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Avalon Hill Philosophy Part 44

For a long time now we've
been aware of your desire for more quality
games. In the past, Avalon Hill has limited
itself to 1 or 2 wargame releases per year
with the idea of producing the best possible
product. This policy has been very successful
as testimonials to the new generation of
Avalon Hill games will attest. Both
Richthofen’s War and 1776 have been ex-
tremely well received by both the wargaming
fraternity and the public at large. Yet, during
this time we've also been sensitive to the
desires of our devoted followers—
personified primarily by you—the readers of
the GENERAL. We've heard your complaints
about the cancellation of your favorite
games and despite what you may think, they
have not been falling on deaf ears. The fact
remains however, that all our discontinued
games contained serious flaws which dic-
tated their removal from the market. Yet, as
many of you have pointed out, this is no
reason to give up onthetitles’ other redeem-
ing features. It is with this thought in mind
that we set to work redesigning some of the
more popular games with the idea of making
them available once again. Redesigning
such games wasn't all that much of a
chore—after all we had the most com-
prehensive and expensive playtest possible
to determine what was wrong with them—
the actual release of the first edition.

The real problem with the project was one
of marketing. We didn't want to flood the
retail market with these games because it
was not the general public which put up the
clamor for their re-release—it was you—the
tried and true wargamer. The answer
seemed simple—set up a mail order line of
games to sell directly to readers of the
GENERAL. And that is wat we will be doing
effective this coming fall.

The games designed especially for mail
order will be sold only direct from Avalon
Hill. Oh, there may be exceptions and oc-
casionally a store in your area may stock
some of the mail order games, but we won't
be pushing them and generally speaking
they won't be highly retailed. The Mail Order
division however will consist of all the
Avalon Hill games—not just those designed
especially for Mail Order. The $1.00 postage
charge per game ordered will still be in effect
but subscribers to the GENERAL will not
have to pay any postage costs. Starting with
this issue a $1.00 coupon will be included in
every issue of the magazine. The coupon is
good for $1.00 off postage costs for any
complete game order. No more than one
coupon can be used per game purchase, nor
can it be used for a parts order. Don’t look for
the games in your local store because
chances are they won't stock them. We'll
notify you when you can place your orders
directly with us. Naturally, because these
games are being produced primarily for
readers of the GENERAL, the per game press
run will be comparatively small thus cutting
our savings from an economy of scale view-
point. But there will be no middle man to pay

so prices should not rise. We haven't worked
out the final price range yet, but will try to
keep it to a minimum.

The mail order line will number 5 titles in
1974 with moretocome in following years, it
is unlikely whether any of the future mail
order games will be remakes of earlier
cancelled subjects. We've pretty much ex-
hausted the list of those with redeeming
qualities and future mail order titles will be
on entirely new subject areas, There will be
those who argue that we are destroying the
“collector’s item"’ value of cancelled games
by reprinting them. This may be true in part,
but note that all of the games being reissued
will have very significant changes. They will
not be simply a rehash of old titles. Besides
correcting flaws in the original designs,
these games will be different in many
respects. They will be redesigned—not just
edited for greater clarity. For the most part
they are entirely new games and should not
irmpair the value of the ‘first editions’ which
are something else altogether. ANZ/O is a
case in point. The recent avalanche of letters
to “bring back Anzio' as a result of Tom
Oleson’s thesis on the game in Vol. 10, No.5
only reinforced our already made decision to
reissue the game. Tom himself was the man
we chose to author that redesign effort.

There are many games about which most
wargamers agree. Panzerblitz, for example,
is esteemed nearly universally. Anzio, on the
other hand, was admired greatly by only a
relative few, but left unplayed by the majori-
ty. The controversy surrounding Anzio was
not so much about the game’s merits, but
whether it was worth the trouble to learn,
and to play. Few dispute the fact that it had
an unusually detailed and colorful map-
board, very attractive unit counters with
great historical accuracy and character, and
extremely elaborate rules which are ob-
viously the product of careful, comprehen-
sive research, and which do achieve a high
degree of realism. Nonetheless, even the
game’s most fanatic admirers grudgingly
concede that the units were cumbersome to
set up and use, and that the rules in places
were as confusing as a labyrinth.

Anzio was discontinued with considerable
reluctance, all the more so as interest in the
game refused to die out, and in certain
aspects it remained a high point of game
design, whatever its drawbacks. So we
asked ourselves if the flaws and short-
comings of the game could be lessened,
even eliminated, without sacrificing its
many good points. Could it be made
significantly easier—and more fun—to play,
without losing realism and historica! ac-
curacy? Could itbe made even more realistic,
drawing on the advances in wargaming
during the 5 years since it was designed? We
believe the answer is emphatically "Yes,”
and we think you will agree. Therefore, we
have decided to re-issue Anzio, in a com-
pletely revised form.

AH PHILOSOPHY Continued vn page 28
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D¢DAY @

Variation & Play

by Robert W. Garbisch
with Brian Libby

The sinister storm clouds foreshadowed an
ominous stage setting. Occasional drizzles fell
like gentle tears upon the silent earth. While a
brillant moon intermittently cast an aura of
mystery.

A German sentry glanced up at the sky, which
seemed to portend bad weather. It was very
reassuring. Another quiet night and a chance to
relax a little. Certainly no sensible man would
dare risk an enemy landing today or even
tomorrow.

As the winds continued to whip up a rough
sea, plans were formulated to hold a comman-
ding officers’ conference and subsequent map
exercise in Rennes. Every divisional com-
mander, along with two regimental com-
manders, were expected to be at the Seventh
Army meeting at 1000 hours, the 6th of June,
1944,

At the time, a lot remained to be done before
that 600-mile-wide coastal gate to Europe
would be securely barred. Preparations for the
receipt of the Allied invasion were far from
complete. Field Marshal von Rundstedt,
Commander-in-Chief West, had repeatedly
complained of the steady drain of the Western
Army’s able-bodied manpower and supplies.
Two ingredients that were essential to build a
strong, mobile reserve force. The continued
military reversals on the Eastern Front and later
those in Sicily and Italy, were gristmills of the
Western strength.

On paper, the 58 German Divisions oc-
cupying France, Holland, and Belgium at the
beginning of June 1944, did look quite im-
pressive. Yet a closer examination of these so
called divisions would reveal that over half this
number consisted of weak coastal defense or
training divisions. Of the ten Panzer and seven-
teen Infantry divisions listed, not a single one
was really up to full strength in either men or
modern equipment. It had become a standard
policy of the OKW (Oberkommando der
Wehrmacht—Supreme Command of the
Armed Forces) to withdraw battle worn
divisions from the Eastern Front to this area
for rest and rehabilitation. As soon as they were

brought up to full fighting efficiency they were
returned to Russia.

Thus, on the eve of the Allied Invasion, the
Germans were basically positioned as shown on
map no. 1.

As can be observed, Army Group B, under
the command of Field Marshal Rommel, was
expected to be the main recipient of the Allied
firepower. Rommel’s defensive policy for his
responsible sectors was simply to make the
beaches the front line of battle. The invading
troops were to be engaged at once, on the very
coast, at their beachheads. Above all, long and
costly movements to the battlefield were to be
avoided. Rommel was quite aware of the
strength of the Allied superiority in the air and
he respected their controlling power.

Thus Rommel emphasized the fact that, “The
enemy is at his weakest just after landing. The
troops are unsure, and possibly even seasick.
They are unfamiliar with the terrain. Heavy
weapons are not yet available in sufficient
quantity. That is the moment to strike at them
and defeat them.” (fnvasion— They're Coming!,
by Paul Carell, p. 15).

Across the English Channel, an entirely
different tempo was being drummed. Here,
during extremely tense hours, a crucial decision
had to be made. The original scheduled date for
the Allied invasion was set to be the Sth of June.
However, an unexpected storm had thwarted
the initial vanguard of troops heading for
France and all operations had to be immediately
reversed. Several days of bad weather were
predicted but all signs indicated that the 6th of
June would be a relatively calm day. If placed
ashore on the 6th, there was a good chance that
adequate supplies and reinforcements may not
be able to land in order to sustain the
beachhead. The success or failure of the entire
Operation now rested with one man.

General Dwight D. Eisenhower, the Supreme
Commander of Allied Expeditionary Forces,
decided to take the gamble. The attack was
delayed for 24 hours, D-DAY was now to be
June 6, 1944. The place: Normandy.

1t was here, that all the strategic requirements
indicated that a surprise attack on the lightly
defended Norman coast between Caen and
Cherbourg would yield the best fruits of victory.
Removed from large concentrations of German
troops and airfields and with good terrain for
airborne landings, a beachhead could be con-
solidated rapidly and greatly expanded with the
proper influx of troops and supplies. Further-
more, the large port of Cherbourg lay close at
hand and thus offered ideal handling facilities
for those additional men and material so vital
for the life of the Allied drive.

Defensively, the Germans were situated as
shown on map no. 2. A common military rule-
of-thumb practice was that a division could not
effectively control a frontal sector much over six
miles in length. Yet, here, each coastal defender
was responsible for an average length of about
twenty-five miles! The only immediate force
available in this sector was the 2Ist Panzer
Division stationed east of the Orne river.

Around midnight, 1,688 bombers and
transport aircraft, with 512 gliders, were carry-
ing the officers and men of the U.S. 82nd and
101st Airborne Divisions to their jump targets.
The 82nd Airborne Division went down in the
northern part of the landing zone. The 101st
Airborne Division landed between Carentan
and St. Mere Eglise. Casualties were higher than
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expected. Meanwhile the 6th British Airborne
Division succeeded in landing their men on the
Orne Bay, north of Caen.

Alarm! Paratroops are landing! Confusion
reigned in the rear areas of the 84th German
Army Corps. At first it was undecided if these
drops were possibly a reconnaissance or a
commando raid. However, once additional
reports continued to flow in from the landing
sites it left no doubt that this was a large scale
operation. The invasion had finally arrived!

At that moment, there were 6,480 transports
and landing ships crossing the Channel in 12
lanes. Six battleships, 22 cruisers, 2 monitors,
119 destroyers, 133 frigates, 80 patrol boats, 360
MTB’s and 25 flotillas of minesweepers sur-
rounded the largest and strongest armada ever
to be assembled. The German radar operators,
when first picking up this vast array of naval
shipping on their scopes, simply could not
believe their eyes. Nothing like this had ever
been seen before. At first it was thought that the
equipment had malfunctioned or that some new
form of Allied jamming device was being used.
Not true. Each blip did represent an individual
ship, and they were steadily drawing closer to
the coast!

The invasion site was divided into five beach
sections. (see map no. 2). The first elements of
the 1st U.S. Army, composed of the Ist,4th, and
29th Infantry Divisions, were to land on “Utah”
and “Omaha” beaches. The 2nd British Army
was directed as follows: British 50th Infantry
Division would land on “Gold” beach, the
Canadian 3rd Infantry Division on “Juno”, and
the British 3rd Infantry Division disembarking
on “Sword” beach.

Many landing craft were destroyed in the
water through artillery action and Rommel’s
underwater obstacles. Men abandoning a
damaged or sinking landing boat had to take
their chances with the numerous minefields,
metal spikes and steel-girders scattered
throughout the landing zones. Due to Rommel's
devilish mastery in the art of erecting destructive
obstacles, only 80%of the troops, 50% of the
vehicles, and 25% of the equipment which the
Allies had planned to put ashore that day,
actually arrived.

The rest is now military history. The Germans
had failed to grasp the importance of this Allied
invasion in time to conduct a proper counter to
their attacks. As evening came to the coast of
Normandy, American forces had established a
beachhead some 9 miles wide and 24 miles
deep. British forces were located between the
Orne River and north of Ryes, 15 miles wide and
6 miles deep.

This was only the beginning!
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THE VARIATION

The “state of the art” (game design to the
uninitiated among you) has progressed steadily
and rapidly in the 13 years since D-DAY made
its appearance on the wargame scene. Assuch it
is rather clear that the game lacks many of the
“finer" niceties which the hard core has come to
relish in recent years. As the “art” progresses
many people tend to put down the achievements
of the past for supposedly bigger and better
things. Such a change came about in 1965 when
D-DAY was revised in favor of a 17 square
supply rule, SAC attacks, and no landings in
Southern France. This writer is one of many

who thinks the “improver” overstepped his
bounds and turned an excellent game into
merely a good one in search of additional
realism.

Who really is to say what constitutes realism
in a game? Can the designer who authored the
65 D-DAY version really prove that the supply
situation and Allied air superiority weren't
actually accounted for in the original design in
terms of built-in combat and movement factors?
Design is largely a matter of scope and perspec-
tive and the would-be innovator who plays with
another man’s creation without absolute
knowledge of the original designer’s rationale is
only kidding himself in thinking that he is

E Infantry Divisions
[:] Training Divisions
@ Paratroop Divisions e
@ Panzer Divisions ' NOHTH SEA
=== Army Group boundary it
——— Army boundaries
(4] 100 Miles .I
e NETHERLANDS !
)
f,
LA
BRITAIN Rotterdan 5 o
BN S
London © ""L%'x Pz @
ii?O Anw:e'l?' P Y,
e - A ¢
MOE o =] 153_Qz ; £
w =4 s Brussels ’\.
ENGLISH CHANNEL E L1 BELGIUL ¢
° X e }‘—"’L [!\E\.
= i B xv Army g o .{_.‘
= 0 RS, ARMY GROUP B
e RN % (Rommel)
XXl Pzy s Pz
© Brest E] E @
& Vil Army Pz Lehr
= = Lojrg
E 5t. Nazaire
FRANCE
=B ARMY GROUP G
e XVIl S8 (Blaskowitz)
PZ Gr
= | Army
=
BAY OF BISCAY T Pi
©| Bordeaux
|
XIX Army
<] IX
= =
&, X<
Eq_ = memhﬂ'
v
SPAIN e Ci 2 MEDITERRANEAN SEA

PAGE 4

building a more realistic simulation. More
likely, he is just topping off the original fudge
Sfactors with his own. Who is to say that the
commandos listed separately in the variant that
follows were noi accounted for within the
divisiopal scale of the game as it now stands, and
that to include same in a game of this scale does
not do grave injustice to the integrity of
divisional units?

All of which is not to downgrade the variation
which follows but merely to put it in its proper
perspective. D-DAY is a simple game—easy to
learn and easier to play. Robert Garbisch's
variant is neither—yet it provides the hard core
with a complex situation with many additional
decision points and a lot of paperwork. There
are those among you who will laud it and others
who will dismiss it as unplayable. We merely
hope you find it enjoyable and that it serves to
give youpause 1o think back to that stormy June
day 30 years ago when the largest amphibious
invasion in the history of man ook place.

For many months vast stockpiles of
supplies—guns, tanks, mortars, trucks, moun-
tains of ammunition, fuel, and food—have been
gathered for this historic moment of truth. After
many assessments of the German strength,
including the coastal defenses and the disposi-
tion of enemy troops, the Allied commanders
selected the Invasion beaches that would
challenge the mythical walls of “Festung Eu-
ropa.”

Hundreds of thousands of soldiers had been
especially trained in landing techniques.
Thousands of landing craft were assembled to
be ready at a moment’s notice. The time had
now come for the liberation of the Nazi op-
pressed European continent.

The date for the big push was set for June 6,
1944. History was to record this “longest” day as
D-DAY!

The stage is now set and the act awaits the
players. What follows is a set of variant rules
that shall challenge the player oriented towards
the ultimate in realism.

ORDER OF BATTLE

Allied Units: Additional units have been includ-
ed in “Allied Units Available in Britain.” Check
the “Readers Response” page for these new
units.

German Units: Revised time schedule of
available new units. During the “Prepare for
Play™ set-up, the following units must start from
any of the red star hexes: Infantry—308SS, 89,
363; Parachute—2; Panzer—3, 9SS, 10SS; at
Paris—325 Static Division (in any one city hex),
Six additional Static Divisions may be placed
inland as “Training” Divisions. Check the
Readers Response page for additional new
German units,

STACKING LIMITS:

Every Division has a Stack Point Value of 2
points. Every HQ unit, Brigade, Regiment,
and/or a Division that has been reduced to half
or less than its original assigned Attack Factors
has a Stack Point Value of / point. Maximum
Stacking Points allowed per hex: Allied—4
points; German-—6 points.

COMBAT RESULT TABLE:

The Avalon Hill Tournament CRT of either
Blitzkrieg or Guadalcanal shall be used. The
maximum advance or retreat is dictated by the
units normal Movement Factor.
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FORTRESSES:

German Supply Storage of each Fortressisto
be secretly determined and recorded as follows:
1. Three Complete Fortresses: Complete Supply
Reserve; Defending Units are not affected by
the “Isolation™ rules.

2. Four Partial Fortresses: Supply Reserve of 12
consecutive turns before “Isolation” elimina-
tion.
3. Remaining Fortresses: Supply Reserve of 3
consccutive turns before “Isolation™ elimina-
tion,

If any Fortress becomes Allied controlled,
then the same pre-determined German Supply
Storage, for that Fortress, still applies but now
for the controlling Allied units.

If units in a Fortress decide to attack out then
it can select any one or more adjacent hexes to
attack, and with any one or all of his units from
the Fortress. It does not have to engage all of the
adjacent enemy units. However, if the
“breakout” attack results in an Attacker Retreat
then the attacking Fortress units are
automatically eliminated.

MOUNTAINS:
Costs each unit 2 MF to enter a Mountain
hex.

GARRISON UNITS:

All Beach hexes or Inland Ports wsed to
disembark Allied units must be garrisoned by at

least one Combat or HQ unit of a minimum of |
Defense Factor.

