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COVER STORY:

Midway Revisited -
How One Man’s

Decision
Brought
Victory 27 Years Ago

Twenty-seven vears ago last month, the battle
for supremecy of the Pacific was decided — the
fate of which rested squarely on the shoulders of
Baltimorean C. Wade McClusky, Rear-Admiral
U.S. Navy (Ret.)

It is the rare conflict that is decided by the
decision of one man, But the battle of Midway,
more than any other important engagement, went
in favor of the out-numbered U.S. Forces when
McClusky, *...decided to stay on course 315
degrees until 12:00 o’clock, then turn northeast-
wardly before making a final decision to termi-
nate the hunt and return to the Enterprise. Call it
fate, luck, or what have you, because at 11:55 1
spied a lone Jap cruiser scurrying under full
power to the northeast.”

Concluding that the cruiser was a liaison ship
between the occupation forces and the striking
force, McClusky altered his course to that of the
enemy cruiser. At 12:05, he spied the Japanese
striking force.

The rest is history. Had McClusky gone off in
a different direction, as did all the other search
groups, the enemy would never have been
spotted. Consequently, they would havé rendez-
voused in force, annihilated the U.S. Navy,
occupied Midway Island and, as a result, been
able to have maintained control of the Pacific
Ocean for who knows how long.

As historians recall, McClusky’s decision paved
the way for the destruction in detail of the
enemy forces before they were able to unite in
strength,

(Continued on page 3)
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The dvalon Hill Philosophy—Part 16

The Time/Motion Study

The following report has been prepared by Mr.
James F. Dunnigan, Research Director-at-Large, in
an attempt to define what it takes to make a
good, popular and widely purchased Avalon Hill-
type game. The basis of this report is a series of
time/motion studies recently conducted by Mr.
Dunnigan and his associates on eleven AH-tvpe
games.

Only seven of these AH-type games have
actually been published; the remaining four are in
prototype stage and not available for observation
outside of their use during the time/motion
study. We call particular attention to the
“ITALY" game which is not to be confused with

one that got away" and, as such, is being
compared to the latter game in a controlled test
now being conducted by selected members from
our consumer-test-panel  group. From  this
ANZIO/ITALY experiment the AH design depart-
ment hopes to gather additional information into
the pros and cons of battle game design. Mean-
while, we present the following report which, we
hasten (o add, represent the opinions of Mr.
Dunnigan’s group in their entirety. We include it
in our Philosophy because it happens to be an
unbiased viewpoint that considers areas other
than mere design of the games themselves. Our
capsule comments appear in italics:

YANZIO." The former can be construed as “'the

SET UP TIME MOVE GAME Average Number of Units
GAME Scratch  Semi TIME LENGTH Start Middle End
Blitzkrieg 25m 10m 7-15m 1-2 days see note, about 100
Afrika Korps 10m 5m 4-8m 2-4 hrs 23 40 40
Bulge 25m 15m 510m 36 hrs 65 80 85
Stalingrad 7m 5m 3-8m 2-4 hrs 102 90 85
Jutland

w/sweep 45m 45m (sb) 3m 2-8 days -

w/o sweep 15m 10m (bb) 12m 2-8 days - - -
1914 35m 20m 7-16m 3-8 hrs 120 133 130
Anzio

| 40m 15m 510m 24 hrs 64 60 70

I 50m 20m 6-10m  6-12 hrs 26+ 70+ 70+

1l 70m 35M 816m 26 days 42+ 90+ 100+
Italy

Strategic 10m 5m 510m .51 hr 33 30 28

Tactical 20m 10m 510m 12 hrs 14 20 21

Combined 20m 10m 8-156m 13 hrs 60 62 60

Strategic 20m 10m 6-12m  1-2 hrs 33 37 35

Tactical 20m 10m 8-16m  1-3 hrs 14 26 32

Simulation 20m 10m 10-20m 2-4 hrs 60 66 70
Luftwaffe 15m 5m 4-8m .51 hr 60 55 50
Tannenberg 25m 15m 7-12m  1-3 hrs 81 100 110
Russian Front

Barbarossa 10m 8m 4-8m 515 hrs 56 48 40

Stalingrad 10m 8m 4-8m 1-2 hrs 53 48 52

Citadel 10m 8m 4-8m 1-2 hrs 57 50 45

Berlin 10m 8m 4-8m .5-2 hrs 7 60 55

NOTES: In the first column, GAME, unless otherwise noted, refers to the intermediate version which is
most played (eg-Standard Game in 1914, etc.). Under SET UP TIME there are two columns. The
“Scratch” column refers to set up with counters not partially sorted. That is, after the previous game
the counters were simply thrown into their trays. The "semi” set up refers to the habit of many
experienced players to either partially sort counters after a game and/or to mark on the back of them
data which will aid in setting up the game. TIME is in minutes and is an average for an "average player”
who knows his way around AH games. The MOVE TIME isalso an average, for both players. Some players
often take their time in some games, although the above times are for players who have settled down to
“play” and not procras tinate. The GAME LENGTH is the average time it takes to complete a game. Many
of the long games are never “finished" as one player usually concedes before the game is officially over.
This has been taken into account. A “day” equals 10-12 hours. The AVERAGE NUMBER OF UNITS refersto
the average number of unit counters on the board at the specified times. In some games it is difficult to
compute an average. For example, in Blitzkrieg and Italy the use of breakdown counters may vary. The
same is true for Anzio and, to a more limited extent, 1914, Blitzkrieg is the most difficult. Records
kept on 17 games indicate that a “rough’ average is about 100 counters. It varies from player to player.
For ltaly we assume almost total breakdown of units in certain versions of the game. The high number
has been given. For Anzio we have given the low number. In 1914 it hardly matters as only landwehr
units may be broken down. Luftwaffe poses another problem because of the various OB’s available. An
“average” in the truest sense of the word has been given. Players may choose OB’s with the number of
counters they can best handle.



PAGE 3

WHAT MAKES A GOOD GAME?

Based on data collected over the past few years
| have come to the tentative conclusion that
three elements go into making a ""good’” game:

1 — Marketing Elements — This includes a

“hot"" title as well as effective packaging. For

example, things being what they are (unfortu-

nately) the more you see of such people as the

German SS in a game the better chance the

game has of being a “hit".

2 — Situational Elements — The key word here

is “inbalance”. That is, does one side have a

large advantage in the beginning of the game

which is offset by a later advantage in the
game for the other side. This subject will be
covered in greater detail later. But an excellent
example of the above “imbalance” is BULGE.

3 — Mechanical Elements — The Time/Motion

Chart covered that in detail. Put simply, the

easier and “faster’” the mechanics of play the

better game you'll have.

Perhaps a mention here should be made of
“inter-player competition.”" Since lack of this
element is the reason 99% of free-lance games are
refected, we consider this too important an
element to leave out at this point. We're sure that
omission of it here is quite accidental . . . it’s like
the story of how Phil Rizzuto and Chris Shenkle
could not agree on who was the greatest Yankee
Rightfielder of them all; Roger Maris or Charlie
Keller. When someone inadvertently brought up
the name, Babe Ruth, there was stunned silence
for 30 seconds.

The most important element in a good game is
“inter-player competition.” While it goes without
saying that a battle game inherently contains
inter-player competition, certain games have
much more of it than others. For example;
Jutland has very little inter-player competition;
the search and battle procedures by-and-large
result from chance rather than outguessing the
opponent. For the Confederate player, Gettys-
burg is more a battle against time than against
the Union player. Chancellorsville’s demise as a
game is chiefly due to emphasis placed on time

COVER STORY

{Continued from page 1)

What most historians are not aware of is that
McClusky is given credit for sinking four Japanese
Carriers (according to official Naval historian
Morrison) when, by his own admission, he was so
shot up during his return from his initial attack
upon the Kaga and Akagi that he was dispatched
to sick-bay for the duration of the battle. Even
s0, his value to the cause was immeasurable.

Where is he today? Rear Admiral McClusky is
still working in defense of his country. The
modest hero is involved with the National Civil
Defense agency between trying to figure out how
to duplicate his real-life feat in the game of
Midway. McClusky’s eye-witness account appears
in the Battle Manual that is published with the
board game.

You only have to play the game once to learn
of the great, almost unsurmountable challenge,
that faced C. Wade McClusky and the U.S. Forces
that 4th of June 1942 day.

rather than on strategic competition. Afrika
Korps and Stalingrad are such hits because the
chance elements are minimal; every move is
predicated by moves of the opponent, When the
designer begins introducing a myriad of chance
elements is when he begins walking that thin line
between a good, fast competitive game, and one
that bogs down in mechanics.

| have approached the problem of spotting a
“hot”" title from an “engineering’ point of view.
That is, the situation has been analyzed as a
complete “system’”. Seen in this light a game may
appear to be a "hit"” while in fact it did not
reach its full potential because of a flaw in one
of the above three areas. Other games, of course,
bombed because of across the board failure in
two or three areas. | would like to discuss the
above three areas in detail, as well as covering
selected AH and non-AH games in light of the
data examined.

MARKETING MAKES SALES,
NOT GAMES

Obviously, the first step in choosing a new title
is the selection of the subject for the game. This,
as we all know, has been handled quite compe-
tently by AH. Yet as a whole the marketing
program has not been a resonding success. Most
of the fault can be traced to the design of the
games produced. After this a game may continue
to sell “"well” but data available to me shows that
a game spoiled by poor design will also sell below
its full potential. This can be determined by
reviewing the figures for the most “popular’” and
most “played”” games.

% LIKING % PLAYING PACKAGING

GAME MOST MOST INDEX
Blitzkrieg 17.4% 13.2% 1.34
BULGE 13.8% 15.8 1.16
Stalingrad  11.9 13.7 .59
Afrika Korps 11.3 15.8 1.56
JUTLAND 10 4.5 .45

The higher the packaging index the greater the
number of people who have purchased the indi-
cated game as their first AH game over the years.
What is plainly obvious from the above chart is
that some games have not lived up to the high
quality of their marketing and situational ele-
ments with regard to their play mechanics. On
the other hand, some games ({such as Afrika
Korps) seems to have used their excellent play
mechanics to increase overall sales.

The most important lesson to be learned from
all this is that excellent marketing work (with
regard to title and subject) can be either en-
hanced or hurt by the design of the game.

Substantiating Mr. Dunnigan’s remark here is
an industry axiom; “It's better to publish a bad
game with a great title than a great game with a
bad title.”" Of course, the panacea is to publish a
great game ‘with a great title. Let’s see how
Dunnigan proposes to accomplish this:

A BAD SITUATION OFTEN
PRODUCES A BAD DESIGN

Of course, a bad design job can be produced
even with a good situation. But first, we must
determine exactly what we mean by ''situation.”
A game subject must present, in order to provide
a good “‘designable’ situation, two things. First,
the subject must be narrowed down to provide a
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manageable game situation (JUTLAND and 1914
were a bit remiss in this area). If the situation is
allowed to remain too large you will have too
many counters on the board for two players to
handle. Secondly, and more importantly, the
situation must present a “situational inbalance.”
That is, one side must have an advantage. One
side must be on the offensive. The other side,
however, must also have an advantage later in the
game (such as a higher replacement rate or larger
reinforcements). The longer this inbalance is
maintained during the game (without, of course,
threatening to bring about a rapid victory for one
side) the more interesting the game will be. The
game may be as long as an interesting state of
inbalance lasts. Usually, however, the game
should be kept as short as possible (less than an
hour) so that more games may be played rather
than just one long one. It's easier, | have found,
to design a good short game than to produce a
long interesting one. Usually, a long game is that
way simply because of too much “‘dead” (not
connected to resolving the inbalance) motion.
Many “optional” rules tend to be “dead.”

Obtaining a good situation is best done
through the designer, who can experiment with
the subject and, hopefully, extract the optimum
situation.

WHAT MAKES A GAME

You might say that people play AH games for
three reasons. First, the subject interests them.
Secondly, they enjoy playing the games. Thirdly,
the games are there, they are available to the
potential player. The weakest link in this chain
thus far has been the second. Some games are
hard to enjoy. The rules are sometimes difficult
to follow. Often the games are too long (at least
for the amount of inbalance involved) or contain
too many counters for the players to easily
handle. The time and motion studies | have
conducted on various games has pinpointed weak
spots in various games and has resulted in a list
of design “do’s”” and “‘don’ts”:

1. SET UP TIME FOR A GAME SHOULD
NEVER EXCEED 20 MINUTES — In other
words, the total number of counters in the game
should never exceed 200. Number of game
components should be kept to an absolute mini-
mum consistent with ease of play. You should
also pass along in the game rules any ideas which
will aid in setting up the game (such as keeping
counters separated). Additional components can
also aid set up, such as facsimiles of the map-
board showing starting position of units. You
could also put this data on the mapboard itself.
Counters should be interchangeable. Unit designa-
tions enhance the game, but they should not bog
down the set up procedure.

2. TIME REQUIRED FOR EACH MOVE
SHOULD NOT EXCEED 10 MINUTES — You
should never have more than 20 counters (or
stacks) per side on the board. Granted, some
players can easily handle more, but some can't
even handle 20. The point is that too many
counters befuddle the player. He can't resolve the
“puzzle” aspect of the game (that is, the “inbal-
ance’’) if there are more units on the board than
he can handle. Also, the board itself should be as
“clean” as possible. A few ambiguous features on
the board (is that a road sguare?) only slow
down the game. Although the game moves should
be short, the designer should cram as much
“action’’ as possible into each one. Any “dead”
motions in a move should be eliminated. This is
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the designer’s job, he has to pull all the pieces
together and make it all work.

3. EACH GAME SHOULD NOT EXCEED
ONE HOUR — The chief reason for this is that |
have found it exceedingly difficult to sustain a
state of interesting inbalance for more than an
hour. There should, of course, be as few moves as
possible. Six to twelve is about right. Players, |
have found, really dig being able to play many
short games rather than one long one. There are
exceptions, of course, but game variations can be
included to satisfy this.

The majority of subscribers may disagree with
Mr. Dunnigan’s remark regarding shortening of
the play. However, Mr. Dunnigan is quite right in
this premise when it comes to mass-sales. True,
the great AH fanatics love nothing better than to
sit down to an S-hour game. But the larger
segment of the game-playing public desires the
game to be minimal in time length.

The above points do not tell the entire story.
There are numerous other details which bear,
directly and indirectly, on this subject. However,
they are best explored in person, or as they arise.

CAPSULE EVALUATION OF
SELECTED AH STYLE GAMES

BLITZKRIEG — This is not really a game but
rather a “‘hot' title married to an amateur game
designer’s kit. Mechanically it makes many mis-
takes. Too many counters (although their inter-
changeability lessens the adverse affect on set up
time) plus the easy resolution of the game's
inbalance often makes for poor “games.” On the
other hand player's can do just about anything
they want with the game. What you have, in
effect, is a game that is enjoyed more than it is
played. This “kit"" aspect of the game makes it
pretty much of a “one of a kind” although it
may be possible to do something with that idea.
It will take considerably more research and work
to come up with anything concrete. For the
present, it sells well so why knock a good thing?
AFRIKA KORPS — If this game suffers from
anything, it is that it is TOO simple. But at the
same time this simplicity is its chief asset. This
simplicity makes it obviously the best ‘‘first
game’" of the entire line. Redesign of this game
would have added more variation in optional
games while leaving the game's intrinsic simplicity
intact.

BATTLE OF THE BULGE — The game is too
long. The “balance’” of the game usually shifts
decisively between the 8th and 12th turn. At this
point the game should end. Set up time could
have been shortened by using divisional counters
plus interchangeable sub divisional counters. A
new combat system could have allowed an obvi-
ous decision to be reached by the 12th turn. The
game is played as much as AK yet it is liked
more. One might conclude that more sales could
have been achieved with a mechanically more
“clean” game.

STALINGRAD — Although a bit more popular
than Afrika Korps, it is “most played” by 16%
fewer people. There are two reasons for this.
One, the game is too long and, secondly, the
“inbalance’ of the game is usually destroyed by
the sixth move. The game has many good points,
of course. But its shortcomings certainly don't
help it.

JUTLAND — The game is too long, for one
thing. The battle procedure is too cumbersome.
Most of this stems from the use of 2" ship
counters and off the board maneuver. Still, the
inclusion of some battle situations involving small
numbers of ships would have “cleaned up” the
game considerably. The game is more modified
“tabletop’’ than AH.

1914 — World War | is one of those few
situations which are extremely difficult to turn
into good games. Too many units (even after
paring down thru consolidation there are still
close to 100) and too small a front make it an
intrinsically static situation. One possible solu-
tion: make a board including only Belgium and
the area up to Paris while ignoring the rest of the
front ‘a la the East Front Rule.

