  must  stop on the f i r s t  
non-road escarpment square i t  moves 
to. 

mobile and invasion troops. On the 
next turn, a l l  citie B in that minor coun- 
t ry  a r e  friendly tu the side occupying 
them and can  be usedfor  seamovement,  
air t ransport ,  supply, and a s  bases for 
a i r  units. BUT, if Red had only invad- 
ed the a r e a  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 lbat 
minor country i s  being kept alive by 
Red). Fur ther ,  the Blue occupied citieg 
could not be used until CC 15 i a  reduced 
(using the city capture table) by one 

SYNOPSIS 

Presently, three  French @ a r e  

Q. In a situation where the U.S. has 
German units completely surrounded, 
may these units participate in an attack 
by unite f rom outside the encirclement? 
A. Yes. If any of the units in an at-  
tack a r e  supplied, all  others engaged in 
that particular attack a r e  considered to 
be supplied (as  pertains to the supply 
limitations on attacks). MOTE THAT 

side o r  the other.  
Note that, once captured, a city 

m a y  always be used for  ground move- 
ment doubling combat factor i n  d e f e n ~ e .  
The only things affected by the above 
a r e  Sea Movement, Air Transport, Sup- 
ply and the use of the city a s  an Air 
Base. 
Q. If I capture and isolated enemy city 
with 12 of my airborne factors, may I 
a i r  t ransport  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 

surrounded on Hill M- 33 by 3 Pruss ian  

k 1 Pr. m k 3   itis is ha m. - 

On the Eas tern  flank, poised to r e s -  

cue are a line of 3 Fr. La ala THIS APPLLES TO BULGE, NOT TO 
AFRXKA KORPS. 

While on the Southwest flank are 3 

B r  - 4 .  - r - -  
Q. Situation: Blue f ighters  intercept  a 
bombing attack while Red i s  attacking 
dl possible landing bases with range of 
these fighters. Some of these attacks 
are a t  soak-off  odd^. A r e  the Blue 
fighters eliminated for  lack of an un- 
disputed base at which to land? 
A. No. In this specific situation, Blue 

2 ~ ~ . m  poised to counten-attack. must  ei ther  capture additional supply 
ci t ies  o r  eliminate factors on the turn 
following the overloadto llbalanceft your 
supplies. EXAMPLE: 1 2  factors of 
Blue airborne troops capture 00-40 on 
turn #3. 00-40 i s  behind Red lines and 
no supply route exists  to a fr iendlyport  
o r  supply line; thus, the Blue airhead 

Also! on the southwest flank are 1 Fr. 

; survivors of a previous battle. 
may hold the fighters until al l  base ra ids  
are r e ~ o l v e d ,  then land if he has a base 
under undisputed control {no enemy 
within one square). If no such base  i s  
available, the fighters a r e  eliminated. 
Q. Just what i s  a "friendlyl4 minor 

Between the r i ve r s  Dyle h LaLaane 

are  3 Fr. & 1 Imp. has  a supply capacity of 12 factors (one 
city square). On turn #4, Blue air l i f ts  

G r d . a  heading towards the Wavre 1 l f ac to r s  of infantry to 00-40 to sup- 
po r t  his airborne troops, thereby over-  
loading the supply capacity of the a i r -  
head by 1 2  factors (here  we assumeRed 

country city, and how does such a state 
effect a i r  t ransport ,  supply, etc. 7 
A. A "friendly" city i s  one tha tmay be 
used for  supply, air and sea  transport ,  
a i r  base, etc. A11 Major Country cities 
are considered "friendlyi1 when they 
a re  captured and under the complete 

Road -LaLasne Bridgehead. Far the r  

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- 

back on the Thil, Dyle, & Genappe Riv- 

e r  intersections a r e  1 Fr. a & 2 F r .  

m Blocking the Wavre Road-La- 
control of one o r  the other side. Com- 
plete control means that no enemy units 

Lasne Bridgehead is 1 B r .  a a r e  in o r  adjacent to the city. 
Physical capture of a Minor Coun- 

t ry city does not necessari ly mean that 
city becomes friendly. cit ies  in a 

plishes neither a t  the end of his portion 
of turn #5, he must  eliminate factors 
until only 12 remain in the airhead; this 
brings his supply dituation there  back 
into balance. 