ALLIED COMMANDO (C) AND RANGER
(R) UNITS:

These Special Units are not limited to the
Invasion turns and can land on any Coastal hex
on gny turn and move 3 MF in the same turn.
These units require no supply line or Supply
Units to maintain their Combat effectiveness.
Their blocking effect on Enemy Units during
retreats is the same as applied for AB Units. (Air
Drop) In order to be reused the unit must be

Continued on page 7
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TOURNAMENT GAME ATTRITION TABLE
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WEATHER EFFECTS: Sea Storm-—No Troop or Supply movement in

The 5th to 15th turns and the 43rd turn until
the end of the game are automatically “Clear.”
The 22nd to 33rd turns are automatically
“Snow.” All other turns, and their Weather
Effect are determined at the start of each Allied
turn by referring to the Weather Table:

or out of Ports and/or Beach hexes.
FOG—No Air Support or Parachute Air Drop.
Rain & Mud—Restrict a/f units to only 2 MF
and no Air Support or Parachute Air Drop.
Snow—All 4 MF units are reduced to 3 MF and
no Air Support or Parachute Air Drop.

Dierall | 1 I 2 | ] 4 ] l 6
Game Turn: 1 & 2 CLEAR Sea Storm FOG
EN CLEAR Sea Storm FOG
16 to 21 CLEAR ~ FOG ___Sea Storm Rain & Mud |
341042 CLEAR o FOG Sea Storm Rain & Mud

GERMAN PARACHUTE
CAPABILITY:

The possibility of a one-time German Air
Drop and the maximum number of German

“AIR DROP"

Parachute Unit Attack Factors allowed is deter-
mined by the following table in the “Prepare for
Play™ time:

l Die-roll 1 2

4 5

1 AB factors 0 0

—
s

4 6

SAC BOMBING:

Allied use only, utilizing standard AH rules.
Maximum of 2 SAC Bombings per turn and 12
SAC Bombings per cach of the two Air Time
Periods. (note: The SAC Bombings also repre-
sent the Tactical Fighter Attacks on German

units not involved in the immediate front
“Battlelines.”)

For every “Hit” eliminate one Combat Factor
from one of the “Bombed"” German Units. The
movement factor loss is for that turn only.

| 4 T 6

Die-roll 1 2 3 S T S
Unit's 1-2 No Effect Lose I ME | Lose 2 MF Lose 1| MF Lose 2 MF No Effect
Stack 1 Hit 2 Hits
Points 34 Lose 1 MFF Lose 1| MFF Lose 2 MF Lose 2 MF Lose 2 MF No Effect
SHiry | Hit 1 Hit 2 Hits
56 Lose 1 MF Lose 2 MF Lose 1 MF Lose 2 MF Immobilize Immaobilize
1 Hit 1 Hit 2 Hits 2 Hits 2 Hits 3 His

“FLOODING” IN HOLLAND:

The Islands in Holland—hexes I-16, J-16, J-
17, K-17 and K-18 can be subject to a flooded
condition either separately or all at once, The
procedure and its effects are as follows:

1. During the “Prepare for Play” turn the
Germans have the initial option of flooding the
entire area or any section of it.

2. Whichever side occupied the Island hex last,
can declare the Island hex to be “flooded”
during or after their turn.

3. The Allies can attempt to flood an Island hex
by using a SAC or TAC factor to bomb the
protective dikes and thus eliminate, if
successful, any excess German units over the
Stack Limit set for a flooded Island hex. Any
German losses due to flooding shall be deter-
mined by the German player. Refer to the
following table for the results of the Allied
bombing:
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| provided the player with what he considered the best

GERMAN POSITIONS—6 JUNE 1944

STATIC INFANTRY 13
DIVIS. RIVS.
: 188 = M17
16LW-— G4 77— V38 288 — Q@42
17LW — Q28 84 — A28 1255 —U31
TBLW — L20 85— 025 1755 — DD37
47 — M22 91 —R34
48120 271 — 5536
49 —M23 272 — UU39**
148 — RR256 275 - AAG]
157 — LL27 276 — PP47
158 — DD42 277 —TI138
150 — LL44 33 — L2
186 — 17 352 —533 PARACHUTE
182 —M22 353 — U40 UNITS
242 —TT29 ks
243 — 535 3— Vi
244 — 1731 5 X39
E i
266 — V39 EL
319 — 537"
326 — M23. Ll
338 — 55832
343 — V43
344 - N24 HQ
346 — R30 PANZER it 2
347 —F13 DIVS, OB WEST — U26
348 .. 027 B—128
708 — FF41 2 P23 G — RR41
709 - 034 90032 NETH — G13
711 —~T32 11— 1140 1—Li44
712 —K18 21—T33 7—Y¥34.
716 — 532 116 T27 1B —MIg
LEHR — %31 18 —RAR31

719 —H15

A
*319 Static was located on Channel Islands and took no
part in the war. It's combat factor was about 5-8-4, as it
was beefed up to 40,000 men,

**272 INF was actually further south, off the map.

—I can find no location for 189 Static; it may have been in
the Pas de Calais.

—95% Pnnzer Div. (along with 10SS Panzer Dlv} was in’
Poland on 6 Juns, Both divisions were orderad to Franos

an 12 June, arriving in: Normandy about 28 June,

—3 and 15 Panzergrenadder Divs, were in laly on 8 Juna.
They were ordered to France in mid-August, and arrived
vicinity Verdun in the last week of August. These units
were nnl 58.

grenadier Div. was in OKH Reserve. It was
omimitted near Saarbriicken in November,
——wa anxer Brlnadn along with at least six other srmllaf
. upits, was formed in Germany in August and com-
© mitted in qulamhar
—49 & 5155 Panzer Brigades were in Denmark. In Sep-
lsmbar they were absorbed inta 17585 Panzargrenadier

An inspection of the actual German deplovmant
at the time of the invasion shows how futileitisto
‘compare the German's set-up with any chance at
wvictory in the game. The game, after all, was
designed with playbility in mind. Some may well
‘argue that the existing Order of Battle is incorrect.
Yat a closer inspection will show that units left out
~consist largely of smaller units which were ab-
sorbed into divisional sized units in accordance
with the scope of the game to cut down on piece
dansﬂy Other units not included were left out
intentionally because they were soon withdrawn
to other fronts, Still others because they were
balanced by units Ieft in the game which should,
- according to history, have been pulled out.

" However, remember that D-DAY is not a strict
historical simulation. It is a game which places youin
command of the situation and not subject to the
predetermmed course of history. The designer has

representative force and trusted to his replacement
system to avoid complex entries and withdrawals

1suéh-35_ plague ANZIO) to make a very playable game.

Once an Island hex or area is flooded it
remains so for the balance of the game and il
imposes the following restrictions:

a. Stack Limit is now only one Division or2
Stack Points per flooded Island hex.

b. Upon entering a flooded Island hex, the
unit must stop until the next turn.

c. No AB units may be “air dropped” ong
flooded Island hex at any time.

Die- wll 1 | 2 I

3 4 5 f

Bomb RLnuIls miss miss

Imiss flooded flooded flooded




PAGE 7

moved “out-to-sea” for at least 4 Complete
Turns. If “eliminated” by the CRT, the unit
requires at least 12 Complete Turns before it can
be reactivated through normal replacement
factors.

TACTICAL AIR SUPPORT:

To be used only in providing additional
Attack Factors to Combat Units. TAC factors
are nontransferable {rom one Time Period to
another Time Period. The maximum limit of
TAC factors per turn is: German—3 TAC, 2
TAC per Battle; Allied— 6 TAC, 3 TAC per
Battle.

Available TAC factors: Time Period (Ist to
21st turns)—Germans: 9 TAC; Allied: 24 TAC

Time Period (35th to
end of game) German: 6 TAC:; Allied: 30 TAC

NORMANDY/LE HAVRE:

The two beaches are considered as one
Invasion Beach area, use the allowable unit
table of the Normandy area only.

ALLIED HQ UNITS:
At least one HQ unit must be brought ashore
for every 24 Unit Stack Points.

THE GENERAL

ATLANTIC WALL DEFENSE:

The Germans will be allowed to indicate any
16 Coastal hexes, during the “Prepare for Play”
turn, as “Atlantic Wall” Defense Fortification
areas. If attacked from any Sea Coastal hex they
will receive an added 2 Defense factors, as long
as they are attacked from the indicated Coastal
direction only and if occupied by at least one
German unit of equal Defense factor value. If
attacked from a combination of Sea & Land hex
directions then the Defense “bonus” will not be
applied to the defending German units.

ALLIED NAVAL FIREPOWER:
Naval Firepower can provide additional At-
tack Factors to any Allied unit within 2 -land

B X R e K e B
444 444 444 444 444 444 444
1 = == ] ==
grl En 5: E.. gn gn gu
444 444 444 444 444 444 444
: E ' 3 g E j
@ B 2 R Be & 8
443 443 443 443 334 654 6-54
THHHAHHE
I E (1] 12
Eu mzn Eﬁﬁ m Ej E Ej_
224 112 1.1-2 014 014 014 014
(O 0O000 0O
-E ug 16 |®u igil tg» s@n Itgll
444 444 444 444 444 444 444
= T = I T~ O~ Y~
224 554 014 444 444 444 444

5

ALLIED ORDER OF BATTLE
gu Eu gn gu En &“ gu &u E” E.. gu &.. |S§]n gu
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Turn 35—50:

Available TAC Factors:
Turn 1—21: |24

30
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hexes from a Sea Coastal hex. Such support is
limited to 2 factors per battle and it is non-
accumulative. Naval Firepower is not available
during any “Sea Storm™ turn.

Available Factors for the First Invasion: Ist
turn—>5 factors: 2nd turn—4 factors; Balance of
Game—2 factors per turn.

Available Factors for the Second Invasion:
Ist turn—3 factors: 2nd turn—2 factors; these
are additional factors which are in addition
to those granted for the balance of the game.

REFORMING OF UNITS:

A player can combine several understrength
units to reform one stronger unit at anytime
during the game. The procedure is as follows:
1. During the Movement Phase of the player's
turn, move the unit to be rebuilt to any Ciry hex
not in enemy ZOC.

2. Subject to Stacking Limits, move the rem-
nants of other units that are to be combined with
the understrength unit to the same City hex.
They can not be moved for the balance of the
player’s turn, nor can they engage in Combat.
They can defend themselves, if need be.

3. The Combat Factors of the remnant units are
added to the unit that is being rebuilt, and the
remnant units are eliminated andautomatically
placed in the “Dead Pile.”

4. At the beginning of the following friendly
turn, the rebuilt unit can be moved in the normal
manner and engage in Combat at its new
strength.

5. Armor, Panzer, Recon, and/or Panzer-
Grenadier units can reform one another and
Infantry units. Infantry can only reform into
another Infantry unit.

LANDING INVASION COMBAT:

Allied units that are attacking from a Sea
Coastal hex and suffer a “Defender Retreat”
result shall incur the normal Combat Factor
losses, plus the Defender Retreat factors shall
count as additional Combat Factor losses. The
remaining Allied units are then allowed to
remain in the Sea Coastal hex. Adjacent Ger-
man units are nof required to counterattack the
remaining Allied units in the Sea Coastal hex
and may choose to remain on the defensive.
However, if new German units are added to the
square they must attack.

ALLIED REINFORCEMENTS:

Allied Units arriving onany garrisoned beach
hex or Inland Port can move their full MF
distance in the same turn and engage in attacks,
if supplied.

SUPPLY UNITS:

Supply Units are required to support any
attacks being made in a turn. The Germans
have a limit of 8 Supply Units; the Allies cannot
have more than /2 Supply Units.

One Supply Unit can support one or two
attacks for one turn. It can supply any number
of attacking Combat Units within 5 hexes
(unobstructed by enemy ZOC). It is not re-
quired for attacks of 1-3 odds or worse, or for
Combat Units attacking from a Fortress. The
attacker is not allowed to place his Combat
Units under an enemy ZOC if such movement
would place it more than 5 hexes away from a

Supply Unit at the end of the movement phase
of his turn. Supply Units can arrive, move their
full MF distance, and support an attack all in
the same turn. Supply Units have no Combat
Factors and no ZOC. They are removed once
they have supported an attack. Supply Units
cannot be air-lifted.

USE OF PARACHUTE UNITS: (additional .

variants to the AH rules.)

All Airborne (hereafter referred to as AB)
must be air dropped within 5-hexes of a
Friendly Unit and direct contact must be made
within one complete Game Turnand/or have an
unobstructed Supply Linetoan Inland Portora
friendly beach hex, in order to insure Supply.
Otherwise, the Unit is immediately eliminated.
AB units can effectively block all types of

German units in retreat, from an Attack only, |

except for Panzer and/or Panzer-Grenadier
units of at least equal (I-1) ratio to the blocking
AB units; i.e., a retreating Panzer unit of 5

factors could effectively by-pass an AB unitof 4 |

factors, without attacking or losing any factors.

This applies only during the initial Air Drop |

turn,

AB units Movement Factor is reduced to 2
MF and no Supply Unit is required for at-
tacking only during the Air Drop turn.

AB units must spend at least 4 turnsin reserve |
or out of enemy ZOC before it can be reused for |

any new Air Drop assignments.

Supply Units may be moved adjacent to any
enemy Combat or Supply Unit, but only in the
turn they are to be used to support attacks.
Supply Units can be captured by any enemy
Combat Unit (moving over or adjacent to it)
and the captured Supply Unit can be used to
support attacks in the same turn. Only by
capturing Supply Units can a player have more
Supply Units than the above limit. Unavailable
Supply Units are non-accumulative. Note that
the normal Avalon Hill Allied Supply capacity
and range limit rules are voided when this rule is
used.

GERMAN SPECIAL RULES:

1. “Prepare for Play” turn: 6 Supply Units can
be placed anywhere on the mapboard.

2. Turns 4 to 12: I Supply Unit arrives per turn
from any starred hex.

3. Turns 13 to end of game: I Supply Unit
arrives every odd-numbered turn, except for
during the “Snow" period.

4. “Snow"” Period: / Supply Unit arrives on i

turns 25 and 29 only.

ALLIED SPECIAL RULES:
l. First and Second Invasions: the initial 3
turns are self-sufficient and no Supply Units are

required for the attacking Combat Units used in |

the Invasion landings..

Thereafter, from the 4th succeedingturnon: 2 |

Supply Units arrive per turn.
2. Sea Storm: No Supply Units are allowed to
arrive.

3. “Snow” Period: Supply Units arrive every

even numbered turn,

&
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A WORRIED AMERICAN LOOKS AT TWO ATLANTIC WALLS

Beach by Beach o

The “D-DAY DEFENDED” article penned
by GARY GYGAX in Volume 10, No. I drew
considerable criticism from American players
who said it just t'weren’t so; ie., that the
German stood an even chance of victory. They
claimed that the combination of American
replacements and airpower was just too much
for the German to handle in the 65 edition. We
erudgingly agreed with their hypothesis on one
condition—that the German players they'd been
manhandling didn’t have too much on the ball.

To prove our point we elicited the aid of two
staff members, Dave Roberts and Bruno
Sinigaglio, who gave wus their opening
defenses—the same set-ups they used in copping
top East Con tournament honors in 1972 and
73 respectively. Although the methods they use
are as different as night and day, the end result is
the same: a lot of German wins.

Let’s explore their defenses beach by beach,
compare the relative strengths and weaknesses,
and see if we can't open another chapter in the
never ending play balance debate.

For clarity’s sake we will code name the
Roberts defense “Up Tight” and the Sinigaglio
set-up “Hard Smash.” The former will be
dealt with first.

UP-TIGHT NORTH SEA: As is the case with all good
German defenses the North Sea is loaded for bear. 30
defense factors man the beaches and are backed up by a
paratroop screen of 26 more. The presence of the
Northern reinforcements adds additional bulk to the
German defense. Note the positioning of the German
reinforcements. The three 5's and solo 3 are seemingly a
perfect force for dealing with any airborne operations to
the north, while allowing the remainder of German
reinforcements to deploy to the South. The paratroop
screen prohibits any airborne unit to enter the main battle

on the beaches leaving the Allied player with his choice of

three 1-1's on any of the 5 defended beach squares.
Although K19 is unmanned, any units moving inland will
face a 1-2 versus the 2SS in Ostend. Not a very appealing
prospect, but after inspecting the rest of the defense you
may well agree that three 1-I'son F13, G14, and H15 offer
as good a chance as any. Coupled with SAC attacks on the
275thand J17, and airborne operations against the 47th, a
very lucky first turn could end the game quickly.
Realistically speaking, such an attack will end the game
soon, but more often than not, with a German win. Even
with perfect results the Allied player will be hardpressed
to clear Amsterdam for supply and without it this
invasion can go nowhere,

UP TIGHT PAS DE CALAIS: As in real life Pas De
Calais is the most heavily defended invasion site.
Although supply is not that big a problem here, getting
ashore is. Only four I-1's are possible against Ostend,
L21, 025 and P26, and even if successful they are

By Donald Greenwood
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susceptible to German counterattacks. Barring lucky I-
2's on the fortresses, Calais holds little opportunities for
exploitation.

UP TIGHT LE HAVRE: LE HAVRE is such a restricted
invasion area that it is seldom selected as an Allied
invasion site. Note the “sacrifice” of the 338 Static which
can be attacked at 6-1. However, placement here instead
of in R30 takes away the 4-1 on the 77th Inf. and the 1-1
on the 1285 which are possible otherwise. Le Havre still
must be attacked at 1-2. Any invasion which must rely on
successful 1-2%s is extremely risky though, and may as well
be forgotten.

UP TIGHT NORMANDY: Normandy is a traditionally
easy area to bottle up and usually doesn’t require too
heavy a defensive commitment. Dave Roberts apparently
agrees with the theory, as he allows an uncontested
landing in Cherbourg and Q33. With Cherbourg freely
taken, supply is no problem. Breaking out of the
Normandy pocket is another story however. The strong
paratroop screen ruins any chances for effective airborne
tactics. Even with a successful 1-1 on the 3rd Paratroop
Division in Carentan the German is strongly entrenched
in Baveaux, St. Lo. and Avranches. A Normandy
invasion is a lost cause against this defense.

UP TIGHT BRITTANY: Although definitely the best
invasion site in this defense. it is still well-handled. The
best course of attack seems to be to drop a sacrifice
paratroop in Y40 and land two 4-4s at V40 with the other
3 Allied units (including the Airborne)} landing at U41 and
UU42. SAC attacks should be carried out against the 2nd
Panzer and Brest.