ANZIO — Biggest mistake was the 448 counters.
This error alone just about doubles the set up
time. Largest contributing error; the need for
EXACT placement of individual units. That is,
each unit must be identified exactly when setting
up the game. A minor error is not giving exact
location for set up units. Few people know
enough ltalian geography to find all those one-
horse towns. Most of the games are also too long.
Balance disappears (as it does in most all other
games) quite soon. As for the game as a whole,
only time will tell.

HISTORICAL REALISM
AND AUTHENTICITY

This sort of thing is essential for the AH type
game. | feel that it is best provided by the
inclusion of historical data in the battle manual
(or some similar method). By doing this you
needn’t let the need for Historical Realism etc.
interfere with the design of the game. Including
this data (plus a bibliography) gives you a defense
against nuts who doubt (often with good reason
from what |'ve seen) things you have included in
the game. | prefer this method primarily because,
as | have said, it allows me to keep the need for
“realism” out of the design of the game.

Thus endeth the gospel reading for today. The
facetiousness of this remark notwithstanding, we
are grateful to Dunnigan and associates for their
time spent on formulating this report. Take it
from us, a great amount of what is found in his
report is gospel according to what goes on in the
game industry. Add to this treatise what we
know to be true regarding game preferences and
voila, we've arrived at another cross-roads in the
philosophy of game publishing. Actually, we're a
couple of blocks down the street as owners of
ANZIO will testify. ANZIO represents a sort of
reversal in the trend toward complexity. While it
is possible to play a long, drawn out version its
mini-versions satisfy the desires of many adher-
ents to shortening of the play of battle games.

Let’s face it; there is relatively little glamour lo
the title of ANZIO ielf (we have long since
exhausted the glamour titles) thus for the game
to have enduring interest it will have to survive
on the merits of its design alone.

We are committing ourselves in this direction.
We fully anticipate publishing battle titles in the
future along the design-lines so aptly spelled out
for us by James F. Dunnigan — considered to be
the foremost expert in the area of historical game
research and design.

As usual we welcome your comments.
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Club
of the
Month

“In view of the situation on campuses all over
the nation it is easy to see why students of St.
Johns University rose to protect it from the same
cancer which has infected other colleges. The St.
Johns Military Strategy Club would like to affirm
the principles of law, order and justice”. .. went
Damian Housman’s reply to the Long Island Press
regarding a student lockout over support of
ROTC. Housman is president of the St. Johns
University Military Strategy Club which, name to
the contrary, believes in more than just playing
military games. Housman received notoriety in his
club’s support of the YAF (Young Americans for
Freedom) who were locked out by university
officials after they demonstrated in support of
ROTC without obtaining permission to so demon-
strate. Such an interesting group is certainly
worthy of report in this, the third in our series
on wargame clubs. As told to us by Damian
Housman himself. . .

‘“We began in October, 1968. Several PBM
opponents got their heads together and decided
that a University would provide the best environ-
ment for a wargame club. The people who were
there at the start were Damian Housman (presi-
dent), John Ford (Vice Pres.), John Hudson of
New Bern, N.C., Rick Mooney of Friendswood,
Tex., and Richard Sidorsky (Recruiting Officer).

“It was conceded that most of the experienced
talent would be found outside the University, and
so we decided to allow non-students to join.
Because of school regulations prohibiting non-
students from joining school organizations, we
found that we had to create a separate organiza-
tion for them: the Military Strategy Confedera-
tion.

“Elections were held for the Club in Novem-
ber, and for the Confederation in February of
1969. Fortunately, the officers elected to both
coincided and so a major problem was avoided.
The officers are: Damian Housman, President:
John Ford, Vice Pres.; Robert Cuervo, Secretary;
William Fornaro, Treasurer; Tony Morale, Editor
of D-ELIM, which is the organization's news-
letter. (This is an appointed post); and Richard
Sidorsky, Recruiting Officer.

“While wargaming forms an important part of
the club (the most important part), we felt that
since we were to be a part of the University
Community, we must give members an opportuni-
ty to develop their knowledge of warfare along
scholarly lines. We encourage disagreement both
at meetings and in the magazine on controversial
subjects such as the Volunteer Army, the ABM
system, the question of ROTC in the school, etc.
We also encourage members to go to military
science classes given by the ROTC instructors at
no cost to those attending. While we are not
actually connected with the ROTC program at
our school, our faculty moderator is Capt. Gris-
ham, U.S. Army, and instructor in military
Science at St. John's University. Capt. Grisham
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earned a Purple Heart among other awards while
in Viet-Nam.

‘“When a member of this organization makes
any statement on military life, you should listen
closely. Of all organizations of this type, we have
the highest percentage of men who are former
servicemen, men on active duty, and men on
reserve duty of some kind. It is believed that over
half of our members have been in the service.

“All is not quiet on the campus front. Our
members are both liberals and conservatives.
However, the conservatives far outnumber the
liberals, as might be expected. Most members
who actually attend the University are also
members of the conservative Young Americans
For Freedom, and a few are officers of both. The
campus leftists, on April 25, demonstrated against
the ROTC program. YAF officers (all members of

... Anzio Without Really

Believe it or not, Game | Anzio offers great
promise as a classic Avalon Hill wargame. Both
sides have immense potential that cannot be
overlooked. In this article, 1 will deal with each
side, delving into some of the little tricks that I
have used to stomp opponents into the dark,
deep, Italian mud.

The Germans

The initial placement of German troops will
have a lot to do with the chances of German
victory. The player that loses great amounts of
men, no matter what the cost to the Allies, will
surely lose the game. Below is a set-up worthy of
consideration:

Unit Position
1027 U-41
Jerl 14 0-47
305 M-49
65 K-52
4 H-47
HuD44 H-47
334 G-46
Lehr/309 E-46
1028 R-44
94 M-49
71 K-51
715m H-49
5 H-47
2 G-46
362 G-46

This defense offers a minimum of German units
to the rampaging Allied offensive, yet covers
everything coverable. It is quite useless to try and
cover either of the extreme flanks, since there is
no terrain to aid the defense. It is much less
costly to allow the inevitable 7-1’s and then fall
back to the defense positions left. This defense
keeps the bulk of the German forces at Anzio,
where they cannot possibly be cut off by big
advances, and are opposed by no more than eight
divisions anyway. Everywhere along the front
odds better than 1-1 have been made impossible
against major units. Advances in the center of

the SJUMSC) were part of a planned counter-
demonstration which pulled in over 1200 stu-
dents in favor of ROTC as compared with only
150 leftists. When YAF was thrown off campus
(illegally) by the administration, the SJUMSC
called a news conference to let the world know
what the real story was.

“On the wargaming front, we now have PBM
games going with many outside groups and
individuals. When a person joins our group, he
must fill out an ability rating sheet. We take the
member on his word as they have nothing to do
with rank in the club, but assist in assigning
games. A member would merely defeat his own
purpose by over-rating himself.

“We have also initiated a policy which we hope
catches on with the general wargaming world. We
have printed up what we call a “Certificate of

by Geoff K. Burkman

more than 1 square are not obtainable, since High
Appenines block the way. The 71 division makes
sure that the Allies will probably not be able to
cut Route 87, the only escape route available to
15PG. With the above defense, and average or
even better than average luck for the Allies, the
German will be left with a considerable force
with which to set up defensive lines. After that,
the game will boil down to attrition.

AH made a big mistake when it came to losing
factors. Adroit use of their ruling, by stacking
units properly will considerably lessen German
losses. Take for example the stack of units on
H-47 in the above set-up. A result of ¥ D elim
will mean that the German must lose seven
defense factors. If HuD44 and 5 are removed, a
total of eight factors, the 5 division will be able
to return to battle immediately. Thus, losses to
the German were actually only five factors. Your
2-4-8’s and 1-2-8’s are extremely valuable when
stacked alone, since when they have to lose half,
they are also immediately replaceable. Here is
another example where the German can get
something for nothing. When 5 division is stacked
with any 3-5, and the stack must lose % its
factors, don’'t remove the 3-5 and accumulate
one. Lose everything and accumulate four, then
bring both units immediately from the dead pile.
Net effect: O casualties!

Lastly, a few words of advice. The German
must always take advantage of the terrain. Use
every line of defense available. Don’t leave a
position unless it means your units will be
surrounded. Although counterattack is generally
unadvised, if you can get away with it, more
power to you. The German player must stall as
long as possible, yielding slowly, taking every
Allied unit he can down with him. Adroit use of
mountains behind rivers, impassable lakes, and
High Appenines will allow the German to keep
most of his line free of 3-1 or better attacks. The
Allied player will be forced to rely on luck and

THE GENERAL

Surrender.” This includes all needed specifics of a
game, and is to be signed by the loser. With
general adoption of this plan, we will have
eliminated the practice of overstating the number
of victories and understating the number of
defeats.

“The SJUMSC was among the groups which
play-tested the B&O/C&O0O game for the Avalon
Hill Company, and made some suggestions per-
taining to the game itself and to its marketing.”

If not the largest, the SJUMSC certainly
appears to be among the soundest of wargame
organizations. Inquiries into membership should
be directed to: Damian Housman, St. John's
University Military Strategy Club, Grand Central
& Utopia Parkways, Jamaica, New York 11432,

Trying

time-consuming flanking maneuvers to roll back
your line.
The Allies

On the first turn, the Allied player has one
objective: Kill. Kill or cut off as many German
units as possible while you have that Ist turn
surprise. Wherever odds of 3-1 or better are
allowed, take them. A few well-placed advances
may mean the game. A powerful pincer move-
ment aimed from the mainland and beachhead at
Frosinone may pay off in the isolation of several
divisions.

As the game proceeds, the Allied player will
find it extremely difficult to obtain good odds in
his attacks. Don't fret. Attack at 1-2, the best
odds on the table. Losses are minimum, no more
than % of the defender, which means half of
your attacking forces. And you can rub out ' of
the defender if you hit it right. But I-1’s and
2-1’s still pay off, even if they are costly.
Remember, the German has many defense lines
between him and the Gothic Line, and you've
only got a few months to break all of them. So
attack, attack, attack; never letting up the pres-
sure. Sooner or later he will crack.

One nasty trick the Allied player can use to
good effect is to try and sneak by the German
lines. He does this by making a 1-3 attack against
units where he can retreat past them behind the
German lines at minimum cost. If this plan meets
with righteous indignation, as it often - does,
simply pile up units behind the 1-3 so that you
have no choice but to retreat towards German
lines. You can always rationalize the situation by
saying that your troops are sneaking past German
troops in an offensive much like the German
invasions of France.

That’s about it. The Allied player must count
heavily upon having some kind of luck in rolling
the die. He must also have a lot of guis and
courage. Cheating also helps.

Geoff K. Burkman
715 Myrtle Avenue
Terrace Park, Ohio 45174
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The Professional Blitzkrieg

by Ist Lt. Peter [. Menconi

War is not a game. In life, it is a serious,
scientific application of force to achieve an
objective. To do justice to the realism of war
simulators such as Blitzkrieg, the individual player
must exercise some of the care and planning used
by the real-life general. Mostl defeats are caused
by a haphazard, thoughtless utilization of troops;
as a soldier, / shouldnot want to take orders in
combat from the average wargamer.

As my first step to organize a new game, I
cover the board with an adhesive-backed clear
plastic. This enables me to acually write on the
board with colored grease pencils (important in
the planning portion of a turn). After punching
out the counters, [ take the cardboard holders
and glue them into manila folders, then arrange
each side’s starting line-up into piles of armor,
infantry, etc. 1 then place them into the folder
starting with the 1st Armor in the upper left
corner, laying them in order until I run out of
the starting line-up counters. Each turn’s series of
reinforcements are then placed in the folder.
Substitute counters are arranged by type and
number in the right half of the holder. So much
for initial organization.

I play only PBM with all rules (except possibly
weather). As Blue, you should get Ull, Ml14,
X27, V20, EE25, BB31 and EE34 on Turn 1.
Strategically and nuclearly (?) bomb cities NN33,
JI38, 0040, 1146 and/or NN48-9 depending
upon how Red has indicated where will be his
main advance. AsRed, you should have VV25,
WW32, VVv42, UU37, 1146, JI38, 0040 and
NN33 on Turn 1. Targets for air attacks (the
object of which, by the way, is to deny air bases
to the enemy on turn 2) are HH31. EE34, BB31
and/for V33.

Practice as much deception as possible in your
initial set-up. For example, the troops assigned to
take MI14 can be split between 112, D8 and G4,
which makes them look like garrison forces
instead of invaders. Forces for VV42 can start at
3F45. A good example is deployment for X27.
The forces for this city I split between S25, V33

and P29 with the garrisons for these cities even
deeper inside Blue territory. When the time to
move comes, the strike appears to come from out
of nowhere — units nearest to X27 attack BB3l
instead, while the units apparently tied down
inside Blue move into position to support of-
fenses in either II or III Corps areas (OK — I
Corps is the desert area, II Corps contains NN33,

I Corps is south and west of Pinsky). The whole
idea is to de-emphasize the magnitude of the
attack so to lull your opponent into a corre-
spondingly small effort.

Units At Sea are also helpful in deception. If
Red sticks them in A, Blue will worry about
trouble on the north and west coasts and possibly
divert badly needed units to stationary positions
in coast cities. Red, meanwhile, can use the
sea-based troops to attack VV25, thus utilizing
his units twice. Both sides should use tactical air
against “backwash” cities (M14, X27, VV23,
WW32) thus thrusting ground units ahead to
permanently secure forward territory.

Do not be afraid to use substitute counters for
air units. Spread SAC especially between three or
four cities. I usually place only 9 — 10 air factors
in any one city (e.g., 5SAC & 4FTR or 2SAC,
4MDM, 4FTR). Remember always that a nuclear
attack will wipe out all non-FTR air units in a
city.

The use of nuclear weapons necessitates some
modifications to the usual troop arrangements.
Never put big stacks in cities: especially stacks of
“prime” units (para, rngr, arty) because this
situation just begs for attack. When on the
offensive, insure that your after-attack advances
do not leave any tempting targets. Also avoid
placing valuable troops on road junctions or any
terrain feature the enemy may wish to block. As
the attacker, never waste your nukes. Use every
one you get because they will not accumulate;
but choose your targets with care — hit cities the
enemy may want to use, but do not hit one you
will want in the next turn. Nukes are especially
good against empty road squares — they delay
the enemy advance while vou prepare a suitable
welcome for him.

Books have been written on the subject of
attack and defense, but here are a few notes on
Blitzkrieg application. For the attack, never use
1-1 and 2-1 aftacks unless you are desperate. Pick
a strategic square (it need be only square in an
entire defensive line to cause evacuation of the
entire line) and get a 4-1 or 3-1 surrounded on
this one square. If you can get more than one
square, so much the better. Use the after-combat
advances to consolidate your positions. Wherever
possible, end an advance with your units adjacent
to enemy forces — thus forcing him to attack in

return. Insure that you leave enough factors
spread out behind your spearhead to prevent the
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enemy use of paratroops in his counter-attack.
When presented with a “point” instead of linear
defense (a good example is a Red defense of
0040 with Red units on 0040, 0041, PP41 — this
set-up often results after Blue cracks a linear
defense to the east of the city), attempt to cut
off the defending units — surround them. If he
counter-attacks (and you know he will), you can
maintain the isolation by a careful routing of
your retreats. Unless he is extremely fortunate —
or you have left an opening — your opponent’s
forces will be eliminated for supply at the start
of your next turn (remember to nutralize the city
as a supply source by placing a unijt adjacent to
it).

On defense, remember all the advice given to
attackers and prepare counter-measures. Place-
ment of several infantry brigades (1-4) behind a
line will prevent paradrops. For example, if Red
stands on a line between HH31 and the moun-
tains in II Corps, he can prevent effective
landings within five squares of his line using only
seven factors (at 1134, KK32, KK34, LL29,
MM31, 0030, NN33). Blue’s only landing zones
(LZ’s) are therefore far behind the lines or in the
middle of woods or mountains — and immobi-
lized upon landing. Back up the line with arty or
armoured divisions on every other square: this
prevents encmy advance through the line for
more than one square. Also place units in front
of your line along avenues of approach. A
two-factor brigade about two squares down the
road from your line will reduce or eliminate the
strength of an enemy attack upon your main line
since he must use 10 — 14 factors to open a path
for attack in the same turn.

When you decide you want “x™ factors on a
square (for attack or defense), utilize the units
which must use the greatest amount of their
movement rate to reach the square (e.g.. if Blue
is planning a strike against UU37, he would pull
infantry from HH31 instead of NN33). Thus
(especially in the first opening moves), you waste
the minimum amount of movement and will save
forward units for the “way-out front’dashes so
characteristic of the Blitz.

