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Avalon Hill Philosophy Part 11

SPARTAN INTERNATIONAL, INC.

We have seen many wargame organizations come
and go in our 10 years of publishing the
GENERAL. It seems as though every year brought
the birth and death of another wargaming club
which was going to bring “peace and organization
to the wargaming chaos.” |t was this same instabil-
ity which made us look upon the clubs with a
“ho-hum — here comes another saviour’ attitude.
It was hard to take them seriously after watching
them fold left and right; which was why we never
picked a favorite or gave one preferential treatment
over the others. One such group, however, does
stand out above the rest. SPARTAN INTERNA-
TIONAL, INC. (SH) has been around almost from
the start and remains the most stable and steadying
“club” influence in the hobby today. So much so
in fact that Sl now plays a considerable role in the
overall Avalon Hill picture,

SlI has its roots in a small, four-member club
started June 6, 1966 in Long Beach, California.
The founder, Russell Powell, his wife Donna, and
two neighbors began Sparta, at it was known since
its inception, on the concept that someone ought
to provide good and complete service to those
interested in simulation gaming. In addition,
Powell felt that simulation gaming should be
treated as more of a sport than a hobby,

From these modest beginnings, Sparta grew
slowly in membership and stature, The club was
first incorporated on Oct. 21, 1969, and its name
was changed to Spartan International. The original
directors of the corporation were Russell Powell,
Dan and Karl Hoffbauer, and Paul Heiser.

Spartan International is unique among gaming
organizations and, indeed, corporations, because it
is the only one specifically authorized to regulate
competitions in wargames and other related items.
It was incorporated to smooth the way for large
cash tournaments being thrown through the mails
and to protect the members and players by setting
up a legal entity which was responsible for its
actions.
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[
Spartan members manning an Avalon Hill display booth at awﬁ-sl
Coast consumer show.

The Spartans have a long history of successful
PBM tournaments utilizing the Avalon Hill classic
games which still form the backbone of their
existence. For the Spartan creed is basically one of
organized competition — and when you come to

think of it — competition is what the games are all
about. Originally conceived as an organization to
sponsor cash tournaments through the mails, Sl
still holds strongly to that premise by sponsoring
PBM tournaments with prize lists running into the
thousands of dollars. Each entrant is given a
booklet of official Sl rules interpretations to clear
up existing ambiguities and is subject to a board
which hears disputes and gives rulings on any
problems which might arise. However, the S| has
branched into other competitional fields of
endeavor as well — there are 6 divisions in all. They
include:

The Spartan International Miniature Golf
League is the second oldest division, and represents
the first attempt of the corporation to diversify
outside of simulation gaming and into competi-
tional pursuits in general. The SIMGL operates
primarily in the Southern California area. The
league conducts tournaments at various golf
courses around the area for prizes on a regular
basis. A newsletter published three times a year
keeps a record of seasonal statistics for the players.

The Spartan International Chess League is
organized to conduct tournaments in chess only,
although future growth could introduce the play of
chess-related games. The SCL also publishes its
own bimonthly newsletter.

The Spartan |nternational Multi-Player League
(SIMPL) is concerned with the play of any
simulation game which requires the use of an
impartial gamesmaster. Current activities include a
bimonthly newsletter, a Diplomacy tournament
and an ORIGINS OF WORLD WAR || tourna-
ment. The SIMPL also offers its members the
services of informal multi-player games and encour-
ages innovative ideas of the members in developing
its multi-player possibilities.

The Spartan International Miniatures League
{SIML) is the most colorful division of the corpora-
tion and is concerned exclusively with the play of
simulations using models and miniature figures. Its
activities are entirely face-to-face, and consist of
several chapters across the country involved in the

A scene from the naval miniatures finals at the Spartan East Coast
Convention shows East Coast champions [from 1 to r) Tony Adams,
Patty Boyce, and AH statf member Dan Evans at work in the finals
of that competition,
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play of armor, naval, air, and Napoleonic era
miniatures. One of its main features is across-
country competitional system in various fields of
miniatures which is a major component of Spartan
International’s many conventions. The winners of
the various chapter competitions get together at
one of the big conventions to battle it out for area
championships. The winners are then flown to Los
Angeles for the national championships.

The Spartan International Sports League (SISL)
is the newest division of the corporation and deals
with the playing of Avalon Hill's sports board-
games in regular league play with divisional winners
going into the play-offs of the respective sport.
Expansion into cther sports and games of other
manufacturers is possible.

Irregardless of the medium however, the over-
riding consideration is that of competition and it is
one that the Spartans take seriously. They have
developed a series of shoulder patches showing
various levels of competitional attainment to be
worn with the Spartan uniform (white shirt and
black pants) which gives the group a professional
and serious image at their public outings. The
group also has its own exclusive line of trophies
and medals to be presented to the winners of its
various events. They are also the only organization
authorized to give out official Avalon Hill certifi-
cates of merit and to sell pbm equipment for
various AH games, All of this has given SII an
image which has definitely helped the organization
in its efforts to promote the hobby through press
coverage of their various events. To date, the group
has already obtained feature articles in such high
circulation journals as the OVERSEAS WEEKLY
and ESQUIRE magazines.

SICL Competition Patch line

5 Spartan International are identical

v { \ for evary division, with the excep-

| é, 4 tion that each division's initials

: ; d are on its own patches, A player's
L}

experience rating |5 what is being

The compatitioral patches for

measured. Hankings are deter-

@n;%}» mined on the besis of 3 points per
Nosid _'% win, 2 for a draw, and 1 for 5 |oss,
Badges are earned on the basis of

the following accumulated points:

g, "

/ y intermediate — 21; Pro — 51;
i | ] Expert — 93; Expert Pro — 143;

. eeo _' Al Master — 369; Championship

Competitor — 500,

Chief among the attention getters are the
Spartan conventions. SIl sponsors a variety of
public conventions throughout the nation every
summer in which all types of competitions are
held. The just completed 1973 season saw major
cons in the midwest (MT. Prospect), east (NYC),
and west (Los Angeles). An important part of the
convention scene is the nationwide nature of the

Spartan efficiency and organization is demonstrated at every
convention they spansor, This year’s East Con 111 was no exception,

events. National chainpionships are played for at
the east and west coast conventions, with
contenders attending both. Regardless or the out-
come a good time is usually had by all,

This year the Spartans have been promoting the
hobby in a new way by carrying wargaming into
the ranks of the US Army and Air Force by a
traveling team of Spartan officers. SII contacted
the service clubs at various military bases and
offered to demonstrate wargames for those
attending the scheduled showing and then umpire
games between those wishing to participate. The
fee for this was $150.00 per base. S| has visited
about a dozen military installations this year,
including George AFB, Nellis AFB, McConnell
AFB, Wright-Patterson AFB, Fort Eustis, Fort
Meade, Vint Hill Farms Station, Shaw AFB, Fort
Rucker, Altus AFB, and Cannon AFB, They have a
chapter operating at George AFB which meets
every weekend, and has issued challenges to other
service clubs across the nation,

The Spartans, now over 700 strong, have
become an increasingly effective source of
manpower for Avalon Hill projects. Starting with
RICHTHOFEN'S WAR, the Sl has been a major
playtest source for new Avalon Hill titles. Regard-
less of the time element or subject matter we've
always found the Spartans prompt and reliable
when the need for a last minute playtest comes up.
It is probable that they will be involved in all
future AH releases, Their membership, including
over B0 devoted officers who serve without pay,
has also been very helpful in manning AH exhibits
in fringe areas where we might not otherwise have
attended. This is especially true on the West Coast
where Spartan membership is especially strong.
The Spartans have manned more than one
consumer show for us and starting this fall gave
“live” window demonstrations of AH games at
various retail outlets across the nation. They have
already been very useful in this respect in manning
our “Beat the Expert” booths at new Brentano
store openings utilizing FOOTBALL STRATEGY
and challenging the public to win a free game by
beating “the expert.”” Needless to say, we didn't
have to give away many games,

s . QR e
Dan Hoffbauer, Russell Powell, and Bill Comito are shown at work
in @ late night playtest session just prior 1o the release of
RICHTHOFEN'S WAR. The Spartan group lent a valuable and
experienced hand in the game’s final clearance playtast.

The SlI is also doing a job of educating the
school systems. Official AH sales rep Russell
Powell heads a team of mature gamers who visit
various secondary schools and colleges across the
country trying to sell them on simulation gaming
as an educational technique. Many educators seem
to share Powell's belief that simulation games are
the next breakthrough in classroom involvement.
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The whole organization is tied together by the
home office. Their headquarters are located in
Bellflower, California where they have a reception
and sales room, an executive office, game room,
and storage facilities. The game room is where local
chapters meet and playtesting is conducted, The
executive office is a work area for SIl President
Russell Powell. The FTF chapters report to this
office, and each of the divisions is run from there.
The office is also the organizational classroom and
the place where OPERATION CONTACT requests
are processed, For the past few months SPARTA
has been holding classes for those who would like
to become umpires in SPARTAN events. The rules
used in the miniatures games are exacting on the
umpire and they have to be put through a rigorous
training course,

Tournamants featuring the Avalon Hill classics are always the
chiefl attention getters at Spartan conventions, East Con |11 depicted
above offerad over $200 in prize money for the AH cempetition.

For several years the SPARTAN philosophy has
been pretty much the same. SPARTA would like
to increase the popularity, quality of competition,
and prize money to the level of Masters Chess. This
goal is a lot closer now than it was in 1866 when
they started. This is partly due to the knowledge
gained from experience in running the
organization, experimenting, and growth. It is also
partly due to the closer relationship they now
enjoy with Avalon Hill. The cooperative effort is
beginning to pay off now, and promises to get fine
results in the future. Professionalized wargaming is
something which is coming into being slowly but
surely. There will come a time when professional
wargamers will compete for thousands of dollars
and receive nationwide publicity. At least, that's
how the Spartans feel. What do you think?

SICL offica staff personnel include (from | to r} Tournament
Director Gary Rummele, Records Officer Bill Comite, Bill Miller,
Division Director Damian Housman, SICL President Russall Powell,
and VP, Dan Hoffbauer.

For further information on the activities of Sl|
or if you'd like to request they visit your school or
miltary base we suggest you write them at their
Box 1017, Bellflower, CA 90706 address.

¢y
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OPERATION -

CRUSADER

THE WINTER BATTLE

by Robert Garbisch

AFRIKA KORPS remuains one of the most
popular of boardgames, despire its rather long life
of 10 years, [lts plavability and emphasis on
maneuver stand it in good stead among its more
recent contemporaries, However, ir does suffer in
ane respect, fe, it has only one version, There are
no scenarios or mini-games which can be playved for
varfations off the main theme or a quick half~hour
game, Such is the rationale for Bob Garbiseh’s
undertaking of the feature which follows.

An amateur game designer in his own right, Bob
has done extensive research in the African theater
of operations and come up with a fine simulation

of the British offensive known in history as
“Operation  Crusader,” Utilizing the standard

AFRIKA KORPS rules, pieces and mapboard, he
preseits us with a very playable and short
alternative to the full campaign game with whiclt
we are so familiar,

A SHORT HISTORY

It had now been over four and a hall’ months
since the British hopes of recapturing the whole of
Cyrenaica, with Operation  “Battleaxe,” had
floundered upon the Egyptian frontier wire. The
vital port of Tobruk was still under pressure of a
general siege and it seemed imminent that the Axis
were nearing final preparations for a storm assault.
Likewise the impasse at Halfaya Pass still existed
with the Axis firmly in control there, An increasing
number of German submarines were continuing to
infiltrate the Mediterranean, thus posing a lurther
threat to the life and existence of the isolated
island of Malta. As long as Malta remained in
British control, Axis supply convoys across the
Mediterranean would be constantly harassed in
their efforts to provide even the basic needs for
their fighting comrades. In fact, General Rommel
had hopes of attacking Tobruk early in November,
but the losses at sea rose so alarmingly during
September that even Rommel had to express the
fears of not being able to attack at all.

The situation in general looked pretty grim fo
both sides. A desperate race for building up one’s
combat units and their supplies of military staples
was nearing a conclusive point, Despite the
repeated British tactics of “milking” units and
formations to fit out one expedition after another
it now appeared as if the Allies would be prepared
for an offensive first.

However, the British success in being ready first
was  not  achieved without some degree of
complications. Political pressure was applied to
bring about a general relief of the Australian
troops suffering in the besieged fortifications of
Tobruk. By October |15th, the third stage of relief
of the Australian troops was completed and the
relieving  70th Infantry Division had assumed
command of all remaining troops from the 9th
Australian Infantry.

R e
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Although Africa is remambered primarily for the highly mabile tank warfare fostered by Rommel the Germans never had many heavy
AFVE in action, This typical Gérman encampment shows only 1 VW, 1 motareyele, 3 Mark |1's, and a solitary Mk 111,

In the Red Sea and East Africa theater the
veteran 4th Indian Infantry Division, plus other
smaller mixed British and Commonwealth units.
were still heavily involved in conducting a military
campaign there against the remaining ltalian forces.
This campaign would not reach a successful British
conclusion until November 27th, with the
surrender of [talian General Nasi at Gondar.

In the meantime, the existing British formations
in Egypt had to be re-equipped and properly
trained in order to restore any degree of tactical
coherence, Add on to this the increasing pressure
from Prime Minister Churchill to harass and to
continuously engage the enemy, while the Germans
were occupied with their grand military campaign
in Russia, and you have somewhat the position
General Auchinleck had to contend with.

German artillery, although often suffering from a shortage of

E i sarved bly in Africa, Here s 10.5 cm gun is
adjusted for use against an advancing British column,

On the 14th of November, General Rommel
flew to Rome for a conference on the
transportation and supply problems. During the
night of the 17th/18th, Rommel was in Athens on
his way back from Rome when a daring attempt
was made to paralyze his Command by a blow at
the brain center. A party of No. 11 (Scottish)
Commando was put ashore from two submarines
near Appollonia with the objective of attacking the
house in which it was (wrongly) thought that
Rommel would be headquartered. The raid failed.

At last, after several frustrating postponements,
Rommel finally selected the 23rd of November for
his long-delayed final assault on Tobruk. “Since it
was known that the British were also preparing for
an offensive, eventual enemy attacks were given
the code name ‘High Water® for a normal attack
and *Deluge’ for a full-scale attack., When choosing
these code names no one had foreseen that a real
flood might take place. It started on the 17th of
November — not the attack but the rain.” ("The
Foxes of the Desert” by Paul Carell)

Thus the careful defensive preparations
constructed by the Axis were virtually eliminated
in one brief period of time. In a way, it seemed
kind of sardonic: a natural flood and a full-scale
offensive by the British, both taking place almost
simultaneously.

The Axis troops around Halfaya would now
surely be put to the test. Prior to the offensive,
Rommel has inoculated his soldiers with the belief
that each strong point was a valuable self-contained
fortress which must have a field of fire in every
direction: and that even if the German Mobile
Forces were to disappear for days, or for weeks,
they must hold out at all costs in the firm belief
that the Afrika Korps would return to free them.

Operation “Crusader,” or (as it is sometimes
called) the Winter Battle. was fought over a vast

The Italian 75/18 Semovents was the major AFV of the lalians in
Africa,
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area by
vehicles

the largest concentration of armoured
that had yet been assembled in the
Western Desert. Each side had, to be sure, a large
number of unarmoured formations, but it
thought that the armoured forces would dominate
and that the battle would be won or lost according
to what happened to them. The general terrain
where the [lirst fortnight’s fighting would take
place, is in a corner of the Western Desert. The
surface is generally hard, flat, and open, except for
near the coast, so that desert-worthy vehicles can
roam practically unhindered almost anywhere
(except after heavy rain!). Draw an imaginary line
from Bardia to El Adem and here the ground
abruptly breaks up into undulations, with the
ridges running cast and west: the northern faces are
usually the steeper, forming very difficult, il not
outright impassable escarpments. As if by accident,
only occasional passes existed whereby a vehicle
could transverse this line. A few miles farther north
and this general area tumbles into a tangle of wadis
to the sea. Only on the narrow coastal road, the
Italian “Via Balbia,” can one travel smoothly.

was

The stage is now set for Operation “Crusader”
to begin:

THE BATTLE

Despite the tactical complexity of the action
involved in “‘Crusader,” it can be broken down into
roughly four major parts to the battle. First, on the
|8th of November, when the British armour units
ageressively  sought out their arch-rivals: the
German Panzers. By nightfall, three of the
armoured brigades were in position: the 7th to the
north of Gabr Saleh (hex K-30), 22nd to the west,
and the 4th to the southeast. On the following day,
the 7th Armoured Brigade, along with the 7th
Support Group, and reached Sidi Rezegh (hex
1-28). Still no enemy contact. However, for the
22nd Armoured Brigade their immediate objective
was to engage the [talians at Bir el Gubi (Ariete
Armoured Division). Acting in joint support, the
Ist South African Infantry Division traveled close
behind. As for the 4th Armoured Brigade they
went into action just east of Gabr Saleh.

» _ﬂrw"ﬂ"uﬁ 1oT, g e 4 Ly
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Although not 8 match for her heavier sisters utilized later in Russia,
the German Mk 111 F was feared in the desert

Already the central theme of the British
objectives — to engage the German Panzers on
favourable grounds of their own choosing with the
bulk of their own armour — had fallen apart. What
did follow was a series of tank battles near Sidi
Rezegh, in which both sides suffered heavy losses,
Yet on the overall balance, the Germans had the
better of it by virture of their excellent recovery
arrangements,

When the dawn came upon the wreckage created
at Sidi Rezegh, on “Totensonntag™ — the German’s
annual Day of Remembrance for the fallen of the
First World War — Rommel decided to make a bold
gamble for victory; Rommel’s so-called “Dash to
the Wire.” By certain military degrees it was a
masterpicce of psychological strategic enterprise.
Yet, lack of information was to thwart Rommel's
personal formula. Narrowly missing two important
British supply dumps, Rommel was last persuaded,
by Auchinleck’s personal command tactics, to
return to his own supply bases between Tobruk
and Bardia.

Next came the third phase. which saw Sidi
Rezegh again exchange hands with severe
encounters this time between the Germans and the
New Zealanders. Seeing as how the tactical and
strategical situation was fast developing, Rommel
realized that he could no longer relieve his Bardia
and Halfava defenders, he decided to cut his losses
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and skillfully withdrew to Agheila, not, however,
before inflicting further damage on the British
armour units.

This scene occurred all too infrequently for Rommel's undermanned
and ill-equipped Afrika Korps, This MK 111 being unloaded in Africa
Was & rare OCCUrrence

Abbreviations used:

THE WINTER BATTLE ** OPERATION “CRUSADER"

Bde—Brigade, Regt—Regiment, Bn—Batralion; Armd—Armoured,
Inf—Infantry, Mot Inf—Motorized Infantry, Pz—Panzer,
P2zGr—Panzer-Grenadier, 5.G.=Support Group; Ind—|ndian,
5.A,—South African, N.Z.—New Zealand,

AL
ORDER OF BATTLE: AXIS UNITS S
Historical Units: Avalon Hill's At Start Military
Units: Position:  Objectives:
German Afrika Korps (D.AK.) To launch an offensive assault on the
15th Panzer Division: Tobruk fortifications; provide a mobile
reserve for Egyptian frontier defenses,
8th Panzer Regt 15/8 Pz H-28 in case of a British attack,
115th PzGr Regt 15/115 PzGr H-28
33rd Recon Bn 15/33 Recce H-28 1.?%6 1;'3%]'65 ’;2‘1’2’ ﬂngu;
Supply Unit No. 2 H-28 ) e = :
21st Panzer Division:
5th Panzer Regt 21/5Pz -30
104th PzGr Regt 21/104 PzGr [-30 o
3rd Recon Bn 21/3Recce 130 }'%E e | s ﬁﬂ;
Supply Unit No, 3 1-30 —
Afrika Division (later 90th Light): (*9)
361st Inf Regt 90/361 Inf H-27 93&%}61
Savona Division: (Italian) ﬁi
Savona Inf Div Savona Inf 1-33 _'!2-'2'-{
Italian Mobile (20th) Corps To prevent British intervention on the
Ariete Division Ariete Armd L-28 scheduled sssault on Tobruk,
Trieste Division Trieste Mot Inf’  K-25 e 5 uﬁﬁé
4-3- 345
21st ltalian Corps Two Divisions to maintain seige pressure
. o . ) on Tobruk fortification lines; two Divi-
Trento Division [renta Inf 1-25 sions to participate in assault.
Bologna Division Bologna Inf 1-27 . -
Brescia Division Brescia Inf H-24 nihE =k | el il
Pavia Division Pavia Inf 127 2-34 22 234 .34
Rommel 1-27 ﬁg I
Supply Unit No, | 32 0412%) | 000
Axis Home Base nn
Sabratha Divisi Sabratha Inf  W-3 5 Nt TIME
abratha Division atha In - % 2
Fascists Division Fascists Inf W-3 (ot 234 RECOR D

NOVEMBER

DECEMBER

JANUARY 1542
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In the end, the honours had come out fairly
even and the soldiers had fought each other as men
of honour, For the present, Rommel’s chief regrets
were centered upon the isolated Axis defenders at

Bardia and Halfaya. For them, the Afrika Korps
could do nothing at the moment to relieve them of
the British stranglehold. On January 12, 1942, the
final fruits of a British victory were claimed when

ORDER OF BATTLE: COMMENTS

(1) The units used in this “"Afrika Korps" mini-game are historically correct in as far as might be
possible using the available Avalon Hill unit counters for a November — 1st half, 1941, operation.
Granted, a few of the listed unit positions can not be reached according to Avalon Hill's movement
rules. However, what is presented is an accurate positioning of the units involved in this “Winter
Battle.” Unit combat ratings are not adjusted to their actual reflective strength, at the time of the
battle, because this would only complicate the present enjoyable basic rules and game components.