If successful, the Allies will be safely ashore with plenty
of supplies and can take Lorient at their leisure, It will
then be a case of playingthe attrition game in the Rennes-
St. Nazaire gap until the German decides to withdraw.
However, the German forces in the West are so mobile
that an orderly withdrawal to a strong position on the
Seine can be carried out with little trouble either before or
after the 2nd invasion. Should the SAC attack on Brest'
fail, the Allies will have a tough time of it and will have to
expend another one immediately to gain the supply
needed for quick build-up. Even so, Brittany remains the
best invasion site—offering an almost guaranteed
beachhead and the type of attrition game which the Allies
excel in. Unfortunately, it will also result in a very long
game in which the Allies will have to break a myriad of
doubled positions manned by the cream of the German
army.

UPTIGHT —BAY OF BISCAY: The Allied chances here
seem to be best with landings of all units on HH42 and
using SAC against 1SS and 9PZ in Bordeaux. However,
if they don’t kill the unit in Bordeaux they are in serious
trouble. because they are already at their maximum
supply capacity. The German will have made La Rochelle
3-1 proof, and the only way the Allies will go anywhere at
all is with massive expenditure of their SAC attacks.

This should eventually enable them to move out from
HH42 and 1142, but after that it is a dim prospect. The
Germans should hold them south of the Loire until the
second invasion, and then with their beach defenses
released. the German should be able to form an incredible
line on the Seine.

HARD SMASH NORTH SEA: This defense is vastly
different from Roberts handling of the same situation but
is every bit as effective. The beaches themselves are not
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defended. enabling the Allies to land unopposed at HI3,
116, and J17. Yet, this generosity is not as free of avarice
as it looks, On the second turn the invaders are faced by
doubled positions and although a 3-1 on the 275th can be
achieved in co-operation with an earlier airborne opera-
tion against OBWest not much will be gained [or the
Allies will still only have supplies for 6 divisions, A more
viable solution is to attempt a 1-1 surrounded on the 2nd
Panzer with a I-1 surrounded on the 271st and a 1-2 on
the 272nd with an airborne delay unit at D8 and SAC
attacks on the 28S and 2588, With great luck this could
conceivably gain enough supply to result in a quick Allied
victory, but the law of averages decrees that more often
the Germans will come out on top, and very guickly too.
Supply is just too hard to secure in the North Sea.

HARD SMASH PAS DE CALAIS: Again, the two
defenses differ drastically. In order to make his southern
beaches impregnable the German has left the bare
minimum in Calais. Invasion here is a 50-50 proposition
and undoubtedly the best Allied option against HARD
SMASH. Taking the four northernmost of the five
available I-1's on the beaches and a 6-1 onthe G HQ unit,
the Allied player can be firmly established ashore and well
on his way to victory with low die rolls. Failure means the
game is over [or all practical purposes, but there can be no
holding back. The German has made your choice for you.
Calais must be attacked! The 1288 and 9th Panzer appear
the most likely SAC targets.

HARD SMASH LE HAVRE: HARD SMASH allows
the I-1 on Dieppe and Le Havre which UP TIGHT did
not. As such, it is a much weaker defense, although the
addition of the 6th Airborne regiment makes exploitation
of the Allied airborne potential more difficult. Selection
of Le Havre is a possibility but does not offer the same
advantages of an attack at similar odds on PAS DE
CALAIS.
Opportunities for SAC attack are particularly poor.

HARD SMASH NORMANDY: Again, the Sinigaglio
defense is inferior to the UP-TIGHT placement, although
still imposing. Not only are 1-1's possible against Caen
and Bayeaux, but the paratroop screen is weaker and
Carentan is ripe for a SAC attack, Cherbourg is again left
open so supply presents little problem. The best Allied
invasion would probably consist of landings at Cher-
bourg and Q33 with a 1-1 on Caen. Coupled with a SAC
attack on Carentan and Argentan, a 6-1 on the Ist HQ
and a 1-3 on the 353rd in Avranches with the airborne
units to maximize the delay of reinforcements from
Brittany, the Allies could be firmly ashore providing they
win the I-1. 1t would then be a case of wait-and-see
attrition until the 9th week and the 2nd invasion.

HARD SMASH BRITTANY: Here is where the set-up
benefits from the sacrifices made to the Northeast. An
additional 13 factors are made available for the defense of
Brittany. The result is that every beach square is contested
with 1-1 attacks. It is possible to land here with lucky die
rolls on 1-1 attacks on Brest and Lorient and SAC attacks
on V40 and U42. The point is why bother taking the same
risks here in the West that you can get in Calais? Evenif
1009 successful the invasion can be bottled up at the neck
of the peninsula long enough to withdraw the bulk of
German forces. An invasion in Brittany against this
defense is out of the question,

HARD SMASH—BAY OF BISCAY: Once again, the
German concedes nothing. To get on the board you must
make a 1-1 attack. However, if successful his chances in
this area are much better than against the Roberts
defense. To begin with, a I-1 surrounded is allowed
against the stack at 1142, If it, and the SAC attacks on
Bordeaux and EE42 are successful, there will be little to
oppose an Allied buildup for at least 3 turns _ I[fthe SAC
attack fails to gain Bordeaux's supply or the I-| fails the
invasion will be over. However, the large number of slow
moving units placed on the Western beaches makes the
prospect of an allied breakout quite enticing. And if the
509 chanice of failure should come up the Allies will have
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lost only 4 units rather than the 12+ of an effort at Calais
(including valuable armor and parachute units). With
pre-invasion SAC attacks tosoften up the now reinforced
2nd invasion sites, the game will still be far from over.

OVERVIEW

Heavy armor belongs on the beaches, either
adjacent to where the Allies want to attack, or
right in their way in the most desirable squares.
They thus are invulnerable to SAC and provide
the strongest defense with the best chance to
survive and be able to launch an immediate
counter-attack. Especially note the 6-6-4's in
Dieppe. Besides being maximum economy of
force (12 defense factors against a possible
attack of 10 from Pas De Calais and 8 from Le
Havre), with Q28 vacant three 6-6-4's are both
doing double duty in tying themselves into the
defense network of adjacent beaches. The 5-5-
4’s in Normandy in the Roberts defense are all
maximum economy of force, equaling 10
defense factors defending against possible at-
tacks of 8 and 16 factors.  Placing the 7-7-4 in
St. Malo with 3 units of 4 attack factors in range
guarantees that the German can get 3-1 and a
soak-ofl against two 4-4-4s if they land on V39
barring a SAC attack in this direction.

Certain units have squares that soon should
become obvious as the optimum place for them.
Thus the 5-5% in Normandy defending against
combinations of 4-4-4’s, the 6-6-4's in the Pas
defending against the possible 5-5-4’s, the 3-3-3
in K18 defending against 4-4-4's (instead of, say
in a paratroop screen in the rear where it would
have no special merit against 3-3-3's), the 3-4-3's
in paratroop screen positions on the northern
positions which are hopefully so strong that he
can't attack, and thus since he won't be there,
you save the extra attack factor of the 4-4-3s to
use in the south where you probably will want to
attack. The choice of whether to place a4-4-4or
4-4-3 in the various Normandy-Biscay areas is
far from random, but based on their ability to
attack or occupy key squares after the most
likely initial invasion positions are reached.

AN UNHAPPY COMPARISON

Which defense is better? 1 suppose that
depends on what you want out of vour defense.
The Sinigaglio set-up is designed to meet and
defeat the Allies on the beaches. Any prolonged
struggle, due to the heavy commitment on the
Western beaches will increase the chances of an
Allied win, Yet, the Allies have no better thana
50% chance of a successful landing any place on
the board. It is a gambler’s dream and should
result in an even number of Allied and German
wins given players of equal ability.

The Roberts defense adheres to the “fight'em
on the beaches” principle while utilizing the
containment theory for the westernmost
beaches. An invasion at Brittany can not really
be stopped, nor can one in Bay of Biscay barring
unlucky SAC attacks. This results in a long,
drawnout game in which the Allies must break
one strong doubled position after another
before he reaches Germany and victory.

But any attemptatinvasionfurther northis
extremely risky. The strategic balance is better
than in the Hard Smash defense, making a
policy of containment more viable,

In short, the Roberts defense holds a better
chance for a German win, but will require a
much longer game, regardless of the winner.
Both defenses hold at least a 50-50 chance of a

German win. @

.

—-——
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A Compendium of Playing Andes

*Cast of Characters including: George Brad-
ford, Don Greenwood, Richard Guida, Dan
Hoffbauer, Richard Plock, James Pyle, Ran-
dall Reed, Tom Oleson, and Mark Saha

Wargaming is a time-consuming pursuit;
especially if one exercises his involvement in it
to the hilt. It's one thing to play a 3 hour
Midway game once a month and quite a
different matter to be involved in a dozen play-
by-mail games while playing regularly a gamut
of games that may include as many as 20 titles.
Taking 20 minutes to set up that Midway game
may have been annoying for our once-a-month
Jock but it’s downright torture for the wargame
“junkie.”

The GENERAL will try to solve this and
other less pressing problems of the wargamer
within the body of what follows. Not a regular
feature, this article encompasses all that we have
to offer on the subject of playing aides.

THE BOARD:

The bane of any PBM'er is the constant
setting up and putting away of games after just
one move. If youplay-by-mailorlack aplace
to store games overnight that you can’t finish in
one sitting then a game cabinet is a must for you.
A game cabinet allows you to leave up to a
dozen games set-up permanently in the same
space usually taken by one gameboard. In
addition, the “drawers” on which the game is set
up can be removed and used to carry the
gameboard from room to room without distur-
bing a single piece. And when returned and
secured in your game chest, the set-up is
protected from the vicious raids of one's
children, pets or wife.

An example of a 7 drawer game chest which leaves 414"
between drawers so that the game box may also be stored inside.

A game cabinet lends a new outlook to your
playing. Instead of forgetting all about a par-
ticular move after writing it up, you are tempted
to pull it out and look over your move for fresh
approaches every day. Such contemplation has
made more than a few players “see the light" ina
particular game and made better players of
them. And of course, there are the obvious
advantages. You no longer have to painstaking-
ly reposition each unit every time you receive a
move. You already have his last set-up before
you. Moving units to their new location and
checking the legality of the move becomes one in
the same. The only drawback of the game
cabinet is that most of them are designed to hold

only the standard 28" X 22" mapboards. This
presents difficulties when playing games such as
Afrika Korps or Blitzkrieg which utilize the
longer board. The problem is not insoluble
however, and if you're willing to cut the boards
in half along the center fold, even they can be
laid into a standard sized cabinet with little
difficulty. Of course, if you play more than one
PBM contest of the same game at the same time
or are inclined to play both face-to-face and by-
mail the utility of a game cabinet might be
lessened. The answer to this problem is, of

course, the purchase of extra boards and
counters for secondary games.
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Game cabinets can be constructed in a variety
of ways but generally speaking plywood is the
least expensive material. The cabinet itself can
be constructed from one 4 by 8 foot sheet of 15”
plywood. Shelves can then be constructed from
“" sheets in the quantity required by the
individual. The number of shelves usually
ranges from 6 to 12, A project of this nature
usually costs from $15.00 to $20.00 depending
on the amount of shelves used and one’s
woodworking skills. It is a good idea to varnish
the whole thing and to soap the strips of wood
which provide the support for the drawers to
prevent sticking.

GAME TRAYS:

A less expensive, albeit less refined, solution lo
the same problem is Tom Oleson’s “game tray”.
Although less picturesque, a set of game trays
can be made for about $4.00 and are not as
subject to abnormal shaped boards as is the case

THE GENERAL

by the Avalon Hill Staff*

The primary advantage of a game tray system is the cost and it's
adaptability to irregular shaped boards; witness the STALINGRAD,
PANZERBLITZ, and ANZIO games in progress above.

PBM-TDT For Richthofen’s War

QEE: by James E. Pyle ﬁ::

Since the Target Damage Table (TDT) for
“Richthofen’s War” is based on the results of
the throw of two dice, it would seem harder to
convert for PBM use than the conventional
one die tables. The opposite is true. It is very
easy to convert to PBM use.

First, one has to look at what the chances
are for each two-dicé throw. A 2 or 12 will
each be thrown 2.78% of the time, 3 or
11=5.56%, 4 or 10=8.34%, 5 or 9=11.12%, 6 or
8=13.90% and 7=16.68%. Rounding these off
to whole per cents they become 2 or 12=3%, 3
or 11=6%, 4 or 10=8%, 5 or 9=11%, 6 or 8=14%
and 7=17%.

The next part is simple. If you use two dice
in the game, you use two stocks for PBM.
Using the last digit of the sales in hundreds,
for two stocks there are 100 possibilities. The
total of thewhole per cents listed above comes
to 101% (nobody’s perfect). So all you have to
do is match up the 100 possible stock results
to the 1019 for dice results from 2 to 12. My
suggestion is:

: 3949586,
di—Ce—os—di—os

Once you get the results of the stock results,
you see what dice roll they correspond to and
use that dice roll result on the game’s TDT.
The bonus for an ace is added after you find
what dice roll result to use.

§is & g &

PBM equipment for RICHTHOFEN'S
WAR is available from Spartan Inter-
national, Box 1017, Bellflower, CA
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RANDOM NUMBER GENERATORS

Although what follows may seem more suited for Popular Mechanics than the General, Dr. Plock has provided us with
an amazingly derailed rundown an how the warganter with a passing interest in electronics can apply his knowledgein a
sparetime construction endeavor to build an interesting plaving aid to complement his gaming hobby. If vou have the
know-how to wade through the sea of fargon which follows, or know someone who does— voumay well he on vour wa)' to
possessing a random number generaror. Richard follows with plans for both a digital machine for use with pbm rables and
a die face device for use with games using both one and iwo dice. In vears gone by these unigue gadgets were selling fur 550
and up at wargaming conventions—when you had the good fortune of finding one at all,

RANDOMIZERS OR ELECTRONIC ““DICE™
by Richard .J. Plock

In order to eliminate the problems associated with rolling dice (disturbing pieces, “cocked™ dice, biased dice, etc.) | have
constructed two different styles of baltery operated electronic randomizers. They both operate on the same fundamental
principle—a circuit is so designed as to oscillate atapproximately 1 Mhz{one million times per second, for you non-technical types),
with a pushbutton switch connecting it to a counting circuit. This counting circuit then displays the number of cyclas (or time in
micro i5) that the pushb has been depressed. Since people cannot control their refl 10 even a th ith of &
sacond, the number of cycles counted yields a truly random result, The circuits are designed to give true probabilities, there are no
false counts or invalid states.

The first design displays the count as the pattern appearing on two die faces, going through each of the 36 possible configurations
during the count. For gamas using only one die, the device can be made to suppress the readout of one of the faces, The second
design generates a true digital readout, with two alternative counts; a standard 1—6 count for those cases where a true die
probability is desired, and a 0-9 count when a decimal resultiswanted{e.g., when using the pbm results tables in face-to-face play)

G | C ion Infor

These devices use the readily available and inexpensive TTL integrated circuits in the dual-in-line 14 and 16 pin packages, with
the solid stata light emitting diede {LED) lamps, | have purchased these items from Poly Paks, Box 942, South Lynnfield, Mass.
01940, | do not wish ta imply that Poly Paks is bast or cheapest, merely that these items are avilable there if you have trouble finding
them, The prices paid (Summer 1973) are given with each item; the latest prices and sources of supply can be found in the
advartisaments in any of the hobby electronics magazines (Popular Electronics, etc.). The other parts (boxes, resistors, etc ) are
available fram any electronics supply store.

The particular construction shown utilizes printed circuit technigues. While it is possible (I suppose) to build them with
conventional wiring, the problems associated with bulk and soldering connections make it almost imperative to use a PChoard, The
leads on a DIP unit are in two equal rows. The pinsinarow are . 1" apart; the rows are 3" apart. Holes of about .04" diameter are
required. Should you not wish to drill holes, "P" pattern unclad and copper clad one or both sides perfboard is available, This
pattern has 042" holes punched on & .01" grid, and has been specifically designed for IC mounting: You can either etch a copper
clad board, or use one of the copper tape techniques available—etching is quicker and easier. The patterns shown are for
unpunched copper clad boards; use of pre-punched boards or copper tape circuits will probably require more space, although a
similar layout should be used.

If you have never handled IC's and diodes before, be carefull Excessive heat when soldering, excessive mechanical force onthe
leads, and excessive voltage at the wrong lead can all irreversibly damage them. Once properly mounted they are quite shock
resistant, but until then should be regarded as delicate, Use & low wattage, fine tipped, pencil type soldering iron with & good grade
of rosin core electronic solder, I is a good idea to make a final check of the soldered circuit with a magnifying glass; the spacingis
close and solder bridges are possible. If you prafer, you can use IC sockets o avoid soldering the IC itself; they are rather bulky and
will require larger boxes,

Where substitutions are feasible, this fact has been indicated. Otherwise, stick to the exact designation shown. Many IC's have
the same function but different lead numbers. Also note that in both cases alkaline batteries are specified. Rechargeable NiCad
batteries may be substituted, but not the regular carbon-zinc ones. The current demands are too high, standard batteries will not
meet them, Larger cell sizes {but NOT higher voltages) can be used. Under NO circumstances use a source over 6 volts; the IC's and
LED's will burn out.

One final point—TTL units are specified to operate at 5 volts. They will, how . perform satisf ily from 4410 6 volts. Below.
4V volts they become erratic, but the displays will still light up. Check your batteries at the first sign of erratic behavior,

DIE FACE RANDOMIZER
How It Works

This randomizer uses 14 LED's to simulate two die faces, 7 for each face. The LED's used were the small MV 5080 units; they
Bmit an intense red light. The heart of the unit is the SN 7492 divide by twelve IC, The logic diagram (Figure 1) shows the circuitry
used. The numbersin circles at the sides of the IC's are the pin numbers; they are not shown in any particular order, just the most
convenient one for my purpases, The isolated circles with letters correspondto the latters shown on tha PC board. Note that some of
the IC's are shown in separate sections—there is only one 7404 unit (IC 1),

Starting at the left, we have inverters 1 and 6 from IC 1 (SN 7404 hex inverter} driving an RC timing circuit. Inverters do just
that—the output is high if the input is low, and vice-versa, R 1,R2, C1, and Cy have bean chosen to produce about 1 Mhz frequency,
This is not critical; anything between 100 Khz and 5 Mhz should work, sothe values can be varied as much as a factor or two. This
circuit produces square wave pulses at point A. Pressing the pushbutton (81} feeds these pulsesinto the 7492 divide by six counter.
This may seem confusing since the 7492 is called a divide by twelve counter, butit is builtin two sections, One section is a divide by
two counter (Input A, Output QA), the other a divide by six (Input B, Outputs Qg. Qg, Qp). When coupled, you have a divide by
twelve. We only use the second part. the divide by six.