Finally, when you've finished planning the
move — go away! Wash your hands, kiss your
wife, run around the block, but get the game out
of your mind. Then come back and decide if you
still think your ideas are good ones. Check and
recheck your planned advances. Then record on
the Pbm sheet and spot check your recordings.
(Whenever I move a unit, I give it a 90 degree
clockwise turn — turning the unmoved units
when I've finished moving — then turn them back
when they are recorded.) After this, start with
battle No. 1 and actually move your units in the
most likely results of the battles; stand back and
look at your final dispositions as your opponent
will look at them with his counter-attack in
mind. Last step: check the boxes, circles and
CTD & stocks on the back side (I forgot a circle
once, and so I lost a bunch of arty needlessly).

Work?! Yes, definitely it is work. Painstaking
attention to detail, however, will result in greater
precision, fewer mistakes and much faster, victori-
ous games. Most important of all, the general
level of competence in wargamers will take a
much-needed step upward.

Peter 1. Menconi

st Lt. Fa

United States Army

HHB, 3d Bn, 80th Field
Artillery (FA), APO 09175
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Survey -- Si?

by R. C. Giberson

I hope the title didn’t scare you away from
reading the article. Surveys have appeared before
in the GENERAL, would you believe three times
since issue Vol. 3 No. 67 They have not been
immensely popular judging from the Gift Certifi-
cates received. However, this one will be an
exception. This survey concerns what articles
have won Gift Certificates or what should you
write to win one. For obvious reasons the period
covered is Vol. 3, No. 6 through Vol. 5 No. 6.
You may recall that with great fanfare the
GENERAL boasted (Vol. 3 No. 5) that you
would be “paid” for your articles but not
exactly. Actually your peers would vote and gift
certificates would be awarded. Also at the end of
each year special awards were to be made in
selected categories. The former was done, the
latter has not been. Not that 1 blame them, it is
easier to count ballots than make subjective
decisions.

For what help it might be, to would-be
authors, consider the following facts since Gift
Certificates have been given-up to and including
Vol. 5 No. 6.

Total number of signed articles 147

Total number of authors 107

Total number of gift certificates 61%
#*Plus Vol. 4 No. 2 which wasn’t published — at
least 1 couldn’t find it. 1 do know that I won
one in that issue.

Frequently appearing authors are J. Johnson
8/6, M. Brundage et. al. 7/6, R. Giberson 6/2, G.
Burkam 3/2. 8/6 means 8 articles, 6 “wins™. 20
authors had two articles published. Seven of them
have 2/2 records, five of them have 2/! records.
There were 26 authors with 1/1 records.

What do the authors write and what should
vou write? Consult the following Table. Columns

C and E are the ones to note. Col. C gives the

Ttelative position of winning articles. Thus if a

given type of article, when it won, always won
1st place it would have a value of 1.0. From this
it is seen that Strategy (of a general type) is the
most popular, with Game Variants ahead of
Game Plans. Col. E measures the relative winning
frequency. If a given type of article appears % of
the time and wins ¥ of the time it would have a
value of 1.000. Again Strategy is the best, Humor
a strong second, with Game Plans ahead of Game
Variants. The Strategy column might be assumed
biased since it contains all of M. Brundage et. al.
articles and wins. If we put him in a class by
himself (which he is!) then the Strategy figures
still hold their leading position with Col. C 2.6
and Col. E 1.489.

I'm sure the GENERAL does not want to
receive a great influx of Strategic Humor as a
result of this survey. They already get enough of
that down in their own catacombs. Remember
also that a pre-selection has taken place by the
editors maybe youwr article is in the circular file.

Now lest you think it too simple, let me point
out that obtaining a Gift Certificate in a given
issue is also very much a function of the
competition. In addition, to a greater extent than
I'm sure AH would like to admit it must depend
on the contest. By their own admission only 10
per cent “voted” on Vol. 5 No. 6 (the Baseball
Contest) — why we vote better than that in
government elections. Did you agree with the 10
per cent?

Well good luck on your writing attempts and

VOTE for SURVEY — §i?
R. C. Giberson

1422 Agnes

Richland, Washington 99352.

SURVEY OF ARTICLES WINNING GIFT CERTIFICATES

TYPE F w A
Game Plans 43 18 41.9
Game Variants 33 13 394
Strategy* 20 14 70.0
Other** 20 4 20.0
Humor 12 7 58.3
PBM 9 2 222
Historical 6 2 33.3
Survey 3 1 333
Sport Game 1 — 0.0
TOTAL 147 61 41.5

B C D E
29.5° 32 29.3 1.007
21.3. 29 224 0.951
23.0 24 13.6 1.691

6.6 3.3 13.6 0.485
11.5 3.4 8.2 1.402

33 5.0 6.1 0.541

33 5.0 4.1 0.805

0.800

1.6 40 20
dim e O

#The first two classes are articles dealing with specific games. This category is articles of a general nature.

#¥] couldn’t decide where these go. The author assumes no responsibility for the accuracy of the above

Table nor for total agreement on the classifications made and assignments there to.

A W/Fx 100 E B/D
B W/61 x 100 F
C  Discussed in Text

D F[147 x 100

To correct an erroneous inference by Mr. Giberson, winning authors are judged solely by contest rules
— not just “to a greater extent.” It is true that “pre-selection” takes place. But once the articles have
been selected, the readers determine 100% who are to receive gift certificates for the five best articles.
And as to certain authors appearing more frequently than others, with us it is the egg that came first: in
the early stages of the magazine we noted that certain authors were receiving kudos more regularly than
others. Naturally we encouraged a continued relationship with such authors and while not every article
from such a person is published, we do give such manuscripts considerable scrutiny (before flicking them

into the circular file.)

Frequency of article of given classification.
W  Number of Gift Certificates in each classification.
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Waterloo
Rivers

by Naomi Goldwasser

All too often, in the game of Waterloo, I have
seen PAA give up a valuable river position when,
with a little imagination, the player had victory
in his grasp. Similarly 1 have seen the French
player give up what could very well have been a
successful assault. This article is designed to
clarify some of the more basic principles of
Waterloo Rivers. .. they are different from the
rivers in the other AH games... they are much
more complex; and, consequently, much more
interesting.

D
RE g/‘/\z’_ zg l,_, 44 /G?
A->
R—>
Cc-=
L=
RLUE

CASE I:

Blue attacks a single unit on B3 from C3 and
C4. It is clear that in most cases this unit will be
either a 6 or smaller since otherwise odds of 3-1
could not be obtained. Now let’s assume the field
is carried, should Blue advance? Basic principles
would indicate an advance which would leave
units on C3 and C4 thus forcing Red to take two
soak-offs. However, in the game of Waterloo,
soaks are very inexpensive and the unit advanced
to B3 would be surrounded from B2 and B4. If
more than one unit is advanced the counter-at-
tack will probably also include units on A2. Red
should plan his attack so that there is at most
one survivor left on B3 in the event of a multiple
unit advance . . . this is very important (and even
worth the risk of an exchange) since the single
unit cannot both engage Red on A2 and break
the riverline against Red on B2 and B4. The
conclusion is obvious: Blue should not advance
after combat, which brings us to the next
problem:

Why should Red defend the river at all? Since
Blue will not advance beyond C3 and C4 why
risk a D-Elim on a small unit placed on B3? In
short, if you can’t get a 7 there (or a six to
tempt an unfavorable exchange) don’t defend at
all . .. the unique properties of Waterloo Rivers
preclude an immediate advance anyhow. Of
course if Blue comes up to the river at C3 and
C4 he invites a counter-attack ...when Red
survivors will be doubled on defense next turn.



THE GENERAL

However, Red may not chose to counter-attack if
there are no “small’” Blue units to get a piece of.
So let’s assume there are no small units and Red
falls back to Al and A3. When Blue attacks he
will have no small units for soaks, furthermore
any retreated soaks will be eliminated. Hence
Blue must attack along the river, which just
postpones the problem...or Blue can take the
deliberate loss by attacking without available
soaks . . . taking great care to bring up reinforce-
ments to C3 and C4 which will include smaller
units for use as soaks in the next turn ... which,
as you can see, will be a replay of the turn just
past...only Blue is certain to have suf-
fered . . .in short if Blue wants the river at this
point he has got to be prepared to pay the price.
Whether or not he is willing to do so or whether
or not Red choses to defend on the river or one
square back will largely depend on their available
local strength and objectives...which must be
decided as of the moment...otherwise these
games could be played by computer and we
could all go back to Chess and Go.

CASE II:

How about the defense of square B4. Here,
clearly, Blue can get 3-1 odds on anything except
an 8. So unless Red is fishing for an exchange
again there is no point in defending the square,
unless, of course, the only thing Blue has in the
neighborhood are halt, lame, and blind. Now let’s
assume Red defends from B3 and A4. Blue may
not be willing to attack these squares for reasons
seen in Case | although he may choose to do so,
bring troops into the unopposed square C5. Blue
should not bring anyone small into C5 as it
tempts a counter-attack (again, remember the
spooky soak-off rule employed in Waterloo). If
Blue brings only large units to C5 and does not
attack from C4 and B5 he has bought an
interesting ball of wax if Red retreats to B3, A3
and A4. Blue again faces the sticky problem of a
soak with a major unit ... which will be elimi-
nated by retreat . .. and, assuming the advance of
only two major units the survivor would be
blitzed in the counter-attack which is certain to
follow. If Red allows it Blue may be willing to
pay this price in order to bring up small unit
strength to C5 to break the river line on both
sides and contend with Red on A3 and leave at
least one survivor to shield the next group of
reinforcements to C5! (Meaning Blue must be
prepared to commit at least three minor units).

Summary:

Red should ponder carefully whether the river
line is best defended from the river or one square
behind it...his available strength may be the
major determinant. In planning his attack Blue
should realize that he is going to run the risk that
an aggressive Red will charge him at least two
major units for the price of crossing the
river . . . Blue must, once the battle is joined,
fully commit himself by constantly bringing
reinforcements up to the river; and Blue must be
willing to invert his usual train of thought and
use major units across the river to screen minor
units moving up to it!

Your tactics will be largely determined by your
strategical design ...just how important is this
river to hold or take and just how willing are you
to accept the loses of crossing or holding?

Naomi Goldwasser
245 E. 81st Street
New York, N.Y. 10028

The

PAGE 8

Mathematics of the CRT --
Part |

by William J.M. Gilbert

“The Soak-off,” for those who are not aware
of this terminology, is the practiced art of
sacrificing your weakest units against heavy odds
to obtain better odds in a battle involving your
strongest forces. Sometimes this becomes a mal-
practiced art. Gilbert tells you how to distinguish
between the good and the bad . . .

What is the least expensive soak-off available?
In the games of W-Loo and Bulge this is
frequently a specialized problem, but any of the
games using the standard CRT would find the
following figures applicable. Each cell in this
table gives the expected loss to the attacker
multiplied by six. For instance if a § attacks a 14
at 1-3 the probability is A-Elim is 1/3 so the
expected loss is 5X 1/3 or 1 2/3 which, when
multiplied by six, gives a tabular entry of 10.
This is done only to make the table easier to read
and print. For the purpose of this discussion odds
of 1-2 or greater are not properly being con-
sidered as “soak-offs” — although they most
certainly do have a role in soak-off thinking.

(Defending units across top, attackers on side).

5 2.8 9 1 H©
2 4 § € &8 & 110
3 X 6 § & 8 9 9
¥ ¥ x X8 B8 & 3

13 14 35 16 17 18 19

212 12 12 15 15 15 X

4 12 12 12 12 16 i6 16

5 10 10 10 15 15 15 15

6 12 12 12 12 12 13 18

T % £ 13 4 18 13 19
20 21 22 23 24

3 ¥ ¥ £ % X

4 16 20 20 20 20

5 15 20 20 20 20

6 18 18 18 18 18

7 14 14 21 21 21

These numbers, when divided by six, will give
what you can be expected to suffer in losses per
attack of course on any one attack either
you are going to lose the entire unit or nothing
at all, but in the long run the results will be quite
accurate ... and quite inexorable!

Some interesting conclusions can be drawn.

For instance against a defending 9 soaking off
with a 3 is a better proposition than with either a
2 or a 4; however against a 10 either a 2 ora 4 is
better and against a 12 the four is the best of all.
Similarly a § is the best attack of all against
either a 13, 14, or 15 and otherwise it doesn’t
seem to make much difference if you use a 3, 4,
or 6!

Summary: These tables will be of use as
follows:

(I) You will be able to make up your mind
more quickly as to which is the best soak-off;
and frequently alternate choices are equivalent or
nearly so...so there need be no great sweat in
coming to a decision.

(II) Many factors can be saved. Take a sample
case: Let us assume that 12 times during the
course of a game you must soak-off against a 12.
If you always did it with 2’s your expected loss
will be 20 factors if you had used 4%
instead you would have lost only 16 factors.

(III) Strategical considerations will always af-
fect tactical decisions. For instance, if the de-
fender is 15 and you have no 5 available the
costs in using a 3, 4, or 6 are identical. However,
your strategical concept may dictate that you
cannot afford the loss of a six on this turn or, if
looking ahead one turn, you expect to be soaking
off against a 12 you may not be willing to risk
the sacrifice of your only available 4 in the
neighborhood.

Similarly, especially in S-grad, a 7 soaking off
against a doubled 7-104 is not only the best
proposition from a cost standpoint; but, if
promptly replaced, is able to get back into the
swing of things much more quickly (in fact this is
one, albeit costly, way of transferring Panzers
from one theater to the other).

(IV) Finally, the table should be partially
ignored if the survival of the unit is more
important than the cost. For instance if CCCP is
soaking-off against a German 11 botha 2 and a 5
will show a net cost factor of 10, but Russians
would be out of their minds to use a 2 (aside
from the fact that they are worth their weight in
gold elsewhere) if they were short of troops to
maintain the line because the 2 has only one
chance in six of surviving whereas the 5 has four
chances in six.

William J.M. Gilbert
125 Christopher St.
New York, N.Y. 10014
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A Philosophy of PBM

by Richard Shalvoy

Subscribers of this magazine are familiar with
the name Richard Shalvoy. In his article he
chastises the “dog-eat-dog attitude, win at any
cost spirit” that pervades the art of wargaming.
“It seems impossible to play someone who won't
take advantage of any mistake you make,” he
laments. On the face of it, ijsnt this what
competition is all about: the ability of one player
to capitalize on his opponent’s mistakes. How-
ever, Shalvoy sees the situation in a different
light especially regarding Play-by-Mail.

In the Nov-Dec 1968 General, was an article
that 1 noted with great interest — a statement on
handling of PBM errors, “PBM Mistakes-Rulings.”
Like many other persons, I had made a variety of
mistakes in PBM games and have seen these errors
handled in a number of different manners most
of which were governed by the interests of the
attacker in winning the game and often led to an
carly end of the game in an exchange of
unfriendly letters. In this article I hoped to find
an unbiased and logical method of resolving
errors that would ingratiate not embitter those
playing the game. I was sadly disappointed in this
respect. Many of the decisions were arbitrary and
weighted to punish an innocent opponent, which
is not in the best interests of wargaming. The fact
is that most players view an opponent’s error as
an opportunity to make beating him easier and
try to take as much advantage of the mistake as
possible. In a series of premises below, I will
present a different point of view and emonstrate
its interpretation by a critique of the above-
mentioned article.

There are essentially three ideas in my system
that you should be willing to accept as a mature
wargamer. First — PBM should duplicate Face-to-
Face (ftf) games as well as possible and to
improve on ftf whenever possible. Second —
Victory in PBM should be brought about through
“skillful use of troops and a minimum of luck (of
course the chance element should not be exclud-
ed, that would be completely unrealistic, but I
feel it is taken into account fairly well in the

CRT). Third — an opponent is not an enemy,
who is to be defeated by any means possible, but
a fellow wargamer, who you can respect and with
whom you should feel a spirit of camaraderie.
The essential derivative of these statements is that
an opponent’s error should not necessarily be

used to defeat him, but should be corrected
before play is continued, more often then not, by
the opponent, but if by you, in a fair and
unbiased manner which will help to further a
spirit of friendly and relaxed competition. If you
accept my arguments, you are ready to escape
much of the pettiness and bitter feelings that occur
without fail between less mature warriors.

A few comments that apply to a number of
situations should first be mentioned. Section
1—the OB and Section—3 the attacks are both
sources of information as to the opponent’s
intentions and neither is an absolute reference.
Except for the case of Situation 9 as mentioned
in the above-mentioned article, never alter your
opponent’s attacks, Sec. 3. Doing this causes
more problems and injustices than any other. If
you cannot fairly resolve the problem, send the
turn back for correction (sttb in the rest of the
article).