(2) 22nd Guards Brigade — originally formed in Egypt, 11 February 1941, with the unit
designation of 22nd |Infantry Brigade, |t subsequently underwent the following unit title
redesignations: 20 March 1941 — 22nd Guards Brigade; 14 January 1942 — 200th Guards Brigade; 6
April 1942 — 200th Guards Motor Brigade Group; 25 May 1942 — 201st Guards Motor Brigade
Group. The Brigade was captured in Tobruk on 20 June 1942. However, on 14 August 1942, the unit
was reformed in Egypt with the title 201st Guards Motor Brigade. For practical purposes of this game,
only the 22nd Guards Brigade unit will be used.

(3) Tobruk's Defense Perimeter has been expanded to its listed historical lines as allowable by
Avalon Hill's game mapboard. A defending unit's ZOC does not extend inland beyond the designated
hexes. However, a unit's ZOC does affect the adjacent Tobruk hexes. Only the Tobruk hex G-25 shall
still be considered an independent fortress hex. The other hexes are subject to the normal terrain
effects.

(4) 70th Infantry Division — originally reformed in Egypt, 17 February 1941, as the 6th Infantry
Division {prior to 3 November 1939, it was the 7th Infantry Division). Redesignated as the 70th
Infantry Division, 10 October 1941, Since the 14th and 16th Infantry Brigades are not available in
unit counters, the 7 A/1 and 7 A/2 Inf Bdes are used to represent the assigned units when the 70th Inf
Div relieved the 9th Australian Infantry Division and assumed command of all troops in Tobruk.

(5) The Qasis area of operation is not completely represented on the Avalon Hill mapboard.
Therefore, the delayed turn of available use is designated to represent this force’s completion of their
tactical assignment and the possibility for further involvement in the over-all operation,

{6) 50th (Northumbrian) Infantry Division — was relieved of shore defense duty on Cyprus during
the first eight days of November, by the 5th Indian Infantry Division, which had been in Irag. The
relief was carried out by ten destroyers and one fast minelayer. The Division then traveled by road to
Iraq. However, if the tactical situation had warranted it, this Division could have easily been re-routed
and ordered for active duty in direct support of Operation “Crusader.”

(7) Armour Reserve — In spite of protests from England, General Auchinleck had insisted that a
high number of tanks should be held in reserve (he desired a 50% ratio). He believed that only by
steadily replacing his tank losses could he ever hope to maintain his armoured unit’s full fighting value
during any prolonged military battle operation. There was no engineering industry to speak of in the
Middle East, and the only available repair equipment was what the army had brought with it. In
addition to this, his repair units were handicapped by a lack of towing vehicles and transporters, a
shortage of experienced tank mechanics, primitive rail communications, and a vast distance to cover
from one’s base to the battle front. As for receiving any new tanks it would require several weeks to
come from England and longer still from the United States, and ocean-going convoys were far and too
few between. In brief, the scale of one's reserve became almost as important as the equipment to be
initially combat committed in any serious desert operation; as General Auchinleck had outlined in his
desired objectives for the forthcoming "“Winter Battle."”

(8) 5th Indian Infantry Division — even though the defense of the island Cyprus had gained in some
importance with the threat of attack through Turkey (due to the sweeping German victories in Russia)
Prime Minister Churchill strongly felt that any division designated for defending Cyprus could be put
to more effective use in support of the “Crusader’ operation. The delayed turn of available use is
designated to represent the political conflicts of personal interests in the use of this division,

{9) The 90th Light Division should also have the 155th and the 200th Infantry Regiments, plus the
580th Recce Ballalion. However, at this time the Afrika Division consisted of seven Infantry Battalions
— strong in firepower and quite mobile, but totally lacking in tanks. Later on this division was
expanded into a more powerful unit, But for now use only the 360th Infantry Regiment to represent
the Division, as per Avalon Hill’s regular OOB schedule. Besides, it makes the game more of a balanced
match and thus more interesting for both players as a tactical challenge.

Note:

For those who desire more freedom in exercising a tactical At Start” set-up, rather than using the
historical set-up, the following is presented:
Friendly Units can be located anywhere within the designated areas. Set-up procedure is:

(1) British Tobruk Garrison Units — within the four designated hexes representing the Defense
perimeter of the Tobruk fortifications.

(2) All Axis Units — North of row L, West of row 35 — this includes the designated rows. Units
listed to start from Axis Home Base must be placed there.

(3) Remaining British Units — South of row K, East of row 30 — this includes the listed rows. Units
listed to start from Allied Home Base must be placed there before the unit may move. Army Reserve
units and the Oasis Force units still comply with the historical hex limits.
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the surrounded Axis defenders surrendered,
AFTERMATH

At this point ol reference it can be argued that
the morale of the Afrika Korps might have been set
at its lowest level, but this sort of logic seems
hardly applicable when a German officer wrote
these observations: “The Alrika Korps for the
moment was a beaten force, but not dispirited. |
saw no signs of wilting morale among our rearguard
troops. We stood and fought wherever there was
high ground.” ( “Afrika Korps' by Macksey)

So the Germans, who thought that they had lost
“Crusader™ due to the handicaps of lack of air
support, lack of supplies, lack of information, lack
of help from Germany or from the Italians, hardly
felt the cold breath of failure at this moment.
Their opportunity for victory would present itself
once more in the events of the breakout from the
narrows at Mersa Brega, to the stage setting of
Operation “Venezia,” in which their 1941 hopes
would see some degree of fulfillment in the capture
of Tobruk and the race for Alexandria, Cairo, and
the Suez Canal,
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OPERATION “CRUSADER™ MINI-GAME

TIME LIMIT: START — British Turn: November
1941 — Ist half; FINISH — British Turn: January
1942 — 2nd half.

BRITISH VICTORY OBJECTIVES:

MARGINAL — Control Halfaya Pass to Bardia
escarpment area and Tobruk.

TACTICAL — Above conditions plus Sidi Rezegh
escarpment  area and contact with Tobruk
defenders.

STRATEGIC — Above conditions plus relieve
Tobruk of the Axis seige. (No adjacent Axis units.}
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In all the Victory levels a surviving Unit Attack

factor ratio of 1-1 should be established. If more
than a four Attack factor difference exists in the
Axis favor, then it is considered an Axis Victory.
COMMENTS:
BRITISH — Since this operation is basically a
British offensive the initial attacks must be British
objectives; such as the early elimination of the
Trieste Division, or the Ariete Division, or the
Savona Division in the opening move. At all times,
you should strive to pick-off the small German and
Italian units; and if possible, to confine the
powerful German Panzers to the escarpment area.
Thereby restricting their tactical freedom of move-
ment, Preserve your Armour units from senseless
exposures to possible German Panzer counter-
attacks. Keep up a steady advancing pressure, not
necessarily an attacking pressure, towards at least
two of these general areas: Tobruk, Sidi Rezegh,
Bardia, Halfaya Pass.

With a little luck and some practical tactics you

should at least obtain a Tactical Victory level if not
a Strategic Victory.
GERMANS — The pressure is really on the German
player. In a practical sense you are forced to react
to the British offensive objectives. However, if an
effective defense deterrent can be established to
blunt the British drive and to survive the steady
pressure, a German assault on Tobruk should be
conducted as soon as possible. By eliminating a
possible British attack from the rear you can then
concentrate on breaking up, if not eliminating, the
main British attacking units. The only problem
here is the time limit, plus the fact that the British
can get in the last series of possible attacks.

Therefore, a practical counter-offensive plan
must be skillfully conducted right from the very
beginning up to the very end, With a little tactical
luck you should be able to prevent the British from
achieving a Tactical level of victory; thereby giving
yoursell a Tactical Victory.

Fk Aok v
Continued from page 2()

One special point: a badly-underrated weapon
is the German prop-driven, Twin-engine fighter. E
ratings aren’t everything, as a quick look at the
attrition table will show. Bombers don't have E
ratings, as both sides should realize when con-
sidering the twin-engine fighters. Especially in
small engagements in the Southern and Eastern
Fronts, a few Med10s or Owls will go a long way
(in more than one sense).

In conclusion, it is my considered opinion that
“Luftwaffe” is nearly even in balance — quite
close. Certainly, the myriad of targets will keep
the issue in doubt until the very end.

The US is disadvantaged as the attacker — he
must reach out for his targets. But he is more
than compensated by his replacements, by his
options of attack all around the edge, by the fact
that, once there, so little is needed to destroy a
target. The German must defend the entire board
with inferior means (although letting him have
Me262s in '44 unbalances things — it's better to
give him the grubby but cheap Komets and/or
Salamanders): he is hampered by shrinking re-
placements in the face of mounting opposition;
his enemy can appear almost anywhere. But all
he has to do is save one city.

“Victory™ is not necessarily winning a war, as
the victory conditions quite rightly show, ®

THE GENERAL

THE WINTER BATTLE ** OPERATION “CRUSADER"
ORDER OF BATTLE: ALLIED UNITS

Historical Units:

30th Corps

7th Armoured Division:
7th Armd Bde
22nd Armd Bde
4th Armd Bde Group
Tth Support Group
4th S.A, Armd Car Regt

1st South African Division:

15t S, A, Inf Bde
S5th S.A. Inf Bde
3rd S.A. Armd Car Bn

22nd Guards Brigade (*2

Supply Units No. 1 & 2
13th Corps

New Zealand Division:

4th N.Z. Infl Bde
S5th N.Z. Inf Bde
6th N.Z, Inf Bde

4th Indian Division:
5th Ind Inf Bde
7th Ind Inf Bde
11th Ind Inf Bde
Ist Army Tank Bde
Supply Unit No, 3

Tobruk Garrison (*3)

70th Infantry Division: (*4)
14th Inf Bde
16th Inf Bde
23rd Inf Bde
Polish Carpathian Inl Bde
32nd Army Tank Bde
Supply Unit No. 4

Qasis Force (*3)

29th Ind Inf Bde Group
6th S.A. Armd Car Regt

Army Reserve
2nd South African Division:
3rd S.A. Inf Bde
4th S.A. Inf Bde
6th S.A. Inf Bde
7th S.A. Armd Car Regt

Allied Home Base
2nd S.A. Inf Bde

Available Reinforcements: Must start from Allied Home Base only. No units can be sea transferred

Avalon Hill's At Start Military
Units: (¥1) Position:  Objectives:
To advance northwest, find and destroy
the enemy’s armor, and protect the left
7/7 Mot Inf K-30 flank of the 13th Corps.
1/22 Armd M-30 5@5 @ ;
23 | | 2z | | 7E0: | | B s
7/4 Armd L-31 | 337 . 54 11 ot
77 8.G. L-30 = il L 16
7/4 S.A. Motor  L-30
To protect the communications of the
Tth Armoured Division on the west and
southwest: later to capture the Sidi
1 SA/1 Inf N-30  Rezegh ridge. =
I SA/S lnf P-32 o] étﬁj T 4
1 SA/3Recce  N-30 HE] | H 112
22GD Inf N-32 To protect the communications, supply
== N-32  dumps and landing grounds in 30th
q m : Corps area.
000 | | 0010
To pin down and cut off the enemy’s
2 NZ/4 Inf M-33 troops on the Egyptian frontier; later
2 NZ/5 Inf M-33 to advance west. [ o 2@ 2
2 NZ/6 Inf M-33 "i%‘ 115 %ﬁais
41/5 Inf L-36 Same objectives as New Zealand Division,
UHEA o= [ [T e =
. 3 16 £ 1-1-6 -2-7
iy bl Nos L1 | | S 5 | | 227 ] |00
N-35
Fortification hexes are G-24, G-25 H-25,
and H-26,
7 AJ1 Inf G-24 l'o make a so.rrie when ordered.
7 A2 Inf G24 | s | fese | ot | | 22 %
70/23 Inf H-26 | 1-1-6 1-1-6 1-1-6 ]_].ﬁ§ 2- ?
Pol/Carp Inf H-26
32 Armd H-25 g
G-25 0-0-10

5

51/29 Inf
50/6 SA Motor

| SA/3 Inf
2 SA/4 Inf
2 SA/6 Inf
2 SA/7 Recce

1 SA/2 Inf

during this game.

50th Infantry Division: (*6)

1-62

To secure the Jarabub Oasis, advance to
protect land-ground 125, and seize the

Jalo Oasis.

Available third British turn along the
southern numbered hex row, east of

hex No. 38,

Available at start: can be placed any-
where from row K and row 38—south and
east thereof

Available at start: J-62

Available second British turn.

69th Inf Bde 50/69 Infl 3 - :
150th Inf Bde 50/150 Inf tﬁ‘d qﬁ{hgﬂ -ﬁ{g
151st Inf Bde 50/151 Inf ( i
Armour Reserve (*7) Available third British turn,
Four Armour factors— ﬁ;
use 1/2 Armour Bde
5th Indian Division: (*8) Available fourth British turn,
9th Ind Inf Bde 51/9 Inf ] =
10th Ind Inf Bde 51/10 Inf 1-1-6 1-1-6

|'ﬁ.ﬁ: |
1-1-12 |
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ANATOMY OF A DEFENSE

by 2nd Lt. Robert J. Beyma

THE GENERAL

Li. Beyma has put his military training to good
use in familiarizing himself with the wltimate skills
in the play of Avalon Hill's classics. Here he voices
his opinions on defense in D-DAY by presenting
the pros and cons of the two schools of thought on
the matter,

The analysis of German defensive strategy in
D-Day must begin with a discussion of the German
advantages and disadvantages. These are classified
as major or minor and are tabulated below.

Major German Advantages:
1. Tactical combat on beach.
2. 17 square Allied supply limitation.
3. Doubled and tripled terrain.
Minor German Advantages:
1. High replacement rates.
2. Time.
Major German Disadvantages:
1. Allied second invasion threat.
2, SAC attacks.
3. Allied initiative and mobility.
Minor German Disadvantages:
. Parachute threat.
. Initial placement limitations,
. Few first class troops.
. Large front to cover.
. No static unit replacement.

Ln o LR —

The Allied forces are in their weakest and most
vulnerable state on the first several turns of an
invasion. The Allied player is usually forced to
make low odds attacks, often against doubled or
tripled positions and with no retreat routes. The
Allies cannot land reinforcements in German zones
of control and have limited supply and buildup
capabilities,

The 17 square supply rule has two major effects.
First, it eliminates South France as a credible
invasion area. Second, it enables the Germans to
form a solid defense line along the Seine which
cannot be outflanked.

Doubled and tripled terrain is the equalizer for
the Germans in D-Day. Doubled units restrict
Allied attacks and double Allied losses, Whenever
possible the German player should attempt to
defend in doubled or tripled positions. River lines
are especially good because the German player is
not required to counterattack Allied units on the
opposite side,

The German replacement rate and the element
61' time become significant factors in the game if
the German player can maintain a favorable
position until about the twentieth week,

The most deadly German disadvantage is the
Allied second invasion threat. The German player
must tie down a large percentage of his army to
guard against a second invasion, primarily at North

Sea or Pas de Calais. This leaves a weakened
German army, one that is already out-numbered,
to face the Allied forces on the main [ront.
Additionally, this second invasion threat can be
maintained effectively for 15 to 25 weeks.

Another serious disadvantage is the Allied SAC
attack capability. Besides the destruction of
German units it has these three serious effects.
One, SAC attacks destroy or immobilize potential
counterattack units which is especially damaging
on the first or second turn of an invasion. Second,
SAC attacks can destroy certain key units in a
defense line and make that line easier to attack.
Third, the German plaver cannot afford to stack
several good units for fear of attracting a SAC
attack.

Besides having a superior force, the Allied player
has vastly superior mobility and has the initiative
to decide when and where to light. Unless this
advantage can be checked, the German player is in
for a rough game.

There are several minor disadvantaes that effect
the employment of the German forces, Initially, all
static units must be placed on coastal squares, The
German player must constantly guard against
Allied paratroops landing in his rear. The German
player is faced with a very large front and few first
class troops to defend it. Because static units can
not be gotten as replacements the German player
frequently is short of small units after about the
20th week. These units are particularly useful for
paratroop screening and river line defenses.

The “beach™ defense is a gamble on the part of
the German player. He will either be in a very good
position or a very poor one by the fourth turn of
the game. The initial set-up is of prime importance
and the die plays a major role in the outcome of
the game. The game will usually reach a decision
by the 20th week.

The “beach™ defense is a “stop the Allies on the
beach™ type strategy and is historically known as
the Rommel plan. This defense is characterized by
an all out attempt to defeat the lirst invasion. The
“beach”™ defense will defend all six Atlantic
beaches and force the Allied player to gamble in
order to get ashore. An immediatecounterattackis
launched if the Allies get a foothold on the
continent. A successful Allied invasion north of the
Seine will probably win for the Allies. A successful
Allied invasion south of the Seine will force a
German retreat. The game will then revert to a
“Seine” defense type game with a significantly
weakened German army. Defeating the [irst
invasion, however, will put the German playver ina
very favorable position. He can stay in a beach
defense posture and rush all of his troops to the
second invasion area, or he could revert to a
“Seine” defense and have his entire army waiting
for the Allies at the Seine.

A beach defense can lessen some of the Allied
advantages. The Allies must use a good portion of
their SAC attacks in their attempt to get ashore, as
well as risking their paratroops during the initial
invasion, Allied initiative and mobility are usually
ratier limited during the critical turns of the
invasion. A defeat of the first invasion will
eliminate the much to be feared Allied second
invasion,
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The primary disadvantage is that the German
player is usually in a very poor situation if he fails
to throw back the first invasion. His losses will be
sizeable and many of the Allied advantages will
become more manifest during the Allied advance
that will follow.

Another disadvantage is that the German forces
are spread out from Amsterdam to Bordeaux. The
German player must defend at basic odds in many
places and is usually forced to counterattack. Also,
the 17 square rule is not a factor on the beach.

A typical “beach” defense game begins with the
Allied plaver carefully selecting the beach that he
thinks offers him the best chance of getting ashore
and staying ashore, He makes what he believes to
be the best possible attacks and then sweats out
the die rolls. If he loses, the German player moves
in and mops up the beach in joyful anticipation of
a victory. If the Allies get ashore the German
player gathers all of his troops together and
launches an all out counterattack. Then both
players sweat out the die rolls. This may continue
for two or three turns. By then one side has won
the beach and probably the game.