- To sum up: a player always has 
one turn in which to rectify a supply im- 

Due on f rom Hal of the 1 p.m. June 

17th a r e  2 Br. k 1 13rm n, part icular  Minor Country m u s t  be cap- 
tured (with the Minor Country City Cap- 
ture Table) in order  for  any of them to 
be considered "friendly". Which side 

You the reader must  examine the 
evidence, "Chess -Boardn1 the moves 
after 11:OO a.m. and analyze what you 
think the only outcome could be?  Le t ' s  
see if your f i r s t  guess is a right one. 

balance, & supplies f a r  each "over- 
loaded" a r e a  must be balanced by the 
end of the turn immediately fo l l~wing 
the turn in which the imbalance occurs.  

captures the ci t ies  does not bear on 
whether o r  not they can  be considered 
friendly. EXAMPLE: On Blue's f i r s t  
turn he captures VZO, M14, U11, and 
X27. Rone of these cities may be con- 
sidered "friendly" a t  this point since 

All correspondence relating to the "Chic" 
should be sent directly to Myron Brundage, 
2437 W. Sunnyside, Chicago, I l h o i s  Q: Must an entire minor county be sub- 
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dued in order to receive supplies for 
the conquered c i t i e s ?  
A: Yes 

Ofi ial  Avalon Hill Game Clubs.. . 
The clubs l is ted below supplement the initial listing made i n  the Jan-Feb 1968 

issue.  Due to space limitations, w e  have not repsat'ed any prior listings although 
many have forwarded us  updated information. The purpose of this listing is simply 
to provide basic information to those r eade r s  looking for new clubs. 

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

CLUB - PRESIUEITT lAEMBERSI.DP NEWSLETTER MgldBBBSHIP BENEFITS -- 
MIKE I. A. Wcbmter Kmmaadanr hrnbsrmhlp I P  Iimimd m p r m a  rwer 24 y a a r s  at age. 
Bcrlrky. Calif. 94715 w h  wUl maiofaln a t  least m a  p r m p t  P h  g d  at  all 

tlmae, and who v d m  a pmmpt, e l l  playrd p.m. qucr 

victory. 

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

Q: During P repa re  for Play, may eith- 
e r  side place units in a t  sea boxes that  
a r e  not adjacent t o  their Home Coun- - 
t r ies  ? 
A: Yes 

AH Club L. R.vdcmcmrrf  6 . . - -. . . . . . & n - d i ~ ~ t i m i m h ( l ~ a f  Ulb 8-n.; we ha- 2 pirl mcmbmr. 
630 t a p i b l  T r a ~ l  and 1 h w b m d - d n  ham1 M d t  ~ u n c m  with It& fur. 
N-rk, Delaware L r  -st h games. 

Crrbra Kit Blglsr 6 ---------- We are intarestad in playing uargamas aa nfbn I. -..I- 
6009 Wpoawod h15. We hops a dovelap our skill while aqaaing ia cmn- 
Washingten. D.C. 20016 p.rltloa wlth tellow wargarners and duba. 

1mpcr1rl 5th  R d c h  
I19 N.W. syrcle  
Warriq- Fh. 32.507 

N a o - N m r a r h n s  
3437 Llommlt Ridge 
DnraviUe. Georwa 3M40 

Good, ruholsaom.. cwap#fltlvs u9rgamhg. We a@.& 
r n ~  i- d AH -una fic ~ t b . .  Q: May units that have entered At Sea 

zone B on their previous turn attack a BfU Tallan .L5 Tbm Matbrn sm 
and Ths M h s  
Tkl th  Eueniw 
Srar 

Dcrml. S c w t s  5 Bank Drill 

A letter rrinw bmch of T d k k n  tulaflra; I .mall war- 
gamiag el-: th. m w s i n c a  print bO p8.l on a saristy 
d anbpcra. beach in At Sea zone C on their next 

turn ? 
A: Yes G r i m  Raapars 

3 8 1  Harold s t rea l  
Cryetd ldh. I& 60014 

Texhinm and inmtruftlw *W rn.rnbrm undl they cm 
k c m -  rc&r -mbcr. at mg* 17. Rapid &-amant 
b cmm-d w.itblu but only =cording a aMIrtr. 