TABLE 1

LOGIC TABLE FOR IC 2 AND DIE FACE 1

7492 LED# Number
ac aB 1 2 3 4 5 6 7 Displayed
L L - . - - - . ON 1
L H ON - . - - ON on 3
H L ON - ON ON - ON (o]} B
L L ON - ON ON - ON - 4
L H ON - - . - onN - 2
H L ON ON ON ON (o]} ON - &

The sequence of the count is shown in table 1, The count is made each time the input dropsfrom high to low, The remainder of this
section of the circuit decodes this output into the spots on a die face; table 1 includes this result also, The die spots are numbered 1,
2, 3down the LHS, 4, 5, 6 down the RHS, 7 inthe centar. The nextitem in order isthe “OR"™ gate—there are four inthe unit; two are
used for each die. An OR gate has a high outpul if any input is high, thus the unit shown has a high output if QB, QC, or QD s high.
The inverter has been described; there remains the quad 2-input NAND buffer. A NAND gate has a low output if all its inputs are
high: a buffer can maintain a low output state by absorbing current to a greater extent than a regular |C. They make good lamp
drivers, but note they are designed to light lamps when the output is low. The LED's thus light up only when the corresponding
buffer has low output. R3 through R10 (to include both dice} are current limiting resistors—they are to prevent the LED’s from
burning out. They should not be changed unless the LED's chosen are different, then different values may be required. Larger and
brighter LED's are available at greater expense; if used, appropriate resistor substitution should be made. (Special note: i you really
want to spend the money, green or yellow LED's are now available—at §1.50 each.)

The output QD (after going through an inverter—this is for wiring convenience only) drives the second counter (IC 5}, which
operates in & similar fashion. Each time die 1 displays a 4, IC 5 increases its count by one. The result gives the 36 possible
combinations of two dice. The switch S3 can be used to cut off the power 1o the LED's of the second die. This means there is no
confusion when only one die is desired; also the bantery drain is less, The LED displays form the greatest currentdemand of the unit;
blanking one of them will extend battery life.

It should be noted that random results are obtained only after prassing the pushbutton; the output is NOT randomwhen the unit
is first turned on. My unit invariably displays a 4.

The construction datails which follow are based upon a unit identical (or virtually so) to mine. The parts used and approximate
prices paid are shown in table 2. For anyone who wants to make changes, a wiring diagram (Figure 2] is included; it makes the
connections a litile clearer than the logic diagram. It will also be helpful in checking the PC pattern if you draw your awn,
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with a game chest. Making a set of gametrays is
simplicity itself. Merely cut a flat rectangle of

=

—s———— Boardsize ———

plywood, of a thickness suitable to prevent
flexing (4 - %") to the size of the board in
question with an extra 4" allotted around the
perimeter. Then youtake 4 strips of plywood 4"
wide by 1" high, and nail or glue them to the bed
area. Their length depends on the length/width
of the game board plus the margin (14 x 14 = 1”).
These raised strips around the sides make it
possible to stack a number of games without
disturbing the counters (nor will any but the top
one get dusty). Not only is this handy to store
games, but to move them as well, in case you
need to change tables, etc. Although game trays
won't tend to “stick” as they can in a poorly
constructed game cabinet they are more subject
to accidental ravages by passers-by.

The main drawback to the game tray system is that a secluded
place away from other daily activity is needed to store them if they
are nol to be upset

UNIT DIVIDERS:

One of the biggest drawbacks of Avalon Hill
games is their lack of “compartments” to
separate and store different types of unit
counters to facilitate easy set-up. The plastic
tray of the bookcase line and the cardboard
containers in the flatbox variety just don’t cut it
in any way, shape or form. There are many
viable solutions to the “compartmentalization”
problem which vary sufficiently in expense and
accessibility to meet every gamers’ whim.

The solutions vary from empty egg cartons,
candy boxes, plastic ice-cube trays resealable
plastic bags, and see thru fishing tackle boxes to
the ultimate carpenter’s chest of drawers. The
problem with the first 3 mentioned items is not
only their untidy appearance, but the fact that
counters are subject to loss during transit from
one location to another. Their obvious advan-
tage is that they're free and if the former
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objections don’t stand high on your list of
priorities they can be a useful alternative. The
plastic bag idea has merit except that even these
high quality products have a finite number of
openings and closings before the inevitable wear
and tear takes its toll. It is also a bulky system
which is convenient to store and label. Probably
the best solution for most is the fishing tackle
box. Available in different sizes and prices
ranging from under a dollar to several bucks,
these “tackle” boxes are both pleasing to the eye,
easily labeled, and secure against leakage.

The main disadvantage is that these boxes
contain, on the average, only 16 separate
compartments. This means that for a game like
Panzerblitz two boxes would be needed. This
too can become a bulky storage problem if you
want to compartmentalize more than a few
games. We've found the ideal solution to be
large parts storage chests used by carpenters to
store various size nails, nuts, and bolts and
which are available in almost any department
store. The one pictured on these pages retailed
for $13.00 at Montgomery Wards. They also
have 37 drawer units for $12.00, 30 drawer units
for $9.00 and 23 drawer sets for $7.00. It would
appear obvious that the 60 drawer unit is the
best buy. Each drawer is subdivided into com-
partments which are formed by dropping clear
plastic dividers into precut slots. Depending on
the counters to be sorted, each drawer can be
subdivided into 1, 2, 3 or 4 compartments. Each
51" X 2" X 114" drawer offers a multitude of
storage compartment sizes depending on the
number of departments to be used and the sizes
desired. The really industrious can fashion
cardboard separators which will easily wedge
into position to further subdivide a drawer into
as many as 12 compartments. When utilized in
this fashion, a Unit Divider of this size can be
used to store the counters of your entire game
collection. Ours holds the units for 12 games,
weighs 13 lbs., stands 227 tall, a foot across and
514" deep. When doctored up like this one has
been it not only becomes a great aid to play, but
the perfect bookend for your “bookcase™ games
or centerpiece for your mantel.

A deluxe 60 drawer chest containing 240 separate com-
partments. This one utilized cannibalized game OB charts 1o give a
truly professional appearance. Such extr isnot ¥y
of course but does lend a very impressive appearance to the
gamercom of a dedicated wargamer,
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CONSTRUCTION DETAILS

The first step should be the preparation of the PC board. This boardis 4" x 25, copper clad on both sides, | have supplied two
patterns (Figures 3A and 3B) that may be used as a guide for etching purposes, | have tried to make them sufficiently accurate to
permittheir use astemplates, or you can draw your own using them for reference. The "TOP" shown on figure 3A means just that—
this is the top side of the PC board, and all components will be mounted on this side. The letters appearing at some of the points on
the board correspond to the letters in the wiring and logic diagrams, They also refer to connections to be made to an item not
mounted on the board. On the battom side, be especially careful preparing the pattern around the LED connection holes; there is
uuw Ill:tIB ::Iearnm:e Make sure you have no shorts These holes are shown in pairs because that is the way | made mine. | had

athe LED s di y on the board, but changed my mind, (Each pmro! holesmlmspol\dsluonni.ib Jif
you draw yuur own and can keep track of your connections, you might space these diffoi y. The odd i at some
of the holes on the top side are there for a purpose—when the component is mounted vou neead 1] g to make a soldered
connection to. The small holes are all 04" in diameter. The tour large holesinthe corners are for mnunting the PCboard onthe box
cover; any convenient size will do. | used.125." The easy way is to drill the PC board and box cover together; then the holes are sure
to be in register. The top side of the PC board will be facing the box cover. Instructions for the etching process itself come with the
solutions—Radio Shack offers a complate kit.

Onece you have the board etched and drilled, you can mount and solder the componants. Figure 4 shows the location and
orientation of each component mounted on the board; all are mounted on the top side. Note that the psoitive side of the diodes D1
and D3 are towards the edge of the board. They are specified as 1N914, but any small switching diode will do. You will probably have
1o test them to find the positive side. If they pass current in both directions (or neither dir }. they are defective. Do not solder
both leads of the diode at the same time; after doing the first, let the diode cool before soldering the second. After R1, R2,D01,D2,C1,
and C2 have been mounted and soldered, the capacitors C4 and C2 should be carefully folded down over the resistors and diodes so
as to take up less space. Be sure of the orientation of your IC’s; Figure 5 givesthe lead designation of a 14 pin “N" package IC, in case
you get one that does not have a notched end. (The letter immediately after the unit specifi 1 ber is the pack style.) Be
caraful in mounting them, the lags(or pins) are made slightly sprung out to hold them in place. Again, do not solder all the leads of an
IC at one time, give it a chance to cool, Remember, some of the leads must be soldered on the 10p side, The resistors A3—Rygare

mounted parallel and adjacent, they should just barely fit. All should be d as flat to the board as possible; the
IC’s are designed to have a small gap beneath them.
The battery holder should be mounted inthe bottom of the box. Note that the b i the main bulk. Using 4 C cell

abox 6" # 3" x 2%4"; using D cells would require a larger box. The holder can be gluedin placetl used Silicone Seal), or holes drilled
in the box 1o use small bolts. After it is mounted, the negative lead (black) should be soldered to point B on the PC board. Pass the
wire through the hold from the top side to give a mechanically strong bond—do this for all sueh connections.

At this point the lid of the box{which should be phenolic, do not use a box with an alumi or ather conductive cover) should be
prepared for the components to be mounted there. The actual location and sizes of holes will be determined by the requirements of
the items used. The pushbutton will probably need a 14" mounting hole. It should be centered near one end; make suraitisinsucha
position that.it will clear the PC-board when bath are mounted, Slide switches come in.all shapes and sizes—the holes drilled and
slot cut (for the handle) will have to be tailor-made. Toggle switches can be used instead if you prefer; they are easier to mount,
Again, make sure you have clearance, For the LED's, 1/16" diameter holes (NO LARGER) are need®d. The positioning should be
such that these mounting holes are approximately in register with the pairs of holes in the PC board. There should be two "H""
palterns, each with holes about .2" apart, as shown in Figure 6. Overall, they should be at the opposite end from the pushbutton.
Insert the leads of the LED's from the top side {they are reasonably long) and cement them in place with epoxy glue. Make sure that
the positive lead of each LED is positioned towards the end of the b y from the hb See Figure 3 for the lead
determination and double check bafore cementing. (Use a 150 ohm resistor in series with a 6 volt source—if it lights you are OK; if
not, try reversing it. If it does not light either way, it is defective.)
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The final connections can now be made. The pushbutton (S1) is connected to the points A and A’ on the PC board; use wires of
reasonable length. One side of one of the slide switches (S2} is d 1o the positive (red) battery holder lead. The other side of

this switch needs two wires; one goastothe other slide switch ($3} and the second to the points C and Don the PC board. Note that
there is only one hole; Cis on the top side, D on the bottom. The second side of S3 is connected to point E on the PC board. Usingthe
most flexible hookup wire available, cut 28 lengths and solder one end of each in one of the 28 holes for the LED connections. Be
sure the wires are inserted from the top side of the board. Then carefully connect each wire to the appropriate LED lead; the LED's
should already be l:emenlod in place. Be ext Y ful and not only must each lead be properly connected, but the
LED's are y heat itive. After each ion is made. it is a good idea to coat the lead and soldered connection with an
insulating mnlsrlal to avoid shorts.

After the last connections are finished, the PC board is bolted to the cover with 4-40 round head machine screws and %"
spacers. This must be dane carefully—that bundle of 28 wires takes up room and is not very flexible. Mount the slide switches and
pushbutton, put 4 batteries in the holder, screw on the lid, and you are in business. Turn both slide switches on; there should be
lights in both displays. Press the button and all 7 LED's in each display should come on, One switch should cut off the right hand
display while the other cuts off both. The only patterns to appear when the button is released should be those appropriate to a die
face.

The photograph shows the unit with both ““dice’ {at the top} litup—a 5 on die 1, a 6 on die 2. The cover screws and PC board
mounting screws are clearly visible, as is the pushbutton. The slide switches are virtually invisible (black on black does not lead to
good contrast), but the labels (ON in the lower left corner, a 1 and 2 in the right) show thei~ '~~~*i=~~_ An interior view of the unitis

alse b TABLE 2

PARTS LIST FOR DIE FACE RANDOMIZER
Number Total

Item Description Required Price
ic1 SN 7404 N Hex Inverter 1 .35
Ic2,ICs SN 7492 N Divide by Twelve 2 2.20
Ic3 SN 7432 N Quad 2-input Positive
OR Gate 1 a5
Ic4,1Ce SN 7437 N Quad 2-input Positive
NAND Buifer 2 1.10

L1—L14 MV 5080 Micro Mini Visible LED 14 5.00
D1,D2 1N914 Switching Dicde 2 .20
€1, C2 0.01 F Disc Capacitor 2 .30
R1,R2 100 ohm % watt Resistor 2 .30
R3—R 10 160 ohm % watt Resistor 8 1.20
51 SPST Miniature Pushbutton Switch NO 1 .30
$§2,53 SPST Miniature Slide Switch 2 .50
B1 1% volt Alkaline "C™ Cell (4 in series) 4 2.50

Plastic Battery Holder—4 “C" Celis 1 .80

Phenolic Chassis Box (with phenolic lid) 1 1.60

6% % 3" x 24"
PC Board Copper Clad Both Sides 1 50 Interior View of two-dice
4" = 25" unpunched ¥
Misceilaneous Hardware, Wire, etc. .80 random die-face generator

Total cost of parts (less taxes, shipping, etc.) $18.00
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L ion and ori ion of p on PC board

The LED's are not mounted directly on the PC board, but are connected tothe pairs of holes in the positions shown belowand are
all oriented as shown at the right
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THE DIGITAL RANDOMIZER
How It Works

This unil makes use of the MAN-4 seven segment LED readout display to show a digital readout of from O to 9 inclusive; the
operational heart is the SN 7490 decade counter. Asin the case of randomizer #1, | hava supplied a logicdiagram (Figure 7} and a
wiring diagram (Figure 8). Read the section “How it works” under Randomizer #1 before inuing; many of the poins di
there apply in this case also, and are not repeated.

As previously, two inverters from IC 1 (SN 7404) are coupled to an RC circuitto produce square waves of about 1 Mhz at point A;
these pulses are fed into input A of the decade counter IC 2 (SN 7420) when the pushbutton S1is prassed. Again the counter is bullt
in two sections; this unit uses both by connecting the output QA ta input B The result is a binary-coded decimal output at the four
terminals QA, OB, QC, and QD. When the 4PDT switch 53 is in position 1, ali of the outputs of IC 2 are connected directly to the
corresponding inputs of IC 3 (SN 7448 BCD—to—7-—sagment decoder/driver), giving a true decimal count, while at the same time
sections A and B of the switch ground the reset terminals of IC 2. (Special note: If all that is desiredisthis decimal count, switch S3
and IC 4 are unnecessary; simply make direct cor ions b 1 the of IC 2 and the inputs of IC 3, and permanently
ground the reset terminals of IC 2.) The SN 7448 is specif ydesigned for the purpose of driving 7-seg fispl fthe MAN-4
type—there are seven oulput terminals, one for each segment. Note that this |C has 16 pins; the ing sy is gous ta
that for a 14 pin unit. While the SN 7448 is capable of driving the display by itself [in this instance, when the outputs are high), a
brighter light and greater cantrast can be obtained with the use of the resi R3—RA cor d to the power source. Do NOT
change their values, as before, they are used to limit current and prevent the display from being overloaded.

When S2is in the position 2, the displayed count goes from 1—86. The first pointto observe isthat the reset-1o-zerc pins (#2 and
#3)of IC 2 are nolonger at ically gr dad, but are tothe outputs QB and QC. These resetinputs function in
such a way that when either is grounded (or lowl, the unit counts in a normal fashion. When both simultaneously receive 3 high
pulse, it resets the count to zero. (If you do your own design, be careful. There is another pair of reset ping—reset-lo-nine. These
must be permanently grounded ) Thus, when Qg and Qg are both high for the first time in the count sequence {a BCD six), the
counter returns to zero. Since the time required is much less than the time between counting pulses, the counts go from 0-5
without overlap or false probabilities. In order to make this a 1-6 readout, 1he B and Cinputs of IC 3 are connected to the outputs of IC
4 (SN 7432 2-input OR gates); examination of the logic will show that these will correspond Lo the oulputs 08 and QC of IC 2 except
when all three outputs Qa, Qpg. and Qg are low (a BCD zero), then both B and C inputs of IC 3 are made high, givinga BCD six. Thusa
count of zero yields a display of six, while all other counts yield a trus display.

As in the case with randomizer #1. the output will be random only after pushbutton 51 15 pressed.

Construction Details

This will describe how to build a unit essentially identical to my pratotype; however, let me urge now that you make one change.
If you value your sanity, and unless you are very adept at working in small spaces, do not use the same size box (4" = 1%2") that | used;
the components just barely squeeze inside after some special cuts have been made. Unless you are as stubborn as | am, |
recommand a minimum size of 4%" x 215" = 2*, preferably with a phenolic cover; learn by my headaches!