The “Seine” defense is also known as a “Plan
Red” variation, or historically, as the Rundstedt
plan, The **Seine” defense strongly defends North
Sea, Pas de Calais, Le Havre, and possibly Normady
but permits an Allied landing at Brittany or the
Bay of Biscay. This is followed by a rapid Allied
advance to the Seine by approximately the Sth
week. The German player attempts to fight a
semi-mobile battle in Central France while
defending North Sea and Pas de Calais against a
second invasion. This is followed by a fighting
withdrawal to the Rhine,

The principal advantages of this defense are that
the Seine position cannot be outflanked and that
the German units are invariably doubled. Another
advantage is that the Germans lose very few troops
carly in the game, If the Seine line can be held
until the 20th week without heavy losses the
German player is in good shape.

The most obvious disadvantage to the “Seine”
defense is that the German army is divided. This is
a direct result of the second invasion threat which
ties down German troops at North Sea and Pas de

Calais. Another disadvantage is that the German
player forfeits any chance of defeating the Allies
on the beach. The Allied player reaches the Seine
at full strength and with all eight SAC attacks. The
Allied player has the strategic initiative and the
capability to aggressively pursue a retreating
German army.

A typical “Seine” defense begins with a
conservative Allied landing at Brittany. This is
followed by a rapid advance to the Seine by the
8th week. The Allied player then begins to attack
across the Seine southeast of Paris. After 6 to 8
turns the German forces become weakened and
reserves must be drawn from North Sea and Pas de
Calais. If the beach defenses are weakened too
much the Allies will make their second infasion
and roll the Germans back on both fronts. More
likely, the Germans will gradually be forced to
retreat from the Seine line around the 15th to 20th
week. These forces plus troops from Pas de Calais,
which no longer needs to be defended, form
another defensive line along the Meuse, The game
then becomes a hard fought Allied advance to the
Rhine.
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-1 (LA ROCHELLE)

risks low odds attacks for an all or nathing position,

Invasion success probabilities are computed in this manner, Ser
up what you think are the best possible invasion attacks. List all

possible results and their associated probabilities. Then consider the
1 S 4 5 [ best German counterattacks and their associated probabilities. The
1 \/ 2}.'3 ‘/ X e X total invasion success probability is computed by summing the
individual probabilities of each of the possible results,
In the Bay of Biscay example shown, the invasion success
2 \/ 1/2 \/ b4 X X probability can be calculated with tha help of a 6x6 matrix.
3 \/ ”3 \/ X X X If the Allies rol! an exchange on the 1-1 against La Rochelle, the
Germans will have either A 1-1 or A 2-1 counterattack sgainst La
4 NG 1/3 dl X | x Rochelle.
o
INVASION
5 \/ 1/3 Vv | X X X SUCCESS 1120 (1/36) + (4) (1/3) (1/36)
PROBABILITY +11/2) {1/38) + (2/3} (1/36) 72 e
6 | ViinlV [x|x |x
FRACTIONAL CHANCE
* T = = : J & TE
FRACTIONS OF ALLIED WIN v ALLIED WIN X GERMAN WIN
4
SAC AATACKS
B B
— & 10 '
N 1.2-2 e G xfeepiog
oy 6.6.4 , Bordeiu
N N z 8 B
1 “‘HFN -
%.] Manhes! 2 8
N o B
5.5.4 34
e 4:4-4
12-2 2
@ 4 8 {Direct amphibiows auaull sgaiart Nonter not
4.4.4 poasible, but It penible agained Bardeaus)
ARMOR INFANTRY PARACHUTE
First Turn - 3 1
Second Turn i 2 1
T Third Turn o8 (4 Divisions per Turn theceatter including HO's)

This depicts the best course of action for a landing in the Bay of Biscay. The British infantry divisions and the 13th Airborne conduet a 1-1
surrounded on La Rochelle with the airborne advancing in the event of an exchange. The Canadian attacks the 272nd at 1-1 merely in an
attempt 1o put another unit ashore, The invasion hangs on the outcome of the surrounded attack a1t La Rochelle and as such has a 50% chance
of success barring a low odds German counterattack on that city. Success of the SAC attacks is also vital if the invasion is not 10 bog down in a
time consuming battle for Bordeaux. A host of variables make further analysis unlikely but a number of hairy things can occur if either player

The *“Seine™ defense keeps the German player in
the game for a long time. The game tends to be
long and drawn out with one side not winning until
about 35th or 40th week. A good defense requires
a lot of tactical finesse and patience. In the final
analysis the Allies probably have the advantage but
the Germans can always put up a good fight.

This article has presented the two basic German
defense strategies for D-Day. Now the question is
which defense should you as the German player
use. If you have worked out a really good initial
set-up and do not mind gambling, try the “beach™

PROBABILITY OF A SUCCESSFUL
ALLIED 1ST INVASION:

BEACH PERCENTAGE
NORTH SEA 40.7
PAS DE CALAIS 36.6
LE HAVRE 43.7
NORMANDY 40.7
BRITTANY 41.8
BAY OF BISCAY 40.3

THESE PERCENTAGES REPRESENT
WHAT THE AUTHOR BELIEVES

TO BE THE BEST POSSIBLE
ALLIED INVASION ATTACKS

AGAINST HIS DEFENSE.

defense. If you are an exacting defensive player
and desire a long tough game try the *“Seine”
defense. You might also want to consider your
opponent. The type of game he plays and his level
of ability may determine how much of a gamble
you should take. The choice is yours.

I personally prefer to play the “beach™ defense.
It has been my experience that a “Seine” defense,
no matter how well played, will usually lose to a
zood Allied player. It will be a long tough fight but
the German player will slowly, but surely, lose. |
figure that it is better to go ahead and take my
chances on the beach. 1 have developed an initial
set-up which gives the Germans a better than even
chance of defeating the first invasion at any one of
the six Atlantic beaches. (A bottled up Allied force
on the Normandy peninsula is considered a
victory.) The chart gives the chance of success of
an optimum Allied attack at each beach. Remem-

ber that itis of little value to have a 70% chance of

defeating the invasion at five beaches and only a
30% chance of stopping the Allies at the sixth. The
Allied player will invariably pick your weakest
beach. These percentages include possible first turn
German counterattacks. 11 crush the first invasion
I then conduct a strategic withdrawal to a then
virtually impregnable Seine line, If [ fail to defeat
the first invasion | conduct a fighting withdrawal
to the Seine and give the “Seine™ defense my best

efforts. @
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BLIND

Realism and playability buffs have long been at
odds over the issue of hidden movement and many
have been the articles which put forth possible
solutions 1o the problem — all to no qvail, It seems
that the land battle games are destined to go
without the excitement and suspense that this
Jeature provides in MIDWAY. Jan Straus presents
ws with a good alternative for those hlessed with a
willing third party to act as referee.

Panzerblitz, still Avalon Hill’s best game, lacks
realism  because the players can see all their
opponents’ units. 1 am far from the first to suggest
refereed hidden movement; see Riley R. Geary’s
article in The General, Mar-Apr 1972, But Geary's
system of hidden movement rules is too time-
consuming for face-to-face play, complicated, and
requires unlearning large parts of the standard
Panzerblitz rules.

In contrast, the refereed-hidden-movement rules
below were developed with emphasis on simplicity
and playability in face-to-face play. As for realism,
the players are put in the real position of modern
combatants: the enemy is usually unseen. But you
must still fire and maneuver against his probable
position.

SET-Up: The players need a referee and two sets of
gameboards. The boards are oriented in the same
direction and separated by a divider (such as the
game boxes) so the opponents cannot see each
other's boards. The referee sits where he can
observe both boards.

Play is as usual, using the standard Panzerblitz
rules with non-optional indirect fire, except as
indicated in this rules addition. Each player moves
his own units on his board. The referce makes the
boards interact,

SEQUENCE OF PLAY: In each player’s turn:

a. He (Attacker) may fire.

b. Each player is next told of visible effects of
fire (which differ for Attacker and Defender).

¢. Attacker moves and makes overruns and close
assaults,

d. Both players are told what they can see, At
any time, players may mark suspected enemy
positions with unit counters.

OFFICIATING: The referee tells the players what
they can see and combat results on their own units.
He calculates odds and rolls the die but reveals the
combat results (or lack of visible results). He keeps
track of movement, and makes the game work.

VISIBILITY RULES: There are three sources of
information given to the players: ordinary
visibility, fire, and movement.

Ordinary visibility:

a. Only undispersed units can see, unless specif-
ically excepted below. They can only see what
they could fire on under the standard Panzerblitz
rules,




Page 11

PANZERBLITZ -

b. Minefields are invisible. Obstacles (blocks)
and fortifications can be seen as if they are troop
units.

Results of fire:

a. Attacker is told of motorized units destroyed
in Line Of Sight (they burn): of dispersals of units
adjacent to his (he gains fire superiority); and of
destruction of visible units.

b. Defender is told of any fall of shot (of
non-l-type weapons) in his Line Of Sight (LOS).

¢. Defender is told the general type of any
enemy units firing 2 squares away in LOS (their
firing draws attention to them),

d. When his units are fired on, Defender learns
the type(s) of fire if (1) The unit survives, even
with a dispersal; or (2) there are adjacent friendly
units.

Results of movement:

a. Units moving % their Movement Factor in
view of, or moving at all next to, an undispersed
hostile unit — will be reported to the hostile
player.

b. Tracked vehicles may be heard moving at a
range of 4 squares, counting forest and slope
squares double. Direction is given but range is not.

FIRING:

a. Any unit may fire on any square in LOS.
Units capable of indirect fire do not need LOS,

b, When units fire on unspotted targets, their
attack factors are cut: (1) by ¥ if the target square
is in LOS but not spotted. (2) to Y% for targets
neither in LOS of the {iring unit nor of an observer
(*CP”) unit. In addition, such wnobserved fire
strikes any of Attacker’s units in the 6 hexes
adjacent to the target hex. (Explanation: with no
one adjusting it, this fire may be off target, hitting
friendlies; and being shelled by your own guns is
demoralizing. This rule also keeps people honest
about not using optional indirect fire.)

¢. Indirect fire directed by observer units
(“*CP™) is observed fire, just as if the firing unit had
LOS.

d. Mines “fire” automatically at the beginning
of fire.

e. In unspotted hexes all units combine in
defense: Only combination attack is used.

f. If odds are less than 1-4 or if there is no unit
in a target area, the referee should avoid giving the
attacker that information and should roll the die
anyhow,

MOVEMENT:

a. Units are moved individually along indicated
routes.

b. When units cannot move as far as ordered,
for whatever reason. they move as far as they can
and then pile up, Exception: If units move onto a
minefield, only the first unit moves on unless the
units are specifically ordered onto the mines.

c. The referee does not indicate blockage of
movement until the movement turn is over. He
then rearranges Attacker’s units to allow for the
blockage.

COMMENTS:

When you play Panzerblitz blind, vou are not
quite playing the same game. The spotting rule is
partly cancelled: which is reasonable, since t
original spotting rule was a compromise between
realism and the two-player game. It turns out that
most changes are toward realism. A few tactical
hints are appropriate:

|. Antitank guns (formerly worthless) suddenly
become valuable because you can ambush.

2, The armor of armored vehicles seems to
become more important.,

THE GENERAL

3. Outpost lines and reconnaissance become
uscful. as they are in reality.

4. It is dangerous to
infantry in on trucks.

send  your assaulting

5. You can fire an artillery preparation before
an attack. You can also fire counterbattery fires.

6. In normal Panzerblitz a 2-1 advantage
{measured by the Oleson point system — sec The
General, May-June 1971) is sufficient for victory.
Playing blind, you need 3-1 or better.

7. Lower defensive troop densities are practical.
In view of (6) above, yvou should balance the
situations by weakening the defender.

8. Mines become fearsome. Normally you
should value them at 10 Oleson points; but if they
are invisible they are worth 25,

You have seen that there is no referee’s control
board. Control boards double playing time, since
every unit must be moved twice; but in return for
this boring slowness they only give marginal help
to the referee. Since speed is a major component of
playability (and since you get away with it in
Panzerblitz; and you can’t with, say, aBlitzkrieg)
forget the control board,

F A

s Board as |

EXAMPLE OF PLAY:

Given this situation on the number-one board segment at the beginning of the Russian's uirn: German sees the SU-152; Russian sees nothing,
but his rifle company had heard the rifle platoon’s I-type weapons liring last turn:

Russian fires at the rifle platoon’s square with the SU-152 and T34¢. That |s 46 factors (halving the T34 far the soft target); halved because
Russian is firing uphill = 23, Halved yet again because the square is observed but not spotted, =11, The referee calculates odds of 1-1; rolls the
die and gets a 2 (sdd 1 for the forest and it's a 3). Dispersal. He invarts the rifle platoon counter and tells German that H- and A-type fire hit

there and the SU-152 fired, but Russian is not told of the dispersal.

Naxt, Fussian moves his rifle company @ 1-L-6 and close assaults the rifle platoon’s sguare: moves the T34/85 1o 1-M-4. End of movement,

The referee talls Aussian he can’t get to 1-M-4 and places the T34 company on 1-L-4. He rolls the close assault (odds are 5-8 = 1.2}, Die roll
is 1; and 1 for the forest and subtract 2 for the CA, and you get DD: German platoon destroyed,

The referee tells German he can see the T34/85 and the SU-152; and since the SGLII is next to the destroyed infantry, announces that it was
destrayed by Close Assault. The Russian is told that he destroyed the infantry platoon and that he can see the SGlI.

German suspects the location of the Russian infantry, but has no identification. He marks the suspected location with a unit counter and

intends 1o mortar that square in his turn,

&
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Of all the games to pick for a SERIES REPLAY,
STALINGRAD appears the most obvious. It is by

Jfar the most discussed and oft-played wargame of

them all among the true hard core wargamer. It is
only natural then that we present a replay on it.
Indeed, not just one, but many — any game able to
hold the fascination of our cult as long as this one
has deserves widespread coverage and analysis,

Our first attempt, printed below, might well be
subtitled “How Nor to Play Stalingrad.’ At least
that’s whar our neurral expert George Phillies
would have us think. George is probably the best
STALINGRAD player in the U.S. and is definitely
the most widely read authority on the game. But
then, after several hundred games against the kind

of competition one finds at M.I.T. yvou'd kind of

expect that,

George makes no bones about evaluating the
quality of play. All we say in defense of the
participants is that even good plavers would pale in
comparison to such expert analysis. Let there be
no doubt about it; both playvers made mistakes —
but then, that's what makes the game interesting
isn't it?

PARTICIPANTS: Dan Evans: German Player, lom
Oleson: Russian Plaver

BACKGROUND: Boardgamers with 20 years com-
bined experience in both PBM and live play: AH
staff members.

RUSSIAN INITIAL PLACEMENT:

I have given a lot of thought to my starting
set-up. This is my reasoning: FINLAND: The
maximum Axis force here is 22 attack factors, so
they can just barely make a 3-1 attack by denuding
the rest of the front. Generally this attack will not
move towards Leningrad because it is a doubled
position, so as the Axis units advance, they leave
Helsinki vulnerable to a Russian counter-attack

Y < N~ 4B A AN

SERIES REPLAY
STALINGRAD

timed for the Fall or early winter. Just one
exchange cripples the attack capability of the Axis
here, because they can not reinforce, while I can. |
want them to attack, and will fall back. If 1 have
to, | can hold the entire front with only 3 units
(J31,H36,D40) until the lakes freeze.

Of course, some players prefer to concentrate
forces on this front at the outset, try to get it out
of the way, and release the forces involved just in
the nick of time to stem the German advance on
the main front. To do this, | figure that vou need
about 8 infantry units. 1 would rather use those
units to deny the Germans good odds in the
summer of 1941 on the main front.

To confuse my opponent as to my intentions, |
have some units at the start on the Leningrad front
which are required in July along the Nemunas.

BALTIC/CARPATHIANS: It seems to me that
every STALINGRAD player should have this little
chart:

Soakoffs 0 | 2
Hexes
1 24 16 8
2 46 39 32
3 64 58 52

As will be obvious to anyone familiar with the
game, this reminds you of the number of attack
factors which the Germans can possibly concen-
trate against the Russians from 1,2, or 3 hexes, and
with no, 1, or 2 soak-offs. For example, from 2
hexes even the most powerful German units can
not get a 3-1 on a pair of 5-7-4’s behind a river,
because with two defending units, one soak is
required, leaving the maximum attack factors
available at 39 (3 x 14=42 required).

This is why there is no need to have a 7-10-4 at
S18 at the start, since with a sacrificial 2-3-6 at
UI8, the best German odds to cross the Nemunas
om the first turn are 2-1, Of course, they may do it,
but this is the kind of risk that the Russians have

The German attack in the center Is mode to break the rail line at BB15, However, the placement was faulty. The exchange cost

the German his foothold at BB14. He should have switched his exchange piece with the 14th Armared

to concede to the Germans, and eventually it
should pay off. A few doubled exchanges on
German armor will hurt them more than the
Russians. In fact, I think it is better to defend in
this situation with two 5-7-4’s, because it requires a
soak-off, which a 7-10-4 alone would not, and
because you are likely to have one unit survive
even if you lose.

Further south, some players stick their nose out
at X15, but I don’t think that it is any better than
X16, Sometimes | like to put a 4-6-6 here to make
it a little bit harder to destroy. I like to lose the 6
movement factor pieces first, so they'll get back to
the front faster as replacements.

I have never tried this defense without a
surprised reaction from the German player. The
north looks naked. but it 1sn’t. No good odds are
available, and enough units can be brought up to
hold the line in July, while at the same time
releasing units to really put up a stiff defense
further south.

Here are the defense factors facing the Germans
as they go south:

TARGET BEST ATTACK: SOAK-OFF REQUIRED:
Brest 21 vs. 60 factors
BB15 11 vs. 82 factors
CcCi14 1 vs. 7 factors*
EE12 -1 vs. 42 factors

*would require two 7-7-6's, and would not braach the line of the
Bug River.

So, there are no attacks north of the
Carpathians. except for the necessary sacrifice of 3
small units, which present the Germans with better
than 2-1 odds. In order to achieve even that, they
have to risk important elements of their armor, as
well as a costly soak-off in the majority of cases.

HUNGARY/BLACK SEA:

DEFENSE SOAKOFF NEEDED VS
HEX FACTORS BEST ATTACK DEFENSE FACTORS
12 12 21 0 but nothing to be
KK14 12 31 36 gained hara
LL14 19 1-1 46
MM14 18 21 30
NN13 8 71 51

e
erman June Move < b

FINLAND

AT / 1
Ihe 1-1 artack on the 3rd Infantry is much more than a
desperate try to eliminate a piece. By making the 1-4 attack first,
the German can dictate a retreat route north of Leningrad making it
Impossible for the 3rd to reach S18in its turn,
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READER BUYER'S GUIDE

TITLE: MIDWAY
1942 SHIP TO SHIP NAVAL BATTLE

INSTRUCTIONS: Rate all categories by placing a
number ranging from 1 through 9 in the ap-
propriate spaces to the right {1 equating excel-
lent; S-average: and O-errible). EXCEPTION:
Rate item No. 10 in terms of minutes necessary
to play game as recorded in 10-minute incre-
ments, EXAMPLE: If you've found that it takes
two and a half hours to play FRANCE 1840, you
would give it 8 GAME LENGTH rating of "15."

Participate in these reviews only if you are
familiar with the game in question.

1. Physical Quality
2. Maphoard
. Components
Ease of Understanding
Completeness of Rules
. Play Balance
Realism

8. Excitement Level

3. Overall Value

10. Game Length

The review sheet may be cut out, photocopied,
or merely drawn on a separate sheet of paper,
Mail it to our 4517 Harford Road address with
your contest entry or opponents wanted ad, Mark
such correspondence to the attention of the R &
D Department,

%]

Game to be reviewed next:

L D

PRICE: $7.00;
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We're experiencing growing pains. More subscribers means more Want Ads. We just don’t have the space
for every subscriber to wax rhetorical as in the past. To make it easier, and more meaningful for all

concerned, we introduce the Mini-ad,

1) Print your city and state in Box A above.
2) Insert copy where required on lines provided.
3} Print your name and address where indicated.