Q: May units that have invaded a beach 
withdraw through that beach on a sub- 
sequent turn?  
A: Only if the unita a r e  Ranger units. 

Frkrd ly  cmopcritlmn araong tkose w b  are tr* i&r=aw 
m t h ~  ar t  at warpdsn. 

War G m e s  Iovenar ' s tu l ld  
IS4 BIZ 5 a s s t  
P-k  FO==.L IUiwim boa66 

Grant &bL. 23 The Artlman Gbsa S i l i a t b n  lnth thc IFW (mamy G n u  m ~ m k r .  arm 
in  kt) the ~ a ~ r a ~ r n  purpec d d c a i p i q ,  m d i ~ y i w  P. 
11mtMd prmdurhnm d 

ra* simple ~ U O - ~ I  of ~ r ~ ~ . ~  =. a as* -..twmm 
m n m b d ~ ~  d .at n-ll uld d d r  group withnut M a g  our- 
ad-a - acrrm.ly. 

G l a e s d  gaming, near game & s i ~ a a ,  inatrrubnm and as 
Idormation daparrmatU cantaim~qp prcat mmrc. of k r -  
matlon on armlam, ta&s, aircraft, shipa, uclpm. m d  
lulh7ma. 

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

The ev.t d ms w..t 
1aa r+= 1tid8g 
Lnul#vUle. Kentneky 40W 

La s c r e w  de la straaagia 
zb3as I)&= 

a - t y m n   WOO^.. MIA -010 

Black Dmath 
465 Woodlad HUls  
PhfLaaslphh, Mlms. 39330 

R.ich=awhr &r Wshrmachl 
2105 J B M S ~  DrLm 
S t  Louis. Missouri 631% 

Obcrkmrm* ujmcv.st 
6 t lydrhmat Dri- 
Wmbamr Gwnm,Mo. 64119 

21 Pa==er Dlvlslon 
6 2  Bdcon Road 
Lldngabo.  PI. 1. 07039 

Club OiPsr* Y B ~ L O U ~  W s  d campatu+ m r ~ u l i m r u o s  d 
D m  g m s ,  davslopmsnt of w B a r n s  m d  urr(r&sm. 
a d  general dlacuesbns. 

Q: If a Unit uses twounconnected roads 
in i t s  move, may it carry over uncom- 
pleted fract ions of road moves f rom 
one move to another? 
A: Yes 

Ow conatihhrm i s  c m n p l c k  a d  dtsr. m a y  bnsflrs  m 
ila mambara, we r r c  pl;*mnhg a anrgarniog cewembn 
m st Luis. WE canduct mmurnmm br prissa.  

Tom B a ~ a  B -- -- -- -- -- 
R:  If a l l  the cities in a minor country 

G i r l ~  Ibcal aargamarm a cbwm to impros. thelr Metical 
shUl and crpa'd m u r  aphs=s ot isflmnca. fall on the turn  i t  i s  f i r s t  violated, does 

the violater still lose  2 f ac to r s?  
A: No 

Aduammrr taa t *cardxu m gamsm w n  lvlr)l icUwing 
gm-.: Midway. Bulga. M. Wlqprad ,  D-Day. Bls- 
W c k .  1uUnmd md Euadd~wal. 

''Orgamsadar 1- B -m for ow and all. Idivraual h 
hmr-club ~hUYnwe ~ c r c p t e d  or k p r  om flls mtU h a y  
C M  be =cccp%d. 