All of the construction warnings and recommendations given for randomizer #1 apply here except for those associated with the
individual LED's and pattern on both sides of the board. The printed circuit board is 3%" % 138", copper clad on one side. Figure 9
shows the etching and drilling pattern {bottom view). The rather odd shape is necessary (o provide clearance for the box reinforcing,

ele. (see pr ding paragraph), The two large holes are mounting holes—all hole sizes are the same as for unit 1. Figure
10 shows the location and orientation of the various components, all moeunted on the top of the board. The positive lead of each
diode is towards the center of the board (by IC 2). The MAN-4 display is not mounted directly on the board; a 14 pin socket is used.
This elevates the display ¥ inch, enabling it to be clearly visible while allowing clearance for wires and IC's between the board and
case. Note the orientation of the insertion of the MAN-4 in the socket—pins 43, #5, #10, and #11 are missing (but the location are
still numbered). Pins 1-7 should be on the side with the 4 resistors: 8-14 on the side with 3 resistors. Again, the two capacitors
should be carefully folded down to take up less space, Notice especially the jumper wira naxt to IC 3 (SN 7448).

The battery holder is not mounted permanently in the case; it must be removable to get at all four batteries. Depending on the
type, it may have leads of its own, or a battery clip may be required. The negative lead (black) is soldered to point B on the PC board,
the positive {red} to one side of the switch S3. The other side of S3 is connected to point C, The short cutout in the PC board next to IC
1 is to provide clearance for this switch. The 4 PDT switch S5 is d as foll - Saction A- tral lead to point K, terminal 1
to point B, terminal 2 to point E; section B—center to point L, terminal 1 to terminal 1 of section A, terminal 2 to point F; section C—
center to point H, terminal 1 to point M and terminal 2 of section A, terminal 2 Lo point P: section D—center to point J, terminal 1 1o
point N and terminal 2 of saction B, terminal 2 to point R Note that these terminalsand lons are not r berad; you
have to do your own, The cutout next to the dicde D1 |s to accommodate this switch. Note that these cutouts are tailored to the
swirches available to me and the box | used. As before, one side of the pushbutton is connected to A, the other sida 1o A’
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) We're not urging that everyone go out and
buy a Unit Divider Chest, but if you do have
most of our games, do play them a lot, desirean
attractive sorting system, and are willing to
invest several hours in setting it up you can
hardly go wrong with a purchase like this.

However. do not pitch blindly into the
project. Each drawer and every compartment
should be labeled as to its contents. If you takea
little time in planning your “Unit Chest” and
exercise some artistic ability you'll fare better
than had you plunged into it immediately.

Come up with a color scheme that wili tell you
immediately which drawers belong to which
games. For example, we colored all our Origins
labels black, Midway red, Bulge white, etc.

i ¥ ! -

tal storage system. Sorting should be done by type to facilitate set-
up for the game's many scenarios. Note that the drawers are
broken into five categories: transport, armor, specialized armor,
infantry, and artillery. Each interior compartment is likewise
labeled as to its exact contents.

Be selective as to which games you want
included in your “Unit Chest.” Some games,
such as Gertysburg, D-Day, Stalingrad,
Kriegspiel and the “peace games” do not really
require compartmentalization, Infact, it actual-
ly increases set-up time of games such as D- Day.
Remember, units which are taken from a
compartment have to be returned eventually. In
most games, this is merely a matter of dropping
the eliminated units into the proper com-
partments each turn. In D-Day where thereis no
set OB historical unit designations, returning
the right amount of units to the right compart-
ment can be a real problem because there is
nothing to cross reference each unit with as you
return it to the box unless you sort it by type
rather than time, which is little help to the Allied
player.

Not all counters should be classified by type. In many games.
such as MIDWAY, grouping of counters by the times when they
appear on the board is preferable, In this example, both battie and
search board counters are grouped in the same compartmeni—
classified by the times they appear in the gama. Note that the
outside label describes what is to be found in the compartmentsin
that drawer, while each compartment is aiso labelad as to its
contents

Gamessuch as 1914, Jutland, Panzerblit:,
Luftwaffe, Origins, and Richthofen's War
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should be sorted entirely by type. Components
for Gettysburg, Guadalcanal, Anzio, Waterloo,
Afrika Korps, and Bulge should be divided by
the times and areas in which they enter play.
Stalingrad, Midway and France '40) require a
blending of the two systems.

The drawback of this system is of course the
initial expense, in terms of both time and money
plus the fact that it is not convenient for
traveling.

CARDBOARD DIVIDERS:

A cheaper, and in some ways more con-
venient, system is available for the flat box
games. These games, until recent production
cutbacks, came equipped with two counter trays
measuring 10%” long by 2!4" wide. Because
there are no compartments contained within the
trays, they are useful only to separate one side’s
pieces from the other. However, 2” = 14" strips
of cardboard can be inserted easily into placeso
as to form individual compartments, Once in
place, the strips can be stapled or glued for
permanent support. Each compartment can be
as long or short as necessary, subject only to the
length of the tray and number of compartments
sought. If additional compartments are desired
further cardboard strips can be glued in place
lengthwise to subdivide the original com-
partments. Once placed in the trays, the weight
of the mapboard placed overhead will prevent
counter leakage if not jostled to excess.

May 1942

WOVEMBER 1941

Every gamer can ease his unit counter storage problem by
creating separators within the cardboard trays found in the flat box
games such as has been done above for Afrika Korps. The weight of
the board atop the trays serves to keep the units in place.

PBM HINTS:

Ever been placed in the embarrassing situa-
tion of your PBM opponent finding you guilty
of moving a piece too far and sending your move
back for revision? Of course, it probably wasn’t
intentional but rather was a result of moving a
piece legally, leaving it to pay attention to
another sector, and then returning to that area
and moving again. Chances are you have
probably been guilty of this in your face-to-face
games as well, but your opponent couldn’t
prove it and so it went unnoticed. It happens,
but it doesn't have to. Merely get into the habit
of rotating your counter facing after every
move. That is, always have your units facing in
the same direction, Whenever you move a piece

THE GENERAL

In preparing the case, lat ma raiterate my warning about the difficulty of using the size | did. The mounting holes and slotsfor the
switches will depend upon the specific items used; in my unit they are in the bottom of the case, not the aluminum lid. The
pushbutton mounting hole is centered at one end as near the edge as possible, barely clearing the PC board. Atthe other end, a slot
.8" long and .3" wide is cut to accommodate the MAN-4 display, This slot is in line with the pushbutton mounting hole and comes to
within .125" of the end, On each side, .625" from this end and as near the side of the box as possible, .125" holes are drilled for
mounting the PC board. Now comes the tricky part—most of these boxes have their corners blocked by molded reinforcing or
regions 1o receive the cover screws. This must have a cutout made about 15" from the bottom of the box at the end by the MAN-4
slot; this is needed to allow room for the corners of the PC board, The entire molding cannot be removed, it is needed to bracethe PC
board and to mount the lid. All | can say isthat it is a cut and fitapproach. They must be cut out enough 1o allow the top of the socket
to reach the inner surface of the bottom of the box (or “'top’” of the unit) when the PC board is mounted. None of thisis required with a
larger box with a phenolic lid; mount everything on the lid leaving clearance for these reinforcements.

After finishing all the wiring and cutting of the box, the works are mounted. In my unit, you cannot mount one thing at a time;
everything must be worked into position simultaneously and cautiously. In fact, my 4PDT switch is not really mounted; the fit is so
tight | simply wedged it in place (NOT a recommended procedure). The board is held in place with 4-40 machine screws; the side
with the components is against the surface of the box. If possible, 12" spacers should be used; if they are not used the screws should
not be tightened excessively. If care is used, the MAN-4 readout can be inserted and removed via the slot; its surface should be flush
with or slightly above the outside of the case. Put the batteries in the holder, screw on the lid (which just makes it), and try it out.
Turning on switch $2 should light up the display with sither a 0 or 6, depending on the setting of S3. Pressing the button should light
all segments (an 8). With switch 53 in position 1, any number from 0-9 should appear when the button is released; in position 2,
only 1-6 should appear.

Photographs of the unit in operation (showing a 4} and of the interior are shown. It may be noticed that the PC board is a
prepunched one, however the pattern (Figure 9) is for an unpunched board which | recommend.

TABLE 3 Exterior and
PARTS LIST FOR DIGITAL RANDOMIZER Interior views
Number Total
Item Description Required Price of Digital
ic1 SN 7404 N Hex Inverter 1 35 Randomizer
1Ic2 SN 7490 N Decade Counter 1 1.30
Ic3 SN 7448 N BCD-7-segment Decoder/Driver 1 1.50
IC 4 SN 7432 N Quad 2-input Positive OR Gate 1 .36
MAN-4 MAN-4 7-segment Alpha-numeric
LED Display 1 4.00
D1. D2 1N914 Switching Diode 2 .20
Gl B2 0.01 F Disc Capacitor 2 30
R1. R2 100 ohm % watt Resistor 2 .30
R3. R9 560 ohm % watt Resistor 7 1.058
51 SPST Miniature Pushbutton Switch NO 1 .30
s2 SPST Miniature Slide Switch 1 .25
53 4PDT Slide Switch 1 40
B1 1% volt Alkaline “AA™ Cell (4 in series) 4 1.85
14 pin Integrated Circuit Socket 1 .50
Plastic Battery Holder—4 “AA" Cells 1 60
Phenolic Chassis Box (Aluminum Lid) 1 1.20
47 =% 214" x 196"
PC Board Copper Clad One Side 1 .50
3T x 1"
Miscellaneous Hardware, etc. .55

Total cost (less taxes, shipping, etc.) §15.60

DIGITAL RANDOMIZER Figure 10
CONSTRUCTION DIAGRAMS -
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Figure 7

rotate it 180° to indicate that it has moved. By
the time you have finished your move all pieces
should once again be facing in the same
direction. In this way you can always tell at a
glance which units have and haven't moved.

Those who do not have regular access to a
paper with sales-in-hundreds listings for PBM
use and don't wish to involve a third party
necessary for use of the ICRK system are not
totally without hope. Such people can get along
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quite nicely on just one paper per opponent. The
trick is to “anchor” the CTD being used by
giving 4 stocks and their sales-in-hundreds
results to your opponent while he does the same
for you with a paper of his choosing. As a stock
is used it is underlined on both player's paperso
that the attacker can not use the stock again. At
the end of the game both players exchange the
CTD listings they used to verify the results they
listed for their opponents attacks. This system is
not foolproof—an unscrupulous person could
find the CTD list you're using if he tried hard
enough, but it is doubtful whether anyone
would sink that low in a friendly game.

In large metropolitan areas (or anyplace
where opponents live within local calling dis-
tance) where many wargamers live within close
proximity to each other, PBM can be outmoded
by PBP (Play by Phone). The procedure is the
same for PBM with the exception of deter-
mining results. Here, the attacker calls out a
page in the local phone directory for every
attack.

The defender then immediately responds with
a number from 1 to 20 and the words top or
bottom. The defender then refers to the proper
page in the phone book and looks up or down
the right hand column the proper number of
entries. The last digit in the phone number thus
located is used to resolve the attack. That name
is now checked off and can not be used for
future attacks. The process is repeated for
subsequent attacks.

PBM HINTS:

PBM gamers often go cross-eyed recording
the grid-co-ordinates of all their units for every
move. This problem has been rectified
somewhat by games such as France '40 which
print the co-ordinates on every square on that
hex. You can do this in the older style games by
writing in the co-ordinates for every game.
Granted, unless you are very artistically inclined
it tends to mess up your board.

An alternative is to use colored pencils to
lightly shade alternate diagonal rows. Most
errors in grid recording are made on the
diagonal rows and distinguishing them from
their neighbors in this manner usually cuts
down mistakes of this nature 90%.

Give your opponent a break when it comes to
selecting stocks for CTD’s. Choose them from
one section of the paper close to the date so that
he doesn’t have to clip out the whole paper and
stuff it in an envelope. Don't use preferred
stocks or those which regularly sell under 20
shares daily. And surprising as it may seem to
many—you may use Saturday CTD’s by
specifying that your opponent look up the
weekly stock results which appear in most
Sunday papers. However, when using this
option your letter must be postmarked by the
previous Thursday.

And for those of you to whom the stock
exchange is all that’s evil in the world, there is
always the ICRK system. This is a computer
printout of random numbers. Both players are
provided with a different one and a copy of each

LOGIC DIAGRAM
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is kept by a neutral third party to verify the
results after the fact. For further info on this
promising system we suggest you write the
SICL, 5820 John Avenue, Long Beach, Califor-
nia 90805.

TIME:

“Methinks he doth taketh too long” is a line
from an old English play which fits well into our
hobby. Everyone has had the misfortune of
playing someone who takes longer to make a
move than Grant did to fight the Wilderness
Campaign. Quick response moves such as
Football Straregy and Richthofen’s War can be
easily controlled with a stop watch or any clock
with a second hand. This is not the answer for
more sophisticated games with a greater
number of variables each turn however.

A USCF clock. Pushing the button on your side stops your clock
and starts your opponents’. Chess clocks are expensive; ranging
from $18—%36 but are usually high quality and guaranteed
Inquiries can be directed to the USCF at 479 Broadway, Newburgh,
NY 12550.

Chess clocks are used to measure the time
each side separately takes for his moves. In
chess, a typical procedure is to allow 2 hours
(per person) to make a grand total of 40 moves.
If your flag falls before the 40 are made, you
lose. You thus allocate your time as you please.
For wargamers, two ways are feasible: for short
games (e.g., Panzerblitz) decide how much time
is to be spent, divide it (allowing for different
numbers of units if necessary) and set the clocks
appropriately. Say one hour on each. If your
flag falls before the last move is made, you lose.
(Note the flag will fall each hour—for longer
games merely reset the clock accordingly).

THE DICE:

Dice (speckled cubes, messengers of fate or
any of a dozen less fitting names) have been
damned and praised by gamers ever since man
made his first wager. Yet no matter how much
we condemn them game designers always resort
to them almost without exception.

Whatever your feelings on the relative merits
of luck versus skill in wargames, dice are
unavoidable if you follow the wargaming per-
suasion. However, substitutes can be found.

One of the simplest and least expensive is the
Automatic Comput-A-Dice device carried by
Radio Shack and sellingfor $2.95. By pressinga
plastic lever, two wheels start to roll. They stop

automatically and light up a pair of dice faces on
the TV-type window. The device operates on 2
“AA™ penlight cells.
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A host of other die-rolling gadgets can be
@ found in gift and stationery shops. They range
from a miniature revolving gambling cage to a
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READER BUYER'S GUIDE

mne: Gettysburg PRICE: §7.00

Divisional Level Civil War
Battle
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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; B-average; and 9-terrible}), EXCEPTION:
Rate item Mo, 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 1940, you
would give it a GAME LENGTH rating of 15"

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

odnos Fuddnys 2y

Ajuo ajgesn st u

1. Physical Quality
2. Mapboard

3. Components

A, Ease of Understanding.
5. Completeness of Rules.
b. .Play Balance.

1. Realism

B. Excitement Level

9. 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.
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Giame to be reviewed next:

Opponents
Wanted

We're experiencing growing pains. More subscribers means more Want Ads, We fust 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.

ciTy

STATE

4

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 2n this form.

NAME (in all caps)

STREET PHONE
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This issue's contest confronts the American
player in D-DAY with a difficult choice: which
invasion beach is weaker? Contestants are
required to indicate their choice of beaches,
either Normandy or LeHavre, in the boxes
provided and show their attacks on the diagram,
IMPORTANT: indicate attacks and the attack
odds (neatly) on the diagram. The objective of
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ATTACKING |DEFENDING | BATTLE
UNITS UNITS ORDER [ ODDS

the contest is 1o pick the weakest beach defi
and initiate the best attack against that beach.
Contest entry deadline is June 30, 1974,

ISSUEAS AWHOLE:.......... (Rate from |
to 10; with | equating excellent, 10= terrible)

BEST ARTICLES
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small catapult which shakes miniature dice and
“throws” them onto a felt playing surface. Both
are competitively priced in the $4—87 range.

Other, much more sophisticated systems, are
described at length in module form on these
pages. Why bother you ask? Only to point out
the unusual and innovative in most cases.
However, there are exceptions. Most dice,
unless they are specially made for gambling
casinos, are “loaded™ in a sense. Adjustments
usually are not made for “carving” the pips in
cach die face. Thus, the “1™ die face is heavier
than the “6™ with the result that when the other
demands of physics are paid, the “17 die face is
more likely to be on the bottom than the 6, thus
exposing a 6 result. Taking such minute
variations a step further we find individuals who
can actually control the roll of a die. In most
cases this is the result of not giving thedie atrue
“roll”—but rather dropping or spinning it from
a set height with a certain number facing up.
Someone who does this consistently should be
made to throw the die against the box so that it
rebounds freely. The numerous mechanical
gadgets described elsewhere in this article are
free of any such underhanded possibilities.

FAVORITE GAME FETISHES:

Everybody has their favorite game which they
play more than any other and take pride in
having “the best set™ available whether it be a
hand-carved ivory chess set or a solid mahogany
Monopoly game with real money! This desire to
have the ultimate in physical quality is not
strange to wargames either and there are many
things the gamer can do to improve on his
favorite game—if only to mount the CRT or
frame it.

oA wan

The pegboard pictured above is just one example of how a gamer
with imagination and a little resourcefulness can add to the
enjoyment of his favorite game. The above device is arecording aid
for playing the Campaign Game of Richthofen's War.

Like unit divider schemes these special tricks
can run the gamut from the very expensive
electronic gadgetry to hand made knick-knacks.
It would be impossible to list all the possibilities
that exist but we'll cite a few of the examples
we've seen in recent weeks.

Owners of Vol. 9, No. 3 of the GENERAL
(now out of print) will remember Mr. Rick
Miller of Mansfield, Ohio who made a set of
glass enclosed Blitzkrieg coffee tables with
drawers especially tooled to hold the unit
counters which he mounted on wooden cubes
topped by miniature figurines. A much less
expensive proposition is Mark Saha’s “carrier
deck screens™ which can be made from index
cards and serve to keep the enemy from
knowing your plane dispositions, Randy Reed’s
Peg Board Recorder for all the planes and pilots
available in the Campaign Game of

The BLITZKRIEG coffee table above is just one way in which a
wargamer with a working knowledge of carpentry can make a
handseme collector’s item for himself, Notice the carefully etched
drawers which allow places for each individual unit used in the
game.