The Situations discussed below correspond to
those in the article in the Nov. General, “PBM
Mistakes-Rulings”. In most, you will note that
my solution and that of the article will differ
greatly and that the one described in the article
will go against the premises I discussed earlier.
Compare the two solutions; decide which one
you would prefer, if you made the mistake, and
the feelings that would be developed if you
received a letter from your opponent who had
corrected your turn using each system. Also in
viewing the results, visualize a game of move-
ment, such as Bulge or Stalingrad.

1 agree with the handling of Sit. 59, 11, 12,
14, 16, 17, and 18. They are treated fairly and in
an unbiased manner, which should generate a
minimum of ill feelings.

Sit. 1: The ease of making this error and the
effects of resolving it is simplistically as in the
article are evident in an example. You are the
Russians, you fail to note the position of a unit
previously in X-19 that you move to Minsk. Will
your opponent’s reply slaughtering the unit in its
old position and capturing Minsk and Smolensk
by running through the resulting hole in your
lines cause you to turn cartwheels of joy? Don’t
you believe it! My proposal is that if a logical
position is evident for the unit (as above) place it
there, if no position is obvious—sttb (see above).
Remember, you aren’t trying to beat your oppo-
nent through his errors, but through your skill as
a wargamer.

Sit. 2: If the OB doesn’t tell you where to put
the unit, but Sec. 3 does and the move is legal,
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then place the unit in the designated square and
play from there. Simple, yet fair.

Sit. 3: Since we have said that Sec. 3 is never
altered by the receiver, see if switching the units
on the OB is legal (and if the odds of the battle
are correctly computed). If the odds are ok, and
the switch on the OB is legal, make it and resolve
combat; if a switch on Sec. 3 is needed to correct
the odds of each battle do so and resolve combat.
If neither of these is possible—sttb.

Sit. 4: Also applicable to Sit. 5. If the unit’s
line of march is evident and it is not in a battle
line or in an attack, reduce the unit’s advance to
a legal amount. If it is actively engaged in defense
or offense, you had better sttb or you may have
an angry opponent on your hands.

Sit. 6: This error is very hard to resolve
independently. If the unit cannot move due to
zones of control and returning it to the initial
position does not lay open his front, make the
correction, otherwise, sttb.

Sit. 7: Remove the weakest units from the
stack and place them a square to the rear, where
they may neither attack or be attacked. If the
units are in battle or if the above is not possible,
stth.

Sit. 8: The governing factor here is Sec. 3.
Handle as in Sit. 3—check odds, legality of
changing the OB positions, and if ok make the
corrections, if not and/or if you are unsure of
what the attackers intentions are—sttb.

Sit. 10: Same as No. 8. To be safe, it is best to
sttb.

Sit. 13: If the attack is obvious from the OB
and seems logical (might you make it in his
position), use the first emergency stock and
resolve combat, not advancing units and retreat-
ing your units as you feel best. If this is not
clear, stth.

Sit. 15: Remember that your opponent is an
honorable man — he should be to play by these
rules. If you can get the results to your battles
using the original CTD, send a clipping and
continue; if not choose a new CTD and use the
results from this. If it happens too often, how-
ever, try using a CTD a day later or suspect your
opponent as not being the man you thought he
was.

Sit. 19: Send the correct interpretation, void
any attacks on the incorrect turn, sttb and
continue from there.

Sit. 20: Use AH as the arbiter if time allows. If
not, choose a mutually respected player and have
each player send his point of view to him and
agree to accept his decision.

This series of reviews forms a relatively com-
plete set of means for handling mistakes. A spirit
of chivalry has been evident. The goal prevading
my system has been to improve the mood of
many wargames, that is, that your opponent is
out to beat you by any means possible and that
if you slip up, may Allah have mercy on your
soul. If you can trust your opponent to be
playing an all-skill game, you will probably be
less hostile to him. Of course, if his errors don’t
cause an ambiguous situation or violate the rules,
then he is bound to suffer the wrath of your
armies. But the overall idea is that he will hate
himself, not you for his ultimate destruction.
Richard Shalvoy
300 Man Dorm
Rm. 307B
RPI
Troy, N.Y. 12181
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Psychoanalysis - Part |l

by Jared Johnson

No. This is not a new Avalon Hill game. It is the
2nd in a series of tests our friend Jared Johnson
likes to conduct during his off-hours from college.
In this case, a scoring system follows so that you
may rate yourself regarding the extent of your
involvement in AH gaming,

1. When you play the side with the disad-
vantage in any game, you do so because: (a) you
want to have an excuse if you lose, (b) it will be a
challenge and an even greater victory if you win,
(c) you have guilt feelings and a subconscious
desire to lose in order to punish yourself, (d) your
opponent won the toss.

2. After you have just had your army annihi-
lated by rolling a six for a 2-1 battle, you: (a) roll
the die again to see what you “might have rolled,”
(b) examine the die carefully for flaws and beveled
comers, (c) throw the die across the room and get
another one, (d) complain about the Combat
Results Table.

3. When playing Midway, you: (a) carelessly
leave your ships moved to the intersection of four
areas so that when your opponent calls out one of
the areas you can easily rationalize saying no to
him by saying to yourself that they aren’t really in
that area, you meant to move them elsewhere, (b)
get a stiff neck from trying to keep from trying to
peer over the boundary to your opponent’s side of
the board, (c) watch your opponent’s arms and
eyes carefully while he is moving his pieces because
that is a fair way to cheat.

4. On the first of every other month you are:
(a) expecting The General, (b) expecting The
General in three weeks.

5. In choosing sides for a game you are: (a)
democratic and agree to toss for sides, (b) authori-
tarian and demand that you get your choice
because it is your game (if it is his game, you are
democratic).

6. When you have learned of a new rule
clarification, you: (a) carefully explain every detail
of it and its implications to your opponent out of
the fairness of your heart, (b) carefully explain
every detail of it and its implications so as to make
sure your opponent has no excuse when you use it
to beat him, (c) tell your opponent in the middle
of the game, only after it is too late.

7. At the start of each game, you: (a) fight
over which way the board is turned, (b) fight over
who sits where, (¢) ask your opponent which side
he wants first, so you can demand the same side
yourself, (d) tell your opponent you know you are
going to lose.

8. When your opponent accidentally moves a
unit too many squares you: (a) ask him since when
does that unit get to move so far, (b) ask him
quietly how that unit got there, so that he has to
retrace the route and admit the mistake himself,
(c) are quick to jump on him and yell, “Cheat!
Cheat!™

9. It is quite distressing when: (a) you
discover that you originally misread the rules and
vou have played fifty games of Midway all wrong,

(b) your baby brother gets ahold of the pieces to
Bulge, Blitzkrieg, and Stalingrad, and mixes them
all up, (¢) your cat has just eaten the 10lst
airbomne division, (d) you have to use 50 combat
factors in Bulge to get decent odds on a punk 4-4-4
unit in a fortress.

10. When you first walk into a room where a
game is being played, you ask: (a) Who’s winning?
(b) Who’s losing?

11. Then you comment further: (a) Looks like
Blue’s had it. (b) Doesn’t look like this game is
going to last much longer. (¢) I'm glad 'm not
playing Blue.

12.  After which: (a) Red gives you a hearty
welcome, (b) Blue ignores you, (¢) you duck, as
Blue hurls the boxtop at you.

13. When you are playing an inferior oppo-
nent, you: (a) give him a chance by making a few
deliberate mistakes, (b) make a game out of seeing
how fast you can beat him or frustrate him to the
point where he wrecks the board, (c) often lose.

14, When the rules state “average playing time
— 2-4 hours” you had best set aside: (a) 2-4 hours,
(b) 8-10 hours, (c) 8-10 days, (d) a long hot
summer.

15. When you have already won one game,
you want to: (a) make it two in a row, (b) quit
while you're ahead.
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16. When you are leaving a game set up
overnight, you: (a) develop insomnia thinking
about it, (b) hope the cat jumps on the board
because you are usually losing, (c) havé a compul-
sive urge to change some of the pieces around
hoping your opponent won’t notice it.

17. The best thing about multi-player (team)
AH games is that: (a) as Supreme Commander, it
gives you a chance to boss everyone else around,
(b) there is always a scapegoat, (c) misery loves
company.

18, The first thing you turn to in the news-
paper each morning is: (a) the funnies, (b) the
editorials, (c) the want ads, (d) the stock market
page to find out the resulis of your last series of
reckless attacks in a PBM game.

Now — let’s see how you made out: score 2 pts
for each (a) answer, 1 pt for each (b) answer,
deduct 1 pt for each (c) answer, and deduct 2 pts
for cach (d) answer.

RESULTS:

0 = you are well adjusted to life; the perfect

opponent.

to+ 15 = you are an aggressive, serious minded

fellow.

to + 30 =you are a typical game nut.

over 30 — you may expect an attempt on your

life within your next three contests.

-1 and below = you are either a friendly,

good-humored and philosophical person or just a

plain lousy player.
Jared Johnson
1548 Rochelle Drive
Chamblee, Georgia 30005

A PBM Alternative

by Raymond K. Witmer

Relating stock market results too cumbersome?

Try this. . . .
Al —1 Bl-6 Cl -5
A2 -2 B2-1 -6
A3 -3 B3-2 (C3-1
Ad -4 B4-3 C4-2
AS5-5 B5-4 C5-3
A6—6 B6 -5 C6—4

To use it, the attacker lists each individual
confrontation (including all attacking and defend-
ing units, odds, location, etc.) numerically in the
order he wants to resolve them. He mails this list
to the defender with a stipulated date on which
both parties are to mail their half of the code
that produces the resulting dice rules.

One party always provides the letter half of
the code and the other always provides the
number half. If three battles are to be fought,
then each player must mail three keys. If the
attacker sent letters A, B, and F for battles I, II,
and III while the defender supplied numbers 2, 5,
and 3 for the individual contests, the result for
battle I is A2, or a dice roll of “2.” For battle II,
the result is BS, or a dice roll of “4.” The third
battle has keys F and 3, so its outcome is F3, or

DI -4 El -3 Fl1-2
DI—~5 E2—-4 F2-3
D3-6 E3-5 F3—4
D4 -1 E4—-6 F4-—5
D5—2 BS—1 F5-—6
D6 -3 E6-2 F6—1

a dice roll of “4.” Note that the numbers and
letters are paired in the exact order given. Neither
player is allowed to arbitrarily pick whatever
combination he chooses.

If you examine the table closely you will
discover that there is no possible way to predict
in advance what will happen when the dice are
“rolled” and that each number has an equal
chance of coming up. This is as close to real dice
rolling as you can come through the mail. While
using stock market prices is good, 1 find my
system better if the individual contestants do not
mind a slightly slower game.

Raymond K. Witmer
224 Lincoln Avenue
Lancaster, Pa. 17603



PAGE 11

ZLette

s —Ufes, We Get Letters

Dear Sir:

From reading some back issues of The General,
| get the impression that the club situation in the
1.5, is far from happy, it is not my place to

Dear Sir,

First of all, | just bought your Anzio game and
| am indeed impressed with it. No doubt about
it, this is 1he best game which you have ever

criticize, but | would suggest that by insisting on
democratic methods you will overcome many of
your problems. One has to temper enthusiasm
with experience, go out to win, but to coin an
old British phase 'Play the game’. | was shocked
to see that some of your advertisers pander to
the very worst instincts, One does not need to
pretend to be a Mazi in order to fight D-Day or
Bulge. This kind of publicity would most certain-
Iy kill any latent interest in wargaming on this
side of the Atlantic. Many of us have bitter
memories of the years between 1939 and 1945,
as of course have many Americans.

| am a relative newcomer to this hobby and
am still trying to find my feet, wargaming can
give one a lifetime of interest and intelligent
relaxation coupled with a wider circle of friends.
We must look to you as leaders in this field,
don't |ot us down,
Michael H. Nethercot
20 Moray Close
Rise Park
Romford, Essex,
England

Dear Sir:

| would like to make some comments on the
General, page by page. First, The Avalon Hill
Philosophy — Part 15, This bit of material was a
complete waste. I'm hardly interested in whether
AH is worried about the sport’s strategy that its
customers are lacking. After a page and a half of
this trash, you finally got to a good topic, the
problem of the perennial loser, and how he
stands in the wargame bit. | am one of those who
has amassed a rather formidable PBM record
{17-3), in a rather short time. It is rather amusing
really, for | totally agree. | have never had such
incompetent FTF players as | have had enemy
PBMers.

Club of the Manth we can do without. A short
% page resume on each club, like the § & T
article on the previous page, is more than enough.

You seem to like the work of Jared Johnson,
but | for one am getting rather sick of his silly
articles. His early articles, like AH Psychoanalysis,
were rather well written, but as of late, are little
more than patchedup messes of “wargame
cliches".

Inverted Schiieffen was an article that would
have been much more appropriate as a “sugges-
tion™ in the Infiltrator’s Report. 3-Player Water-
loo was pure nonsense, something for the teeny-
bopper set of the wargaming circles.

The D-Day article was obviously a space filler;
either that or one for use in a basic game, And
who plays that?

Divide and Conquer was one of the better
articles of the issue. |t was quick to point out the
weakness of Tactics |1; mainly that Red definitely
has an advantage. Maybe that's why | sold my
copy of the game.

1f Heth Had Gone Forward ... almost made it
but not guite, Please try and keep articles of a
historical nature out of the General. Although
they are sometimes interesting, which is very rare
indeed, a wargamer can find better material any
time he wants down at the library. Amateur
historians have no place in your magazine. How-
ever, | do endorse the publication of OoB’s for
various campaigns that are not yet AH games.

Both the combat results article and the PEM
article were mere rehashes of ancient articles, and
neither one was particularly good. Keep these to
a very, very low minimum.

Figure of Merit Fallacy was the only good
article of the |ssue. It combined good ideas with

and I

Lastly, I'd like to comment on the extreme
lateness of the delivery of my copies of the
General. | HATE IT! WHY DO | HAVE TO GET
MY COPY FOUR WEEKS AFTER EVERYONE
ELSE?

Geoff K. Burkman

715 Myrtle Avenue

Terrace Park, Ohio 45174

. contrary to the statement in
the fmnt of the bartle manual, the instructions
are poorly written and hard to understand in
places. | do agree with you though that without
too much trouble cne can decipher the misprints,
mistakes, and omissions. | really did enjoy play-
ing the game from the first time | tried it. Many
thanks for the tremendous effect it must have
cost you to produce the game.

Second, the quality of The General has im-
proved fantastically in the last several issues.
Keep up the good work!

Third, | must teke issue with J.E. Poumelle's
article (The Figure of Merit Fallacy) in the
May-June General. His comments and example of
“costfeffectiveness” are grossly mi i and

the scourge of Morth Africa by mobility and
cunning, despite the overwhelming numerical
forces and consistent inability of Goering to
supply him with the necessary tools for
war. .. like gasoline and ammunition,

Your company seems to have adopted a “Magi-
not Line” concept of warfare. It is outmoded,
unrealistically balanced and totally illogical for
the “‘arm-chair general’’ who craves the challange
of the unequal fight. It's beating the odds that
makes wargaming so interesting,

Secondly, luck has very little to do with the
outcome of a conflict. The political atmosphere
colors the results of battle. France lost Indo
China because General Giap exploited western
indecision at the Geneva “peace talks.”

How extremely tragic was the confrontation of
WW | where nations were “over-treatied” into a
cnn(hr.k that no one wanted. We are in that same

his that Mr. ever |
any such system in the form presented in the
article is, of course, specious, | know this to be
s0, and | am sure that Mr. Pournelle knows this
also. Just why the issue is brought up in the
article is hard to discover; it certainly has no real
ion with the inder of the article.

Following his comments on Mr. MacNamara,
Mr. Pournelle continues, in the vein of his earlier
article on morale, to skim the line between board
games and games with miniatures making sugges-
tions which are at exactly the wrong level of
scale and abstraction for both. For instance, his
comments about breaking units into

position now. For le: if Greece fights
Turkey, which side do we take? |f Bulgaria
attacks Czechoslovakia, what side will the Hus
sians take? And — — — in either case, will one of
them receive unexpected aid from an alien coun-
try, e.g. Russia aiding Greece or the U.S.A. in
Czechoslovakia?