Gattag a g a h r  mn weakads,  b ~ l d i w  maenwe ,  playlq 
r a a r g a - m ,  and rcnu l ly  -# ua=pamm.. E X :  Bani4 
d Britaln - 61-L 1956. 

CamUla.. N.Y. 13041 

The Id1nvPFmvn 
98-15 &,..&dl, Blvd. 
F1u.hing. N. Y. 11368 

FOOTBALL STRATEGY 
AvUa* Hill 
1405 hburg'aaad 
Calumbus. C4.P 

lat  SS h r m m v p c r a  A h y  
1785 18th Strsmt 
CuyahogaUd~lr. O b  44229 

T h r ~ h  
1611 3 r d  AVB- 
Albbm. mmsyl*aaa  

h r i c l n  Armqmddq. 
41 g2armddc Dli- 
Camphill, Pmn- 17011. 

P. 0. W. 
a, aeo, R.D. a 
Sayre, h a .  18840 

U n i t 4  warpamcrm of Amcricr 
3200 McGrrwck 
hns l soo .  Texas 

Gsswpo 
1x06 Graemb~iar 
A711ngtoq T e r ~  76010 

(hLd4n *=dm 
7815 Brlmss Drlvm 
A - a ,  V(rpfnln 

Mark Ely 10 .......... Mnra - m y  to the Avalon HIU C - p y .  

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

Tmururn~ntrn, - frlc&hipm. p r m t b n .  Orr high.r 
.ad.. In.I@hrn c m  as- .traPSw. Uf Lq A h .  < d l  92.- 
46171. 

ka%o T. Adarns 

Jim cachr- 

raaald Oram- 

Mask D m 1  

Greg Urn 

k t  Joharon 

EgclKw mmpatl tan ( a d  k t  ~ w ~ r f d ] ;  iricndly but 
adr ,,,ern; Uhlp 1ricnd.hip. 

A E ~ . C  hLt  clvb wlth opprfWicy L r  r-id dv-sment 
playing othsr clubs and membmrs W mafl or hca-b-face.  

A - u h d  h a r d  d Pa. arlrgamsrm wb0.m oaly g o d  i s  m 
improw w a r g a m i w  by the hs~morshlp d nabna l ,  ~ b r n  
murnarmnt.. h m h r m h i p  Is  f l m t  and m - r a a a a ~ a i q .  

We a r e  lmrmmr I. M. L. WE arc dc-cratk. Poh t r  d 
p"ssLbly C L B ~  a?. aa.arda4 =r ~ . r ' a  c d  T0wmarn .a~  
Lf fr.. p f h m * .  

Le Mans  A dom.1~ ~OOrdhnmd plmup 01. -=Lor WVBrgamarm whkh 
ar.  a h l t m d  to Lhm c l n b o n l ~  dtsr they  have p r m  tbmm- 
aslve* B Y ~ . . ~ Y  * < t k h ~ ~ . .  

N-lr kr-d. 4.t g m w b g  club. wlth sduram%, stram- 
BY Md ~ p r c a a l - . . .  

Q .  May a car attempting to make a pi t  
stop drive through other unoccupied 
p i t s  in order to reach his  own? 
A. Yes, but the incoming c a r  may 
never "pass-through" cars already in 
the pi ts  that m a y b e  blocking this route. 
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Whflers - Contest #23 OPPONENTS WANTED ADVERTISE MEN^ - -  

Again, a s  in ~ o n t e  s t  # 22, the re  Please print or type your advfftiscment on t& swes provided beIow;.maximuin , 

were more perfect  en t r ies  than pr izes  (including your name and address) 35 words p e r d  
available. The following were  drawn p c 

a t  random from the 155 perfect entries. 
The 1, 100 near -misses  blew their 
chances when they failed to pick out the 

1 2 3 4 s 8 7 
.I 

two battles that $re not b&es. Still 
others stumbled on tricky Guadalcanal 8 9 1 0  11 12 1 S '-1 4 
battle situations. Better luck next - 5 

time. ~ e a n w h i i e ,  f r ee  gift certificates 
have been sen t  to those who were  not I S  1 6  17 18 I B  20 81 
deceived. 