THE GENERAL

Richthofen’s War is not such a matter of
expense as it is of availability. The peg board
and pegs were cannibalized from old Choice sets
(an Avalon Hill title better forgotten), and the
rest was merely a matter of judicious cutting of
spare RW pieces and a bit of press type.

Perhaps the most practical extravaganza
we've vet to see is the 3 dimensional Panzerblitz
board which does away with many of the LOS
difficulties at a glance. Such a board should
have 4 different levels (although the one pic-
tured here has only 3—slopes being treated as
normal terrain); one each for gullies, normal
terrain, slopes and hilltops. To make such a
board one needs the normal Panzerblitz board
plus three unmounted mapsheets. The original
mapboard makes up the gully level. Over this

A Matrix Results Computer

By George Bradford

The objeet is to replace the die without losing any of its probability factors, This has been done by wiring 6 switches for the
Attacker and 6 for the Defender to a set of & indication lights. Procedure in play would be as follows: The odds are determined, and
the large dial is turned until it points to the proper odds surrounding it. This action movesthe bank of lights across the results screen
by sliding it along 2 rods by means of a pulley system, 1o the proper column,

At this point the Defender throws any switch of his choosing on the back of the set. Now the Attacker throws one of his 6
switches which completes the circuit and any one of the 6 lights could light up, There are 36 possibilities built into the set which
corresponds with the common dig,

The bank of lights rides close behind the glass screen on which is mounted a negative piece of film with all the Avalon Hill results
printed on it, plus a column of 1-8 for special purposes like German suppliesin Afrika Korps. This piece of film (it could be paper) can
be removed and replaced with the appropriate one for any game. When one of the 6 lights on it lights up only the combat result
directly in front of it, because it is shielded so as not to allow light to escape elsewhere.

The accompanying diagram shows the complete wiring, The use of colored wires for each circuit is recommanded.

With this system the defender also is allowed to take part in the outcome of the results, however he must not allow the attacker
to see which switch he has thrown, The necessary elements would be; 6 small lights with sockets, 6toggle switches, and sufficient
knife switches to allow for 36 contacts. These latter must be adapted to have B contacts on each switch. The dial arrangement and

the cabinet can be built to your own discretion,

COMBATY RESULTS COMPUTER

front view

1L to BR lights (1)
2L to 5R lights (1)
3L to 4R Iign!s Hl
4L to 3R lights
L feAdy 6L 1o 2R |lights [11
6L to 1R lights (1}
1L to 5R lights (2}
2L to 4R lights (2)
3L to 3R lights ({2)
4L to 2R lights (2
5L to 1R lights (2
6L to 6B lights (2
1L to 4R lights (3)
2L to 3R lights (3)
3L to 2R lights (3)
4l 1o 1R lihts (3)
EL to 6R lights (3)
6L to: BR lights (3)
1L te 3R |lights (4)
2L to 2R lights (4
3L to 1R lights (4
4L to BR lights (4
5L to B5R lights !4]
6L to 4R lights (4)
1L to 2R lights 551
2L to 1R lights (5}
3L to 6R lights (5)
4L to BR lights (5}
5L to 4R lights (5)
6L to 3R lights (5)
1L to 1R |lights (8]
2L to BR lights (6)
tighes 31 {0 a4 linie (8)
4L to ghts
Snis Eimins 5L to 3R lights {5;
Attacker Defender 6L to 2R lights (6

@
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Ensign Guida graduated from M.LT. with an S.B. in Electrical Engineering, an S.M. in Nuclear
Engineering, and a tremendously comprehensive background in Computer Programing, where he
invested two years of his time in Project MAC (Machine-Aided Congnition). During this time he had
access to the University's Artificial Intelligence Laboratory where he did battle with a chess playing
computer on numerous occasions. The results were in Mr. Guida's words: “reasonable”; the
computer coming out on the short end of a 15-10 tally. Suffice it to say that Mr. Guida is an
uncontested authority on the subject opened below. We thank him for taking time out from his duties
at the Bettis Atomic Power Laboratory to tackle the GENERAL's look into . . .

THE COMPUTER AND WARGAMING
by Richard Guida

This article is a brief discussion of the possible roles the digital computer may play in Avalon Hill style
wargaming. The intent of this article is to outline these roles, and discuss one example of them.

In Avalon Hill wargames, most of the “fog” of war is neatly quantized: unit strength, movement, position,
tefrain characteristics and how they affect movement and combat, etc. Such a war simulation system should
lend itself nicely to some type of computer interaction. Possible computer uses may be broken into two general
categories: direct computer command and coordination of the combat, economic or political forces involved, or
human command with computer assistance of these forces. This article will restrict itself to consideration of
combat forces only, although logical extension to political and economic activities should not be difficult to
envision.

For the first category, it is safe to say that wargamers need not worry about having their skills mastered by a
computer. It is instructive here to consider the game of chess, and howthe computer is used toactasa “human”
opponent. Many computer programs have been developed in the last ten years which enable the computer to
engage most human opponents and win quite regularly. The quality of play is still perhaps an order of magnitude
behind that of Bobby Fischer, however, The computer approaches the game of chess in much the same way a
humandoes. Inany turn, the computer considers all reasonable moves, and selects the best move from them. The
selection process measures the merits of a particular move—e.g.,increased control of the center of the board,
protection of a friendly piece, attack on an enemy piece, etc.—versus the move's demerits—e.g,, loss or
unguarding of a friendly piece, or prevention of castling capability, etc. All of these factors are numerically
weighted according to their relative importances, and then summed up to obtain one numerical figure for the
“advisability” of a particular move. Obviously, the move with the highest advisability figure is the one which the
computer will make. Equally obviously, careful thought by the computer programmer (when he prepares the
program) must be given tothe possible merits and demerits of any move, so that they may be properly weighted in
the program code.

Another factor which is included in determining the advisability of a move is that of the move’s future
consequences. This factor is usually termed “look-ahead.” When the computer is evaluating a move, it will
hypothetically “make” the move and then attempt to determine its opponent’s most likely counter-move in his
turn. In this way, the computer can determine if its move will have immediate catastrophic or detrimental results.
This is called one turn look-ahead. To practice two turn look-ahead, the computer must then hypothesize its next
turn’'s move, as well as its opponent’s response. Naturally, the further ahead the computer is able to look, the
better it is able to foresee future catastrophic or winning results for its present move. However, the further ahead
the computer does in fact look, the more time and effort it must expend evaluating the increased number of
possible consequences. In fact, the additional computational time required increases approximately exponential-
ly with each additional turn of look-ahead. With present technology, this makes it impossible to accomplish more
than about a five turn look-ahead (in most instances) for any one move.

The dissimilarities between chess and Avalon Hill wargames will now be mentioned. First, the number of
possible moves for a unit counter is perhaps an average of twenty times as for any chess piece, depending onthe
circumstances and game. Second, one side’s turn in chess consists of moving a single piece, whereas as many as
a hundred counters may have to be moved in a wargame turn. Third, all moves of the counters must be
coordinated during the turn, a computational {i.e. thought) expense notincurred in the chess turn. Finally, combat
resolution is by chance in wargames, introducing a variable which virtually destroys any hope for an effective
look-ahead scheme due tothe vast number of uncertainties introduced. All of these factors lead to the conclusion
that the generation of an effective wargame-playing computer program is at present impossible.

Even in chess, the computer is still no match for the trained human brain. One of the basic reasons for thisis
that the computer can make local tactically sound moves, but has difficulty in planning an entire offensive or
defensive operation, and making each individual tactically sound move fitinto an overall plan of operation. Thisis
the very property that a good human wargame player possesses. To put it simply, it is presently impossible to
program into a computer the capacity to exercise strategic thought, precisely because strategic thought is such
an amorphous quantity to define.

Turning now to using a computer to ass/st a human player (or players), two basic uses can be identified. the
“bookkeeping” role, and the tactical movement and battle appraisal role. The first is somewhat self explanatory,
but offers many interesting possibilities. A computer can be used as an unerring mediator in simultaneous
movement games, although the programming effort involved may be significant. Or it can be used as just a data
storage and retrieval system, to assist a commander in evaluating his own or his opponent’s material state.

The more useful application of the computational “firepower"” of the computer is inthe appraisal or evaluation
of a human commander’s action. Accepting the fact that a computer cannot make strategic (or even tactical)
decisions in a wargame due to the large number of variables and uncertainties, the proper role for the computer
should be to assist a human commander in determining what his best tactical action and deployment may be. To
give an example of this, consider the German initial turn defense of a beach in D-Day, for instance Pas De Calais.
The German commander could use a computer program specifically for the task of beach defense evaluation.
Thus, once he has selected and positioned his Pas De Calais defenses, he can request the computer to give him
such information as: maximum odds the Allies can obtain against each beach and inland square, probability of
capturing one or more fortresses or cities, most probable effects of Allied SAC attacks, and most probable Allied
and German losses and positions after the first turn of the assault. These are all things for which a computer can
easily be programmed to give the answers, and will require relatively little computational effort. It can be argued
that this problem is in fact so simple that computer assistance is not needed, that the German commander should
be able to do these evaluations by himself. Considering that there are seven beaches, and everytime the German
commander shifts units in any way to improve his defenses, a new analysis is necessitated, it can be seen that the
computational effort involved is not minor. By programming a computer to do the “nitty-gritty” evaluation work,
the German commander ensures that no arithmetic errors are made, and that he will have more time to apply to
the problems of overall strategy and coordination.

It is difficult to address in general terms many of the concepts this article attempts to present, The best way to
grasp these concepts is to actually (personally) go to a computer and try to “interface” it to A.H. wargames. Of
course, most wargamers do not have a computer or the training to use one. Many universities do have
wargaming clubs and computers available for use by their members, however, so it is hoped that these comments
may be of some use to the members of these clubs, and of some interest to the general wargamer.
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PANZERBLITZ buffs would love a 3-dimensional board such as
this which all but eliminates at a glance most Line-of-Sight
problems.
you paste a layer of “sandwich” board or 4"
styrofoam, using a razor to cut out the gully
hexes. The process is repeated over the 2nd

layer—this time removing the non-slope and
hilltop hexes, and one more time for the
hilltops, removing the slope hexes.

Miniature tanks, soldiers, guns, etc. of the GHQ variety can easily
be substituted for unit counters in this system if you're so inclined,

The result is a 3 dimensional board over
which you can continue to employ unit counters
as usual or substitute miniature figures such as
GHQ micro-armor. The cost of the styrofoam
usually runs about $2.00 for a 30” x 40” sheet.

L

A trick to promote realism in MIDWAY is this battle board divider
which keeps your carrier decks hidden until the enemy is actually
overhead.
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The unmounted mapsheets are almost impossi-
ble to come by. However, if we've whetted your
appetite unfairly in this article we'll provide the
answer, For the next month only, we'll honor
requests for unmounted Panzerblitz mapsheets
for $3.00 a set. Remember,, it will take at least 2
sets, and preferably 3 to construct your board. If
interested, make your check payable to Avalon
Hill Company and mark it to the attention of
Donald Greenwood.

MOOD MUSIC:

Yes, even music comes under the heading of
“playing aids.” Although this isn’t exactly the
type of thing that turns us on, we've met
individuals who claim they just don’t feel right
playing a wargame without appropriate martial
music in the background. Far be it from us to
knock others so we thought we’d tell you about
two such records available from OAKLEAF
VENTURES at their Box 286, East Orange, NJ
07019 address. Their two offerings in the field
are, quite predictably titled, LUFTWAFFEand
WEHRMACHT. Both sell for $5.95 postpaid
and are quality 33 1/3 RPM albums containing
numerous war songs, victory marches, speeches,
and radio commentary on the Third Reich. Of
course this company is not alone in the field but
merely one organization whose product we've
heard and can recommend. Each to their own.

MORE:

Naval nuts will love the electronic search
boards of Kurt Nordquest (Jutland) and
Richard Plock (Midway) which enables players
to search for their adversaries without giving
away their own position. Such devices are
expensive and require a great amount of skill to
construct. For lack of space we fail to comment
further on them here but if sufficient interest is
shown by the readership we will present them
extensively in later editions.

MISCELLANEOUS:

Simple adjustments to unit counters
themselves can also be an aid to play. Color
coding the sides of units in games such as
Blitzkrieg and Waterloo does much to avoid the
constant sorting through stacks of units to
determine their make-up and strength. For
example: in Warerloo aredside could denotea 4
factor unit; blue—a 3 factor unit; green—two
factors. Thus, the PAA player could tell at a
glance that a stack showing 2 green sides, 1 blue
side, and one red side consists of factors without
having to actually handle the stack and risk
knocking over its neighbor.

Yokokok &

The Competition Viewpoint

by Dan Hoffbauer

In the typical Avalon Hill battle game, the

time required to play a complete match is “2-5

hours.” Most AH gamers will scoff at this,

claiming that it is not possible to play a full game

of Bulge, say, in four hours. There is a very

legitimate basis for this complaint upon ex-

amination of the normal AH player's gaming
habits,

The average move in the middle of a Bulge
game will take between 15 and 45 minutes per
side. This time is taken up in making a decision
on where cach unit should move, on retracing
the moves some units have taken when the
player changes his mind, on rules arguments,
and on combat resolution.

There is a way to beat this snail’s pace. Placea
time limit on each move. This can be very simply
done with the additions of a few simple rules of
conduct.

First, place a limit on movement time. This
can be done, either with a limit on each
individual move, or a limit on the entire game.
In the first instance, the normal procedure is to
use a stop watch or a watch with a second hand
onit. The player not moving keeps the time and
gives the other player a 30-second warning when
time is running out. Inthe latter method, a chess
clock must be used. with the moving player
taking up as much or as little time per move as
he desires. However, once the total time runs
out, that player cannot move again.

For either method, the time limits do not
include resolution of combat. However, a player
cannot take more than 15 seconds to declare the
units and the odds for each particular battle.
Once the die is rolled, the defender is given only
three seconds per square to retreat or advance
any units, as is the attacker.

The most important stipulation in movement
by time limit is the “touch” movement system.
Simply put, you cannot move a unit again once
you have touched it and then touched another
unit. If you want to remove a unit, it must be
done before moving any other unit and it must
be within that unit's movement capability to
retrace its step. You cannot “call a move back”
under this system. This requirement alone
forces each player into snap decisions under
pressure. Incredible blunders are made possible
which are not possible under so-called “normal”
playing conditions.

i

The time alament is an important consideration In competitive
gaming—especially as conducted by the SICL. Note the time clock
being used by the neutral judge.

For instance, if a player does not allocate his
time carefully during a move, many units will
remain where they are. | have seen spectacular
breakthroughs remain unexploited because the
player did not allow enough time to move his
most important units. Gaps open in the front,
through which a quick player will be able to
penetrate and turn a game completely around.

It is not possible to be a “computer gamer”
when using a time limit. Those players who,
given enough time, can make the perfect move,
with each factor used to maximum extent, will
be unable to exist in an atmosphere of fly-by-
your-pants and snap decisions based upon
quickly grasping the essentials of the situation.
The superior tactician can usually prevail in a
pressure situation. The so-called “idiot factor™
can be brought into games without the use of an
artificial rule. The better player will be able to
make less mistakes. It is often the opinion of
wargamers that nothing less than perfection will
do in a move. Under a time-limit system,
perfection is well-nigh impossible. The side with
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the fewer and the less serious mistakes will win.
This requires concentration, perception, and an
ordering of priorities to make sure that the
essential moves are made. Planning in advance
15 also a necessity, since you just do not have the
time to think about your moves when it is your
turn. You must already know where you want to
go and what you want to do before you do it.
Otherwise you'll end up with half your pieces
touched.

In tournament play, as run by Spartan
International, time limits under either method
are used. Tournament umpires are present, to
provide rules interpretation services in the case
of very large tournaments, or to actively super-
vise, keep time, figure odds, roll the die, and
handle all functions which do not require the
decision of one of the players. This “formal”
approach is very effective in keeping games
moving and in equalizing players who do not
know each other and are unfamiliar with each
other’s methods of play. A common set of face-
to-face procedures under which people can
game are a necessity as the competition in this
field expands and as money prizes become more
common and more significant.

It's not hard to get used to time-limit play,
and once they're used to it, some find that they
prefer a fast-moving, hard-hitting contest to a
slow, dragging social gathering.

Spartan International has full details on time
limit tournament play through its Box 1017,
Bellflower, California 90706 address, . Face-to-
face tournament regulation booklets cost $1.00.

Ydokok Kk

Playability & Practicality—A Starter’s Guide
By Mark Saha

What's the fastest set-up time game in the
entire Avalon-Hill catalogue? Think about it.
Well? The answer may surprise you, but in my
book the full tournament version ANZIO is a
top contender. There are so few pieces on the
board at game opening—and in preordained
positions—that you can plunk them down in
seconds and “get on with it,” especially if you're
willing to spend a pleasant hour or so ona rainy
afternoon putting the game in maximum
“playability” condition. Much of what I have to
say about ANZIO applies to the other games in
your collection too, so that's what this little
piece is about—simple, practical steps to im-
proving physical playability. But 1 mentioned
ANZIO first, so let’s start with that,

The next time you're around a stationery
store, or the art department of your local college
book store, stop and pick up a large piece of
poster board. You'll also need a ruler, pencil,
and razor blade but probably already have
these. Of course, you knew there must be a catch
when [ nominated A NZ/O—but really it's only
a small catch. What you do is mounteachof your
Game 11 Order of Appearance cards on separate
pieces of poster board; cut the poster board to
allow ample margin and you won’t even have to
use paste to mount the O/ A cards—cellophane
tape, especially library tape, will do just fine.
Now you can pick up the O/ A cards and carry
them around with pieces on them; more impor-
tantly, you can leave them set up—they can be
easily stored under your bed, on the top of a
bookecase, in a carefully prepared back space in
a closet, etc. When you do feel like a game, they
can be taken out and the board set up in
seconds.
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Now, | realize a lot of you nit-pickers out
there are going to start yelling “foul”! Once
you've agreed to leave the O/ A cards set up, you
want to argue, GETTYSBURG or
GUADALCANAL become the fastest set-up
time games. Well, you've missed my second
point, which is practicaliry. Since those two
games don’t have many pieces in the first place,
set-up isn't really a problem—not even O/ A set-
up. So there's really not much point to keeping a
lot of mounted O/A cards for various games
stacked around your room. Just ANZIO and, if
you happen to be a nut on it, /9/4.