Want-ads will be accepted only when printed 3n this form.
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_"NO. 58
2 A

by
Y

1

br‘
2
B

SITUATION: late stages of a bitterly fought
Tournament level Blitzkrieg game. While most of
the fighting still rages in the center mapboard,
tthe Blue player has opted for 4 quick sex-borne
thrust at Red Capital in an effort to knock out
Red supply and reinforcement capacity, The
requirements of having to keep a strong beach-
head defensive perimeter and enemy resistance on
the initial assault dictated that only a 3-1 attack
could be mustered against BBB-54. That attack
was only partially successful. As the Red plaver,
YOU must intitiate' a move that will restore the
situation (or even fturn the tide) under the
following constroints: Due to heavy fighting in
the north, you can call on no air power or
additional land reinforcements, However, amphib-
ious forces in sen zone D' consisting of six
infantry divisions and two Breakthrough Artillery
livis are at your disposal. You cannot afford
to ignore this invasion, slthough giving up terri-
tory temporarily would not be a major set back.
Yet, any troops committed to the front druin
already-low manpower resources for the major
battle in the north. As the Red player, which one
of the five following options would you follow?

A. Contain the invasion with a light screen
while landing the forees ‘at sea’ at NN48
andfor RRRS4 to mount a strong counter-
offensive next turn,

B. Don't screen — defend the cities with
wvailable forces while awaiting the counter-
offensive next turn.

C. Invade the beaches in an effort to destroy
the heart of the Invasion: the Blue Marine
divisions,

D. Invade the beaches but attack as many
enemy uwnils as possible since retreats (if
attacks are properly executed) won't hurt the

Red position and victories mean destruction of
surrounded Blue units.

E. None of the above, correct solution indi-
cated on diagram.

To enter contest No. 58, indicate which option
you follow and indicate the final pesition of
units on the diagram via this code: *1'= |4 or
1-6, *2"= 24 or 2-6, '4"= 44 or 46, '8' = §-44.
Indicate any combat on the battle chart. NOTE:
only those units that appear in the contest
diagram are available to the Red player,

ATTACKING | DEFENDING

BATTLE

UNITS UNITS ORDER 0ODDS

Titles of Best Articles:
L

i
3

NAME

ADDRESS
CITY

STATE______ ZIP
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*The attack must extend two hexes south to
undouble the LL14 position. This position is
intended as bait, In order to get 3-1 odds, the
German must concentrate armor in Rumania where
it can be easily bottled up, as well as risking an
expensive soak-off,

GERMAN JUNE MOVE:

Rather than make a normal “wail and see” turn
that is common to my normal initial move in
STALINGRAD, I've decided to gamble on the
defeat of the Russian 3rd Infantry near Leningrad.
Should any result other than my elimination or
retreat occur (50% probability), the 3rd Infantry
will be unable to meet its commitments at S18 and
next turn I should be able to storm that position
with success. I am expending quite a few troops in
the center which will be wasted if the Russian 3rd
is not defeated. However, it is worth the gamble
since it further weakens the center especially in
terms of transportation to the area near S18. The
south is strictly a “‘wait and see” affair, Things
should be much weaker there after the first turn so
[ have committed enough force to present a threat
when he cuts back on his defensive commitment
here.

RUSSIAN JUNE MOVE:

The German’s unexpected and successful 1-1
attack on my 3rd infantry in Finland insures the
fall of the Nemunas this turn. It was an interesting
move, but had he been eliminated in the attempt the
Nemunas would have been truly unbreakable with
the large amounts of troops released from Finland
in what would have been record time. The attacks
in Finland are forced by his disposition of my
7-10-4, Hopefully, 1 can destroy his 5-5-4 and
prevent him from holding up in Helsinki.

The counterattack at Cernauti was automatic. It
will take more of an effort than a mere 4-4-4 to
break the Prut although he will probably do so this
turn. Fortunately, 1 block the railroad line so he
can not hit the LL14 area very hard. The
positioning of the 37th and [1th at DDI14 is to
preserve  the Gth Armored’s position. Despite
having lost both 1-1 attacks I am not in too bad a
position — offering only one delay piece this time.
Fortunately, my opponent misplaced his exchange
piece in his attack on the 14th Inf so the rail line
remains unbroken.

Infantry by concentrating their attack on the largest German piece.
Unfortunately this meets with an exchange while F X2 escapes a 6-1,
The exchange on the 12th Infantry was met with glee by both sides.
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The Russian June move shows the gravity of the error perpetrated by the German at BB14, The now vacant square ollows several
Russian units to withdraw 1o 3-1 proof positions behind the Nemunas

GERMAN JULY *41:

Needless to say, it seems | spent longer on my
comments than on my move, The failure to cut the
rail at Brest-Litovsk was unforgivable. This turn

will alleviate the pressure on Finland and will apply
great pressure on the Nemunas River line. Once
again | am attacking Brest-Litovsk to cut the rail
which will insure that the Russian will be unable to
counterattack at S18.

The success of the 1-1 attack on the 3rd Infantry last turn now makes itself felt as the Germans get 8 3-1 on the Sth Infantry and

force a crossing of the Nemunas.

RUSSIAN JULY MOVE:

The breaking of the Nemunas was expected,
However, it is anticipated that we can delay in
front of and hold behind the Divina-Minsk front
until the Finnish situation is settled. The 6-1 on
the 3-3-4 was to knock off the strongest Finn unit
at no loss. Losses in Finland have already been
high.

The attack on the 48th Inf at BB14 was
designed to once again preserve the integrity of the
position at EE12. Barring an exchange it risks little
more than the delaying unit I would have lost
anyway and forces him to soak-off and saves
ground as well. The Dnestr is 3-1 proof as he can
not obtain 36 lactors on 2 squares in the south
where he has considerable force doing nothing.
Should he chance another 1-1 1 still have the
strength Lo counterattack.

SWEDEN

The Russians press their attack on the strongest Garmar': unit
haping to prevent it from fortifying in Helsinki, There is little
danger of the other Finns scartering as they can cause no real
damage by doing so unless the Russian Tails to pursue,
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GERMAN AUGUST MOVE:

By removing two 4-4-4"s from my center force it
can be seen that what I need is volume of troops
since | already have sufficient power so | brought
back another 4-4-4. Despite the exchanges I still
seem fo be in good shape but the losses must slack
off or 1 will have to continue to leave armor off
and draw on small dead units for volume. The
attack on the 36th Inf will assure the breach of the
Dnestr River next turn at either GG14 or HHl6
unless he puts two 5-7-4’s there which, of course,
he will do. The Russian is in good shape now since
he will have sufficient units in the south for winter.
I may gamble around Minsk to reduce his forces
unexpectedly but not until winter when the full
effect will be felt. Finland is still doing fine but the
situation there is still in the dark. The rails are cut
to give the majority of the force their best odds, 1f
an attack is made in Finland then the units near S
Kaunas will have to hold their own. | expect : 3.

Finland will hold for if the Russian does not strip A delaying movement is used on the Northern Nemunas while holding the rest of the river with 3-1 proof positions. The Russian
off aide from there soon either Rigu or the river at attack on the 48th Infantry shows the aggressive nature of the Russian player which will later cost him the game,
Kaunas will all, or both,
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RUSSIAN AUGUST MOVE: ol S o i R —
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My opponent correctly figured that 1 would — T,

y i 22 : - XGern) : ol
ignore Helsinki to destroy the Finns menacing yF— FGermandyuguseilopt
Leningrad from the north. He will probably retreat 4 S SN S

to Helsinki next turn where T'll leave him ¥ ')_x_\' \_
garrisoning Leningrad waiting for him to venture g \ % ."'L / \__{;

out. The big move is in the south where if my 3-1
on the 57th Armored works I'll not only have
reduced his armor considerably, | will have gained
ground in the south from which to delay. If it
works he may be disheartened into an early
surrender, 1 realize my chances of winning are
better if' | fall back but would rather win in 4|
than 43, The 2nd Infantry is at CC16 to deny the
Pripyat crossing, as 1 want to delay from this
square next turn, With my reinforcements due next
turn and the ending of the Finnish front I should
be in good shape for a fighting withdrawal to the
Riga-Minsk and Southern Bug lines, barring ex-
changes.

The atteck on the 36th Infantry caught the Russian by surprise and signals the beginning of the end for the Russian's southarn
detenses. A good attack.
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The Russian player is forced to ignore open Helsinki by the threatening posture of the Finns

marching on Leningrad, In the south the Russian makes his final error by counterattacking against the
57th armored, The exchanges which followed only made the next German move less spectacular
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GERMAN SEPTEMBER MOVE:

The German sees a chance to end the game quickly with 1wo low odds attacks which will encirele 4
Russian units in addition to the two attacked. It was a risky decision, and one which might not have
The time has come for an all-or-nothing gumble been made considering the Russian exchanges on the previous turn,
to win the game., A 50% chance of winning the
game is too much to pass up, An advance against
the 17th and 7th will trap at least 6 units and he
will be unable to close the gaps. If 1 lose the 2-1 1
will probably lose the game.

AFTERMATH:

The shock of losing 9 corps in the space of 1
game turn proved too much for the Russian. He
soon conceded the game although his reinforce-
ments and the German's weakened condition
dllowed him to put up a viable, if not strong,
defense just south of the Bug and between the
Divina and Minsk. However, when the 4 encircled
Russian corps were eliminated in October it
appeared to be only a question of time before the
Russian line would break. The coming of winter in
the south would almost assuredly have led to a
German breakout.

Had the Russian attacks not been met with so
many exchanges and the Germans not come
through with a perfect four for four,*l-1 and2-1’
attack record, the result might have been just the
opposite. Russian strength in the south might have
been just strong unnugh to counterattack the Both defending units were eliminated, trapping the bulk of the Russian army on
German bridgehead across the Dnestr and resulted TG sronsey), een atwok on Ih8'4240 fntdnvy Wiich Sifected sn ey cropaing of Ui

. Dnestr seals the Russian’s fate,
ina bled-white German army.

Germpn—Jyng ’4], . 41,1457 Arm 17X 41 D82 EE14
THE ATTACKS ... HOW THEY FELL 3 #4574
1 FX4 26 Cav 15 A Elim = . 4. 34,38,43,55,52,35X 36X 31 EXCH =
2. FGmO, FXT7,26X 3X 11 DB2 Haz % ?g»;’_é;‘;’g Arm  BX 31 EXCH = 44,48 6R Arm
3. RX1,11% 35,20 18 AB2 ceci2 ol N —
4, 16% 28,14X,3 Arm  1-5 A Elim = 5 RX2,RX1,12,8,11 X 3 Arm 21surr, D Elim - ussen hugue 22
5. 2AX,14,4147 Arm 14X b EXCH = 5Gren 1. 8,9.10.11.37X 57 Arm 31 EXCH »
6 10Gren; 43R X 11X pB2 LIS o e " o o .
789. Automatic Eliminations Vs. 2,7,15 Armor : e 2. 6 Arm 1441 Arm 14 A Elim =
7. 49,23,6,48,28 X 13% 341 EXCH = o EX2E i XCH _
T - 2514 A 3. 1.4 Am; 6 Cav X2,FX6 31 B
German —Sept ‘41
1. 22% F Grp O,FX7 12 Exch - Russian—July "41 SRS = S
1. 56,47 Arm; 9,11,13,  4X 41 D Elim =
2.123%.2 Cav 26X 31 Exch - 1. 37,10% RCav 51 D Elim = 20%
2. 17,3RX acw 12 A Elim =
3. 14Am;6 Cay  FX2 61 DB2 H29 2. 16,17,11% 48% a1 EXCH =
3. 55,38,35.34X 17% 11 EXCH =
4.161724286X  4X &1 D Etim = 3. 14 Arm;6 Car, 20X 30X 61 D Elim =
German—July ‘41 4. 22‘2%-:«:“341 P 2% 21 D Elim -
i = German—August '41
1. 28 248X 14 A Elim . . R sox . b Elim -
5 Am; 3G -1 lim o
2. IRAR,17.2.5RX 64X 341 EXCH - 1. ;"Gx':n".;; HU% 2 G 28R13 X
46,6R 44 Arm 11,200,138, )
6. 4R,1R 54 AX443X 42X 31 D Elim -
X AB2 cc12 L 1FLS,
3, 9x 4% 14 AB2 Konigsberg 2. BXY 1% -3 43 Gren; 46,6R Arm
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From the Judge's Corner
GAME ANALYSIS BY GEORGE PHILLIES

This game analysis presents comments writlein as
1 saw each move, 1 tried ro look at eaclh move the
way [ would if [ were the real player, and then
consider what mistakes the real players made. n

the final section “Aftermath,” I take advantage of

hindsight to point out the omissions and errors
most costly to each player.

Russian Set-up: This is one of the more exotic
defenses that 1 have seen. It is also somewhat
inefficient at key points. The 2-3-6 on Y 15 serves
only to protect the flank of Brest-Litovsk. Since
Brest-Litovsk could be made 3-1 proof by putting
the 28X in it and moving the 29X and 35X to
BB1S, this flank protection is not really necessary.

The Russian player makes an extensive series of
comments on his position North of the
Carpathians. Some of these remarks do not seem
accurate. In particular, the Russian player appears
to -believe that the German plaver must attack his
units as a stack. The Germans can make a 3-1 on
one of the units on CC14 by soaking off on the
other one. However, an attack on CC14 is probably
less useful to the Germans than a 3-1 attack on one
of the units on FFI1, since this attack would have
the effect of forcing the San River. This attack
would, of course, require three 1-3 soak-offs on the
9X, 11X, and 37X.

Little favorable should be said about the Russian
defense of the Prut. Its awesome aspect hides its
rotten core. An attack on the Russian 4/ from
MM13. NNI12, 0012, and 0013 guarantees the
destruction of the cavalary unit. (Rember that the
Russians on LL14 and MM 14 are not doubled.) A
German stack on PP13 will support the German
units on 0013 in the event of a Russian counter-
attack using 0014.

German Ist Turn: The German did not attack
FF11 or NN13. With the forces the German player
has in Rumania, an attack on the 4Cav would not
be too difficult, Since in many circumstarlces the
6-9-6 can be almost as useful to the Russian player
as the 7-10-4 is, the omission may prove costly.
The German units on KK13 have no retreat for
themselves, which makes the 1-1 attack even more
risky. If the 2R X had been on CC13, with one of
the 8-8-6s on BB14, the Russians would have had
to counterattack to hold Brest-Litovsk and the Bug
River. Also (although with the German position
after their turn, it is not likely) a German unit on
BB14 would keep the Russians from surrounding
the German units on CC13 in a counterattack,

Rusgian 1st Move: The Russian move has not
improved his position. The German 30X or the
F6X can reach G33, trapping some of the Russian
units in Finland. In the center, the Germans can
attack (without retreat) the 3 and 6 Armored. An
attack on Brest-Litovsk from Z15 and AA14, with
the 13X being retreated to CCI1S5, leaves the
Russians with 5-6 units in the north-center. (Had
the 7-10-4 been in Brest-Litovsk, it could have
reached S18, thus saving the Russian defense of the
Nemunas.) Of course, the German does not have
enough pieces to make all of these attacks.
However, Russian players have rarely been able to

defeat the Germans by giving the German player
more targets than he can profitably attack.

In Rumania, the Germans have a surplus of
opportunities. There are 3 Russian units where
they can be attacked at 3-1. Some must be soaked
oft against, but this is a good opportunity for the
Russians to lose a few units to no purpose. (The
Russian player may be gambling that since the
Germans refused last turn’s attacks in the South,
they will refuse to attack this turn there, too.)

German July Move: The German’s luck on this
turn  was poor. However. the Russian player’s
position is difficult. He has lost the Nemunas, and
the division of his forces north and south of the
Pripyat marshes is not good. Since the German did
not block the railroad at 1-31, all of the Russian
units in Finland could get at least back fo Riga.
The German stacks at LLI2 and MMI12 seem
wasted. They could have been used to attack the
Russian units on the Prut, which might have killed
a Russian piece. This attack would also keep the
Russians from delaying on LL14 and holding
doubled positions elsewhere. (Whether the Russian
can affora to use a delaying unit like this is another
question. If the Russian is to win from this
position, he must be very careful to minimize his
losses. )

Russian July Move: The Russian counterattacks
preserve more than an impression of strength, By
takmg advantage of terrain, the Russian should lose
only one piece in the North. However, by taking
Z18 and AA 17, the German will work around the
other end of the Nemunas river line. The great
expense in this position will be the exposed units
on CC15 and CCI4, Each stack can be attacked, in
the open, by twa stacks of German units. This
could cost the Russians 2-3 picces. Of course. the
German has previously refused to attack similar
positions on previous turns, so the Russian units on
these two squares may be safe. If the 2X were on
HH14 and the 8X moved to HHI2, the entire
southern front would be 3-1 proof. This would
reduce the strength on the CC file, but it would
insure that the German forces in  Rumania
remained ineffective. :

German August Turn: Taking a Rumanian cavalry
and a Finn 2-2-4 as replacements, and deploying
them to hold the Nemunas, would have freed the
53rd Grenadier and the 8th Infantry for attacks,
The 6-1 in the North is overkill; by dropping it to a
3-1 still more units could have been released for
attacks against the undoubled units in the center.
The need for this would have been more apparent
if HH12 were 3-1 proof, since in that case the
German would have been obviously immobile in
the south.

The F2x and F6x can be surrounded 4and then
attacked separately or as a stack. If the F2x were
on E33 or F32, the German position in Finland
would be greatly improved,

Russian August: The counterattack that the
Russians made lost 3 pieces, and left the Russians
in the open. Futhermore, a counterattack in the
Brest-Litovsk-EE12 area is a complete waste, since
the German player is able to make a 3-1 on HHIG
this turn, which effectively forces the Russians to
withdraw to the 18 file or thereabouts. Inter-
changing the 4fand the 42x would have helped this
position.

German September Move: The German attacks in
the center, surrounding a large portion of the

Russian  Army. This attack plan, whatever its

success, appears to be based on a lack of judgement
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coupled to a mathematical error. Since the chance
that the 2-1 will succeed is 2/3, and the chance
that the 1-1 will work is 1/2, this attack plan has
one chance in three of succeeding, If the German is
very unlucky, and rolls a pair of A-Elims, he will
have converted his excellent position into a bal-
anced game, which he may lose. (The German’s
estimate that if he rolls a *6”" on the 2-1 that he
will surely lose is a trifle too pessimistic.)

The error in judgement, one made by many
Germans, is that the German player must establish
2 winning position in the first few turns, or not at
all, This lack of patience leads to massive low-odds
attacks on the first turn — the turn that the
Russian position is strongest. There is a time for
some [|-1s, 1-2s, and even 1-3 envelopment attacks.
That time, however, is later in the game, when the
Russian does not have many available reserves.

If the Germans had a few factors of accumulated
replacements, they could have replaced a 7-7-6,
making the 2-1 attack into a 3-1. There are times
when bringing back infantry as fillers is important,
but bringing back infantry on the first few turns is
not often sensible. This is especially true if the
German player already has stacks of infantry with
which he is doing nothing — the situation which
prevailed on the August turn. If the German player
is scraping for every factor, replacing a 4-4-4 with a
Rumanian may be valuable; but if the German has
more pieces on the board than he can use, the
replacement factors might as well be accumulated.

Since the game is played using exchange at
attack (defender & attacker losses are calculated in
terms of the defender’s attack factors), three rather
than four 4-4-4s would have been enough for the
attack on the 17x. An exchange will only destroy
two 4-4-4s, leaving the rest to advance in.

AFTERMATH: The play of this game into further
turns would illustrate the importance of good
weather to the Russians. If the weather turns bad,
Russian units pile up on the railroads between the
replacement cities and the front line. This slows
down Russian replacements. Given the weakness of
the Russian player, this could easily lead to the
appearance of holes in the Russian front line.

Some of the Russian comments merit response.
In almost no case would it have been objectively
possible for the Russians to push the Germans back
across the Dnestr (although with this German
player. who seems to hang back from good attacks
in order to make poor ones, il might have been
possible). In general, in order to force a player
back across a river, counterattacks must-be made in
such a way that all river squares of the river end up
in the zones of control of the counterattacking
playver. If this cannot be done, the player who has
crossed the river can move more units across the
river, so as to be able to undouble the counter-
attacking player’s units.