I.. Kevin Kelly, Kansas City, Mo. 22 23 24 25 28 27 28 
2. Fred Ring. Ruaselville. Ark. - 
3. Pe ter  D. Summer III. Birming- 

ham, Ala. 29 90 31 82 33 34 35 WOSDS 

4. Charles Hoch, St. Francis Col- hll ads pre inserted as a bee service to fun-vear subscribers. O ~ Y  one ad per * 
lsge, San Diego, Calif. subscriber per issue is allowed. Ads will not be repeat4 from issue to h e ,  

5 .  Klaas Tadema 111, Hou8 ton, Tex. 
6. Mark Weite, Little Neck. N.Y. h o w w ~ ,  subscribers may re-submit the same ad, or new ads, for each succeeding 
7, Charles Em Johnson, ~ i ~ ~ ~ l ~ ,  is". Ads received after the 15th of the month preceding pubbtion will appear 

Neb. 
8. Dr. Paul Bushman, Baltimore, 

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

Wisc. 
10. Omar DeWitt, Williamsville, N.Y. 

Don't forget to vpte on what a r e  the 
three best  a r t ic les  of this i s sue . .  . re- 
cord your votes w h e r e  provided on the 
Contest Entry blank. 

Subscriber Discount.. . 
The Coupon shownbelow i s  for the Lene- 
fit of the full-year subscriber.  As soon 
as you have accumulated 4 such ctlsr- 

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 i t  works 

E2ch 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 c l i p  
them a l l  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 
f o r  $1.00 l e a s  than theusual  retail value 
of the game. 

SAVE THIS COUPON 
GOODTOWARDTHEPURCHASE 

OF ALL AVALON HILL 
PRODUCTS 

in the following ime. N o  ads will be accepted d s s  ~ r i n t d  on. this form. 

CONTEST 24 the r e sea rch  and de'sign department. 
The contestants who submit the 

"most asnsiblelf plans will be awarded ' 
Check off the "methcds" you f ee l  $6. 00 gift certificates. Ent r ies  must 

would best  serve in the in teres ts  of be postmarked no l a t e r  than ~ ~ r f i  10, 
ending the war. Then - in 50 words o r  1968. Entrants may submit copies or 
l e s s  - state reasons  for your strategy photostats - one to a subscriber,  bdy. 
and what you think the enemy's  reac- All entrants  must list what they.  
tion would be. personally feel  are the three best  a r t i -  

Winners will be selected on the bas is  cles in this issue.  This selection has' 
of objectivity, clari ty of purpose and no bearing on the contest results ,  but 
feasibility at the discret ion of an im- ent r ies  llot containing this information 
partial judging tribunal of members of will be voided. 
r - - - - - - - - - - - - - - -  - - - -A  - 
i E ~ G A L A ~ O N :  
, (Check one o r  more) ' [3 Step up aerial bombardment of rna- 
I jor cities. 
1 a A complete blockade of a l l  enemy 

supply ports. 
I Destroy all enemy supply by: 

I - Conventional aer ia l  bombard- 
ment. 

I - Guided Mia sile s 

I - Nuclear Weapons 

1 All-out invasion of N. Vietnam. 

I Unleash nuclear attack on selected 

I mili tary targets  - give 24 hour 

I warning. ' 
I (Your Plan) 

, ,. 
DE-ESCALATION: - .  
(Check one or more) 

Maintain current  mil i tary policy - 
hope for wearing down of enemy. 
Continue with "Gradualismlo but &- 
gin slow withdrawal of U. S. Troope. 

A ? .  

Go to conference table at any co6t. 

Force  ultimatum f rom U. N. - abide 
by any subsequent U. N. decision. 

Pull  out altogether - le t  Vietnamese 
fight it out  among themselves. 