Political situations are a necessary part of
warfare, They affect the troop morale, e.g.
demonstrations against war in New York verses
the 1st Cav. morale at Hamburger Hill. A soldier
wonders why he is fighting. Widespread disillu-
sionment fosters malcontent and finally, if un-
checked, revolt. A prime example was the Rus-

types {anu mnk um:s, infantry, etc.) is fine lmm
an dpoi but pl
negler:ts the fact that such units are almost never
deployed according to such setups. Thus, the
Avalon-Hill system is best after all in that it more

accurately portrays the actual ibilities one

sian  Revol , which got its impetus from
political unrest as well &s military defeats.

It would be to your advantage to include, not
as an option, but as part of the basic rules, the
political side of war. Countries sue for peace
w‘hen thev are unable to ensure the national

would encounter in commanding the army than
the system which he suggests.

Similarly, Mr. Pournelle’s earlier article on
morale suffers from the same type of malady.
Why talk about “morale factors” when each
move is a month or a week? The real type of
factors which produce these changes in individ-
uals or groups are, at present, unmeasurable to
anyone; hence, Avalon-Hill has wisely left such
considerations out of their games. In spite of the
foregoing comments, | always enjoy reading Mr.
Pournelle’s articles, if only to take jssue with
them.

({Dr.) Cipher A. Deavours
Dept. of Applied Mathematics
Thornton Hall

University of Virginia
Charlottesville, Virginia 22801

Dear Sirs:

| received your brochure announcing the sale
of “Anzio” with mixed emotions. |'m grateful
that you brought out the game, but I'm afraid
that you might “balance’ it for your inept
fanatics. Several of your war games have left me
sadly disill d as to the p of your
fans. The cries for “balanced play” have been
numerous and innane.

Conflict between opposing forces has always
taken place when either side, feeling he has a
dehmte aduamags. closes with the opposition.

political and military alter
the advantages or disadvantages of an army’s
ability to wage war. 1914 came the closest to this
reality. Unfortunately, it waes just a bit too real.
A friend of mine played it and, using all the
options, laid down a gas attack that wiped out

1en blocks of our community ... That's going a
bit too farl
Seriously, | just can't imagine Wellington

stopping the Battle of Waterloo because Napo
leon's cavalry was decidedly more
and had to be penalized for that advantage. Or,
Napoleon getting extra time to build a bridge
over the trench that tragically decimated his
cavalry. War isn’t fought that way!

Rommel whipped a third-rate tank force into

bili And bear in mind that Goeb-
bels kept the Germn political machine rolling
long after Germany was decimated. Political
environment s the Siamese twin to a nation's
military prowess. It may seem to the uninitiated
that it isn't needed, but without it, the honesty
of true wargaming is lost. Alse, | might point out
that it could drastically reduce the time limit of
an extremely complex game just as it would add
flavor to it. The socio-pelitical situation could be
set up to inaugurate, run concurrent with, and
continue after a war,

War is an extension of a politically and
economically motivated foreign policy. So, please,
no more “balanced” games, rather, a more honest
{realistic) concept of warfare. Thank you.

Robert Daidone
1724 New Hyde Park Road
MNew Hyde Park, New York 11040

Gentlemen:

| am a sophomore at the Charles Wright
Academy, an independent, college preparatory
school for boys here in Tacoma. Also, | am a
member of the Pacific Northwest War Games
Association. Also, | am interested in all kinds of
history.

Recently, we were assigned a term paper and |
selected as my subject in Modern and European
History Operation Sea Lion. Besides the formal
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Dear Sirs:

As the owner of all of your military games, from
two versions of Gettysburg to Anzio, | feel that |
am lified to make a on your newer
games.

| feel that Avalon Hill has gone a bit too far in
their newer games. The boards, while being more
attractive to look at than the old ones, are also
much more complicated when it comes to deciding
the type of terrain the unit is on. The towns are
hardér than the old ones to find, and much more
time must be spent trying to find them. The games
have also leaned toward the more complicated side
on replacements, units in play, and overall compu-
tations of options.

As | have played many games, of all types, and
many of your games, | find that games like
Jutland, and 1914, even perhaps Anzio, will
eventually wind up on the bottom of my stack of
games, Why? They are played the least. | would
not sell them, but neither do | play them, | feel
others feel this way too. Look at the last page of
the General, How many advertisements are there
for Jutland? for 19147 and for Anzio? Compare
that with the persons locking for opponents in
Bulge, A-K lold as it is), Blitz, D-Day, W-Loo,
Stal. !l

| hope that | will find the next A-H game to be
more easily playable. (There is the key word,
playabilityl. | will be sure to purchase one when-
ever it comes out, but it too may reach the bottom
of my stack if it isn't quite a bit easier to find
opponents willing to play. For someone in an
isolated location, the intracacies of PBM on an
advanced(?) game simply take too much enjoy-
ment from it.

Keep up the good work, and let me know when
that next one is on its way out to the players.

Capt. Richard R. Nichols 95th Supply Sadm., Box
8 APO New York, N.Y. 09677

Dear Sirs:

Many were the times that | was angry at Ann
Landers or a politician or television producers,
but until this moment | have never been angry
enough torwrite a letter expressing my views.

Your game "1914" has the potential of being
your best game, but it has several drawbacks, It is
not too long or too complicated, but rather, it is
poorly put together. Your map is glued lor
whatever] to your mapboard in a messy and quite
unattractive manner. This is partially excusable,
for | can imagine the difficulties in assembling it

However, the totally atrocious way in which
you print your unit counters is unexcusable.
They are printed off the counters and the
counters are impossible to tear or cut apart
without ruining them. The symbols on the coun-
ters are too small, and the symbols only cover
about one third the total area of the counter.
Your unit counters also do not match your unit
counter table (your division symbols, etc. are
incarrect].

| have practically every Avalon Hill gsme there
is, and | have mastered every one. But “1914" is
filled with contradictions {for example; the exam-
ple given on page seven of the Battle Manual is
incorrect).

All | can say is that your “1914" is very
sloppy and that Awvalon Hill has greatly disap-
pointed me with this “new’ game. If the RAND
Corporation and the U.S. Army really thought up
the concept for “1914", | can see why we are
losing in Vietnam.

Mame Withheld
Williamsburg, Virginia

paper on which | got an “A" incidentally, |
supplemented the paper with my own war game,
Operation Sea Lion, and got the blank chart and
pieces from you. | wrote the instructions, made
the chart, did a lot of research on the units and
made a game of it.

My history teacher and my headmaster thought
| should write and tell you about it as they
thought it was an upusual idea for a term paper.
They also suggested that you might be willing to
reward what they thought was a bright idea,

. although an “A" on the paper was a pretty good

reward as far as | was concemed.
Charles R. Swanson

2101 Cascade Place

Tacoma, Washington 98467

| have played your earlier Dispatcher game and
find C&O/B&0 to be far superior in terms of
enjoyment, competition, and ease of play.
Andrew Sperandeo
801 Marengo Street
Mew Orleans, La. 70115

We don't normally pring letters that blow our
own horn. However, we thought it proper io
print the above which makes a comparison
Between two Avalon Hill games of similar pature.
Too, it serves fo remind us to call your attention
to the Question Box for this month which
clarifies some vf the problems encouniered during
thve initial run of C&O/B&O fall 144 of them.)



THE GENERAL PAGE 12

Air Power Official Avalon Hill Game Clubs...

° The clubs listed below supplement the initial listing made in the Jan-Feb 1968
l n 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.
1914%

CLUB PRESIDENT MEMBERSHIP
by Lawrence Valencourt

California Dilomacy League Paul Mankiewicz 8

P.O. Box 1973

Los Angeles, Cal. 90053

For those of you who crave realism here is
some more from that Valencourt storehouse. Der Deutschland Wehrmacht Der Fuehrer 85

Box 526, Reidsville, Ga. 30453
Attached to each side is a reconnaissance

squadron of aircraft. Type of aircraft is really United Naval Wargamers David Gentry 6
unimportant as we aren’t interested in aerial 5105 W. 84th
combat, just reconnaissance. Shawnee Mission, Kansas 66207
These squadrons can make one reconnaissance "
Maven Strategy Assn.
flight per tumn. It is assumed that several flights 108 Cedar L::e w0 Mishiae! Fotman 4
over the same area would be required for positive
identification. (Thus only one identification per Clastar, New: Jarsey 07624
turn.) As you no doubt guessed by now this rule Trojan 13th Army Joe Babay 5
is only applicable to the advanced games with 15243 University St.
inverted counters. Thus both sides know the Allen Park, Michigan 48101

location of any units in any one square within

range of the reconn squadron. Ringwraiths Kit Burrows 6
s ) 8430 S. Federal Rd.
For a typical range of each squadron you Shepherd, Michigan

could have a limit of 400 miles. This would then ) )

be about 40 map board quares. Thus the squad- Society of Admirals Chris Morris 4

rons would be required to start from a town 9?4 17 Ave., SE

(only towns have the necessary air bases is Minneapolis, Minn. 55414

assumed — as in Blitzkreig) and reconn over a The Minttemen el o 1

square within 20 squares of this base. Once they 3935 Revere Drive

return fyom tl'!is rqconn your opponent shows Toledo, Ohio 43612

what units are in said square reconned. Thus you

would also know what (or is it who) is in another Conchordian 217th Light Mtd. Inf. Raymond K. Witmer 4
square in addition to those which you are 224 Lincoln Ave.

engaged in combat with; and which your cavalry Lancaster, Penna.

have ferreted out for you.
On the next turn this unit would revert to its
inverted position and obscurity.

Panzer Abtekung David Glasser 10
1718 Northport Drive
Madison, Wisconsin 53704

One has to be careful to keep his squadrons
protected in case a cavalry penetration attack
reaches the base and destroys your reconn squad-
ron. The only way to eliminate your opponent’s
eye-in-the-sky would be in a ground attack.
However if he flies the squadron to the rear for
safety then no reconnaissance is possible on that
turn. Therefore it is obligatory for you to press
the attack to prevent him from gaining effective
use of his aircraft.

Of further interest might be the assignment of
several (3 or 4 squadrons) fighter squadrons to
each side. These could be of varying range and
fire power as required for realism. They could
then be used to destroy the reconn squadrons in
flight. Dog fights would no doubt develop be-
tween fighters and some battle results tables
would have to be formulated. The allies of course
would have Snoopy’s Squadron while the Ger-
man’s had the Red Baron.

Other than the reconnaissance effect men-
tioned originally though, 1 wouldn’t let the
aircraft have any other effects on the battle.
Sorry, even Snoopy is of no more help to the
Allies!

Lawrence R. Valencourt
13 Cornwallis Square

Haslet Park
Newark, Delaware 19711 THE BATTLE OF THE BULGE(SY)

[MIKE KAPLAN]
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Club Registration

All Avalon Hill clubs are urged tol
register officially with The General.
Those who have registered previously
need only to complete the form in the
event of an address change.

Club Name

Mailing Address

Name of Newsletter or Mag. (if any)

Total Membership

President's Signature
{Check One):
This is a first time registration

This is an address change registra-
tion.

|
|
I
I
I
I
I
|
I
|
|
|
I
I
I
I

This Issue’s Best???

Don't forget to vote on what you consider are
the three best articles in this issue . . . record your
selections where provided on the Contest Entry
Blank below.

Subscriber

Discount

The coupon below is for the benefit of the
full-year subscriber. As soon as you have accumu-
lated 4 such coupons, you are entitled to a $1.00
discount applied to the purchase of any Avalon
Hill merchandise; including games, play-by-mail
kits, parts, and copies of The General. Each
coupon is worth 25 cents. However, to be valid
your order must be accompanied by a minimum
of 4 coupons ($1.00's worth) per order. Of
course, you may send along any number above
the 4 minimum. No photostats please . . .

GOOD TOWARD THE PURCHASE OF ALL
AVALON HILL PRODUCTS

LT T T T

25¢ 25¢
SAVE THIS COUPON
:
%

GOON TOWARD THE PURCHASE
OF ALL AVALON HILL
PRODUCTS

E JULY-AUG 1969

I
|
|
|
|
I
|
|
|
|
|
|
|
|
|
I
|
[
|
I tions stated on individual counters.”
|
I
I
I
|
|
|
I
|
|
I
|
|
|
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OPPONENTS WANTED ADVERTISEMENT

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

1 2 3 4 5 6 7

8 2 10 it i2 13 14
15 i8 17 is 19 20 21
22 23 24 25 26 27 28
29 30 31 32 33 34 35 worps

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

Contest No. 32

We all know that to successfully play some AH

games and rattle your opponent, it helps to have

the rules memorized. So, let's see how well
you've done. The object of this contest is to
match up the following rulebook guotations with
their respective games. The quotations are re-
printed exactly as they appear in their respective
games. Each quotation is peculiar to only one
game.

1. “A replacement period occurs at the end
of every third complete turn.”

2. “If, by accident, two ships ram, regardless
of the combination of types { both are assumed
to be dead in the water.”

3. “This is compared to the relative fortifica-
tion strength of 20 to get an odds comparison in
the usual manner."”

4., "“A statement or objection once started
must be completed.”

5. "lssue each player a Playing Piece and 14
colored Stock Markers to match,”’

6. “Substitutes may be inserted only in posi-

7. “Dividends can only be paid from sur-
plus.”

8. “Players are cautioned to study
Chance Tables before electing to play them."

9. “If that road is blocked by enemy zones
of control you may enter reinforcements on the
next unblocked road looking clockwise."

10. “Players select 3 chesspieces, each of the
same color and design."’

11, “The player with the highest number of
Revenue Points is the winner.”

the

Headlines of 3 Best Articles: | ke

12. “Swamp and Land Reclamation Projects
are in green.'

13. “Strategic bombers may attack unoccupied
squares.’’
14. “There is no BTA cost for road movement

regardless of the distance traveled, except in
passing through villages.”

Ten winners submitting perfect or near-perfect
entries will be named. Entries must be post-
marked by August 15, 1969. Be sure to list the
three best articles in this issue.

On the ENTRY BLANK, simply fill in the
number of the game on the quotation line
provided, as shown in the example of quotation
No. 1.

ENTRY BLANK

QUOTATION AH GAME

1 ‘ 8 Baseball Strategy — 1
Guadalcanal — 2

9 9 Blitzkrieg — 3
B&0O/C&0 — 4

3 10 Tactics Il — 5
Midway — 6

4 1 Bismarck — 7
Management — 8

5 12 Verdict Il — 9
U-Boat — 10

6 13 Gettysburg — 11
Anzio — 12

7 14 Shakespeare — 13
$quander — 14

|
i City

| Address

State




THE GENERAL

Question Lox

ANZIO:

Q: Units stop before crossing a hexagon side
containing all High Appenine or swamp. BUT on
the next move by these units can they then
proceed into the Appennines or swamps?

A: Yes, at the rate of one side per turn,

Q: The Initial Placement diagram shows AT
START positions on a line through certain
squares. Must units be directly on the line or may
some be placed behind the line?

A: Only ON the line.

Q: Does GAME | end with the November IV
move?

A: Yes.

Q: Are defenders in major cities doubled when
attacked?

A: No.

Q: Is a unit defending behind a river still
doubled if attacked by a unit on a river which
runs through a city such as a unit defending on
E44 and attacked by a unit from F44?

A: Still doubled.

Q: Assume a German unit is defending on square
K51 and is attacked from square L51. River Liri
runs through both but River Garigliano through
only L51. Is the German unit tripled or doubled?
A: Tripled — river plus mountain.

Q: Is the first invasion Reaction Table rolled
automatically if the Allies invade north of Civit-
avecchia?
A:  Yes.

Q: Are defenders doubled in major cities, as in
other AH games?

A: No. Surprised? Also, forts don’t double
units.

Q: How can a unit be “forced to retreat across
a river” if the retreating unit has the choice of
going back one or two squares?

A: The rule is incorrect. You are right, a unit
cannot be forced across a river, though often a
unit is forced to retreat onto a river square.
Therefore, units are not allowed to retreat across
a river, they must stop on the first river square.
The retreating units suffer no casualties.

Q: Using the SRT, what happens when the
defender is inverted because of a battle, and still
adjacent to the attacker? Is the defender elimi-
nated?

A: No. The defender in such a situation is only
eliminated if 1) the attacker advanced into the
defender’s square and the defender didn’t retreat,
or 2) if any attacking units ADVANCING
AFTER COMBAT place the inverted counter in
their zone of control. To put it another way,
after the movement portion of the attacker's turn
inverted counters can only be eliminated by units
advancing after combat.

Q: Where is Anzio?
A:  E — 49. There is no square D-50.

Q: On the opening turn of the game, it is
possible for invading Allied units to come into
contact with ltalian units. Must they stop and
fight these Italians?

A: No. In fact, the Allied player may ignore
these ltalian units, move through them, and even
fight from a square containing these Italians.