The German player never got around to
attacking EE12-FF1). This allowed the Russian
player to hang on to the northern end of the
Carpathian mountains for an unreasonable number
of turns. Remaining in the CCl4 area until
September did seal the Russian’s fate, but only
because of a series of errors and bits of bad luck on
the part of the Russian player. The German player
should have taken FF11 on the first turn.
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THE LUCK FACTOR

Expected
Turn Avg, Loss Actual Loss
German—June '41 German: 22,9 lactors German: 16 factors
Russian: 19,3 factors Russian: 16 factors
Russian—June '41 German: 8.9 factors German: 14 factors
Russian: 5.1 factors  Russian: 13 factors

16,8 factors German: 35 factors
20.7 factors Actual: 27 factors

German~July ‘41° German:
Russian:

Russian—July ‘41 German: 6.6 foctors  German: 9 factors

Russian: 2.0 factors  Russian: 6 factors
Garman—Aug ‘41 German: 5.6 factors  German: 10 factors
Russian: 13.9 factors Russian: 13 factors
Russisn—Aug ‘41 German: B.4 factors  German: 12 factors
Russian: 8.7 factors  Russian: 25 factors

German—Sept ‘41 German: 23.4 factors German: 17 factors

Russian: 21.8 factors Russian: 32 factors
The Game German: 926 factors German: 113 factors

Russian: 91,5 factors Russian: 132 factors
Luck Factor: German:-22.0% Russian:—45.6%

THE LUCK FACTOR

A glance at the luck factor chart shows above all
glse that this was a very “bloody” game. Retreats
were rare, and exchanges plentiful. The result was a
very high rate of attrition which gave both players
a negative luck factor; i.e. they lost more than they
should have in their attacks and didn’t escape with
DB2's as often as they should on defense,

Yet this doesn't answer the question of who
“lady Luck" favored — if anyone. Saying both
players were unlucky is tantamount to begging the
question. Simple arithmetic shows that the Russian
luck factor was twice as bad as the German's. This
factor is compounded by the fact that the Germans
won the battles they had to win where they stood
to lose the most in the event of misfortune. A
review of the game shows the Germans winning 4
out of 4 1-1 or 2-1 attacks. Lucky? Yes definitely
... but what about all the German exchanges?

Most experts will admit that a doubled exchange
in 45-6 STALINGARD isnt really all that bad,
And even if it were the German losses to these
attacks hurt them far less than did the Russian's
preponderance of exchanges.

Looking at what should have happened (93
German factors lost to 92 Russian factors) it seems
safe to assume that the rate of attrition would have
been in favor of the Russian. Unless tremendous
losses can be imposed on the Russians early, it
takes a far more favorable attrition rate to wear the
Russian down than the German had any right to
expect in this game, considering the manner in
which the game was played.

All told then we must find in favor of the
Russian player. Had Lady Luck been more neutral
in her decisions, the Russians would have probably
prevailed,

&

DESIGN

TBE GENERAL

Randy
responsible for the
at Avalon Hill. Since joining us in July of '72 he
has impressed us and the wargaming world in
general with his talent for detail and ability to
work playvability and playbalance into any design; a

Reed s the man who s mainly

“new generation of games'" here

factor which should become even more evident
with the spring release of his next design,

Besides RICHTHOFEN'S WAR Randy has been
involved in the playtest of all the Avalon Hill
releases since his employvment and quite a few prior
to that. The redesign of TACTICS I was also his
doing. Mr. Reed will be playving an ever increasing
role in the production of new titles for Avalon Hill
so his comments are well worth considering.

DESIGN CREDITS: RICHTHOFEN'S WAR

RICHTHOFEN'S WAR, first of the ‘New
Generation” of Avalon Hill games, has been avail-
able for some ten months or so; long enough for
the ‘birth pains’ of the concept to have surfaced.
Fortunately, there have been few quirks to resolve
in later printings outside of the usual handful of
typos in the Scenario Cards explained elsewhere in
this article, [ now have some idea of what
Broadway directors go through on opening night.
No matter how much checking or re-checking was
done, | could never shake the feeling of impending
doom prior to the game’s release. Visions of
hidden ‘obvious’ errors or sure-win strategies
danced in my head. All for naught; so far. Except
for the following most-asked design questions, 1
have been left in relative peace to pursue AH’s
spring release.

Since these questions have been repeated more
than a few times, let me answer them here:

Q: The vertical climbjdive rates seem out of
proportion  with the horizontal distance scale,
Why?

A: That is correct, and for a very purposeful
reason. The vertical distances were ‘stretched out’
by means of a multiplier to provide more meaning-
ful differentiation in climb/dive capabilities
between aircraft. For example, under a straight
scale system, many differences cannot be shown
between aircraft with climb capabilities clustering
around 100 meters/turn using a 50 meter interval
(the horizontal scale). The important thing was not
absolute accuracy, but relative reliability (i.c., the
way one aircraft performs in relation to other
aircraft, not to rigid performance stats,)

Q: [I've read a lor about pilots attacking ‘our of the
sun’ and using cloud banks to hide in. Why weren’t
they included in the game?

ANLYSIS

A 12

Eff Rng 3000m
2 MG 34

GUN 88mm 156
AMMO 92 PEN 49"

8 Wt 60.5t HPWt 11.6

A: Besides the obvious difficulties in attempting
to simulate gross atmospheric conditions in an area
less than four square kilometers there is a question
of need. In a game where so much knowledge is
available by a glance at the mapboard, it is difficult
to implement a surprise attack out of the sun. The
‘element of surprise’ is the most difficult character-
istic to simulate. To do so would have required a
great amount of space and quite a few additional
rule sub-systems. In my mind, there is enough in
the game, without those things, to keep most
people happy.

THE ‘MANEUVERS’ QUESTION

By far the most oft-voiced ‘criticism’ of
RICHTHOFEN'S WAR concerns the alleged lack of
real, old-time, genuine WWI Flying Ace-type,
‘maneuvers’ like the Immelman, the Loop, the
Falling Leaf, ete. This criticism, although under-
standable, is lacking in two specific points:

1) All indications point to the conclusion that
fancy, radical maneuvers were sparingly used in
combat by the average pilot. Certainly they were
exceedingly rare maneuvers in the repertoire of the
really excellent pilots. If ever a pilot found himself
in a position where he absolutely had to pull off
one of those fancy maneuvers that could possibly
tear his wings off (or get him shot out of the sky),
he had already made a very big mistake. A cursory
look at the Dicta Boelke shows reliance, not on
fancy ‘barnstorming’ maneuvers, but on strict
application of fire-position maneuvers. Diving is
the most mentioned ‘maneuver’. In line with
Boelke's iron-hard doctrine of
the-Jasta-fights-as-a-unit, it is inconceiveable that
he would condone a skyful of German pilots
executing half-loops, Immelmans, barrel-rolls, and
the like. As an exacting student of Boelke,
Richthofen, contrary to popular fiction, didn’t
‘dogfight.” He meticulously stalked his target, lined
up his shot, went in, made the kill, and got out, He
was a wily hunter, not a reckless scrapper. For
many casual students of the era, the exploits of
myriad pulp-fiction heroes and the real-life antics
of the barnstormers of the twenties and thirties has
all but obscured the true character of air warfare
in that conflict. 1t is an interesting reflection on
human nature that even REAL WWI aces have been
caught ‘gilding the lily’ when recording their
biographical exploits for popular consumption.
(Rengé Fonck being perhaps the most conspicuous.)

2) Most maneuvers that critics claim are NOT
included in RICHTHOFEN'S WAR are, in fact,
there. Here, we face a problem of definition.
‘Maneuver’, under one set of parameters, could
include only the circus-type operations already
discussed; yet under another set of parameters,
include any type of guidance/avoidance operation
that alters an aircraft’s course or flight attitude. In
terms of the latter definition, the following
diagramatically illustrates the previously dicussed
possibilities:
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a Richthofen's War varient

Anti-aircraft fire in RICHTHOFEN'S WAR was
purposely played down to conform to scale limita-
tions and to reduce the amount of ‘distraction’
from the airborne aspects of the game. Heavy
anti-aircraft weaponry is completely excluded in
the original design and with good reason: players
will find that using the following ‘heavy’ anti-
aircraft artillery in the game will be a bit like using
an over-and-under shotgun to kill a canary in a
closet: a bit much. A great deal more could have
been done with target acquisition (leading the
target, fuse-delay, fire patterns, etc.) but we will
leave this as a task for the readership if anyone
finds it necessary.

These guns are represented by the following
types of counters, included in the Readers’
Response Page, containing game-relevant data:

field-of-fire (traverse) arrows

o

.
y133-3.4,

acquisition range

symbol P

maximum vertical range
{in hundreds of meters)

A. PLACEMENT:

All rules governing placement of MG & AA units
apply to Heavy AA counters with the following
addition: Heavy AA counters must be placed a
minimum of three hexes from each other.

B. FIRE PROCEDURE:

Heavy AA fires in the Defensive Fire Phase of
the owning player’s segment:

1) Select Target: .

a) targets must

range of gun.

b) no heavy AA can fire at targets at less than

1500 m. altitude.

¢) heavy AA pguns have unlimited horizontal

range on mapboard: ie, the entire mapboard,

be below maximum vertical

2) Field-of-Fire: targets must be within the
Heavy AA unit's field-of-fire to be fired on. The
field-of-fire for all Heavy AA guns consists of all
hexes within the front facing TWO hexsides of the
AA counter. The facing symbol indicates which
two hexsides define the field-of-fire. ADDITION-
ALLY, Heavy AA units may not fire at targets
within four hexes (inclusive) of the HAA counter.

3) Traverse: once placed on the mapboard,
Heavy AA guns may never be moved from their
original placement hex. However, they are allowed
to-change their facing ONE HEXSIDE in either
direction at the beginning of the owning player’s
movement phase. Facing indicators must always
conform to the mapboard hexes as in the regular
RW rules.
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4) Target Acquisition: if the intended target is
within the HAA's field-of-fire, two dice must be
rolled to determine if the target is ‘plotted’
accurately by the gun directors. Each counter
indicates the ‘acquisition range’ for each type of
gun which is the dice roll number required to have
the target properly plotted. For example, the
British 13 pdr. requires a dice roll of ‘3" or *4’; the
British 3-inch gun requires a dice roll of *2°, *3’, 4",
or ‘5", Two dice are rolled for EACH HAA counter;
if the proper number is rolled, the HAA counter is
allowed to roll on the HAA-TDT (below) to
ascertain damage.

5) Effect of Fire: Heavy AA TDT:

a) Heavy AA guns may only fire on the
HAA-TDT if the target has been properly
plotted via Target Acquisition,

b) Heavy AA-TDT procedure is the same as
used for any other AA unit: roll two dice,
cross-index  dice roll with proper type of
HAA.

¢) The entire process of determining field-of-fire,
rolling Target Acquisition, rolling on the
HAA-TDT, is completed for each HAA unit in
turn before proceeding to the next.

6) HEAVY ANTI-AIRCRAFT —
DAMAGE TABLE:

TARGET

C. USING HEAVY AA IN THE GAME

To facilitate the creation of original scenarios
employing Heavy AA we offer the following bits of
information:

1) Don’t hesitate to use Heavy AA (and for that
matter regular AA and MG units) in other
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RW-ERRATA

We are happy to report that only a few minor
problems have surfaced in the first ten months
since RICHTHOFEN'S WAR was released. The
Scenario cards have been revised to correct a few
typographical errors. The new Cards are identified
by “2nd Printing — June 1973 in the lower right
corner of Scenario Card. The changes incorpo-
rated in the new printing are as follows:

Scenario No. 3: Basic Level-one NIU/17 (at
4400 m.}

Scenario No. 4: Basic Level-change altitude of
all aircraft to 2000 m.

Additionally, there is one change to the
Campaign Game Rules, suggested by Staff member
Dave Roberts, which is being seriously considered
for the next (future) printing of the Rules folder,
Readers are encouraged to try out this change and
let the R&D staff know what you think:

Campaign Game Rules: sect. [V 10) — after

sentence rounded off to nearest 1000 meters .

"All aircraft of one side must start the game

within 1000 meters (alt.} of each other; i.e., the

altitude difference between the highest aircraft
and the lowest must be 1000 meters or less.”

This anticipated change is necessary to pre-empt
a possible Allied tactic best described in football as
a “spread formation®” with some aircraft at ceiling,

~ and others ‘down on the deck.’

Scenarios  besides Balloon Busting, Keep play-
balance in mind: starting altitudes and the number
of AA-types included are good adjustment
mechanisms.

2) Density is very important. More than six
Heavy AA units is tough opposition for one
aircraft executing a bombing mission. Unless a
solitaire game is envisioned, use Heavy AA units
judiciously,

SIMPLIFIED TACTICAL
AA ORGANIZATION

The battery was the primary tactical formation
for artillery in WWIL. With respect to Heavy AA
(basically light field guns), the French used a
four-gun battery, the British used a six-gun battery,
and the Germans used a six-gun ( "14-'15) and a
four-gun  battery (after '15). Each Heavy AA
counter represents one gun. It is recommended
that no more than one battery (or less) be
employed on the mapboard at one time for any
one side. Any number of regular AA and MG units
may be added as target defense or battery support
weaponry:

FRENCH:

& 75

@l 4 (75mm)

BRITISH:

@13 pdr

@]nmpdn

GERMAN:

7ay 18

|

@’ 6 (77Tmm) @]4 77 @4 (88mm)

&
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LUFTWAFFE

ORGANIZED

Advocated here is a playing aide for antago-
nists in the LUFTWAFFE game. Mr. Harmon has
subdivided the target areas info groups, with
capsule commentaries on each area’s strengths
and  weaknesses. We suggest vou draw similar
houndaries on your target sheets to facilitate
quicker decisions in regards to the best defensive
placements and bombing allotments for each
quarter,

In terms of strategic options, LUFTWAFFE is
probably the most flexible of all Avalon Hill
games to date. The American player has an
amazing variety of attacks to choose from; his
antagonist must defend the entire board and
deploy carefully.

Both sides are confronted by a mapboard
bristling with no less than 79 targets, scattered
unevenly across the board. To plan his defense,
the German player must consider the main routes
of approach, the enemy’s intentions, and, most
important of all, determine what is worth defend-
ing. The American must plan his missions accord-
ing to what is worth attacking, how to keep their
formations concentrated as long as possible, and
how to attack with the least casualties.

To facilitate planning on both sides, | offer the
following system of dividing and analyzing the
target cities. As illustrated, the board and the
targets have been divided into 135 arbitrary sec-
tors. These sectors consist of discernible group-
ings of targets, distinct from other areas, These
sectors fall into four fronts — Main, Southern,
Eastern, and Interior.

MAIN FRONT: Containing most of the targets
and airfields, the Main Front is the closest to US
bases in England and France. It is the scene of
most of the fighting. Its sectors are:

Netherlands: 1 target (1 aircraft factory).
Amsterdam is usually the first to go. US fighters
quickly make the arca unusable.

The Ruhr: 6 targets. Targets here easily
reached and eliminated. Airfields as unsafe as
Netherlands, but useful if US fighters are not
present or used for close escorf. No aircraft
factories in the area.

Rheintand: 10 targets (3 aircraft factories). Can
be eliminated early, but at high cost, Vulnerable
and unsafe in *45,

Hansa: 6 targets (2 a/f), Western cities open to
attack from England: other targets vulnerable to
sneak raids. If US bombers can get across Dutch
frontier or Baltic coast intact tand they generally
can) they’ll get their targets. Once all targets in
Hansa are gone, German can pull out and
centralize his defense.

Hesse: 6 targets (2 a/f). Close to the R line but
somewhat safe for Germans. The cities will go
quickly but the US will face first real resistance
here heading east. Aggressive US fighter sweeps
can dislodge the Germans, but with difficulty.

by Robert D. Harmon

Franconia: 2 targets (2 a/f). Remote: threat-
ened only by shuttles to and from [taly until "45,
Not vulnerable until "45.

SOUTHERN FRONT: The US can use his
entire capability here, but against fewer and more
distant targets than in the Main Front. German is
hampered by a lack of airfields, Approachable
from Italy. The sectors are:

Ausland: 7 targets (5 a/f). Somewhat vulner-
able. Should be defended as long as possible.
Overland shuttles to/from Russia most practicable
through here.

Linz; 2 targets (1 a/f.). Wide open; hard to
defend.

Tvrolia: 7 targets (4 a/f). Defensible until '45.
Of less value than Ausland but better location:
Tyrolia is the back door to Germany. Only
Southern Front sector with ample airfields.

EASTERN FRONT: More remote than Interior
Front but approachable from Russia and the
Baltic. An area the US cannot afford to postpone
neutralizing until the last moment. This front
characterized by small forces and a lack of US
fighter strength. Eastern front sectors are:

Pomerania: 3 targets (2 aff). Open to sneak
raids - but can be defended. A good central
location for defense of the Baltic coast and
interior regions,

Ostland: 3 targets (3 a/f). Vulnerable to both
Russian-based and sneak raiders. Not especially
worth defending.

Silesia: 3 targets (3 a/f). Remote and isolated.
Main threat will come from Russia. Important
because of location butl not valuable enough to
warrant its own air units.

INTERIOR FRONT: These sectors are alike
only in that they are the most remote from all
routes of approach. The last-ditch fighting will be
over this area (if the US has the sense to
eliminate the Eastern Front), Sectors:

Anhalt: 11 targets (8 aff). Heart of the aircraft
and petroleum industries. Vital and defensible.
Anhalt is the scene of the most savage fighting,
Best approaches: from England and France, al-
though sneak raids are a faint possibility,

Bohemia: 6 targets (3 aff). Few airfields;
incoming bombers must be handled further out.
A lack of airfields to the south means the best
approach is from Italy, despite the distances
involved. Harder to defend than it looks.

Tempelhof: 6 targets (4 aff). Mainly threatened
by sneak raiders. Defense should be conducted
over Pomerania and Anhalt. Tempelhof can and
must be held; it will usually outline even Anhalt.

German defense must consider the routes of
approach represented by the Fronts: England/
France, Italy, the Baltic, Russia, The Main Front,
with its array of targets and airfields, will be the
most often attacked, and the most heavily de-
fended.
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One note: although not all versions of the rules
~ Basic, Tournament, Advanced — require that
all units take oft and land in unison, 1 find it
tactically expedient to keep them together and
concentrate all of a given type into one or a few
local attacks; in other words, hit them with the
mostest,

Back to the Main Front — the Mel09s can't
operate anywhere else. The Main Front has the
airfields; the
Hesse to be in the center of all of them. The
Fwl190s, formidible but with almost as short a
range, should all be based in the Rheinland.
There they can assist the 109s or be shuttled to
the south if necessary. These aircraft should
hundle defense ol all Main Front sectors; no
sector should have its own units. Defense here, as
in the other [ronts, should be a front-wide
operation. If it becomes apparent that one group
or more of bombers will get through, the German
will have to decide which sector to sacrifice for
the sake ol the other areas.

Hansa is secondary: most raids will be to the
south. To keep the Mel09 school units out of
trouble, though, it might be advisable to post
them along Hansa's exposed Baltic coast where
they can defend or act as a reserve.

In the open spaces of the Southern Front, the
German should post his MellOs, Med10s,
He219s, and any other twin-engined fighters (as
needed) in a wide belt extending from Munich to
Gyor. If the US comes after scuthern Germany in
force the Fwl90s can always be called down:
otherwise, the twin-engined lighters are suitable.
The area is not worth anything else.

Usually the US won’t bother to post more
than | or 2 factors of bombers in Russia — a
serious mistake. One Dornier group stationed in
the Lodz area will adequately defend against this.

1095 should be concentrated in -

More US aircraft will require sending He2l9s or
Mel 10s to help cover.

ECONOMIC DISTRIBUTING BY SECTORS

Sector  No, of targets  RR centers Factories:

Tl airenaft

B30 b LB G B AR e

Rheinland 10 1 9 3

T O L ey Feeh e DR
i 7 0 0 4

R
6 2 0 3

Hansa' =0 i e S I L e e
Hesse 6 0 4 2

b T R R S
Silesia 3 0 0 3

e R EREE R RS i
Pomerania 3 0 0 2

G AT BRI i T T
Netherlands | 0 0 |

Aircraft, oil, and railroad targets are, respec-
tively, the most important targets — and the only
ones directly affecting German tactical strength.

The Baltic is usually the main scene of action
on the Eastern Front. Assorted school units and
Ju88s will suffice, placed in Pomerania; a few
other twin engine units may be sent in to help.
The pivotal airfields for the entire Eastern Front
are Kolobrzeg and Torn, for obvious reasons.