(Your Plan) 

I Headlines of 3 Best Articles: Name 

I Address 

I City 

I State 
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IN REVIEW: Christopher Wagner (at left) with editorid st& reviews hal prototype 
m i o n  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 avajlable bth on newstand and thru 
subwription, Box 11-187, LoudonviUe, New York 12211. 

for the Defense 
by Z/Lt. Kenneth L. Benton 

While much has been written on the 
use of a r m o r  in the "blitzkrieg" o r  
"panzerblitzl' operations, very  l i t t le  
has been said about the use of a r m o r  in 
retrograde sifmations. 

By applying certain maxims of the 
US Army Armor School to such games 
a s  Bulge, Blitzkrieg, Stalingrad and 
D-Day, we can co r r ec t  many of the 
fatal a r m o r  e r r o r s  committed whenone 
i s  forced over to the defensive. 

F i r s t  of all,  armor or mechanized 
units are capable of conducting two 
types of defensive operations. They a r e  
the mobile and the area .  The mobile 
defense is the most preferable, and i s  
where you place a majority of your 
forces in reserve .  The a r e a  i s  a stat ic  

Club Registration I W t  $ay: face-m-faea,  only 0 PBM, only a Both 

~ l l  clubs are  urged to regis*? with due@ (if  any) are: 3. Age Limitatifins: 
Avdon Hill. A complete roster wil l  bt 
published in the next issue with supple- 
manta1 listing8 addad in e a c h  eubse- 
quent aditbn.  Prerequisite in the 
registration of b o n d ~ d e  clubs i s  the 
information requested below. There Is 
no registration deadl~ne. However, it 
will be to each club's advantage to 
regieter as arrly as poesibla. The 
only absolute requirement ie the listing 
of names and addresees of three club 
officars and the affidavit that there are 
at  least  6 persons with m a m b a r e b i p  in 
the eaid club. 

Club Name 

Mailing Addre ah 

W e :  a are  a 3.0 not accepting ntw members.  

We: 0 conduct 0 do got conduct tournamante between other clubs. 

We publieh a newslcttarlmagazine entitled 

for $ published every 

We: a would a would n ~ t  be interested in traveling to attaod a 

gaming conference. 

W e  feel  that our club offers the benefits of: 

(50 words or l tge )  

Officer's Names  I AFFIDAVIT: Current m e m h r s h i p  i n  now pcrnone. 

(An officer's signature) 

defense where all of your units are 
committed to denying the enemy access  
to certain te r ra in  features.  

As can be readily seen, the a r e a  de- 
fense i s  best suited to infantry units, 
while a rmor  unita 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- 
fenaive? In most  instances players 
leave their armor doctrine smoldering 
in the burnt out tank hulls of their de-  
stroyed a rmor  unita. 

But a player who i s  a rmor  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 mus t  choose a plan. There a re  
usually two: Y o u  can ei ther  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 f la t  out run. You 
turn vour exhaust to the enemy and 
head back for Borne easi ly defendable 
piece of terrain,  leaving the enemy have 
everything in between. 

The other choice i s  the delay. This 
i s  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, a s  put out by the Armor School 
a t  FoxtKnox, you can make your armor 
units the most  effective defensive units 
of the board. 

First, make maximum use of " ten-  
tral ized control- -dec entralized action. '' 
In short ,  don't put a l l  of your armored  
eggs in one basket that can be easi ly 
isolated or by passed. Keep them 
spread  aut, but with enough power to 
deal effective defensive blows. 

Second, and a s  every wargamer 
knowa, make maximum use of te r ra in  
features. But remember  to leave your- 
self with good routes of withdrawal. 

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

Because of the ever-increasing n u m -  
ber  of Opponents Wanted ads received 
each month we will be forced to stickto 
the requirements {see caption page 13) 
that al l  ads must be submitted on the 
form printed on that page. No photc- 
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. P lease  specify Opponents 
Wanted Form. 
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The Infiltrator's Report 

Recently, NEWS WEEK Magazine r e -  
ported on "games executives play. " The 
latest  fad in games i s  CLUG. It takes 
b hours t o  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 i t  only costs  $125.00. 
So you thought Avalon Hill prices were 
high. 