C&0/B&0:

0: The reverse side of the Timetables lists the
12:00 MNoon Situation. On the C&O card, how
can trains No. 190 and 195 be in Clifton Forge?
_A: Our mistake. Remove these trains from the
Situation Card.

Q: On the B&O Situation card, Train No. 10
starts at S. Chicago. | find that a collision occurs
around Garrett, Indiana. What gives?

A: Our mistake again. Start Train No. 10, 1
section east of S. Chicago.

Q: Shouldn't there be two train No. 12's because
it takes longer than 24 hours for it to travel from
St. Louis to Washington?

A: Yes and No. A schedule change starts train
No. 12 out of St. Louis at 10:00 P.M., which is
in the same turn as when it arrives in Washington
at 11:00 P.M. Since the rules suggest that you
should move en route trains before dispatching
new departures, what you do is in turn 11 (10:00
to 11:00 PM) move train No. 12 into Washing
ton, then immediately return it to its starting
terminal of St. Louis. You can then move it out
it's three spaces. However, if train No. 12 is late
then use a coin to represent one of the train
counters until such time as the actual counter
becomes available.

NOTE: these scheduling and timetable errors have
already been corrected and those interested in
receiving the revised Timetables and Departures
cards simply request the “entire set” and we will
forward them gratis. The “entire set” includes
new Dispatcher’s Cards which had to be adjusted
to conform to Timetable changes. For the time
being, correct the B&O Timetable for train No.
12 to read: Lv St. Louis at 10:00 PM, Ar and Lv
Cin at 7:00 & 7:20 AM; Ar and Lv CU at 7:20 &
7:40 PM; Ar WA at 11:00 PM. Correct train No.
12-24 to read: Lv PIT at 3:20 PM, Ar and Lv CU
at 7:20 and 7:40 PM; Ar WA at 11:00 PM.
Correct train No. 11' arrival in St. Louis to 8:20
AM instead of 8:20 PM. On C&0O 12:00 NOON
SIT card, delete reference to starting positions of
trains No. 195 and 190. On B&O SIT card, start
train No. 10 at “1 section east of S. Chicago.”
Make corresponding changes to the Dispatcher’s
cards.

Q: Can a player route his trains on an opponents
track, announce it thereby losing no freight loads
or penalty, and still pick up freight loads on his
opponent's track?

A: No.

Q: Rule No. 4 under “Train Movement in Gener-
al" states that trains cannot remain stationary
except in layover terminals and major
towns...what's to keep me from holing up
freight trains in a major town awaiting the
placement of a freight-load at a nearby terminal?
A: By inference this rule does sort of contradict
the "trains must keep moving rule.” To be
explicit, freight trains may not hole up in major
towns, or anywhere for that matter. Amend rule
No. 4 to delete the phrase, “and major towns.”
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NEEDLESS TO SAY the summer months bring
many visitors to the offices and plant of Avalon
Hill. While we cannot acknowledge the arrivals of
all visitors, we would like to extend our gratitude
to several subscribers who took the time and
trouble to visit with us...Scott Duncan and
Omar DeWitt in particular. Our marketing di-
rector with whom both Scott and Omar spent
several hours states that the former claims “big
things are in the works for the |FW" of which he
is a guiding force in its Philadelphia branch. Scott
also claimed that while AH games are not very
much in abundance in his area, they can be
purchased at either Emerson Bookstore, 1633
Chestnut Street, and Camden New Jersey's A.
Ponnock store also on Chestnut Street in down-
town Philadelphia. The retail situation in DeWitt's
Williamsville, New York, area is not very bright
claiming that he either finds them in a few hobby
shops or orders them via direct mail. DeWitt is
one of those “charter members’ of the wargame
society having been with AH games ever since the
incorporation of this company back in 1958.
While not currently a member of any specific
wargame organization per se, DeWitt is very much
in the picture as part of Project Analysis Corpora-
tion’s research staff. As such, DeWitt has con-
tributed no small part to the reorganization of
the rules and instructions to most AH games —
most of the Answers printed in our Question Box
are finalized by Mr. DeWitt. It is always gratify-
ing to meet with such devoted subscribers as
Duncan and DeWitt, and invite others with
similar leanings to visit us if they can on our
“public visitation day,” Tuesdays, 8:30 — 11:00
AM. We do ask that visitors write or phone ahead
of time for appointment. If, by chance, visitors
show up on times other than specified, we cannot
guarantee that they can be given the tour. Much
of our work is governmental and as such must be
considered as classified, meaning, no outsiders can
be allowed through the offices. However, we are
granted a Tuesday morning hiatus during which
the production schedule is juggled for the express
purpose of allowing visitors to see what's going
on.

A MILITARY STRATEGY CONFEDERA-
TION sponsored by the St. John's Military
Strategy Club (see Club of the Month) will
feature competition in three categories: Classical
Battles, Maval Battles, and Theatre of War battles.
Unfortunately, the convention is being held July
26, Saturday, at the St. John's U Student Hall so
you don't have much time to enter. Complete
information is available from their spokesman,
Damian Housman, provided of course you get
this copy of The General before their entry
deadline.

MAGAZINES DEVOTED TO WARGAMES
seem to be dwindling especially those that emi-
nate from the campuses however the consolida-
tion of several and merging of others has brought
an uplift in the quality of many such asfin
alphabetical ordeﬁ: D-ELIM, St. John's U organ,
well organized potpourri of opinions and data
including the full length article by Alan Augen-
braun on his Philosophy in PBM, a portion of
which has been quoted elsewhere in this report;
IFW Monthly, 4658 N. Spaulding, Chicago, Il
60625, a plethora of articles gives the wargamer
just about every thing he needs to know in the
art, including the lead article in Vol. 2, No. 5 by
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Inffiltrators Report

James F. Dunnigan entitled, “The Game That
Shouldn’t Have Been Designed.” Its back page
has directions on motoring to their 2nd annual
Wargame Convention being held August 23 at
Lake Geneva's Horticultural Hall; PANZER-
FAUST, Box 280, RD No. 2, Sayre, Penna., is in
part a spill-over of the IFW Monthly, with many
of the same contributing authors. Ignoring their
bombast against The General for not providing
greater publicity for their tournaments, we still
recommend this publication highly because it gets
right down into the nitty-gritty of wargaming
minus all that puerile propoganda. On the other
hand, if you enjoy Hedda Hopper, you’'ll love
Sparta's SN.C.L. MONTHLY, 5820 John Avenue,
Long Beach, California 90805, which tells it like
it is. This 65 page chronicle hides nothing and
even reproduces for public eyeing a multitude of
correspondence written to and from Russell
Powell’s wargame organization; SPACELANES,
5756 E. 7th St., Tucson, Arizona 85711, deals
solely on the subject of space warfare. There is a
growing cult in this area and Phil Pritchard’s
publication is the one to have; WORLD WAR I,
212 W. Main, Bennington, Vermont 05201, seems
to be the closest thing to S&T in the way of
copy and layout. Although basically a mimeo-
type magazine, its publishers apparently are privy
to much historical info including photos which
are reproduced in its pages, best value is still
S&T, a review of which is withheld here because
of a pending merger involving its publishing
house.

HERE'S THE PERFECT PLAN for ending the
war in Vietnam: as suggested by a Yale professor,
give every enemy soldier who surrenders a new
car, $5,000 in cash, and an airline ticket to any
place of his choice. If a/f enemy troops partici-
pated in this surrender deal, total cost would
match the amount it takes for the U.S. to
conduct the war for 2 months.

CONGRATULATIONS once again to Avalon
Hill's baseball team for going undefeated in
first-round play of their Baitimore Unlimited
League action. AH devotees at the Naval Acade-
my may see this team in action Saturday, August
23, 2:30 P.M. when they will be entertained by
the Academy nine in the annual exhibition game
on the Upper Lawrence Field.

CONTEST 31 WINNERS found only 17 en-
trants completely eliminating all “enemy’ units;
with but four accomplishing this at no loss to
attacking units. The sealing off of retreat routes
was the factor here with stocks earning “D-2" the
more advantageous than those earning “Ex-
change.” An “Exchange’” in the first battle
situation opened a retreat route for subsequent
battles; an exchange in the third battle was
preferable over that in the second battle because
fewer attacking units were lost. Since only 10
winners could be named, the 2nd place tie

between 13 entrants was resolved in a random
drawing. Winners were: Vance vonBorries, Louis-
ville; Michael Bell, Scarborough, Ontario, Canada;
Joe Frank Bradley, Russellville, Arkansas; and
Robert Stephenson, Belmont, Mass. with perfect
“kills.” Near perfect entrants included: Jim
Curtis, Bartlesville, Oklahoma; Michael Massen-
gale, Petersburg, Virginia; James McElroy, Farm-
ington, Michigan; Lawrence Valencourt, Newark,
Delaware; Richard B. Wright, Springfield, Mass.
and Steve lkemura, San Diego, California.

WE ALSO CONGRATULATE Gary Gygax,
Lake Geneva, Wisconsin for the best article “If
Heth Had Gone Forward.” Kudos go also to
Professor J. E. Pournelle for “The Figure of Merit
Fallacy,” Donald Wolff for “Inverted Schlieffen,”
Alan Augenbraun for “Strategic Defense of
France,” and Jared Johnson for “Loser’s Syn-
drome.”

THE SPARTAN NAVAL SOCIETY will con-
duct two Naval Battles August 16th and 17th as
part of their regular Spartan Convention. You
may bring your own ship; registration fee for
conducting combat is 50 cents, returnable at the
conclusion unless, of course, your ship gets
“blown out of the water.” The wargame will be
the highlight of the convention sponsored by
Russell Powell, Inc., 5820 John Avenue, Long
Beach, California 90805. Other events, according
to spokesman Dan Hoffbauer, will include compe-
tition in AH games, displays of miniatures, and
competition between armored antagonists: Cost
for attendance to this 2nd annual event is $2.50
per guest.

ALAN AUGENBRAUN, reporting in his “Phi-
losophy of PBM" is not in agreement with those
who feel that game-players should bend over
backwards to extend every courtesy to an oppo-
nent who has in some way erred. “Anyone
familiar with the rules of Chess will recall that it
is forbidden to touch a piece unless you are going
to move it," he relates. “The only exception is
Jaddube, or | adjust in which you announce
your intention of adjusting a particular piece.”
Augenbraun feels, then, that once your opponent
makes his move, that's it, and it is part of the
play of his adversary to sieze upon the opportuni-
ty to take advantage of the error regardless of
how extensive. ““Some wargamers,” he continues,
“argue that if you take advantage of opponent’s
errors you are not winning by your own skill. |
believe that skill at wargaming includes not only
knowing the right thing to do but knowing what
not to do as well."” You can argue with him on
this philosophy at his 909 Eastern Parkway,
Brooklyn, N.Y. 11213 address.

“DON'T PLAY AN AVALON HILL GAME
unless you are above average’ is a slogan AH has
used for many years; in billboard, magazine, and
bumper-sticker advertising. Proving the point is
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die-hard AH fanatic Jay Rockstroh who was cited
in McDonogh's “The Week,” his high school
magazine, for making the honor roll with a 90.0
to 94.9 average. Think of how high his grades
would be if he didnt spend so much time at the
game board, also related in this magazine in a
feature article entitled “Rockstroh, Hill engage in
Wargames.” Rockstroh and his high school pals
have formed an informal wargame club on the
campus of this Owings Mills, Maryland private
school, engaging in combat whenever free time
allows.

SUMMERTIME IN ALABAMA might not be
the coolest place to be unless you happen to be
involved in a wargame convention. Dave Summer,
505 1st Avenue, Atmore, Alabama 36502 thinks
that it's time for a southeastern wargame conven-
tion and is soliciting help in this regard.

WHILE THE CURRENT LINE OF GAME-
SCIENCE games will be going out of print over
the next few months, they are still available in
limited numbers from Project Analysis Corp., 50
Fairfield Ave., Albany, New York 12205. CON-
FRONTATION goes for $7.00 postpaid; VIET-
NAM for $4.98 postpaid; BATTLE OF BRITAIN
by Louis Zocchi for $5.98 postpaid. Game-
science, now a division of Renwal Products Inc.
will probably switch to the general games field
shortly, and these wargaming titles will go out of
print entirely. Of the titles listed, Lou Zocchi's
BATTLE OF BRITAIN is undoubtedly the best,
and in spite of the fact that these games
represent competition to a small degree, we feel
that loyal AH fans should at least be informed of
the situation.

From IFW’s Phil Pritchard comes the following
potpourri of info:
“*|t seems that the inevitable has happened. As
expected, John Rancourt’s Common Market, like
AWA, turned out to be strictly a one-man affair.
There has been no response to the GENERAL
announcement, and several clubs dropped out
when | tried to institute some controls. Perhaps
this indicates how few clubs are really producing
anything of value to sell these days.
" IFW is altering its publications to meet finan-
cial and labor problems — The monthly
will now be 40 pages per issue, and called the
International Wargamer. It will run a game every
now and then to help replace the defunct
quarterly. Subscriptions will most likely be $4.50
— $5.00 per year, with [FW membership $6.00 —
$6.50 per year. Galaxian will go offset as hoped
this August at $1.50 per copy, with some 24-32
pages of triple-columned, illustrated space war-
fare/game design theory/science-fiction rating
material (articles only) on glossy stock as S&T
has done. War of the Empire's rules were NOT
printed in Galaxian, but are available from Gary
for an extra 50 cents (plus 50 cents game fee to
get into a game and for copies of The New War
Reports). SPACELANES, is attempting to unify
U.S. space wargaming groups, fantasy wargaming
groups, and any others who come under the
general heading "science-fiction”. It is running
currently around 12 pages per issue, first class, at
2/25 cents or $1.50 per year (monthly)®

For news on the Lensman game, and
anything else displayed above, write to Phil N.
Pritchard, 5756 E. 7th Street, Tucson, Arizona
85711.



OPPONENTS WANTED

Will PBM Ancio (Lasme 1, 11, or Wi with scriow:
players Wl play cither side. Writz, and send finl
play I you wih, 0 Thomas 8. Chivers. 5660
Cope Sirect, Anchorage. Alsska
| sppreciate the imvilston i ot b,
bt | don't wish to Join amy clubs now o that e
nat in my ares Thank you. Neal Keneedy, 203
Watrs Bar SL.. Sheffield, Ala.

OE docwn’t exisl

Bulpe. Phocnix-Afed warpsmers contact me. David
Slick, 7331 E. Portlamd St Scotisdale, Arcoes

d far FUM Biix — Prefer Novice
1o play batic rules oaly. | will be Red, Send
Initiad sep Tor Blue Army. Weite Gary Evans
815 Younpwood Ril., Litke Rock, Ark. 72207,
FTF nppencnts wanted. Have S-grad, Bifz, Jur-
Tasd aed AR Will learn others, §Any side,
fighth, Am 17, limited mobility [can't beave ity
('onlnu Lrnnﬂh Roy, TI9 N Coolidge, Ligke
Rock, Ark. 72208, Phone MO--0610.

Wanied FBII poneit for Bulge, [ will take
wither side and follow any |ulﬂ of your choice.
Navice 3t AH but good ches. Rene Nokin, & Rise
e L.: Krlls Lawne. Hrahant, Belgiam,

wanted. Pnrllcu.hlhu é-n e
dira, {'ahlemu. low:

OPPONENTS WANTED

Wanted! 1 Phm, Waterioo and | Pom Stalingrad
player. Fll fake Feench bn Waterioo snd ebther in
Stalingrad. Am very good in both. Write Ray
Iiuslrr. t.?al Soutl ﬂum Strect, - Linketon

far F-T-F apposent for AK. Bulgs,
S, snd Anzio. Wrlte for sdes

gall h raling fosees a"sn:m? need
recnuils for the wm:r campalpas. Join new amt

el your fop command potion. s Amy

Growp C.O. Al Shepherd, 07 South 10th Ave.,

Stesng, Colo, HOTS1.

[ufn SHAEF. Many command positiom open.

Aln, we play eearly all ganes by mail. Te m

or challenge write: Supreme Commander b
Sterling. Colarsdo SO751,

1 g - whihes Oppuments fox
Stakingrsd for AK (citber side). Wish friendhy
pamio, mod one where hath are trying 1o feed their

cpo. Write Robert Shalvoy, 15 Ludlow Manor,

+ Cona, B6ESS,

ppane
AK. SGrad, Bulge, 'IU!“. Ariia md Blitz. W)'II
traved llhlfo( aligrnate travel, Ugarge B. Kuchne,
35 Meadow Lase, Uncassille, Comw Teb
HAR-8783.

lnd St Chowd, ilhlwﬂl S J\I\!‘ game — Any
i Jawy age. Opposent .r Inlcmw and tves
west of by Missisippi, write Dr.
Nillm 1678 West Il’lqllh St. Rialto, Cal.
92376,
T hava a direciary of most kntwa Crunge County
Wargamers for fce-lo-face play. Abo a club, the
Marmsders, which seeids members. IF intereated in
the 588 - Wikings, contact Mars Merbort, 814
Hilda St., Anabeim, Cal, 42800, Phone 7769509,
Gpponents wanted in the Baneing - beav-
mont ared for Dby, (I'm ('-mniml. Stalin.
IGHM! or Baschall Strategy. Send all challenges
i Latham, 1763 Nocth Mumay, Raning,
QII[ 9“‘?.0 1 can travel short distances.