Particularly in the Baltic area, but on all
fronts, the Germans must take care not to let the
US slip through and reduce the Interior Front.
Templehof especially must be guarded: Anahlt
and Bohemia are more forward and the Berlin-
Sorau area is usually the final target area on
which the whole game will turn — unless it is hit
from behind.
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The Fwl90s, under this system, are the only
units that can move from one front to another —
it is somewhat wasteful to keep far-flung defenses
but the German must prepare for all contin-
gencies — i he clumped his forces in the center
he would give the US a free crack at the
outer-lying areas and hasten an awful reckoning.
The only way the Germans can expect to utilize
the principle of mass is locally.

Which brings me to tactical doctrine. To make
this defense work the German must hit hard and
often in all areas. To stop the bombers, the best
bet is to gather the entire front’s forces together
and jump on the enemy in one big smash — then
give him an ‘escort.,” By the same token, the
American's best means of blunting the Luftwalfe
is to kill their fighters in the same manner — hit
hard with everyone available.

Often, the American player wili make the
mistake of using his entire fighter force as an
escorl. True, the weaker fighters are good for
nothing else. Also, it is somewhat true that a 14+
factor escort will slow the Germans down. But
the latter case, with most or all US fighters
chained to their “big friends.,” will allow the
Germans to advance into bases in the Ruhr,
refuel, and get at least one extra turn of “the big
smash.” Also, a big escort will discourage weak
attacks — but a determined German will gather
his forces and hit so hard that he will break the
escort’s back (he must, for if he doesn’t, retalia-
tion will be swift and terrible).

US “heavy” fighters — P47s and P51s — are
better-used in  ‘“hunt” operations. Aggressive
sweeps will intimidate or blow the German out of
forward airfields and will bite big chunks out of
anybody molesting the bombers.

In fact, attrition is a key factor. US fighters
are expendable; the German, however, does not
rise like the phoenix from his own ashes. Once
aircraft factories begin to go (about mid-"44) the
German’s accumulated replacements will start to
decline. The German is over a barrel — he must
stop the bombers, but with minimal losses.

And the bombers themselves are a weapon.
Kept together as long as possible (especially if
targets are all in one sector or on the way there),
a formation will extract its own pound of flesh.
Sector-strike planning will mean that the bombers
will stay together to within one turn or less of
the strikes, and thus gain the maximum defensive
firepower from their massive umbrella formations.

The US should study the sectors to see how
they are important to his own planning. This is
easy in the southern, eastern, and Baltic regions,
and is best left to the individual. Some sugges-
tions in the Main Front are necessary, however.

Early attacks on the Rheinland may be more
trouble than it's worth, There are 10 targets
there, but most or all can easily be eliminated in
45, Better to spend the effort neutralizing the
Southern and Eastern Fronts before '45. Obvi-
ously Hesse, the Ruhr. the Netherlands, and
Hansa will go before '45 also. Any deeper forays
should be directed at Tempelhof and Anhalt,
Templehof is reachable from the Baltic and
should be cleaned out as early as possible; Anhal
will be fiercely defended but its early loss will
mean much in a battle of attrition. With Anhalt
and Tempelhof partly or wholly eliminated, the
final missions on Bohemia should be a mop-up.
Theoretically . . .

Continued on page 7 Column 3
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Dear Sir:

As | am sure you are aware, the biggest
departure from reality in wargames is that the
opposing players can ses the entire dispositions of
the enemy forces. The secret “at sea” dispositions
of forces permitted in TACTICS I, and the
fundamertal character of games such as MIDWAY
and JUTLAND are the closest anyone has come to
solving the problem,

One solution to the problem of forces visibility
is 1o play the games on three mapboards, using a
referae for the third board. Maturally, this would
require refinements in the rules to increase the
reglism. The problem in locally developed and
applied rules of this nature is the unwillingness of
certain kinds of players to accept the rules as final
authority for arguments thay may develop. In
afdition, many of the players of wargames have
never been shot at in anger by anyone else and
therefore have no feel of what it means to be
intervisible, within optical range, or within firing
range of a units weapons. Often | suspect that the
staffs of the wargames publishing houses have
never experienced the “feel” of combat,

| have played TACTICS Il with five players on a
side. One of these is the principal player who
represents the Army Group Commander and who
moves the pieces. One player is the personnel
officer (G-1) who advises the CG on friendly units
availsble and replacement considerations. Another
player is the intelligence officer (G-2] who advises
the CG on weather, terrain, probable enemy plans,
identities and strengths of enemy units in contact,
and the probable reactions of the enemy to
friendly courses of action. Ancther player is the
operations  officer (G-3] who advises the
commander on the courses of action to be taken to
achieve friendly forces objectives, and writes the
plans to cover the various operations the friendly
forces are to conduct. The fourth other player is
the logistics officer (G-4} who advises the CG on
wpply percentages available on all classes of
supplies; the effects of shortages of food, gasoline,
and ammo on the capabilities of the friendly units;
transportation  problems  affecting  future
operations, and other logistics problems. The
commander provides staff the guidance necessary
and gives then information about which enemy
units are in contact, etc,

Playing TACTICS 11 in this manner usually
required quite a bit of writing on the part of the
staff officers, and required us to devise sets of
personnel, intelligence, and logistics cards similar
to the weather cards already included in TACTICS
Il. The purpose of the additional cards was to
inzart the element of chance into G-1, G-2, and G-4
planning and operations. These added cards  bore
information extracted from pertinent Army field
‘manuals and other sources. Under these rules
TACTICS Il usually lasted six to eight hours. It
was fine for teaching certain fundamentals of
military operations to my NCOs.

Another problem area in wargaming is the
matter of real time. Each turn in AFRIKA KORPS
represents two weeks real time. Supposedly, the
units continue their missions thru a two week
peried, and then receive new orders. |n reality, all
the Armar and Armored Cavalry unit commanders
| have ever known changed their unit orders at
least every three days! This was necessary because
the situations changed so rapidly in armor warfare.
This applies to the Armor and Cavalry unit
commanders of France, Germany, and Britain.
Presumably,  Rormmel was equally as flexible in
his planning,

All Armor units, no matter whose they are or
what size they are, have organic reconnaissance
elements, The lighest of such elements operated
five to seven km ahead of its parent unit — or two
to five km to either flank. Each Armor division has
an organic cavalry squadron capable of operations
on 12 observation points stretched over 12km per
troop or 36 km for the squadron. The sguadron
can operate ten or more miles ahead of the
division. Each Armor Corps has organic Cavalry
Regiments which are equivalent to light battle
oroups and can conduct normal operations 25 to
50 miles ahead of the Corps. For such a unit to
operate completely surrounded by the enemy units
wes normal, and surrounding rarely debilitated the
fighting capabilities of the regiment. No US cavalry
regiment (except the 7th at the Battle of the Little
Bighor) was ever lost because it was surrounded.
Some were lost because of poor leadership. The
point here is that the Awvalon Hill games need to
spell out more the role of the cavalry units in
finding the enemy and reporting their findings to
higher HO.

Letters to the Editor ...

PANZERBLITZ comes closest to employing
recon units properly. But the game needs to insist
that the hidden deployment and artillery/line of
sight rules be permanently a part of the rules and
not optional, as written now. Only a potential
Congressional Medal of Honor winner would ever
try to manuever forces over clear terrain where
armor units are known to be operating. Therefore,
Cavalry {or scoutl units should play vital roles in
wargames. They should be assigned extra MF for
performing courier duties in reporting enemy
operations to their HQ. Their ranges should depend
on their sizes, and they should he permitted
movement defensively, as in 2 delaying action,
Although cavalry units used in WW I lost tanks
and other vehicles, no wnit was lost because of
enemy sction, because they were able to delay
successively. In a wargame, an enemy unit should
not have the idea it can go into the zone of control
of a cavalry unit and expect to destroy it In
reality, the cavalry unit would no longer be there
1o be defeated!

Bernie Magelky
Major, US Cavalry
Bangkok, Thailand
o e Aok
Sir:

I have never written for The General before,
and perhaps with good reason. | cannot boast of
the same credentials of other authors | have read
in these pages. However, | feel that Origing is one
of Avalon Hill's best efforts and would like to
defend Mr. Dunnigan in layman's terms [which
people like me can un understand).

The naticnal objectives chart of the historical
game shows that German policy will not cause
war unless one of two things happens, First,
Germany collects many territories, or second,
Germany takes control/ of Austria, Poland, Czech,
and Rhineland. Either of these will net 15 points
and start the war, The first option is wery
imperialistic and would cause trouble under any
conditions, thus, a war. The second option
duplicates what actually happened. It should be
obvious to everyone that this also caused war, |
consider this parallel of reality a point in favor of
the game as designed.

Italy has been much discussed. It is true that
Italy “presided” at Munich. But after that, Italy
had little effect on what went on until the last
days before the invasion of Poland, At that time
Hitler asked Italy to keep her intentions in the
event of war secret. Italy had already told Hitler
she would be neutral and Hitler asked Mussolini
to keep the French and British guessing. At this
point {1938) Italy did not have her armed forces
built up to a point at which she could "rattle her
sabre," and thus assumed the role of a secondary
nation in diplomacy. However, please notice that
Mr. Dunnigan has included Italy as one of the
targets of the diplomacy of the major players,
This is accurate as Germany continued to pres-
sure Italy for military supplies and support
guarantees and the Western Democracies con-
tinued to press Mussolini to get him to “preside”
over another Munich to settle the question of the
Polish Corridor, Italy had no intention of doing
so, and this worked to Hitler's advantage. Thus,
in the national objectives chart, Italy is worth
more to the French and British player because if
they had been able to get an understanding with
Mussolini, it would have made a considerable
difference.

On one important point, Mr. Dunnigan’s com-
ments led me to believe he considered Hitler to
be in pursuit of war, | would disagree up to
August 1939, August 31 to be exact. On June
18, 1938 Hitler told General Keitel, “I shall only
decide on any action against Czechoslovakia when
I am absolutely sure, as when | occupied the
demilitarized zone and invaded Awustria, that
France will not march and England will not
interfere.” (This quote is from documents used in
avidence at Muremberg and put forth in Leonard
Moseley's On Borrowed Time.) This statement
sums up Hitler's procedure right up to the end
{or should | say the beginning). He continually
sent Herman Goring to talk to the British before
and after the Czech issue was decided. When the
Polish Corridor and Danzig became the issue,
Hitler went so far as to offer what nearly
everyone concerned considered a reasonable set-
tlement when he realized that Britain was starting
to stand up to him. Unfortunately, England had
been playing patty cake so long that her people

in power were now overreacting and the offer fell
on deaf ears. {Britain obtained the text of the
offer from a Swedish businessman  named
Dahlerus who had been acting as go between for
Britain and Germany for guite awhile.) Hitler had
set August 31 as the deadline for an answer and
the Poles were informed at the last minute. All
this goes to demonstrate that Hitler wanted
territory, yes, but war with the West, nol He
went so far as to postpone the invasion of Poland
and make another effort to negotiate, But when
the British made their last big pattycake, Hitler
decided he had had enough. Even after the
invasion had begun, Dahlerus, Goring and Hitler
still tried to talk to the British and French. It
was at this time that the French put the pressure
on Mussolini for a conference and the British laid
down impossible conditions. Her overreaction to
Chamberlain’s former meekness continued and a
despondent, drained Chamberlain declared war.

Another area which is difficult to deal with
during the play of a game but which could be
simply handled in the initial board setup is
combat intelligence. Each player, prior to finaliz-
ing his OB and strategic plan could be required to
place a certain portion of his force on the board,
either in preselected hexes or hexes 1o be selected
by the player, These counters would then repre-
sent the units whose location had been “dis-
covered” by enemy intelligence. Using this in-
formation and considering the victory points
which accrue from the capture of certain terrain
objectives (as in **1914") or of the destruction of
enemy forces, the players could then privataly
complete their plans, The first one or two moves
of the game would then be executed strictly
according to the plans which the players would
display to each other,

There are three points which | would like to
mention in defense of this “Strategic Planning
Qption™ if 1 may call it by such a glorious name.
First, these early decisions would likely have a
strong influence on the character of play each
time the game is played, Thus an element of
realism can also produce variety. Second, al-
though this would delay the initial board set-up,
it would not delay the playing of the game or
increase the record-keeping problem during the
game, Indeed, it would probably get the game off
to & faster start and help keep it moving, since
many options would be precluded by the time
players could “procesd at will.” Third, this
procedure would help the player to perceive the
game as a whole not merely as the odds of a 7-6
vs two 3-6's, and help him make up his mind
early, which way he is going,

Sure, Hitler caused the war. But he didn't go
out after it as such. He wanted all he could get
short of war. By 1942 or "43 he planned to be
ready for war with the West. But in 1939 he was
not ready, but if the British tripped over it, he
would certainly lean down and oblige.

Lane G. Marinello
DeKalb, |1l 60115
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Gentlemen:

I really enjoyed the new, improved General
(Vol, 10, No, 1) [t's only my sixth copy but it is
much better than it’s predecessors, The extra pages
were well spent. Design Analysis was excellent,
Scott Duncan deserves a well done or two extra
divisions, which ever he wants more. His thoughts
were very interesting and his writing style was
enjoyable. Series Replay Preview wasn’t so hot
though; I expect the real thing to be much
improved. The game you used wasn't very interest-
ing but I guess it was the best you had available,
The Germans blew it on turn 3, if not earlier

To add my own words to the Playability-
Accuracy debate. When | have 10 hours and decide
to play solo, 1 prefer accuracy and realism. By
myself, [ don’t mind handling 400+ pieces or
keeping all kinds of paperwork. When 1 play
someone else, F-T-F-, [ prefer playability. Let's
keep the game moving, ‘cause waiting 30 minutes
for you to move one unit is kind of boring. So,
why argue? Save your 1914 and Jutland ete. for
solo games and play D-Day, S-Grad, Pblitz ¢lc,
when you play F-T-F. | can't say much about PEM
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because | don’t do it 1 can’t stand losing to
someone | ocan’t see, and teardrops on the letter
aren’t as ego boosting as actually seeing your
opponent break down in front of you,

Gerald R. Waldman
AK2, USN
Keflavik, Iceland

* ok k kk

Gentlemen:

I've acquired five of your games [my order for
Mo, & accompanies my letter) and I've found
them all fascinating and amazingly realistic. |
realize that you're beginning to put more empha-
sis on peace and diplomacy games, but don't
neglect those of us who are interested in the
military strategy which has so often changed the
course of world events. One area which you don't
seem to have explored is the spring-summer of
1775 in and around Boston, Mass, from the
Battle of Lexington- Concord through the Battle
of Bunker Hill. Here, truly, were fired the “shots
heard ‘round the world,” and yet it could just as
easily have turned out differently. Between 4,000
and 5,000 British regulars opposing between
5,000 and 20,000 colonists from 15etts,
Connecticut, Rhode Island and Mew Hampshire
{depending on how many were at hame on their
farms, deserting, arriving, uneguipped, without
powder, etc. at any given moment). This period is
one of the most thoroughly documented in
history. Serious military errors — monumental
ones in some cases — were committed by both
sides. Decisions which could have changed the
course of history were made and avoided. The
strategy of the penned-up British in Boston and
the rag-tag army which held Boston Neck and
Cambridge can take a thousand directions, but
the basic limiting factors are clear, The British
had to destroy the supplies of the colonists and
rout their ill-trained and often cowardly troops,
but at the same time they were outnumbered and
they could not leave Boston undefended, The
colonists were not strong encugh to attack the
British in Boston but they had to be ready to
take them on whenever and wherever (by land or
sea) they emerged from the city. The geograph-
ical factors are a study in themselves, what with
the swamps, tides, shallow waters, the Mill Pond
at Charlestown Meck, etc. The Battle of Bunker
Hill, in itself, is so fascinating {and controversial}
that the game might be limited to that alone. The
general supposition among Americans  that
General Gage idiotically threw his troops against
the redoubt, breastwork and rail fence because he
was overconfident is malarkey. Gage had a real
problem and his basic strategy, a flank attack by
the light infantry, failed only becsuse of the
furious defense of the stone wall on the beach by
Stark’s Mew Hampshire troops. Landings by boat
also were contemplated, but they were not
carried out; and the atternpt to bombard the
rebels from close-in ships failed because of poor
seamanship, tides and rotten coordination be-
tween Gage and Admiral Graves, The American
use of Breed's Hill rather than Bunker Hill and
the utter failure of the American reserves to be
committed to the battle, through incompetence,
cowardice, etc. was a major factor,

What would have happened if the British had
ignored the Charlestown Peninsula and attacked
the main American force at Cambridge after a
breakthrough at  Roxbury? Could Gage have
landed troops behind the Americans at Charles-
town Meck even with the Mill Pond as a barrier?
Would the Americans have done better at the
time to fortify Dorchester Heights as Washington
did later (but remember Washington had the
cannon  from Ticonderogal? What would have
happened if the British actually had been able to
seize all the supplies st Concord and destroy
them? Suppose Artemus Ward had committed his
best troops from Cambridge to the battle on
Charlestown Peninsuls, instead of holding them
back almost as Hitler held back his crack troops
too long, thinking that D-Day was a feint? The
possibilities are endless. | can think of no other
military situation in which strategy played so
major a role, and in which the wrong move could
s0 quickly and easily have brought disaster. In
fact, it would be almost impossible to play the
game without making serious errors. The result
might very well hinge on who made the fewest,
or who got away with them,

John H. Plumhb
Lafayette, CA 94549
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TiE:  BATTLE OF THE BULGE
German '44 Ardennes Offensive

BATTLE OF THE BULGE is only the seconc of
the five “classics” to undergo the scrutiny of the
Readers Buyers Guide, However, already we are
beginning to see a pattern developing. For the most
part the classics share the same strengths and
weaknesses; L.e. weak in categories 1,23 and 7;
while strong in the ratings for Ease of Under-
standing, Completeness of Rules, Play Balance, and
Excitement Level. It is a pattern we expect to see
strengthened as more of the “classics™ are selected
for review.

Like its “classic” predecessor in the RBG

SUBIECT:

READER BUYER'S GUIDE

Reg't Level Portrayal of the

Play b ins & problem although no one
is quite sure which side Lg favored! Results vary
tremendously between the Basic Game in which
the German is said to predominate and the
Tourmament game wherein the Americans are said
to have the advantage once the German s limited
to 6 attacks, One would think that somewheres in
between there lies a neutral ground.

(STALINGRAD), BULGE rated c ly low
in the “slick™ categories due primarily to its fiat
box packaging and older game components. |t
managed to best only STALINGRAD in Physical
Quality and Components ratings while placing no
better than 4th in the Mapboard category amongst
the 7 titles rated thus far,

BULGE is probably the most complex of the
“classic” games which goes a long way towards
explaining its middle-of-the-road ratings for Ease of
Under i The depa from the d
“D Elim"” CRT to the more refined “Engagement
and Contact” of BULGE meant that this category
had to suffer. The Completeness of Rules category
is also rather high for a classic. Experience tells us
that this rating mirrors gaps in the road and terrain
movement rules and one important ambiguity
present in the advance after combat rules. These
are problems that hopefully will be cleared up in
the next printing.
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GENERAL BACK ISSUES

Unlike many other magazines the GENERAL does not reprint back issues, Once the first run of
an Issue is sold out it becomes unavailable forever, Over a dozen issues have already been sold out
in this manner and many more are in short supply. Therefore, it behooves you to order these
‘collector’s jtems’ while they are still available. Every back issue sells for $1.00 postpaid,

To aid you in selecting issues which may be of special interest to you we have rated each issue
according to the number of articles dealing with a particular game in that issue, Articles dealing
with tha hobby in general or non-specific game topics are not included. Naturally, the fewer articles
which appear the larger and more detsiled you can expect them 1o be.

Tre QuEsTION BoR

LUFTWAFFE;

Q. If a bomber is used on the ltalian front during
the Bth quarter and does not shuttle can it be used
on the Belgian front during the 9th quarter? And
vice versa

A Yes.