But I'm not finished with ANZIO yet. While
you're at the stationery store, pick up a set of
oversized 4" = 6" index cards. These can be used
to make an O/A card each for the Republican
and Monarchist armies, and these O/ As can be
mounted on the same poster board as their
parent allies. The remaining ltalian units (that
start on the game board) are simply stored in the
game box with your forts and fortifications.
First, however, let's make sure you'll never get
your Italian units confused: write “R” on the
back of every Republican, “M” on the back of a
Monarchist, and “G” on the 185th German
sympathizer. Write the set-up hex number on
the back of the remaining Italians . . . and now
you can always tell which side an Italian is on by
simply flipping it over. (While you're at this, you
may as well write “S™ on the back of the German
substitute counters.)

There is one final use for the remainder of
your oversized index cards, and you'll find them
useful in this regard in play of many other A-H
games. Any highly specialized or “out of the
way"” rules that you have trouble with can be
neatly typed out on separate cards, and keeping
these handy in a stack will do away with the need
to go constantly flipping through the rules
book. For instance, if yvou use the optional
“Retreat Through ZOC” rule (ANZIO Battle
Manual, page 11) you really should type out the
rule and chart on a separate card. The same
holds for many of the Order of Appearance
rules on pages eight and nine (unless you prefer
to Xerox these two facing pages and cut them
out for handy reference).

If you're one of the (apparently) fortunate few
who happen to own a copy of A NZ/O but really
haven't gotten into the game, you owe it to
vourself to give these suggestions a try. You
have to play the tournament version at least a
couple of times to appreciate how good and
playable it actually is (the mini-games are quite
satisfactory, if your time is limited. Also, Game
IIl “openings” make for excellent solitary;
invade different areas to test Italian reaction
and see whether the Germans can stabilize the
situation)—but most people seem to be put off
by the sheer mass and apparent complexity of
set-up and clerical duties. Try these suggestions,
and you'll find you can play the game as often as
you like with little or no such effort. And, since
most of the pieces remain on the O/ A cards at
all times, putting the set away after a game is no
bother either.

GUADALCANAL is another game where
playability can be improved immensely, and
with even less effort. First, write the range of
each artillery unit on the back of the piece—and
you need never refer to that chart on page 10 of
the Battle Manual again. Next, take the manual
to your local Xerox operator and have copies
made of the Artillery Firing Table, Units of Fire

Replenishment Table, and Psychological
Effects Table. Cut these copies out, mount them
on pieces of poster board (again, cellophane
tape is fine), and keep them handy on the table
at gametime. Also, you may find it convenient
to write “P" next to every turn on the Time
Record Card in which Psychological Effects are
rolled. Finally, you should write “1st” on the
back of each unit of the Ist Marine Division, for
the withdrawal rule on them—but write it in the
corner and circle it, to distinguish this from
artillery range.

Keeping track of hidden units in
GUADALCANAL is rarely a problem, and
most Jap players prefer their own systems. But
here, again, 1 find the oversized index cards
quite handy. A ruler is a handy tool in deter-
mining correct grid-hex numbers; then, write
this number on an index card and place the unit
on the card just above that number. When all
hidden units are in place (and there usually
aren’t many, except before the one big Jap
offensive) simply cover the index card with a
second one. This way you can glance under the
card and recheck your positions even during
your opponent’s move. When you change your
own positions, simply mark out one grid-
number and write in the new one; and change
cards when things start getting cluttered.

By now you should start getting the idea of
“playability & practicality”; basically, all it
means is that you don’t have to accept the
playability value of the game-as-published and
you don't have to be willing to put in the
considerable time and effort that professional
“game nuts” devote to construction of elaborate
physical game storage and play systems. Just a
little common sense and improvisation and a
pleasant rainy afternoon can streamline your
game collection according to your own specific
needs and problems. For a closer look, here are
a few final items:

WATERLOO; write “G” on the back of
French forces that start at Gosselies, and “M”
on those at Marchienne. Write “Q" and “N” on
the Anglo forces starting at Quatre Bras and
Nivelles; number the arrival times of other
forces “1™ through “8” on the O/A card, and
write the corresponding number on the back of
the appropriate units. You may wish to use “8”
and “8A” for June 18th arrivals to distinguish
Anglo and Prussian units. Leave the rest of the
counters of both sides blank. Now, it is asimple
matter at the start of a game to invert your
counters as you dump them from the game tray
and sort them for arrival and deployment, or
better yet—divide your gametray into the
proper compartments.

MIDWAY; although the Midway Reduction
Table is used only once or twice in a game, it’s
usually used. And the U.S.A. player may get the
hint if you start scrambling for the Battle
Manual to study the odds. Simply Xerox two
copies of the table, cut them out, and tape them
to the Search Board Screen with the rest of the
charts.

PANZERBLITZ; if you're just learning the
game, it's almost mandatory to type out on three
separate cards the rules for the three different
types of attack; also, on scparate cards,
whatever other factoring or terrain rules that are
a particular problem with you. After a few
games these rules become second nature and
you can throw the cards away (or help start
another new player with them), but until then
they'll accelerate your first few games con-
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siderably by placing at your fingertips informa-
tion you'd otherwise be scrambling through the
rules for during every move.

Obviously, this article is intended mostly for
those just getting started in gaming—or who
have been “put off” by a game that seemed just
too much trouble to play. However, even if you
don’t happen to own any of the games discussed
here, the basic principles I've offered can be used
in making the games you do have more
playable. If you own a game that you like but
don’t play as oftenas you'd really want, mostly
because it seems to take so long to set up or
because play for some reason seems sluggish
and too much work, something can probably be
done. It doesn’t mean the game was badly
designed; more often, as with ANZIO and
GUADALCANAL, iU’s a matter of packaging
and economics . . . information has to be com-
pressed into the most efficient form for printing
and distribution purposes. But that doesn't
mean you have to live with these realities once
you sit down at the gameboard—especially if
you like the game and planto keep it a few years.
D-DAY: Designate the late arriving German
units witha star on the back so youdon’t have to
look up which units start on the replacements
stars every time. While you're at it—number the
backs of the Allied units according to the turns
they're available.

AFRIKA KORPS, BULGE, MIDWAY,
BLITZKRIEG: As was the case with Waterloo,
you can decrease your set-up time greatly by
noting on the back of the unit when it becomes
available and where. A simple “7" on a
Blitzkrieg unit suffices to say that this unit is not
available until the 7th turn. A red "1" on the
backs of the 15th Panzer units serves to let you
know that it is part of the Germans Ist
reinforcement levy in May. Similar numbering
systems for the other games do much to reduce

playing times. @
PBM EQUIPMENT

Tired of playing solitaire or humiliating
the same opponent day after day? You may
be good in your game room but what can
you do against a good player from another
part of the country? There's only one way
to find out — play them by maill PBM is an
easy-to-learn and convenient-to-use system of
playing fellow gamers across the nation. A
special CRT and combat resolution system
makes it impossible to cheat! PBM is an
entirely different experience from face-to-
face play. It has made better gamers of
many who have tried it, and all those who
have mastered it. PBM is the only way to
participate in the many national tourna-
ments held regularly for Avalon Hill games.

Each kit sells for $4.50 postpaid and
includes enough materials to play virtually
dozens of games, including addendum sheets
which list official grid-coordinates for those
games not already possessing them and
special charts and CRT's for postal play.

Kits are available for the following games:

* AFRIKA KORPS * KRIEGSPIEL

* BLITZKRIEG * LUFTWAFFE
* BULGE * 1914

* D-DAY * PANZERBLITZ

* GETTYSBURG
* GUADALCANAL

* STALINGRAD
* WATERLOO
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SERIES REPLAY
PANZERBILITZ

(Situation No. 6 Revised)
Russian—Richard Plock
German—Robert Livermore
Judge: Roy Easton

Situation 6, replaved here, involves a German
mobile defense and victory is most often achiev-
ed by the player making the fewest mistakes. In
this particular game, the Russian player lost
because he refused to risk his units in situations
where they might have broke the German line or
died, depending on the roll of the die. Thus we
have the direct opposite to the AFRIKA
KORPS game featured two issues ago in which
the plavers let the die decide the game. This
commander demanded situations in which he
was sure of the result—and as aresult he did not
win. The German player, for his part, lost a
victory because he refused to sacrifice blocking
units on two key squares and did not use all of
his available units in the final battle.

Options and rule interpretations used:

The indirect fire (regular version) and real-

~ space line of sight determination were the only
_ listed options used. In addition, while the game

was played face-to-face, the play -by-mail rules
and combat results table were used (using a
decimal randomizer). Thus, the effect of fire was

. not known until after movement. Finally, the

following interpretations (not specified by A-H)

were agreed upon: Initial setup— Russian: Ten
hexes to be full hexes; Russian may set up on
hexes through row W inclusive. Indirect fire:
The CP may direct fire and load on the same
move.

The neutral commentary for each move is
provided after the Russian comments in the
shaded area.

Each diagram shows the current German
move and the Russian preceding move since it is

~ the German's withdrawals which control the

oo
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e
A
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except thatthe SMG's
should have been mounted on the farthest-forward tanks. The
German halftracks are well placed, especially 446—but thereisno
nead to keep the German armor so far in the rear,

tempo of the game.

Russian Comments Move: Setup

I feel the German has a slight advantage in
this situation, but only a marginal one. If 1
(Russian) can reach the end of board no. | by
the end of move no. 5 without losing any
significant number of units OR I can reach there
on turn no. 6 AND havesignificantlyweakened
the German (especially in mobility), I have a
good chance. I must actually be leaving the

- board (i.e., on row A or B) at this time. Any

earlier, and | should win easily; later and I have
no chance.

I want my heavy tanks to be free to expose
themselves to enemy fire without giving my
opponent easy victories, hence they will not
carry passengers (which would have a defense of
1). If I wish, I canreach the area south of hill 135
almost as fast from hill 130 as from hill 127,
hence do not need many units on south edge.
The only units visible from any part of board no.
2 are the Su 152's; he can do no better than [-]
on one of them. Doing so leaves the CP and long
range guns in poor position; I doubt if it is worth
it to him. My trucks are almost useless; they will
have the primary function of picking up units 1
have to unload when I am in a hurry,

SET-UP: The Russian set-up is reasonable but
he should have the SMG units mounted on the
farthest-forward tanks. The German unitsdon’t
need to be in thegully and all should be on the
roads.

TURN NO.1 GERMAN COMMENTS

Since the German moves first, the setup and
first move are taken together. Board number |
has better terrain for a mobile defense or
delaying action than board number 2, and thus
one immediate objective is to hold the Russians
on this board as long as possible. The idea is to
take as far forward a blocking position as
possible while retaining mobility and preventing
losses.

The German probably can not prevent the
Russian player from getting a minimum of
between 15 to 25 pieces-on board 3 (Russian
marginal to tactical), if the Russian gets on
Board 2 before turn 5. On the other hand the
Russian player can not reasonably expect to get
10 or more pieces on board 3 by the end against
a reasonably intact German force, if he gets on
board no. 2 after move 6. Thus the German
objective for the first five moves is to prevent the
Russians from getting on board 2 before turn 5
while imposing on the Russian losses which are
at Jeast twice his own. This condition must be
realized with a couple of restrictions in mind; 1)
The losses ought to be very great and not in
tanks and preferably not in vehicles at all. Thisis
what is required to keep the German ‘reasonably
intact’. 2) The Russian player must not be
permitted to get even  two pieces behind the
German’s main force; otherwise he can greatly
hamper the setting up of a defensive line.

Slowing the Russians down does not just
depend on blockingroads physically as has been
done with positions R9, Q9, P9 and O8 but also
on leaving him open to heavy gun fire which can
be executed by guns which can fire with
immunity from counter fire points. We see that
this holds for pieces 631, 621 and 32. Of course,
one could argue that both the Wespe (621) and
the Hummel (631) ought to be fired directly
from board no. 2, but just as they are out of
harms way, they are often too far out of the way
to do harm. The most questionable placements
here are those of pieces 33, 102 and 91. 33 is
clearly out of action for at least four turns. But it
is well placed for armor attempts against the
town and experience has shown that it is rather
difficult to pull halftracks or tanks off a
pressured defensive line in order to cover a
newly opened flank by dropping off a gun. No.
91 is placed out of harms way and to be in a
prepared position when the Russians come over
the hill, and to make sure that if by some fluke of
fate, or blunder the Russians should get behind
the Germans, at least there is no free ride into
the town. 201 is unloaded to spot for 91.
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Russian Comments Move No. 1

This is about as far as [ can get without giving
him any free shots (I.E., no targets for counter-
fire) with those mobile guns. 1 think he would
have been better advised to spot something on
C2 (e.g., 88 mm battery) to cover the valley
between hills 109 and 135; it would also cover
the road through the forest and the area south of
hill 135, The units in the south could have gone
further, but I want to have my guns cover as
much of the road as possible. I doubt if I will be
able to move them their full movement factor
next turn anyway—I must follow the same
policy as this turn. (Hide behind ridges and in
forests) I am going to try to dislodge the Wespe
& Hummel next turn if at all possible. At least |
am threatening any unit left east of hill 109, and
the 75 mm gun at L7 in the bargain (by
unloading my infantry on M7)—although 1
don’t dare spend much time at such games.

A point to think about: not only do | have to
reach board 3 to win, but I must also destroy at
least 1 German unit to avoid a loss. Therefore 1
cannot sit still and be content with no attack;
completely aside from the fact that it would
make for a dull game, I would lose.

TURN 1: German: Since the 88 doesn’t have a
good field of fire from 1-B-6, why bother to
dismount? Something should be covering Hill
104. The placement of halftrack 446 is good but
Pz IV no. 931 should be up closer to the front
line. 1 prefer to keep my CP mounted on a
halftrack and I don't see any need to dismount
East of 1-J-5.

TURN 2 GERMAN COMMENTS

I can can hold the position1 M 4-5 for this turn
and will probably risk the loss of some piecesif 1
hold longer than that. This means, however that
the Wespe and Hummel still enjoy immunity
from attack. This is particularly important with
respect to the Russian capture of positions I1-K,
7-9 and positions 1L10, IM10 or the hilltop
positions 1M9 (hill 109) or 1L9. The Russians
can occupy these positions on turn 2 if they
please, but they will certainly lose something
and can not get anything back. The Russians
will probably take these positions on turn 3
when they can get their Su 152's into 1M 5. This
means that if I keep my Wespe and Hummel
where they are, I can no longer fire at those units
with impunity. The Russian’s occupation of
these positions gives him a strong Northern
flank on my positions around the main road and
threatens Adski. It is an extremely powerful
move which must be delayed as long as possible.

The taking of position 1M4 also makes
position 112 untenable as a blocking position.
Thus this position will probably have to be given
up on turn 4. The placement of piece 931
prevents the Russian from unloading his infan-
try in square | K2 and hence threatening squares
1J4 and 113 with close assault next turn.

The gun was loaded (no. 32) since the Russian
can unload infantry in such a way that only the
gun can attack them with an odds ratio no better
than | to 2; the gun would certainly be lost in a
subsequent close assault with no gain to show.

The position keeps the Russians off the hill
one more crucial turn. It also keeps him away
from the center and northern sections. It is true
that quite a bit of territory was given up, but any
more advanced position is not safe.

German 2nd turn: The Russian’s initial move was a good one but
there was no need to place the T-34'sin 1-R-10 since the German
had to fall back anyway, and as a result several movement factors

Russian Comments Turn No. 2
He has saved his gun and blocked hex K4

,which I wanted to use to get to J6. However, |

can definitely dislodge the Wespe and Hummel
this turn, They are worth far more than the (at
best) four units he could get in return (e.g., 933,
934, 183, & 184/2-1 odds). The lone halftrack in
the north is in deep trouble; I think I have it
trapped.

The pieces in the north give him too many
targets to handle; he must evacuate. His half-
track is trapped. His 840, 931, and 953 are
threatened and will have to leave. (Unless he
simply picks off a passenger, his best shot is a 3-1
by the Panther. The return fire is 4-1. Likewise
the Jgd Pz IV—its best is 1-1, return fire 4-1). He
has no overrun possibilities. 1 must still watch
out for that 88 mm gun, though.

I am on schedule, but can’t seem to gainany. 1
would like to be about 1 hex further advanced to
allow for possible delays.

TURN 2: German; This advance defense is a
very good idea, and not much territory has been
given up as a result. This is very important since
the German must trade space for time
throughout this game. Putting a tank (or Jp IV)
in 1-M-5 is good practice and one in 1-L-7
wouldn’t hurt. A halftrack on 1-P-9 will slow the
Russian advance by the turn that it takes to
destroy it. Squares 1-P-9 and 2-H-5 are very
important and are probably worth the German’s
sacrificing halftracks to have wreck counters on
both of those squares.

Russian: The lack of German blocking units
in 1-P-9 or in 1-Q-9 has allowed the Russian to
capture Hill 109 and this position forces the
SPA’s to retreat. Were they in 1-D-7, they
would be able to fire. The limited field of fire of
the 88 is now apparent and this unit must also be
evacuated. German halftrack no. 446 is not
trapped. On the whole, this is a good Russian
move.

TURN3 GERMAN COMMENTS

It's back to the drawing board, or I'm eating
crow liberally sprinkled with hot peppers.
Clearly the Russians can take the slope. The
halftrack no. 446 is now in danger of being shot
up seemingly by every piece of armor in the
Soviet arsenal. The best move for it is to square
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have been lost, The German might have been well advised to leave
a halftrack in 1-P-9 where it would have slowed the Russian
advance considerably.

(no. 118) where only the SU 152’s can shoot at it.
Fortunately this means that at least one of these
will be subject to counter fire from the Wespe.