CLUG, an acronym for  Community 
Land Use Game, i s  the Iatest  addition 
to the growing l i s t  of models designed 
to simulate complex, real-life problems. 
Down a t  the Pentagon, the w a r  i s  being 
plotted by strategists  playing AGILE- 
COIN, a highly sophisticated simulation 
of guerilla warfare in Southeast Asia. 

The P r i ce  Waterhouse people play 
MERGER-ACQUISITION which tell 6 

them whether o r  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 Iearn  how to allocate their 
promotional dollars  by playing ADMAN. 
To play a l l  of these "toys" i t  helps if 
you happen to have an IBM 1 130 in your 
den. 

The ve ry  f i r s t  elected "Wargamer 
af the Month," i s  Petty Officer James  
R. Long as reported by luPanzerfaust 

break down h o s e  heavy a rmor  stacks 
by using centralized control--decen- 
tralized action. Make him chase you, 
let him split his stacks in vain attempts 
53 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 o r  f a s t  as to forget  
about the fourth principle, which i s  to 
maintain contact with the enemy. If 
you don't maintain contact, the enemy 
can isolate you. But don't le t  yourself 
become decisively engaged. 

That is the fifth principle, and pe r -  
haps the most  important of a11 concern- 
ing defensive operations with a rmor  
units. Never d l o w  them to become 
decisively engaged. Once thus engaged, 
the tank i s  usually fighting a los ing  bat- 
tle. He has lost  his movement and h is  
further ability to  c a r r y  out the priaci- 
ples of the delay. 

Remember, the armored  unit i s  an 
offensive weapon, and if the enemy can 
decisively engage you in a defensive 
battle, youmight a s  well begin the game 
by turning in all your a rmored  units for 
infantry and not worrying about it. 
Z/Lt. Kenneth L. Benton, E. 203 Mis- 
sion #24. Spokane, Wash. $9202. 

Magazine" (Box 280, RD#2, Sayre, 
Penna . )  Long's home is  Linglestown, 
Penna. (a little geographic nepotism 
here)  but i s  currently servingaboardthe 
Ca r r i e r  Shangri-La. A complete des- 
cription, plus many other features in-  
cluding news of a merger between "The 
Tank. of M. I. T.  , and "Panzerfaustii 
makes the lat ter  an informative war game 
and sports magazine. - 

A 39 page "magazine. ' 1  making i t  the 
la rges t  of i t s  kind amongwargame pub- 
lications, has  been received f rom the 
Spartans. While i t s  title page i s  miss-  
ing, there  a r e  plenty of goodies con- 
tained there-  in. . . a t  l ea s t  what you can 
read of i t s  mimeographed pages. Car-  
toons, perfect plans, editorials, not to 
mention a sketch of Hans K r u g e r  suit- 
able fo r  framing, adorn this factual 
'zine. Look fo r  a big purge developing 
within the Spartans. . . 

Save your confederate money, the 
South shall r i s e  again. On the r i s e ,  at 
leas t ,  is the amount of new pamphlets 
on the subject now available from: 
Super intendent of Documents, Washing- 
ton, D. C. To get them on Antietam, 
Chickamauga, Fo r t  Sumter , Bull Run, 
Pe te r  sburg, Shiloh and Vicksburg, 
send just 25$ to the D.C. address, 

-- 
Aggressor Homeland, or whatf s left 

of it, i s  being bombarded f roma l l  mides. 
Latest  brickabats a r e  found in "Das 
Schwarze Korpe,ll brand new house 
organ for  the 4th SS, (16 Oliver Street ,  
Hartford. Conn. ). According to their  
editorial policy, their magazine twill 
devote half to factual propoganda direct-  
ed against enemies of the 4th SS. . . l f  

So you can  imagine what they have print- 
ed aboutarch-enernie Aggressor Home- 
land. A feature in this  magazine i s  the 
listing of a "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 t o  unfold the playing board 

Brian Libby, once a prominent f ig -  
ure  in the advancement of wargaming, 
has  announcedhia " r e t i ~ e r n e n t ' ~  in "The 
Stormtrooper" (38 Sanger Avenue, 
Waterville, Maine 0490 1 .  ) Now a stu- 
dent a t  Johns Hopkins U . ,  Libby may 
very  well be working in secre t  with 
Hopkins' Dr .  James Coleman who has 
been working there  on a r e sea rch  grant 
involving games as instructional aids to 
secondary level education. 