Q. Can sneak miders and shuttle miders from
Fussiz enter on the same square on the same turn?
A Yes

Q. What happens it the two formations in the
above question are B-17" and B-24'¢?

A. They separate during first move ofl
shnnl::'uluk square i ble. I

F
would make either My more hexes to ihc target,
they may continue to occupy the same hex, but
are fought as if they were in different hexes,

Q. Does the “most direct roule to the target™ rule
mean only the MMight course once lounched rather
than the closest R line square to the tanget?

A Yes,

Q. Why can’t sncak raiders exit via ltaly?

A. Sncak Ralders may cxil through Ialy only
during 1944 or after. During 1943 they can’t exit
via ltaly because doing so woukl mean that they
were landing in Africa. They didn't have that much
fuel, In the Basic Game they could recover in ltaly
because the Basic Game is set in 1944,

Q. Can the German keep jusl some of his school
units out of play or is it an all or none situation?

A. There is no limit to the number which may he
held off the board.

Q. Must shuttle bombers or Russian based aircruft
stop on the numbered squares when enfering
Russiz as opposed o exiting?

A, No,

Q. Does staging require the planes which staged to
refuel before they can take off again?

A Yes

BULGE

Q. Are City squares at QQI8-0031 considered
river squares also?

A. No.

BLITZ

Q. If ane city in a minor country  remains
uncay d, can the remainder of the cities be
used for supply, ports and airbases?

A. No

Like STALINGRAD, BULGE rated the worst in £ & 2 | 3'- P
the Realism category, It is a truism of the art that g H 3 g s H g3l & 2
the more playable the game, the less realistic it will HHE R P MELE HEEIF
be. BULGE, like the other classics then, will have :;gg::§g HEEEE R EEIRE R
to pay the price for its playability features in this § 212182 al21g15lgl 2l 3l 3lzl2| 8 § 3| el E|gz
m-ng, and hope to make up the difference in the R

nt and Overall Value category, It is Vol 1, Mo, & AN ES AR ) (] 1)
possible though that much of the rationale for the Vol.2,No. 2 = Ms s alalilz |
poor Realism rating can be placed with numerous
articles in various publications including the val.2.M0.3 A 213 13 L | " S § =
GENERAL which have disagreed with the histor- Vel. 2, No, 4 vl RN 3 1 = |
ical Order of Battle as presented in the framework B ¥ i lals v [ [ s
ot the game, Many alternate OB's have been put S I
forward by a variety of “experts” as being more vol. 3, No. 3 IHENE] HERERE 13|z | |
accurate. Vol 1, No.4 MERE HERERERERE |
‘ . 2 3|a| 1
1. Physical Quality 2.93 Vo3 ma 5 : | [ |
| 1
2 “l’“ﬂ 2.80 veLd M8 | [t |1 1 1 1 ll r i
3. Components KR | Vol 4. Ne. 1 L ’ ] ] 3 | .
4, Ease of Understanding 3.08 Vol 8, Na. 2 MERE 1]1]1 v 3] )4
5. Completeness of Rules 3.40 . o [ ]] [ [2]4
6. Play Balance 3.53 L I o | e ]z
1. Realism 41 Vei. 6, No. 1 HERE BE
8. Excitement Level 2.81 PR ; ! i
9. Overall Value 2.95 v 2| o [ ]| 112
10. Game Leagth. 3hr.,16 min. N :
Vel §, Ho. & 1 i K] |1]2
Vol § Na.§ il B R . s [ il 4 | 1
Voi, 5, No. § 2|1 | 4 I | | - - 1 —
Vel 8 Mo 1 1 1] 1 | | 1L I | |
- : —
Vol, 6. No, 2 ¥ 8| v | I
Vel 6, Ne. 3 1 1] 2|2 ENE ]
RICHTHOFEN'S WAR: T int 2 o]
Q. In the Campaign Game, does i+ ni!ot hi.'ﬂ.‘(\l“r.' an N | = = o e e s B e X
ace as soon as he shoots down his Sth aireraft or
must he return 1o his base first? Val, 7, No. 2 vl 1 p2.48 1
A, He must return to his base first, In the Vol 7, No. 3 1 1| v | | ] 1| 2 |
Advanced Game a pilot can not become an ace . ol A | 1' ; %
until afier the game In which he shoots down his bl /5... 1. Y T 6 .06 O O I
Sth aircraft. Vol 7, Mo & 1 2 ] 1 R E | |
Q. In an Advanced Game dive mancuver, does a 7 ¥ = i l v il Tl
FOK/d7 recieve an extra hex of movement in Yl 7,009 | |
dive-hex turns of only one hexside? Vol, 8, Mo, 1 1 |1 | L I L] | |
A. No! The FOKfd7's movement poinl costs in T \ 7 [ 1 | | 1 2 | |
this example arc the same as in non dive-hex lums —— 1 i T | 1
of one hexside per hex. Aircraft can gain additi Vol B, No. 3 1 11 [ pedacy geyal) )
movement poaints only in the dive itself; never via Vol 8, No. B 1 1 | 1 ' 1
dive-hex turn maneuvers. [ = [ 2 I R
Q. What, exactly are the blind spots for 4 ROL/C2 Vo R o8 b T
using the optional 360 degree field-of-fire rule? Vol. 2, No. 2 1 1 i3 LR
A. At the same altitude — the single hex directly Vol, 9, No.3 1 1| 1] 1| 1
in front of, and the hex directly behind the = 5 : , A F
aireraft, Also, at altitudes lower than the ROL/C2: MOk e % L Il |l ! Il |[
the row of hexes directly in front of and behind Vo, 9, Mo % \ 1 W il L)
the aircrafl. (Note: the above is in reference only ‘m S vl vl ily'la
to the ROL/C2 rear-firing machine gun.) —; 2
vuu a’"»n 1 LR 1 1 2
FRANCE, 1940: Vol A2 ) 3 v HEH R ENE:

Q. Is it possible to attack Eben Emael from the
rear to get the 5" defense factor for the fort even
though the “guns™ point in all directions?

A. No, There is no rear 1o these forts.

Q. What s the movement factor of the two
artillery units?

A, Two.

Q. The rules say German replacements may come
on board anywhere North & East of the Maginot
line, Exactly where can they come on?

A. Hexes 1-25 inclusive,

D-Day

Q. Is Bordeaux an inland pori?
A Yes

AK.

Q. Can units go directly from E18 to F18?

A Yes

Q. Are German units in E18 in the ZOC of units
at F19?

A. No,

Gk D0 Yoo ™
YEEF CnaNaWe |
wars? S

¢ Tuar's 50 T
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LEYTE GULF received by far the highest vote
total of any article yet polled under our new 600
point maximum scoring system, besting the
LUFTWAFFE ANALYSIS by 60 points. Whether
this indicates an overwhelming desire for more
variants on this scale is something which still has to
be determined. Next issue's feedback should
provide that answer. The results were:

PEYIEGULE oonnvms smmsca i sabansassien .. A22
CAMPAIGN AT WATERLOOD ..........0eenneiinranes. 221
SERIESREPLAY — 1914 .. ...ivuvvranirnersnnorsnseesdll

WINNING WITH THE FRENCH

PANZERBLITZ REVISION UPHELD ..., ...vvvvrns

73

DESIGN AMALYSIS i iovrivarsmranrrosmsssnes « 72
ORIGINS TRILOGY <ol in wvaaii avaaann s 36
QUESTION BODX . ciiiiqiminaiaieanesimaaiisvdnaissen 2

FOOTBALL STRATEGY leagues are starting to
catch on in a big way around the nation. After
Avalon Hill started its own 26 member league this
September, reports of similiar groups around the
country came pouring in. Apparently many players
are beginning to realize the great fun to be had in
the organization of competitive leagues based on
Avalon Hill's classic best seller FOOTBALL
STRATEGY. Each of the AHFL's members had to
put up 810 for a franchise which entitled them to
play that club’s actual NFL schedule. The divi-
sional winners will battle it out in the play-offs for
a trophy donated by SPARTAN INTERNA-
TIONAL and $260.00 in Super Bowl cash. No one
has proven invincible — all 26 teams have tasted
defeat at least once so far — including the game’s
designer and pre-season favorite, Tom Shaw who
was involved in the wrong end of a 39-7 score.
Plans are already in progress to start a baseball
league wutilizing sister game BASEBALL
STRATEGY which will feature changing player
ratings as the season progresses.

Other sports leagues which have been drawn to
our attention include the Spartan International
group based in Long Beach; the Qops Football
League in Seattle; Bruno Sinigaglio’s 26 member
loop in Pennsgrove, MNJ; and Tony Rizzo's organ-
ization in Philadelphia. 1T you'd like to see one in
action come on down to the AH gameroom at
1501 Guilford Ave. We're on the 2nd floor of the
Fallsway Building and are open from 10-5 on
Saturdays, Franchises for the '74 season are still
available.

Nai o P

L

Marshall Hollis, prominent member of
SPARTAN INTERNATIONAL — the professional
gaming organization, is the instructor and origina-
tor of a night course entitled “Military Chess"
which meets Mondays from 7:30-9:30 at Sanborn
High School. A tuition charge of $2.00 is required
for the course which is described as a “program
providing the history buff and the gamesman with
the opportunity to pit his knowledge against
another under political and military situations.
“For more information, write: Marshall Hollis, 57
Essex St., Andover, Mass. 01810.

Infiltratdr’s Report

The newest entry in our line of bookcase games
is BUSINESS STRATEGY, alias MANAGEMENT
refined, revised, and repackaged. The game owes its
rebirth to the flood of protests which we've
received from irate educators since dropping its
predecessor several years ago. The game has been
recognized in educational circles as the greatest
instructional device to hit the educational market
in years. Demands from Economics and Business
Administration instructors reached a peak last year
when more than one univeristy president resorted
to four letter words to express his displeasure with
the “idiots" who discontinued MANAGEMENT.

Not wishing to contribute to the generation gap,
Tom Shaw sat down to a redesign project
especially suited to his unique design talents. Based
on the Matrix concept, BUSINESS STRATEGY
returns all the former ease of play which made
MANAGEMENT so popular, and adds several new
twists — including an advertizing option which
offers the shrewd player a chance to really rack his
opponent over the financial coals. For two to four
players, and now 4 games in one: BUSINESS
STRATEGY sells for $10.00 wherever Avalon Hill
games are sold. If unable to find it in your local
store you may order direct by adding $1.00 for
postage and handling charges and mailing your
order to our regular 4517 Harford Rd. address.

The American Wargaming Association is the
fourth new national wargaming organization to be
announced in as many months and claims to be the
successor to the now defunct |FW. Clinging to the
ideal of a democratic organization the A.W.A. cites
as its goal adding fun to wargaming, not making it
more professional. The charter founders of this
organization believe that wargaming can be im-
proved as a hobby, and should be treated as such.
They hope to sponsor and support conventions,
publications, and local interests groups; all with the
objective of helping wargamers to find opponents
with common interests. For more information
contact the acting president George Phillies, at his
Suite 8, 897 Main St., Cambridge, Mass. 02139,
address,

The AWA’s major convention; WINTER CON Il
has already been set for January 12th, 1974 on the
4th floor of the student center at M.LT. in
Cambridge, MA. The major event is once again a
single-elimination STALINGARD tournament.
Also featured will be variants of AH games,
miniatures, and a Diplomacy tournament. Entry is
$3.00 at the door. For more information write to
MITSGS/WCII ¢/o 3 Ames St., Cambridge, MA
02139.

THE GENERAL

When renewing vyour subscription to the
GENERAL be sure to state which issue your
subscription exired with. Otherwise our circulation
manager has a hard time processing your renewal.

The LOYAL SUBSCRIBER DEAL this month
is issuing a last call on record pads for discontinued
games which are rapidly going out of stock. The
record pads for U-BOAT, LEMANS, BISMARCK,
and GUADALCANAL are all being offered for
50¢ each. These items normally sell for 75¢. Don‘t
forget to add 50¢ for postage and handling. To
take advantage of this offer you must cut out and
send in with your order the Loyal Subscriber Deal
Star found on the READERS RESPONSE PAGE.

Contest No. 57 set records for subscriber partic-
ipation despite the fact that the entry form was’
not included on the Readers Response Page. The
situation offered the Russian player a chance for a
decisive counterstroke which insures that the
Finnish front will be handled as quickly and
efficiently as possible. A glance at the accom-
panying chart shows that Helsinki is guaranteed to
fall this turn and that all remaining Finnish units
are isolated, leaving the Finn with no choice but to
make desperation attacks at poor odds which at
best can only delay the final decision another turn.
A bad die roll on the other hand could release the
Russian reserves for duty on the main front very
early in the game. Several otherwise winning
entries were disqualified for failure to secure the
surrounded position against the 6R Armor, and/or
the retreat route of the 42nd Inf. Still others failed
to complete the isolation by opting for a 4-1 attack
on the FX4 in an attempt to relieve the surrounded
65th Corps. Other players chose to make a 5-1 on
the FX4 and failed to even screen the Rumanian
Cavalry to prevent its capture of Leningrad. A
drawing had to be held to determine the 10th place
winner after a process of elimination had cut down
the finalists to 12. Only two subscribers submitted
perfect plans, but prizes were awarded to the best
10 overall plans.

o Eﬂfl H' . - .', -‘:“
The winners of Contest No. 57 are listed below
in descending order: T. Eller, Charlestown, MA; G.
Guillion, Marshall, TX; R. Kampmeier, Troy, NY;
B. Kindig, Davenport, |A; R. Eagles, Robb, MN; S.
Davis, Fayetteville, NY; D. Bottger, Mishawaka, IN;
A. Drehman, Miami, FL; W. Vanderline, Delmar,
NY; S. Zuiss, Kansas City, MO.

Whenever submitting questions on play to the
R&D staff be sure to mention that you're a
GENERAL subscriber. Subscribers receive first
priority when it comes time to answer the mail. Be
sure to include diagrams of play and a stamped,
self-addressed envelope also.
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ol player. 1331 Tar PTF, have B-Rrica.
sm P, 1940, what pou GOT2IELY, any
ns o fevel of skl Tim Willorth, 565K innetis
e, HARATAD. Woodlind |l L, Culit, 91304

VT oppoocils wanted. sy ATL e, saliepe
i veannar, st w enpert player, Midvway gl
LuttwalTe my hest prmses Greeg Sabata, 1150 W
Ukeedhber Rl K2341500 Minleabh Gardinie
Flariil. 331 L

| would B preally plomed to PRS aiyiee amd
ratarally win i =it 1914, Blitskneg, Ralr.
el Paneerhte, | i of Igh
schosisl apr. Mab Capjleta, 12 w. FL Cyrobine Rl
14725 a, 32229

An avyrip! Mager ol 12 )r- ur ape wil play Fro
1940 Poa. Bl Midway will play FTF games.. Bim
Sormun, Sanwmtee Wl 7230762 Tncksenlle,
iy, 1221

Lowking o BN, @il Rorpe. sppenents,
Rictusd  Kgstner 28 Juckwon Bl R
SIS T084, Tullyl

Average player weld Lke ta. il FTF spponent
Vo play Lalt, DBk, fich W, Midwiy, B-Koeg,
wonkl kel inro. in chubs in Tamps Bey s,
1yl Camwiry. Imﬂ Fares) Milly D, #3148,
Tumgs, F
Mgl i r-mlun
play warge lnu: lmd A2 N Hubort

Avinige play

ppivents FTF i Bl D-Day, SGin, 19i4,
AK. Fal liiver: can leam cthers Eric Heows,
0 NW, Tl §1,, TRELSIN, Tomarse Fla

i

Wil i b Wi oe Ulioal s s plos
postage and wondition, good condition only, @
PN oppoiend For Badway., Jack Midehell, 1500
Teliemuahe 1., arieit, Guoegla. M0

PR S, Franes 40 Wiirive. PRI, 1oit
Miduway, Wolno, AK. oty or FTF al AL gamis,
P Ohakey, 4433 Filgemont, 323752, e,
Istahs, RITOA, MR

Kovice player o collipe mge moal FTT all
Mlaybng  BHee A 1940 Nut wupid, merely
munperieneed, lowivton, Clarkston Ares, lisarge
Marley, 1415 Worner, Tamd2HL Lewiston. Wa.
Al

Warted: Aur Erpie Wairl 1o sell BiSuategy. Senl
oifers on amy game o sl Intewstod i ol wan
pames. Will pay any peslape coste Michael Keller,
1702 Meadow Court. Baltiwore, Mdl, 21307
Sa4-1143, e —
FIF opprment  wantod B Bicitholin war
K-Sl Will leamn ather AH games. Boby Wirs,
3324 Lymng o D, Nalsimons, M. 20207
058390,
Rverape player o0 Junior gh age Tar G-Kesg
Ve 40, Sprad, DDy, Wilk Lrades o sill Gy
iy vl comditnn, Uiy Sweridlow, 704 Lenms
Rd,. Bethestn. Mdl, 203, 2796004
Tl Cantict Tl wants s memburs 100
FTF Wanmes ol A Lam 11 5137
Homecomimg  La., Cobunkia, Md. 21044,
730408

10304 U4B0140,
Wil riah anyane ot VBN Getlydry, Wil ks
Fshurt B, Loc sl his rubel forces. Wish 1o sell
sightly e Daplomacy 3l Maderute priee, Dhivid
Dielevuw, P07 Bra 1334, Univerary, s JaT7 -
woy) B
[ opponunt wam bed m order 10 get erumsed In
Panrenblity,  Wliiakeiey  nodified), el )
prefecubly Pronee 40. Will uve 00 huy batl ol yaos
PEM ke odt4  Tidewaten
Flowieant, Ma, 43013 —IJNJ Ad%13a4

Vaatel average high voheal player: W, Lol
Buh: by PAM. Moh Tierey, No. Sycamare, Kanstr

City, Mo, 61119 — 4550658

B thers i oppasiiian o Great Falls® Averge
Luft WalTe pluyer woull like some FTF combut
Coneast Jarvis Severance, PAC 1030 MAFR.
Cirgat V'adls, Mol §9407

OPPONENTS WANTED

Will sl Ludiwalle Game for 35,00 ar trae for
Midway or Waterho, |n eccellent shape. You pay
postage.  Rabert  Kolimowski, 7 Saratage 81,
Commack, KLY, 11739 - §43-8537

Mast v Wiank and ro0p counton from Geeliys
burg (Hex], | owall amywer ol leters, My buy out
of stock Genwrals, Jubin D'Addarie, 35 Greenhush
I Crattarsd, NV, [ MHS - (60737530614,
Enpert player o1 Bigh weheal a wants FIF
oppangal rar amy of 16 AH war games. Abo wiih
copy of Vol 2 No. 6 o General, Wil fo by any
disegunt AH Gumes Chrls Van Schulez, 220 Clay
s Wal,, B Northpare, NY, 11731 - 3684717,
!:“En- g q'uilll;r pateesqies _nr‘t‘l T War,
iha
\vul pay all m.u Sorul -mwm ie; Howan)
lnoper. B21T 370 Ave,, Glendale, N, 11237,
Want to buy Ansio or Jutlind Jar SO0 o s
tmehiding posiaget Will fake hrst offer. Allow twe
weeks [or reply. Theadere Miller, 1551 5 T9th St

Howard Beach, MY, 11414 — A48-531 2,
Wand Midwhy, Coil War, Farming FTF

Chapter, Cantaet me. Play most, g, don’t wast
1 play anymone. Flease sl memes 1o pew il
Hape 1o so¢ you pay. Stuarl Schoenherger, 1200
Washingion Ave., Sawyalbany, Imiun. Tusearnn
1021, Altsny, N.Y, 12222 - 44578
Wanted copies of immul"—wommuun.’m“ ur
Lyes, Wantedd aut of stock wursumes. Al lotise
angwered, Name your price Rapedally wantid @
“Tratulgas Game, 84 Lirry L ot 56777340,
2 PLT, M Milstary Pelice, Kitringen Detachment
701,
it PEM players ot wrged G0 play e, For
the st i wargamming. Will play aaything b
wok members for the M58 Conta anytime.
Righari] Mechan, 31 Sherbraoke B, Lindenburd,
NY. 11757 - (51 61884-THoOA,
T ull warmamers 1 Manhagtan ares umber 11, Wi
play FTF in Toeell, Bulge, Carl slmlxu (11}
Mochinigal, New Yark. WY, - 673022
Helpl s there nobody wha will Hl— ool
Rusemi? Own Srighie, Felilste, Midway. Bl F0
Wil buy oibers. PEM PiBliz, Huwo't plyed
s, bt really st a? Chris Schmidi, 304 Mash
Se, Roslyn. N.Y. 1570 — 84059,

cod FTF appenents tog C-hurg. Prblie. Alw
PEM i you furce fhe PBM LIt Titerostad i huyis
Jutlaal. Any wargsming clubs in Lincoi? Pubey
Jorgmen, 1920 N, $3nd St Lieoln, Nh, ais04
A1,
Willing 0 el orgimie o wArHING My (i e
Lincoin, Mohr. aned  Inteeested  parties whould
write, phone oe visit me shout this project. All
webiome, Todd B, Wills, Sussth 19, Apt. 4, Lingaln,
N, GRS02  4T7-H320
Fuirly powd player Nesl ppponel n o own
sultetion of 32 war games. Some 10 by Avalon
WL Will travel sanable distunce, Kep, Wayne E.
Mleliy, 36 Laurel S1o Keenw, N - (603
A520067.