Erjoy being ombmamd Try the 4th Reich. 71
comecu ts bave hitien the duss. Kew
mcribers wintod. Vince Mecdel, 714 Wosdsiale
Koad, wumsulw. Delaware. John Grant, pleas:
send me adibness.

The ath nmh'&u We Conyuer

Boskone (100 3nd Reich u—u:. SADISTO (30},
68th-Cliie (40), 1255 Panzer Apgremor (10,
sm Reich (101, 1015t Nirbame (1), Who's
07 Rowhind Park, W‘ﬂmﬂim Dielaware,

FRETTY

43674, Phone! 3525755 er 38 Lower Shase
Strect, Flat Nou |, SW, | England.

whmd Numrm upwmn for any AH
game. | play cither side Contact Stephen
S:ntﬂ. Wﬂﬂ W. 131 Street, Gardena. Calif, Phons

I Gmam. The <lill with the oaly interelab
pane enchange, Taking applications and chak
Tenges im Bulge, Wiitz. Sgrad. D-Day, Mubti player
tournaments. Wrile Thomas Roper Williems, 4015
Lindsay .-\-u Calil. 92509,

m sy Tor ai
initures, et
FTF all other an. ss. Diphtmscy and_some
misituses. Vince €©Hata, i.]l Buran Courl.
Lafayense, Calil.. Phang 2838009

e SNCL s naw an enity of'kumn Powell Ine.
Join now! Professional gaming sititudes. Cash amd
trophizs awardod i toumesments. Wnl! K\lmll
Pawell Inc. $520 John Ave., Lomg B

Opponent for FiM Bulge (Ger) with afl roles
excopt ose — way- traflic, also Weloo (Frenchh
Write Mark Hager, P.0. Box T63. Quincy. Cal
mm For sle: Gand. and Africa Korps. Goey
o highest biduer over $2.00.
Nauld Hke sincere and | patient oppanest for
Amzio PR, The best AH game ever, Somy, foo
pames Am Utprrknem. Chuarkes
thiega, Cafif. 92105

THistorical accursy” enthusiasth contsed Capt
William Smith, 05329047 B-33. A co. Sth Spe-
«cisl Forces Group l:llbwm:l APQ, San Fran-

writh an readlistic

hut oaly Anrio ovwat
prcept Random Invadon. Sgt

All
ohn Cliandier, 3
Cmbt. Spi., Gp | Box 'I"Rﬁ‘ APO SF G227,
hone: 4922/4023.

Tz Rekch chaflenges all wargamers 5 i fhe San
Pedro, Calif. arca to Fef AR, SGrad t:l.l.bﬂ
udel. Cl‘ll E3R99T6 siter 3:30 poni D
Protogands officer, I"J! - “&ﬂl Fhm
S;M Pedro, Calil, 90731,
Games gathering dust, Dpponeaty wanted for
confrontation oa the fiebds of Waterloo snd
Gettysburg. Face-to-foce. A. Meteger, 350 Olive
Tree Lane, Slerma Madne, Calif. 91024, Phone

3559914
Warited P Oppanent for Buipe (eiberh, DTy
Tyou — Allies), Stalinprad (eitherh, 1914 (you —
French), Angio feither). In Bulge alb ey exeept
aneway, 1914 Standard plus Eastem Front. Mike
Johesan, 19622 Gary Ave. Sunmyvale, Calif
S408h,

The Imperial Gaard i vechiling pew. mesbers.
Join the Tmpersal Guand now, @ small, but
prowing club with benefits. Many command poats
aot yel {illed. Contact Bab Knadswea, 138 Custle
Crest R, Walnat Creek, Calil. 94555,

Wil trade or sell excellent (el anceh 3 Tuand.
Will trade far pood Muuar 1914, D-Day. Sell
for $4,50. You pay apes, 11 pay |n|M.
Write Kevin 11|am|1m| !sm Sc. Hoover, Whi

tier, Calif. 90601,

Wamed: Faceto-face Daplulnxr oppaneaty, Los

hlﬂu County area. Beginmers invited: can v
Mankiewica, 9748 Bellder Drive, Dow-
ney, Calil. 90240,

Help? | want F-T-F opponents GAEnts it any All game
o Chess 1he T

‘oronto arca. Contact Michael
T02. Ontaria,

n Montreal
‘5:, OIMMI.. ﬂlluth ET-F wpwn:nh wanted in
Mumml. The m Canadisn Wargaing Corps ks
been dishanded and b no muu Pl S-Cirad.
wanted. D-Day forsale,
Wargamers from Colo., WM., Az, Utah, Wyo.
Mont. Join SHAEF's 3nd Armmy. Join soon for
high fank. AH Jetters amwered. Write Glenn
Ladder, 12995, E Ind Ave., Ausors,
BO0I0. Phen AK (' Allies).

Beil. 4 Nero Court
c.m-.nmm ‘m-.ms .

Players wanied Foe sinwblameons nsovement Mul
tieplayer S-Grad. Must be (aly oxperieaced. All

positians opes. Two CLCs Six Amy Graup
ﬂ:x Alr Power, Adr txpt, Amphiblogs invasions,
Patroops. Ron MCMann, 1501 Moffen St
Hallywoed, Fla 33020,

Plm Bl Navice at I'bm, Unbeaten FTC. | owill
be bhue. No optional yales Mature. Onurxl By
Joknson, 1258 5 Alhambra Circle, No, 4, Coral
Gabbes, Florids 33146, Seek face-to-face in Miami
ares

iF you are & bipodtiindy, milianstic, barbars
hun, we hawve a plee for you in the Praslan
Gande. Joim vs snd cnash, klll. destroy. Applicants
lu mdmr.um:e Contact Ware Martin, Route 7,

imd .fuhm;ﬂ. TS4H Rochelle Tie, Chambiee, G

.Vu|_ T EEW?:ET:'.’.'E‘!TW
Bulge, Sﬁrﬂ 1914 aad AK. Limited tramsporis-
fian. Theuuh Iﬁ;;l;l. willing o keam o teash

euond, Kenvesaw, Gear-
ﬁasnu-t 4’.'«1._1
Wanbed: One copy of formuls wo Aulo Raceg
M Chrupte p«ce st be in pood ‘hnn. \\‘rlu
to Jock Batvon, PO, 639 Geosgla O
ledgevifie, Ga. 31061
Der Deutschbnd Wehfmachi & expanding 1o
military forees. Owme from gach tale o be on
General Stafl. Field commissions open to dedica
ted wargamers We need you - interested? Cone
tact James Boshinge Box 526 Reideille, Ga.
LY T S e
Information wanied about the gams ~Trafzlmr .

illkulw- 5. Honoluu

lfi'i{mmﬁﬂn; complete [t of gasing clbs, Wil
be bn alphabelicat order. Any club wishing to be
on fist - seed oll costs, benelils, menibersin,
territory clalms to: Eric Mieer. 2626 Augusta,
Bobse. 1dsho 83

Oppanents wanted for cxpert Ak, sverap: Water
loa, povice Bulpe Phan: abo Midway, Battle of
Britdin Fef. Need info [:um all by, IFW,
Sparta, er. Write: Jeff

Aggrosor, phease  answi
Nelson, 1636 Garrity Bled_, Nw Idaha 83651,
ncmﬁl'-ll. sacial

gasm
Dhwsld) Cooper, 3630 Payton Ave., Iodph, in-
!nnl m*

wantel b Anzio, 1914, and
w::m "Fi b cithet, Allcs and FAA, Contaet
Mike Quigley, $ Woodview Lase, Alponguin. Ul
60102 If you wanst to be in an extraondinary
club join the Gestapo,
Get all (lic oppenents you want ~ be a renegade!
Play in vowrnaments agxint othee clubs or against
fellow Reacgade members, A bi-monihly pews
letter is one feature. Bill Guian, 1107 Alleghany,
Arlingior Heights, I 60904
Teenape Wargamers Unite beniod ihe Imprrisl
Guards. Many beocfils ot reasonable dues. C‘lun
for serious wargsmers. No immture clims o
threats. Smsll but fast prowimg. For dun‘h
Chicagn,

conlact Bob Skoiefk, V0355 5. Lowe,

I|L num_

e Lalayette Eecadrille &5 na fonger *

Thull" We're ready to play, fif. AH -:r;mm

npadnat all who challenge. Join the fight agins

IM "lerﬂu Teery Llr.hdk IJJ’S Huflak AH
el

nb’m con
be bmlm Il in AK4 M:le ar Guad, Me {.umum
or Japs. Comtact Jay William, 436 Doswet Mace.
Gilen Ellyn, 0. G0E3T ar call 460-8026.
Howkce opponent wanted 1o FTE any A game. 1
vt i wd Thctics W, Alio, woald ke, Io
farm or jein local clab. {have Vs
228 Colien Dr. Lombard, . 60145, 6*1.9511
Tets hear (& for AW fhey devipn the Dost games
in the warkd! KADR. Mr. Palmer. there am mare

OPPONENTS WANTED
l:!ln players \!\ll\ you think! Mark Clay Pasthan
m. I83% Soulh Secomd. Maywood

I.Im

ﬁnn ar Flt AR, Blivz, futland. Sock o an

Battle of Brifzin, ANl kiters answered, Comtact

Steve Clarabli, 4620 — 4Tth Si, Malise. Mingis

BH265,

AT TacetoTace challenges accepied. Any

Hex wemion of Geltysburg for sabe mp\klr o

missing and bosrd in fair condition.

Send o il Doug Cragoe, 2 Linden Lane,

Swn-ﬂm III. 62700,

m of Tilimoks, Ghv aad Inke

ams! Join the W Homeland's 10 Army.

!.-1\ im on the action. Freesds, Phm, medals,
migarines, fun and wore. Write: Jim Keomen

"121 Greenbriat  Road, Springfield, lilisois
mw:‘i-am_wpum_ i Tiulge (either) snd FIT

cppanénls Tn DDy (BIRec): Saitamid wad Bulpe
feitherh, 11l try to answer all Weiters Kevin
Slimak. 3 Primeose Lane. Caseyvillo (near Esst St
S313L

Condilion, anly Gwd thiree {imes.
Jutland and 1914, Will trade for pood condition
Bulpe and Stalingred or take best mopey offer.
Tom Andersan, 221 South Gitbort, fowa City,
Towa 52240,

Aggrewmor Homeland, Apgressor Homelamd, Ag
gromor Homebind. Aggressor Homeland, :\wmmr
Hameland! Join us. wos't you? James Nelu

617 Fifth Avenue, Sheldon, lows 51201, l-‘Uu n
the skies players — Join the IFW =Fight™ Socke

1! Jein IFW, too.

Wantcd nte Oppnnmh s the Waterlon

Plesse call i waite 2840 W, i-wrm SL.

v, ':'oun for odly 55.00, 1 wil
""‘ e pay postage. 1

Imterested, contact oe, (631 Stevens

Passons, Kanas 67357,
Faval Wargamers Atisat Where e aur chba? |
don'l know of any sither. Let's starl ome mow!
Send namey and Mess along with your name to
Dave Geniey, $105 W. Sdih, Shawnee Mission,
..
Tired af having your clobs dislve belore your
eyt Wanl ane fhal s mhln with monthly
i the
umu Farrest Crain,
arl m Campbell, Kentucky.
Bearcking: Fil opponents in New Ovleans u
any and all Al wargsmes. 15 there 8 chib hene? I
not; wart fo start ane? Richard Cuscls, SHvD
Alfred St., Nr- Orleans, La. 451 83
Anyone in New Orleans arca ng to phy nr
contact su.m Kulm. 8630 Chase Sl.. 'NII‘T
Wil phen S4rad (4540, Balpe. AR Your
aker, |134 Hum:llud
St Ballimare, Md. 2B
Wavice wants opponent for ML Tectics, AR,
Blite, will phm AK, Tactics Will bravel small
Aistancy, Where sre-you Ballimare? Tournament
optionals. m Dulaney, 8201
Belluay .Me waw M. 212,
The Tegjan 131k Ariiy chabienpes amother new
b to Bitr, AK, l=l-1 Waterloo, Duh: Plim or
Fir. Either side send options and games you
1o play out ef above. Joo Babay, 15243 Uni\-mé—
Ly, Alien Purk. Mich, 48100,
Pom Angie, IT your imquiry roccives no answer
withiin 12 duys. | kave opponent, Selting Guod..
Juttand, Nuc. War and Vietnam, all excellent
conlition, Join Der Deatschland  Wehnmacht.
Lewis Puldpher, B1. 3. Box 189, Batlle Creck,
Mich., 49017,
Am_Iooking For NI oppoaent in Battle Crock
area, Will play fulndalunnl Wateshoo, AR, [-Day
and especially 1914, Steven Langs, 106 Netiles
Mich.
o apponent for 1914, um expericnoed.
"ll b elther site, contact Jim Hejukinen, 7335
aup R fd,, Blemingham, ul:h. 45010, Al

mrEmaL'T:'UAsz 5th Divia Dlrinion o prowing
La_:lvﬂ than any clib almundlh\nr' Friendship,

s 14 14-40) abready memberl Acoept anyune in
LE. N,

LY.! Joe Knowles, 19 Nigh 51, Chelies,

Fhen opponents wanied for Tactics 1, Waterioa
and Batike of the Bulge. Either wide for Tactics
and Waterloa, Allies in Balpe. Write to Bob Van
Apdel, 21520 Andettc, Dearborr,  Michigan
44124, AM Iotten ammeered.

Disite Bace-to-fa0e oppanent [ have all AL War
Games excepl U-Boar and Amsio will take any

side, ary game, any time. | provide refreshmonis.
Prefer aver 20 ym ald Richard Pupse 2710063,
nelmil thw

OPPONENTS WANTED

growing club with .rm opporfunily for all. Gur
present momberstip v 25, (»l\:g Rubin, 52 Siras
ser Ave., Westwood, Mass. 02090,
Lovking for f2f oppoments i the Grand Rapids.
Voltand, Zeelard aves 1f there ane any? Pou
1914 3nd Biite. ATl opL. either e confact Herb
Tareuts, 157 State, Zecland, Wichigan 4464,
T would ke o zm opponent for D-Day or
fitzkrieg. rmd 4 0 appencnt for (914 Gerye
- THh Ave. S.E, Minoeap-
alis, Mina, 331 ‘Mslmw 15 years old.
Planniaig W conquer (ke world? Dan't farget: you
nnl wn n war withott o navy, Al dupn
i fighting irim. Write Society of
m:mlnh. /o David Thomley, 97417 Ave SE.
_J"'."lt-.i’_"l‘..
Fm sale: Blite. D-Day, good cosdition — 5300
exch. Guad. - $4.00, excellent condition. Yo
pay pustape. Write to Jack  Ablitrom  Rueal
Treute Mo, 1, Norhileld, Mias, SS0ST.
Jain the Sparias Neutrsl Competition Lesgac.
The SNCL offers tousssments with lasge cash

campo
o Contact: ]olm Kuschile, mﬁo’ Grays Bay
Iiivdl., Wayzats, Minn, $5391.
ure e wasgamens (= Swlndhld‘ [} ph,
ot K games i wnd Bl pho. Alss wan

find 3 good club. Jim Craig, 2352 E Cﬁnd.
Speingfichl, Miwourl 65804, Arc wouthern Mis
st wargamees diad?

Phim opponents wanted far Union In(iﬂl)’lbum
o for Germans in 1914 advanced game
N‘!h 11 Cantact Jack Greifer, 1116 M!lL Sl

ascph, Misscuri 54501 All letters snswered.

1r v0u need oppacents in the SL Lo area, m.
send 3 stamped sifaddressed envelape 1o
lwm( 220 Weybridpe Dr.. Creve Covr, Ma.

hm

woon alfer & pewsbetler, our own game, and many
ather exiras in the interest of warpambng. Write
n: L.:wm Henzy, Box 194, Lowisiana, Mo,
335

w.md ancelio
or trade for Tacties II, Gettys.,

upwmll in Montata, sny game. Chashes Shan-
Bogeran, Montans 39715

.‘m raamn chabienge all 10 ghm games af Hulpe.