"Graphic Aids to Blitzkriegt1 in the 
Nov. -Dec. issue failed to indicate 
the (t) plus sign8 in the equations. 

m e  equations should read: 
S = (A-B) + (C-D) o r S  (A+C) - (BtD)  
S - total supply factors needed 
A = total attack factors onboard I-FTRS) 
B = a i r c r a f t  factors on board (+FTRS) 
C = attack factors in dese r t  
D 5 total defense factors of BRKTH 

Language i s  no b a r r i e r  when i t  comes 
to playing wargames.  Witness a case  
in point. Dwight Eisenhower, when 
President ,  s ta r ted  an organization known 
a s  Person- to-Person in Kansas City. 
By sending this outfit your name and 
a l i s t  of hobbies, they would furnish 
names of three  foreigners of like in- 
t e r e s t s .  Our correspondent, Robert S. 
Brenner,  did better  than that..  .he r e -  
ceived the names of a Major in the Indian 
Army, a Corporal inthe Brazilian Army, 
and a sec re t a ry  (female) in jolly old 
England. M r .  Brenner,  naturally, saw 
to i t  that w e  dispatched a D-Day game 
to the la t te r  (gad, a blossoming romance 
over a soak-off). Mr.  Brenner a l so  
intended to engage the Indian and Bra- 
zilian i n  Play-By-Mail but, a s  yet, a 
suitable die-roll resolution system had 
not been worked out. (AHIKS take note). 
The rea l  problem was in the fact that 
the Brazilian Corporal  did not have that  
grea t  a command of the English langu- 
age. Undaunted, Brenner paid  a n  Ango- 
l ian  student $55.00 to  translate the ruIes 
into Portugese.  What Brenner does not 
rea l ize  i s  that he will probably be en- 
gaging the Brazilian General Staff pius 
the Corporal. Maybe there ' s  some sig- 
nificance in the fact that we have just 
received a rush  order  for  AH games 
f rom Mrs .  Fr ide l l  of the Brazilian Em- 
bassy  in Wash., D. C . ,  for overseas 
delivery. Words of encouragement can 
be sent to Brenner a t  h is  suite 304, 300 
E. Lancaster  Avenue, Wynnswood, Pa. 
19096 address, 

According t o  a survey taken by Jared 
Johnson, Chamblee, Georgia, Chess i s  
not considered a s  interesting a s  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 i s  to find out why Air  
Empire  was a lemon.. . . 

Subscribers were in general  agree-  
ment over the excellence of al l  a r t ic les  
found in the Jan-Feb i ssue  of this maga- 
zine. The top five, in the closest  race 
of a l l ,  were  led by Ralph W. Schulz's 
"Victory With Superior Fo rces ,  ' I  follow- 
ed by Ba r ry  K, Branch ' s  "Thinksmall, " 

the Frankwicz-Brundage se r i e s  com- 
pleting "Principles of  War. '' Thomas 
Webster 's  tfReally Big Red, l 1  and Jared 
Johnson' m "Order Out of P B M  Chaos. 
A five-spot  ha^ been sent to the above. 

According to our "Surveyu eliciting 
comments on the editorial makeup of 
th is  magazine (Jan-Feb issue),  resu l t s  
showed an overwhelming vote of confi- 
dence was due our magazine editors. 
Only two catsgoris  s produced negative 

.responses: the "Dealer List ingsf1 and 
"Articles on Non-AH games. Many 
thanka to the r eade r s  who took the t ime 
to send u s  their opinions. 