Eapert fow FTF. Also, oly, of Delsware are
mumsm Tlave Anew, Juttanl, |-Bag, Nis
Chews sl 1o sl | play muny wasgames, oll well
Teachuand Jumes Kane, 1518 Longletion D ey
L, NI, 03, il 420-1355,
SR Wi comditm WsTwag, DA ol T dheet.
S5.50 s pontig, Al Pela. I, 55 Cakir Ave.,

Highlanil Purk., DR4 — 07 - E2RE1A
Wl by oM o Gengral, Giwe winiber,

condition aml prive. Al listedestad in articles,
isigasines an nJI wuble war umdl sparty pames.
Especinlly Aﬂ- Bomulil Senadn, |28 S Stlkes 81,
2 mru:m

S4A0 Tor @ werowel capy W
Chance larswille Hlpballl!. Pleasw write lirsl (e
ettt Muchael Stephons, Pekwlck Apte C-15.
Maple Shide, N'J' 08052

Average player doires PP THST 0 Lafven. AK.
Prabdits, DDay, Waterloo Diploenscy and other
A pames. Frank San Mismiel, | 114 Raberes Ave..
Muys Lasiing, M1, 04330 625-2744,

Waitl 10 by Cranee Llomwille Game. Send ey,
Will pay postame Wi ke by Squanider, Stn
Wicker, 7105 Asd- Steer, Chovy Chas, Mil,
0045 - /52

The Filgers Univ, Stratne Uame Soidy &
tooking for v members For infonmation
rontact) RPD 0256 BUSGE, Rugers Univ,

Tolw fhe Mu»llc Wargsmes Clubl We Jave al
ey Tauil Dk, M0ET Mawardale Lo, Dllicott
04 - dad-ddi,
ool wlill warpamet secks Watuee VT
opponents within ges hour driving fowe ol
Fredurick. M, Woekonis only. Wil ar ch
Tewk, Re 1, Catactin View, M1 Alry. Md. 2
P M § WS ShRE
Eapert player of Wigh school aps wcks comprers
appednts lis Chan VL ares. Wil play gust shosit
unything Ak looking Tor obuls G jesn,
Murctel, SnlT Glen Way, Coven Hill, Md. 2002
2484920,
FTE ant PN players inberestedd in joiming smsll
wargaming groap Adull g, mestiog ance per
month. Wy would ke tw o plan  pepanited
Ioinaineits, A1 Neiky, 11I90R] Tormgon R,
Bewsterstewn, Md, 11030 4%,

™

New Brunawick, N1, 0850,
T 105, g player weidng FIT il OS5

eppencnts for any AH lnd goines except Pilis,

Punl lﬂnm-n. 233 Carod Knul. K. Pluindutd, N.J,
Ul 201T56ARTS, i
Noviee 1o wrenpe fuyer Jevnng FIFTAN T
Pz, RbolTen's War, B-Krieg, Bulge. D-Day,

Lwafte. High whost s, Any chuls sl thore?
Stephen Govitana, I81 G 86, Oesdell, M.
O764% - 12001 24 .
Wil buy  LeMane a1 tewsonable price. Stale
comtition, price and your adeeve. Ml..luu-l Iudr
46T Copntry Cluly R, Sconersill
Waney i abiel. Wasl 1o by nn-r[lfn Tl
War, Sust b coenphel & devent shape. Will truke
T fie any one of sbave. Frank Lafiroms, 103
Milligan R, S0, Oramme, N0 07070
1201 1762-6370

For Saler Wew Gottysbuirg: 0.0 i pantags,
Alip many basball frmclibes il el in dhe
presifer Ballo, Aves Sparte Lusgoe, $100.00 in prise
iy aveilahle. Dokl Greewwood, 4 Brooskburg
0, Apt 10 Reslertown Md, 21136
KERKR4Y,
STartan Torernational ne, fs e 5.1EL for
prafpsional gimes. the AGA. Tor pimateuns will
PFEM sooml Galactic War with sew nils The
wnbxatable player el Kemnolh Burke, 108 Pand
A1, Riflierich, Wa, 01821 - Gid2270
High School Girad — War Game bepianer, FTF Tar
Midway, D-Day. Gusdaleand, Kregspiel,
Iitekrieg, PN foe Bitakrive on any was gt yoo
have. Jatin F. Ditter, 42 Murie Ave.. Evomtt, Mas.
0249,

avice player ol collepe ape boking for PHM
oppansiats fof Franee 40, Midway. and LuftwafTe,
Abso Woking to buy s pood apy Bk, Temy
Falum, 11 Lexangton Ave., Haveriill, Ma, 01830
Ay, plaver mod. MFs waiis FIF epponent far
almist 4l AH e sl jnteresial in info on
e vk Bichand L

iy

g gasepl A snd Richtboten’s war,
Jabhn 2 Cohumbiz Terr.. Speighictd,
RiHAD

Expericnced adult player. s appieents, FLE
only, Fie AH amd other games. Interested in jining
ifoenad chub m aren, ) Santry, 77 Aberdecn P
Woodlwrry, N1 ONDSG -~ R45-3ATE, Desm PN
und FIF appanents for Pite Kiiegspiel sml
other wargames Ao swap K-pell n eacellent
condstion for A-K. Tony Adams, 1704 Tia Vien,
Alhusquenjos, NAL X7107 - Ssdbsnd
WISH sl K-Speil ams] Getiyah. Asy. Grid hotl exe.
comd. Far 8500 exch. Am looking for Trafulges.
Tim Christensen. |18 Walter NE_ Alhumuergue,
M Mex, #7102 - 242-31Ti HAMS! PRAR “Pliy
by Amsler Radin® w0 msters S5B- AMACW
Celhirg, R'War, Bailpe, LartwalTe, Al need good
complete  Blsnark, U-dost. G'Canil,  Send
comdition ol price; Pl B, Yasek, fLD. 1 Bos 1
Clantiner ., Apalachin, MY, |

Attention’” Am willing 1o tmde ToTd i exe
candligion far good U-Boat, Anzio or Stack
Market! Will FEM Fr, 1940, Fliliez, Richtie's wirl
weruge 1S, player Tel South, USDESE

AN, i

war T wnite! Wil F TP any Alr Ace
i New York urca, Als 588 I pasible, You ek
your sade and plae, Themas Hew, 27 Fine View
Hin, Avan, ALY, 14454 - (7101 926-3524

ely oeud 10 Doy an (sie
\nluma A Numbsn 1 oof the Deerat Seml yoor
.n.. ta e, Paul Murshall, T30 Flader St

Averags adule seeks FTF 1814 3 or 3
playet) Angio Mitakrivg Jutlind or say selier,
Wark afterncoms. Will play marmings or nights.
Paul Jusmile, W07 W Ouber Dr, Detraie. Mi
44310 - 83%0457,

B parner will ammean amy (ool Wh dares pley me
I 140 itnalinen 3 for geemand snd siustian i for
allis with use gn govmans |, John Brige, 63
Wiedrwsh Lni, 312-381-393 ], Burelogian Hilks,

i, i1, ) N
Kverapn player ol 37, LA e nevd face 00 Tane ot
|||u3, by il ogponents al most o b g Ron

h S 3207004, Daren, 1, 60554,
aled §1.50, seml fimd two choces
wuriation and firt two Chalies of g 1ype. wai
Iouks for sale chesp, send stamp loe list. Lane G
Mamnello, 916 Markel St TE5S15E, DeKalh, I
]

Chess gl yoare Chies, Lenking far oppenents i
PRM chess Amwer all betters. Rivhard Mol
15074 Ly neaitls, Farmington Hilis, S 48014 —
(3131 &7T- B
o wwtags player ol Tagh whoal age dewrng
oppomts foe Hattle af the Bules, Will trade
pamer. Munse woply o Peter Foltan, BAT 4
ik, Mich. 49353 937-2134,

2 ol 118, agr dewres appoaents far Gy,
AR, DDuy. SGrad FIF anly lack Sitrunk
1550 Westervelt, Baldwin, MY, (1510
AT
Rovice TBM wcki preties
Navlee Tor G-Canal, DDy,
Waterion, Midway. Fxceml, Wanled Good Cand.
Eny 2Tor trade F-H), A-Kops, C-Burg, S-Grad
Michard Siegel, Codar 11 Rd. Bedford. N.Y.
1080 — -

Zined il player, 37, wants oppatients 1o FIE
games only, Stephes Gesinges, 130 Gale PI
Meonx, MY, HHGY,

" apporenia o8 for any al smeme sy duien
pamies | have, Prefir Napobeoule and WW Ll erai.
T expert player al college mpe. Thamas Hilton,

T3 il i player TRTFT gaing Tt Arer
Regsilurly imcecioy clish: (GG H: MO, Maturity
preferrad. Write o (Ko phone dalls), Mike
Martnikowski, %43 Stewart, Lincodn Park, Mich
48146,

35: Tt Se.. Brookdyn, N Y. 11309 - TR0,
Fapert Wurpnnﬂ Tielp! | need appoacnts
Yaondiym, MY, | hadly want 1 join wargame cluh,
1 awn Cettysbury, Walerlon, Fmperbliz, 1914
John P, Muray, 6, T16 Fase 38 S, Brooklyn,
NV 11234 i,

Mayer in il Twentins weks PO opponenis T
Stulirgrad will Tight o e end. Amy FTF
campetion i Centrsl NY? Any war gume. Linry
Arughl, RE 3 Bor 33T, Mernen, NYO 13470
.su‘nm N
Fupurt Adult pler wants FIT oppaneis for
Woler Loo, Afiks Korps, Stalingrd and other Al
Wurgimes. Spd Howsrd Newby, Cob st 0w
Cabul  SMih Wil Furt Boge NC 28307
(e 17201, .
Epert player al high shonl age TBM T-HIE will
wmmwer afl woil. Kyks fiskie, 1016 Winlon Av,
Akron, (e 44320
Gnod payer ol volleze s weeks FRAT opponenty.
for P-filite ol Chess, Will gy anthing FT. Fred
Brokeshoskder, 1707 Kensington, Bolbunk, Ot
45308, :
Wentel BN opponeniy for Pl | will pliy
untine game, Alo bave @ goad bal pon-histors
Nl Bttt 1 wang fo sferre. Fatrick Senith,
A20 N, Water St Keiet, Ol $2240 07329710
Wantel (916 strengihy of alled M, feet and,
Amtrinn, Torkih, Hutgen, Romanian Navies
Adsir Ry Dack Sea. Mevt foe Tutbml Varisnt
Robert Homwerry, B R No. 2, Lewishorz. Ofon
ASEIH 022 1d)
Tanton-Mwillion Wargamers' Atbeaiint Jaim aur
Cluab s eyt aned you need v Anyone fron
CONS phease ol we play any war game, Dave
Cutining, 1720 Lincaln Way. Massillion, Ohio
Aateds HIIH),

player prompt netiom for PR, Wil I-Ih: either
sl Will play uny serious app For hai. Pl E
Mursay, AT0 Wea Widile Ave, Ravenna, Ohia
wmuuusm

| FTF oppenents for TR0, Lull, =40,
na Mudway gl other argames witl dlus phe,
James flay, 2540 Schraeder C1. Tobado Gl
AIHLI 141G 2TT 14

Welth Tewis. Mark Heiry, whore ane you? Wil ihe
oy whis callod my house vall sain, Adld Last s
il g, [x the OGL denld? Howaid Stump, 149
Atlantis 81, MW, Wi, Ohin 44483
{21k 34t
Wausd e Al Wand Tie condrian gime wilh
“ult pleses, Wilk apend reasonahle i, o8 ady wide
numbr of games. Mask Celvers 2335 MoVey
Wivd., W, Worthingion, Ohis 4J083
0014 e Oy !
PHM Clieaa® Yen, 1 i Dl The gume of Kings,
Thy King aof gumss! Wha'll be the fisi Al
wipponent to heat me? John D Bt 1%, 3680
Ascot L1, Vounpstown, OH 44511

Wil vell the Tollowinig gvmes tor the highisl Pader

UHlioal, Vil 11, Digpateher gl Jubaml. Mo
e e misang Goesd comdition. Rudy Wl
404 Country Ol Cieele. Midwest Cit, Ckle
TALIY (TIIAETEL, -

Farmang informal sduti baard pemes duh m
Norman srea. Purpose: FTF nln,. Titenestisdt
Cantael s Al inquiries answerod

Page 24

OPPONENTS WANTED

Adult player ol awnpe kil desiess FTF
appanaits lac M-Way, CGellrg. W-loo, Tacticy &
ather gamen, inchiding scrabble, Bruce Allan
Brinser, 400 Mesdowview Ls,, Phoenixvitle, Penn.
1960~ 31303541

Swpo plaver ol coliege age wihing POM
eppenents Tor Wit Mo nm,lvarw weuther. You
peek ki, Sl unbeaten, Are there amy chmpicns
amang you! Jahn A Durkin, 5949 :\hw S
Filiaburgh. P 15232 - 3623418

Avemape plaver al It 4, School ug ?'I'T o
TBM oppaiterd for By, 40, smmy, Pliiee, DTy,
Befipeel, LGolf. How o PBM ks Mark
Matuuhak. l! (hnnnr Sr, Unjontawn, Pu 134401

— 41 2-437-700

Despeeute! & ﬁnm‘ﬁum B¥riez.
K-fiqiel, GoCanal. Would ke to boy second-hand
Waterloo, Punger Wiz, AR o, Albsrt F. Hyman,
204% Mystic Dr, Fast, Beaulort, 8. 3907 -
S24BETS, Any wargamers in Clarleston ares s
imited 1o FTF pluy of any gamei, Sisudures.
Lrval SEAPOWER, und | heve & Seven Yean War
army) tuo, Sicphen 1!, Merchak, 1629 Cantp Lame,
Charlston, §,C, 29407 ~ Thi-3900

Trade Kriegspel for Midwiy and Stdingrsd, all
excellant sml complete, Yow puy pestape Mecd
FTV appamwits for Panzerblite, Luttwalle, hm
France 4 and Guodulcansl Dule Smask,
Havani €1, Coburihla, £, 20200, J87-7771,
Varaf amd McNevin Tave na (el Are there
aters! PEM or FII T-War, Midway, France40,
athers. Woull uli like to foom chub in srea. Jim
Burnutt, 612 Crestwood. Clintan, Ta. 37716 -

UB1SMBT-0685,
Tewd oppoaents for any fand war g, Lol
103006 ar 277-R230 Rabert | Clifard, 1,

1452 Narvel, Nusbwille, Tgnn, 3721
FIF apponenis wanted for B-krig, Gettysburg,
Waterion. L‘L M. M-uar. PO Bon 304, Waverly, T

i A‘R mes ror wile, Mosi gumes S3.00, Wi
trmle fior Mevadn casing dice, £aads or minksturs
ot machines, Seed game wanl Bal Rober)
Climakd, 3504 Quif) €1, E1 Basa, Tewa 70904
731431

vvrage pliger of Wigh sl ape weeks FUF Tar
most Al games, Ay chibs in Memorisl orea? Mare
t'nl'l'»y IIUIS |l)‘mbﬂi Heuntom, Tewan TI024°

f'r—\r]ﬁlv II( [-iay, Crliurg, Waterios, Fradal.
55,00 wach, Postare (akl Limes MeMilan, 390
Gilenmont 30, Hooston, Texas TT03 6619376,
Wil rad weapared plm. for AT games or
others, Need FTF opponenl o0 most any wargase.
Prel. wndie 1. Guy Gullioo Wauhan D
Murshall, Texss 75670 8
Tagh schoal ags PEFET wants wrans mpponents.
Would like 1o jain chib in orea, s anyong planning
» Mo, Con? CGrant Gie, |B&) Cernage L1
Passsis ey, Houston, Texus TTOSE - 1134488
Diesperately oeod FIF cpponenis for AK, D-lidy.
Bl ismaric Wil FRM AX Temark, | have kit fos
Tatter. Al deek menhers for Sonfhern Wargamen
Chils Ress Callender, W00 Fsiher, Pisadens,
Tiewas 778 AT dabh,

5. w0 pponent wantel far FTF 140, Wi, =
ot hwrs, or yours Will trale iy Origies, "6, G-lhurt
for RWar, Midway. Keith Gros. 4007
Ok Soshrodk. 'I.-a. wnm 474210,

Feed oppancal 0. MRIway,

Alrea Katps, Mo nu it willing £ by some it
needed, PE Have BUikice sha it new st it
uml Mugleam, 3405 Granade 51, Alevanilma, Yo,
THOAHIE

Wi 5 adult FTT players Tor FITE Wowar, AR,
Frunce A0, Also PRM dppoments wamted. All letten
answered pramptly. All games played 10 finid
Jack Camoron, 7264 Farchill Dr. . Alesambrie.
Va 22000 - ThE-2T56, .

Eaperienved glayer dsiving FTF opponents far
any AH pame. Stewe Lichtenberg, 1201 8. Couri-
hoves R, Arfington, ¥a. 12304 - #92-2800
WilEing: o play any TTI prson fn skmest every AR
gmmy, i other woeds | Tike 16 sv ity oppenenty
Taee wheen | DESTROY 10! Damy Wilaon, 5133
Norat {8, Artington, Vi, 22203 - 5261 TEL
Average wduli pliver denres PR opponents far
Framow 40, Birle. Gleanal, ind Midway, Any cluby
in Raancke area oo VPI? John Garrett, 108 Oak
Farest, 1. 3, Macksharg, Ve 24060 — 3538107
E.p-n il vedk o eponents far
Pellte, Fre40 ool other gumes. Interesied n
warlants. Will by, st or wwle AH pames. Dewn
Ullin AT01 Duwadl 1, Foirfax, Vo, 23000
o, Wusge, AR, S°Cai, B-Krieg, Wil
Fl'F all absave: plis Aneies, Sitland, PBlits, Grogory
I. Tulty, 103 Witam S, Fredericksburg, Va.

Mmhﬂ' Tactickn will Bumillate any od all in
Butge | favorite), S-Cmd, PeBlits abo FTF all AN
awts 1 Vaytovich seared ol Hemvey Lackwood

all Stusrt Selley, 16 Lukushare D,
e 2002 S-NIE-A3
rg. BT,

c’w . 1390 €1t Ave., So., Auburn,
i, DO - 93007,
vermy phiyer weks PN - FTF oppaneat in
Mg, GeCanal, D-Day. Will learn athsrs, Hope to
imd g war g cluh, Ken Hamsmorquist, 22420
WOeh W, Filmonds, Wash, 9H020 — 206-1T086710

Mathun Mitchell, Bos 1308, Normes, Oblshom
TAORS,

Alientaon] Adull Gaigane weks gl wily
wniditary ieferest in war of 1812 Obgeer: Tactical
e i Tor iinasures and Absryie Canadion
wargamers, Pleasr writd, Wobert Merply, 1448
Uniion Strest. Allentown, P, 18102, B
Tl Ui, 1ol Permuybvania chipies o Cmeets
ey Sustay in Heston Hall oo the e campus
st 1AL Call Juhn Dismvid aidh Dicsel Ave..
T ik,

Biltard V0B, o sale b Best ofter. Duvsl 4
Valtey. 113 W, Broadway, Gettysharg. Pa, 17528
(7173 3342064, g

by ol complete AL e, CA't pay ever
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