Afrika Korps, ar Blilz, Wo are undefeated. I yom
gol guts, wend your challerge 1o Casl Pickering.
Naticook Bd,, Merrinsack, N.H. 03054,

Maven Strategy Association will accept all PBM
oppancats in Weoe and Stalingrad (either vibe).
Will amewer all lettery - exper. playen preferel.
Staughter guarantecd to all oppasition.  Write
Cedbar Lane, Closter, N.J.

Michael Rothman, 108
724

ral,
starting a club, we accepl all FBAL and
vuym #Iti :mF-:-n.u sil] open! Oak Kank.

Wi
ling to leamn any
M| inquiries. anwerad.  Comact Tl North, 18
Hillwood Ave.. Edison, N.J, 08817 or Tele, (200)
5496155,

The Devit's Brigsde LaS.F, seeths you! We can
ssiisfy afl interesis. I we don't Iuvl 18 you can
fum il aml commend it I interested comtact

Dinid Colangelo, PO, Box 2166, Fgg Harhar, N.J.

R T, Epg Harbor,
NI, 05215 needs victins In Tactica ll {Biuc),
Blite (Redh Gettys (Blue), Guad, (US.) 1914
l(.'-n:un o 3nl layerk If you wang a fight come

Three 11 y»m it okl WaTgamers seck serius OppoT

ents. 20 yeany or older, play AH pames in

Bergen. Hadson, Paseiic Counties. M.J.: ar nearby

KY.C. Call Bill TE. 5-5803. Wayne, o Ken WL
¥

#
Wanled pem—
Afrika Korps in Yal, 5, Ne. 5. Costact mo at
Box 194, RO 3. Mays anu N1 08330,
am the German, will crush you'
oy lamd warloce. pames. PIF, oxp, AR, BUlE.
b«:-d.. Stalingrad o Amm B:.umf will take
any side Carl Mot - Kmudsen, 17 Fairview
ﬂa;; Upper Montelale, NJ. 07043, Tel 201
%
AN games for sk 54 me mrhdb mspe En?
uun All in Great Shape, includes PBM pad
cmes May you all prosper and be happy
Gm;g Catitons, 1918 - T4 i, Brookiyn.
11204, FEACE!
Speeid up your game and dop Toadig peeces. Siare
your counters in identifabb Imll‘urm phastic visks
available in two sizes amd twa different colors,
Wrile A, dela Parra, Bon 39, Br it

¢ wanh you! All letlen smowerel
Fiat il peceive High Cammand pasitians. Frerys
v secepled. 1T you wart a fight we have it,
Boldiaed. ]!trplf!l Tim Fox. 58 Cutler, Grand
Rapids, Mich, 49507,
For_Sale. Unused IDH Blite. Packed for im-
mediate shipment. $5.00 each, phes postage. Also,
AR, excellent condition. 5400, Same ferms
D-Day. Write Notman Maclonald, 160 So. Frank-
lin S1., Hofrsok, Mass. 02343,
Phm oppoments wanted for 1914, Al optionals
excspt Dummy Counters and allics may wse
Gevman rails for supply. Also Hidden Menement.
Contact Bruce (the Brainh Dekcker, 67 Adams St.,
Halliston, Mass. 01746, I've noves bost!
13 yeat old newice will PE [vu. Can’t Tind any

oppanenis in the ares, one oul ther?
Contact: Seott Dwﬂh nu Seont 51, Midiand.
Michigan

Mi:nﬂ'nq il cﬁ;ﬂ exporiened wargamers! Phm
lge and Guad with experienced w-rpmrr Al

wmn must be completed, Tourmsmont

-mu optioe. Richard Wright, 47 River St i
W. Spriegfield. Man. 0105%s,

Wmlml Tacc-to-face oppanenis for any AH war

game, Join the Imperial Guands, it B 2 fast

Opporests wanted FTF DDa:
Blite. Ja NY.C. m‘!l'!lnb!y Queens County. Avy
umacy oF go playen in Queses? State ape.
axperionee, sale prermnm to Bumt I.:nn;
6743 Loubet St Forrust Hilks, | N
Westchester Leapue forming. m
game deslgn entbusiasts lnuﬂ\l.
compelition encoutaged. Talesl kn journalism,
wesearch will help wu llll Sprirger. Bow §3.

Ulilhu_ \5!'
I['pnn want lnjuinlluw!ilbnﬂ!nhnlvﬂ‘
e]!po!lunl!r for advancement lmﬂ lm' bvnnnml
and rial warfare, contsct e Lasky,
1133 Jemdt An nml-n.. Y. mas Als
Genm quu

ey
mrim To g Iuly Shin an- 270k Write
soan Tor reservalions, 1o The St Johs's Unbver-
sity Military Slhm Chub, Grand Central usd
Utopia Purkways, Jamaica. New Yok 11432,
Dpponcnt wantes fos Bt (elherh and Civil War
toquare. AR betters answered. Regoes! IwF.O.ow
Rickard Coppula, Hdas. U.S, Army,

8 good <lab.
Element SHAPE. APO New Yark, NY.
ooss,

Wanted. Facotoface appanent for Blite Al

whumy. o _____
new clib with g idear. We will

reville in gocd condition: bey
SGrad, Need 17

OPPONENTS WANTED

Dylbnul rules ‘I{Cpk A-Bombs. Will be either
side. Experience pot required. Cantace: Michas!

LaTores. i, 479 Grenadon Lanc, Notth Babyion,
11703,

Hu Jong wintcr i over! Kampigrudde 1'..1“
advunces agaiat Th'n time we shall cnash
senegades. All others withing 1o romeve m«
vermin contact: Richard Cilti, 164 Sauth Ceatre
Ave., Rockville Centee, New York 11570,

Will PEM haic snlf e, AK. wﬂl‘P’l‘ Bulge, AR,
Anzia, Sgrad, Midway, Jatland,
Guailalcansl. Germans for Balge and AK. Age 15,
Meil OConvar, 722 Landing Road. Nosik, Re-

chester, MY,
Apreasars Noy Yy t‘-’mnp iy lmm fan-
tmtic growth rates mn now for good po!
Many tournaments are planned, Contact A.nnlm;
Bl.ncnl. 404 Darrow Ave,, Sobvay, MY, 13209,
Ao wish pims DDy epponnts 1 will play
Cermans.
Wanned m Stal_opponents. will seeept weeept all
h..l.mm I be Germans. Will buy Blitzkrice.
lowest w James Mawr. 127 Noah
En:mam&t Dannemars, K. -l
FBM oppoments wanted for Grad, Korps amd
Guat' I'm Ruséans, Axis and Japa. Gel in tooch
with Dennin Hart, 2700 W, Genesee S1.. Symacuse,
New Yok HW. First letters acorpled, Member

wFlnFAK-ndnum.FmF
Iimmh Inlnrurd i buying used games. Cane
tact: Ed Clae Crale, Wess, I,
New York i'l“s I{ inferested i joining &
'3;,’:“” Fgrupps Viper.

wm Generals. Will mﬂ! v Cind
Make offer, Mask
t’lnw_l-au Charlatte.
Jus in from Numd lnchm; for Mybﬂdy
witkin 50 miles o s nl’ Charlatls for passitie

far game or
Pﬂ‘er. 3?3(1 Dhresden

Jofferson Dr., ﬁhﬂﬂllc. N 28I

\“uﬁnm-. Join 3 new expanding club; st-F:n.
open. Would Bg opponeat
u.u {Im Blaed, AK (Brit). Tactics {either), |
will buy pood or fafr Civil War (please be Bonest,
510,00, Richard £ Whitaker, Box 1755, Roulel,

Loulibarg, N.C. 27549,
IFW BeDay Socicty Tourmament n-pmrlimd

played. Who
Abso looking for excellent FTF conspetition. Have
wheehs will travel, Ken Coumselnan, 52 Avalos.
Bedfond, Ohlu 4146,

Wanted!
p!(lsw wm be Ger
lettems, Write: Fhil Iqun_ 523 Ridgewond Ave.,
Dayton, hio 45406,
TBM S-irad, Watcrloo, 1 s skiled n cach
Mo oes s that good that he camnot be beaten by
me. Mo Bioge, just Fack The Red Baron, 301
Keallworth  Ave, Daylom, Ohin 45405, Most
lethers ammw:
Taia Hiller's Heachmen. A young chils wilh greai
prospecis. We are lookieg for il Kinds of AR
players Nute, weirdos, ete. Send for info. shout
iL Bob Stephenson, 93 N. Franklie S, Delaware,
Dbl 4301

5.
TOIN  ROWITIT Aggrewor Homelnd I’-nu
Youlllll Get in a fas1 action club — pleaty
games, fast sdvancement. naedals, lats of l\m.a-d
many pew friends Youll mever be somy you
: Eric Nebon, 200. lonic

e, 21w T S BT TS o
the Sncl A national organizaticn based on the
advancement of a mature spproach to the art of
wargaming. Please ;lnk particulars when applying.
Norma Dr., So. Fuelid,

. Looking for average
appanea orge Babog, 532K Tureey
o, Garfieh! Ilelg'hh. Ok 44135,
needed far Chess and Bz,
cither sile. Send optionals and side. Wil play
nru three epponcnts (o -m: for Blite and all
es opporents. Mak Nivon, RR1, Lebanon,
mm-tsusn -

Novice players w-nlud. THM Dby (i'm Gen
maul. Bl {no ogtional mules, or Red). Want
usedd 1914, Dlphmarr Areia, Deseribe condition
- best deal accepred, Al betters mlw:ml Janu
Shatclock, 6486 State Rl Na, -2,

Geoll Burkpian of 715 Myrike. snd Tieary
G-u of SUK Miami, do bequeath io il Americn
Dogs at Hastegae tobsl sbliteration and anmihile
tion. To wh, our llhllnham 55 and Vaolks
l.nnmilcr Forces wil o mastieate and
alt nppmnm games. of tournament
nulu il rukes cxoept -way Iraffic. Odds that
you don’t suevive past tum T 50T snd sl
ehallenges (o us 3t Terrace Park, Oio 451744
F far AK (Allies), Jutfand (Germans),
Call %89-8221, John Hamilton, 3300 Savaller,
Waosthington. Ohlo 43085, will Il‘allw Foatball ar
Baschall for LeMans. Both gemes in pood cemle
Sion. Will answer all lefler.
Tpponcnts wanied in the Midwest City, ORlr
I Cily area face-to-face. Would like to buy
Vigtnam game. Call or write Charles Hamus, 1830
Murray Urive, Midwest City. Oklaboma 73110,
there anyone in the Lake Owwepn Area Ilul
will play FTF? Al Ianl'.ln' far Sprad, good
cordition. Wil pay $4.00 plus .50 cents making
charpes. Wite: (‘ll‘ K‘dd. 1427 Aspen Streel.
Lake Cwepo, Ov.
a:mu!:!’ m—m,_cw_ma-‘ eiEe uw
th Der Deuteckland Wehmacht Yoin N.OW,

0 Frede
SE Iamhm Poriland, Oregon 97202 mll ;lw
you peeded (alp. s R
(e 1o wargame? Join the action and et In on
the fum, No pmtter what your skill there's always
roam o leam and Panzer Lebr wants yoil. Rick
Bioyes, 636 Ganken Ril. Glorside, Pa. 19038

OPPONENTS WANTED

Novice secking PEM opponents for 1914, Sufin-
grad, Bliarics, Guadalcansl, D-Day. Bulge. | can
Base with either side and intend 10 use up my full
thiety-five words. Raymond Witmer. 124 Lincaln
Ave.. Lancaster, Peand, 17603 e
For sile  Jutlind

ence S50 you pay
postage. Loanand Masda, QJTWSL Phila..
Pa 19138, Al
Any wargamers, sko programmers, interesied in
applying wangames, nol Mansgemenl. 1o cork
pistens, write, Good possibility af restricted Intek
ligence vershoes of AN plﬂm\ being  svailable.

fenriuer, Box 829, Camegle

how you'll be
Shickshiriny, Pa. 18655,

I-m sale: D-Day, with FEA pads. €400 Mampe-
[

¥ idway

sam ANl in good condition. played oty a faw

times WA Williams, 410 Waverland DM 0-131
'z 16801,

Somry 1o sy but The Villingva ASFonemy roncimy Rorm
because the only two members had
a ft mlmmmanuumn ran

ﬁ:nll 19087,

LT Wt 1
1T amyane has info on Miliary Minitsres and
how to make them, pleasc ge? i touch. Aba

winl 10 by CNille Tralabgar, in good
comdition. Steee Grimmett, 2304 Enficld No. 4,
Austle, Texas 78703,

FaceqnFace all Avalon Ierlr_l"a WED
N-pn!eeux. Civil War, and  WWI miniagure
games. Jack Moore, 3913 Obrian Drve, Corpus
Churisti, Texas TH413.

Toin Oie lmpersal Guands, 3 Fast grawing mational

L, L
Im:r =nd mare, for information write: Bill Gny.
Wells Circle 5., Fr, Worth, Texas 76114,
n ] wangansers! &

Sparts secks new meit-

bers. [km't join 4 elab 1o serve. Join 2 club to be
swrved, We specilize in wervice. Write Norsan
9H22 Kingflsher, Houston, Texas

1 will be a:lmlh‘ Trinity University begineing i
September. All wargsmers who will be at Trinity
or elsewhere in San Antonio, Texas, then please
contact e Bruce s-m . 5007 Loch Lomond,
kuen. Te: l'

here amy Al Ph?n m in Lubbock, Texai,
F'll-‘nnb' [ playany AH pame. | have 8 of
my e, kemm Anderson, 3411 42 Street,
Lishbac! SW 58538 | am 1S,

Normm V. 15 on the muve. Jom
mow of end up on the wrong shle. Imlhhluah ar
elibs. sre welcomed. apponen
Fmost wnn Tom Knaus, 7724 Harwood FL,
College Iuw-d youth wishes o play any collepe
student in Batthe of Bulge PBM game. | wish o
have an oppement with 3 SAT score of 1100+,
Serimahew, ST West Norfolk Rd.. Fortumouth,
Virglala 23703,

Wanted, club (o join i Wath, arca. Experience ia
1914, Jutland, Bismarck, Midway. amd soon 1o
e Anzio, Willing to bears mare. WAl PBML
Comtagt Mark Hobne, 2313 Enterprise, Richtand,
Wash. 993522 i
Wantedi One PBM appenent for AR | tike
British aha wish FTF i Bulg Jurtamd, m i

CTEa respeciivaly
Witz Alan Illyawhl. 330 e
. Wash. UL 1E,
necdead for a fine, well-organieed

club. the lmmt Guards. Join now while you
il have 3 chance of advancement. Write:
Chrin Marshall, . 13516, Piduburgh St Spo-
kane, Wash, S9I215,
FHM Anzio, Blitzkrics. Waterlca, your chowe of
aides and rules. All letlers answered, so double-
tise 0 your acarest post office! Send sel-up

maove | appropriate. Tom Acree, 25 Whitpman
y.. Walls Willa, Washington 99363,

contact Larty Wtts, Given, Wet Virinia 25235
€0 to all ham wangmers! Want opporents for
AR games to play by radio saly. ®0 ko 10
meters: CW, ssb; thru exim, Write Michasi

ssh: novice
Jahnsos, W‘::IVLM. 143 Nighbers Ave., Logan.

warganing (cont;
El Rancho Drive, Hroakfleld, Wisconsin, 53005
Cull (4141 7425476

Secking info. {pame .w.-n. bosed layaut, etc.) on
severl he ieg gamws: Frasce 1940,
Korea, Battle of Beitain, snd Vietnam, Centsct:
.;I;ns“tsjuid'ﬁm. 2105 Ruger Ave., Janewille, Wie

nents wanted. Have most AH games.
'A‘Illim to Imm Plll Have brother -Iu will ﬁr.
i used Crille, Contact: Al
trother Bob, 3400 Smn!! Honey (‘!«k c‘mm,
Mibwaukee, Wis. 3119, Phose: $43.83

mp
AK. Would prefer Russians., Allles, Germars. Also
FTF biite, Bulge. Ansio, Steve Carier, 7545 N,
Fahrehill, Mibwaukee, Wi 53117 Call me at

Panzer Abtellung chalienges all chubs in Wiscomin
10 bartle! We will play AK, Anzia, Bulpe, D-Day,
Stalimgrnd  (you pick sides) Ty Wisconsn,
\omoerow the ration! Contact: Panser Abneilung
Combat Hoshjuarters, 4606 Annherary Lane,
Madison, Wic $3704.