The Wespe and Hummel have moved out of
harm’s way and into a position where they can
pick up some of the units, viz., the CP and the
gun. Shooting it out would have most likely
resulted in an equal exchange, but the less in fire
power and the fact that these have the most
effective guns of any armed vehicle in the game
makes it a bad trade at this early stage in the
game. Losing these two even in an uneven trade,
for say three Russian units, is not worth it. What
we could guarantee here at best is a Russian
tank and a Russian infantry piece. At the very
minimum the exchange has to be tanks of equal
firepower and given the unfavorable ratio of
German to Russian firepower, even that now
has doubtful merits.

The halftrack (no. 441) must move out of its
position blocking the gully since the SU’s can
fire on it. Also the tank (931) is both spotted by
and subject to CAT by the infantry in 1L.2; the
tank 963 must move, being subject to rather
massive fire. Again each one of these is in a
position to stay and trade fire with reasonable
likelihood of getting casualties, but their loss on
the Russian turn is even more likely.

Overall it doesn’t look as if 1 can get 2-1 or
even 1-1 casualties, but the Russian player can’t
get on board 2 before turn five either.

Russian Comments Move No. 3

It looks as though his “trapped” halftrack has
come untrapped, I can’t stay on hill 109 to fire
on it because of the Wespe & CP. Can't
surround it without exposing myself to a free 2-1
shot on a heavy tank or 3-1 on a light one. It is
not worth one lousy halftrack. Not only that,
the thing is in the way of the move I wanted to
make with 933 and 934. I will have to use 937 &
938 instead; should be OK. 1 can't outflank the
swamp to the north; I can only reach Fll where 1
can be shot at by his 75mm gun in Adski. If |
stay in the gully, I can be completely blocked at
E10.

The SMG unit on K5 will dislodge units
hiding in the forest; the one on K2 will either
load or close assault. I would like to have more
units on the southern slopes, but the Wespe and
Hummel are too dangerous at the moment. I
have to stay on the ground behind slope lines or
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else to the north. 1 am approximately on .~
schedule, but have no leeway.

TURN 3: German: The move of 446 was a good &
one and the SPA’s are finally back in the woods. —*
The German is falling back in good order and is
not being pressed by the Russian.

Russian: The failure to mount SMG units on
the lead tanks now becomes important. The
tanks at I and H should have SMG units not AT
guns and Recon units. Since there is nothingon *\
Hill 104, at least one tank should be in the gully ™x
at 1-1-2. I doubt that there was a need tounload ;-
no. 185 but this unit can be easily picked up so =7

THE GENERAL

there is really no problem. The failure to get no. |
446 now will come back to haunt the Russian
later. | doubt that the German would have fired

no. 953 at any Russians in 1-1-7 since this would -

have led totheloss of that unit and a hole in the
German lines later.

TURN 4 GERMAN COMMENTS

The halftrack (no. 446) escapes by getting into
the woods on the north side of the main road.

The placement of the Russian’s infantry
pieces (185, 186) render the advanced position
taken by the German very dangerous. No. 185
can only be shot at by the tank (931) at an odds
ratio of 1 to 2—hardly a good risk. It's true that
the tank could over-run the infantry and get
much improved odds, but it faces the full fury of
the two Su 152's, which can attack 931 with at
least 3-1 odds. (Sul52 has “H” weapon class)
Given the line of fire rule, the tank could fire at
one of the SU 85s, but after halving and
doubling the result is still only 1 to 2, The only
condition in which the tank could possibly
retain its position is that it could guarantee at
least dispersal of 185, and this it can not do.

No. 186 can CAT whatever is in 1J4 or [13.
Unless, therefore, 1 am willing to put enough
units in borh squares to insure that they cannot
even be dispersed, | cannot afford to stay.
Dispersal here is equivalent to loss on a

subsequent turn since a defensive position .

usually can be held only for one turn without

Gerﬁ\an 3rd ll.ﬁ The Russian took advantage ui the G?n:an
failure to block 1-P-9 and 1-Q-9 1o capture hill 109, forcing the
risking losses and / or being outrun. It is impossi-
ble to do this without disembarking the infan-
try. Again this is not a very good idea since the
infantry may have to be abandoned. It is true
that the infantry no. 186 thus CATing is
exposed to the fire of the Hummel unit (no.
631), but this requires that the Hummel remain
another turn. The new Russian position may
make this dangerous. Also, next turn is the time
to move the Hummel so that it can be in a good
position when the Russians enter Board 2.
The position 1D8 must be covered and
unfortunately only units which are on the ridge
square of hill no. 126 can accomplish this;
nothing else can reach the position. This means
that 1 will have to lose a piece, since one of the
mobile pieces must move to cover the position,
and hence cannot load. The piece that has the
least value here is the CP unit. This means that
the Wespe must move and thus the two tanks
have been up to its position so that the fire
power level remains nearly the same. This
makes a drive along the southern part of the
ridge squares of hill no. 126 somewhat less
tempting to the Russian, The CP will probably
be lost since it is doubtful that the tanks can stay
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German 4th turn; The Russian need for forward SMG support is
now more readily seen, The units at H and | should be shock
tropps—not recon and anti-tank guns. The German has now
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formed a solid defense which the Russian will find hard to broach,
1-1-7 should have been occupiedtoforce the Garman into making a

—
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retreat of the Hummel and Waép;.'.NutetP\in briltiant pl;{mnmg\of
German halftrack 446 again
the turn required to pick it up. This shows how
crucial disembarkation moves can be in a fast
moving battle. Certainly the gain of firepower of
no. 91 1§ not worth the risk or the trouble.
Adski will probably go next turn, since the
Russian can disembark infantry in the forest
squares within CATing distance of it.

Russian Comments Move No. 4

He has withdrawn, maybe too far. I should be
able to crack Adskinext turn; am threateningto
CAT anything left in the town. My lead tanks
have the wrong passengers. | should have had
stacks (933 & 934) and (937 & 938) interchanged
in position back on turn 2. Who'd have thought
it?77? (Blasted “trapped™ halftrack.) Maybe 1
should have sent 933 and 934 into the gully
anyway. If he leaves a hole in Adski. I can get
through to board no. 2 next turn. This would
finally put me a little ahead of schedule, which
would be pleasant.

The SMG units threaten CAT's on the hilltop
and against rows E and F in the forest by the
road. He must pull back to the edge of the board
next turn, probably just across the ridge. [ am
still just about on schedule. 1 still have not
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stand prematurely or give up the extra hex, By being so cautiousthe
Russian is ruining his own timetable.
-
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managed to penetrate his line, or eliminate any
of his units.

TURN 4: German: The German has formed a
good defensive line. The CP should not have
been dismounted and will shortly be lost for that
reason.

Russian: Tanks should occupy 1-E-8. If the
Wespe wants to fire, the Russian will trade a T-
34 for a Wespe, quite a good trade, from the
Russian point of view. The Russian cannot win
this game without taking a few risks and. so far,
the Russian has refused to take any.

TURN 5 GERMAN COMMENTS

The Russian can’t get on board 2 by turn 6. |
can hold Adski, since I can put in enough
strength so that the CATing recon units can't
even disperse them. A blocking position is
formed by halftracks on the slopes of hill no. 104
and the slopes connecting that hill with hill no.
126. 1 can thus prevent the Russian from getting
on board 2 and still start Hummel, the Wespe
and the 88MM (no. 41) back to suitable
positions on board 2, such as 2-0-5. It will be
difficult for the Russian to win now.

So much for the good news. Now to the bad
news., The CP is definitely lost. The tanks had to
move for the same sort of reasons stated
previously. Now it may seem that I look upon
my pieces the way Napoleon regarded his men—
as his children. But there are good reasons for
this concern. The Russian Player is relieved of
great pressure when he gets a unit up on the
German; from then on he can afford even
exchanges, which permits him to increase
pressure. Conversely the German is working
from a deficit position for a win.

Unless one of us blunders, the outcome at this
point looks very much like a tie. (0-0). Another
point this illustrates is that given careful play,
the Russian can pretty much decide whether or
not the German can get even a marginal.

Russian Comments Move No. §

His units in Adski show why I needed to have
those stacks of units interchanged back on turn
no. 2. With two SMG units, 1 could have
launched a CAT assault at 1-2 odds against his
JgdPz 1V and Panther units. This would have

Zz
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German 5th turn: The Russian should have occupied 1-E-8 last
turn. Had the Wespe fired it may well have been traded for a T-34—

given me an even chance for a dispersal; which,
if achieved, would have been disastrous for him.
The recon units just do not have the strength.

Fortunately, the CP dies. Not only does this
put a stop to any ideas of indirect fire, but the
dead unit will be of help when the bloodbath
comes. It may be thought I am being overly
cautious, but if I reach board no. 2 having lost,
say, 3 units to his one or none, I amin very deep
trouble. A frontal assault is invariably required
to reach board no. 3: and I would have to make
sure of eliminating more units than I lose to
boot. I want to make the frontal assault with an
advantage in kills, preferably 2 or 3 units.

I think he will abandon Adski, although he
might try to make a stand. It is a poor location
for this; if he tries, I outflank  him to the south.
I wanted to put the Su 85's on hilltop 104, but
the Hummel and mortar give him a 3-1 shot. |
will play it safe; the board is now opening out.
Worry: 1 am approximately 1 hex behind the
schedule I need; his roadblock is too complete.
As indicated, my trucks are finally going to be of
some use.

TURN 5: German: A relatively unaggressive
Russian offense has given the German a
minimal victory at this point. The Russian will
have trouble crossing Board 2 in the face of an
intact German force. A little prior planning
would have saved the CP. Units should never be
lost without extracting something from the
enemy and this exchange did not occur here.
The German must now concentrate on destroy-
ing some Russian units.

Russian: The Russian has finally managed to
attack a German unit but he is not advancing
fast enough. There is a good reason for the
Russian to move the SU-152's to 1-B-2 where
they can command all of Hill 129. The German
would probably not choose to attack them with
the Wespe which would be halved due to
attacking a unit on a hilltop, since an un-
successful attack would result in the loss of the
Wespe.

TURN 6 GERMAN COMMENTS

The grumblings of my opponent inform me
that he is very displeased with the placement of

SEN] AaTy

a good trade. By failing to expose his units to fire the Russian once
again faces a full defense. The German has been forced to
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the Hummel (no. 631) onturn 5. This placement
was not due to any tactical appreciation on my
part of the painful dilemma, the placement has
caused him. The absurdity is that the position
resulted from a miscount by my opponent (who
is a physicist). | accepted his count (intended to
correct my own supposed miscount) partly
because I have miscounted my fair share of
movement distances, partly because it did not
matter, since by either count the Hummel could
reach the position I wanted it in (205) on turn 6,
and partly out of weariness. It is also clear that
he didnt appreciate the implications of the
placement at the time of the move count either;
otherwise, I'm sure, he would have counted yet
another time.

I relate this humorous incident to illustrate
some of the random and often absurd factors
that determine the ‘strategy’ of face-to-face play.

Since the Russian did not put anything on the
two squares of hill 104, the German can oceupy
the slope squares on the Southeast slope of hill
129 immune from danger of destruction or
dispersal. This is a position of crucial impor-
tance both to the delaying action and to picking
up the 120mm mortar (no. 91) in the town. It
was probably a mistake to leave the piece in the
town, but the position 1 have may permit its
rescue.

My positions deny the Russian possession of
the S-E slope squares, the town of Golod, and
the adjacent forest squares, all of which are
required if the town is to be held for one more
turn. Of course, holding the town another turn
is perfectly consistent with my delaying strategy.

The central fire position taken on 2-0-5 has a
total fire power of 140 against any armor which
is on level ground or in a river bed, anywhere
between 2-0-5 and South of the town of Golod.
The same hex has a power of 110 against
infantry in the same area and terrain. The fire
position is most effective against pieces placed
anywhere South of the town and between the
North slope of hill 129 and the edge of board 2.
It has no reach Southeast of the hill. But the best
line of advance is North of the hill anyway.
Besides controlling the main and only through
road, the positions North of hill 129 cannot be
blocked against advance the way the positions
South of the hill can. This can be done below the

withdraw, leaving his CP to the dogs. It shouldn't have been
unloaded there in the first place.
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swamp at 2-1-10 and by taking positions at 2110,

and 2M 10. The Russian can only go around this
block by turning North into the fire zone.
Of course another advantage of the selected

fire position is that it is immune from attack

until spotted or CATed. This is the place

intend to hold with the pieces which are there. In é
other words the Russian will have to shoot his %z

way through here. This is really the last decent
and probably the best place for a slugfest from

the German point of view. If the position is alsops
defended by tanks and halftracks, the Russian

will have great difficulty flanking the position as
we shall show without exposing himsell to
severe losses.

[ unloaded the gun (no. 54) since its carrier is
likely to be under attack during the fire fight
which must occur if the Russian is to advance in
time to get pieces on board 3 by turn 10. I'm
picking it up with a halftrack so that I may have

discretion concerning its disposition. 1 predict(

that the firefight, if it takes place will commence
on turn 8.

Russian Comments Move No. 6

Damn, I forgot I needed hilltop 104 to keep
him off the slopes of hill 129. I blew it; I should
have taken the risk—probably with the Su 152's
since their defense is larger. That would have
stopped the trouble in the south. I am definitely
behind schedule now.

Those blasted long range guns on hill 132
have me naked (or at least indecently exposed) if
1 try to hit Golod immediately or to bypass it to
the north. The only hex they can't hit is open to
fire from his heavy tanks.

lam going to try to outflank him to the south,
but | am afraid I have too far to go. The route s
a poor one, too slow. If he overlooks it, | am
going to try to get to hex M10 next turn.

Right now the mortar in Golod has become
an important unit. If he saves it and can block
me off at the same time, I don't think I can win.
If he does not save it, my 2 unit advantage may
enable me to make a quick frontal assault.

TURN 6: German: Aided by the Russian
mistakes of last turn, the German has formed a
good defensive line with only one major hole—
2-D-3 which is protected by the field of fire from
2-0-5.

Russian: Russian caution is probably in order
on the southern flank but some tanks should
have been moved into the woods at 2-B-2. Using
normal LOS determination, 2-O-5 cannot fire at
2-B-2, but under the optional rule, such fireZ

could be allowed. The Russian player isin deep e
trouble now and must take some risks in order;

to win, T-34s on 2-B-2 could get into the woods™—
at 2-1-3 on the next turn.

TURN 7 GERMAN COMMENT

The only ‘holes’ in this defensive line are at. =
2E5 and 216. 216 has very poor potentialjs

considering the positions he can subsequentl
take. Only one is really safe from massive fir
(217) and that posntmn hardly threatens
breakout. The other position does not give!
much possibility of outrunning my blocking
forces, but it does offer the Russian a possibility
of trapping a number of my units, five in all,
including three tanks. This is a risky position for

the German to be in, but, by remaining in the _

town he can rescue the gun and keep the
Russians out. Considering that any enc]rcle-
ment of the town requires some units to be in
open terrain facing 140 anti-armor and 110 anti-

mﬁ“ .
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German 6th turn; The Russian should have occupied 1-B-2 with
his SU-152's last turn where they could command all of Hill 129
German attacks on it there would have left the firers in poor

personnel fire factors, to say nothing of the
tanks that can fire from the town and other
places. It is probably impossible for the Russian
to surround the town in such a way that a hole
cannot be shot in it. Moreover the losses the
Russian would have to take would be large,
probably 3-4 pieces even without using the tanks
in the town.

I don’t think that he will try to trap me in the
town. I'm positive the Russian can no longer
win.

Russian Comments Move No. 7

He can count too; so much for L10 and M10
of the southern flank. I am forced to go north of
the swamp, into the teeth of his power. He has
me almost completely blocked, and any attempt
to surround Golod cannot succeed. He can
always clear a road by using his guns on hill 132
at 4-1 odds, then pull out his units.

My moves force him to pull back from Golod
& hill 129 so that [ will have at least | hole, but 1
do not think [ can reach board no. 3 in time. 1
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position. The German, helped by the Russian reluctance, has
formed a solid defensive front again with only 1 hole; 2-D-3, which
is covered by the SPA's field of fire.
could take more risks, but I still think it would
be foolhardy. I still have to keep my head down.
TURN 7: German: The German position is now
quite good. Units at 2-H-4 and 2-H-5 prevent
Russian occupation of these woods without a
fight which would probably result in heavy
Russian losses. A battle for Golod would bring
on the German-desired general engagement.
Russian: This is a good, albeit cautious,
move that puts pressure on the German center
and northern flank. The essentially worthless
45mm guns have been unloaded at Golod. The
T-34s in 2-C-1 can reach 2-K-1 next turn, Under
the normal LOS rules, units on 2-0-5 cannot fire
at this square but, under the optional rule, this
may be possible since the LOS from 2-O-5
crosses a corner of the brown hex side, This
square should have been occupied by the
Russian on this turn. It is important to have all
of the SMG units loaded on this turn so that
they may be unloaded adjacent to German units
on the next turn.
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German 7th tum: The German is now pr ¥
impregnable given the time pressures on the Russian. The German
halftrack 441 denies access to the important central woods at 2-H-
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4 & 5 to the Aussians who now have to brave a hail of fire to
dislodge them
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German Bth turn: The German gets a little careless. 2-H-5 should
not have been abandoned without a fight. The Russian now has

TURN 8 GERMAN COMMENT

The fire fight clearly can’t happen until turn
nine. He decided, wisely in my opinion against
trying to trap the units in the town. Probably he
should not try to engage my forces at all, since |
can guarantee now that he can’t get 10 pieces on
board 3 simply by getting all my halftracks with
some infantry or guns (total numbering at least
ten) back in front of his force. This I clearly can
do at this point.

He is in a poorer position for a fire fight since
he has had to unload guns and infantry to force
me out of the town. I have attempted to
establish a fire position which is fairly evenly
balanced on both the North and South sides of
205. Of course the Northern flank of the hill is
easier going for the Russian and this must be
considered. He can’t get beyond 2P1-2 on the
North side which keeps his feet well to the fire.

Russian Comments ' Move No. 8

This move is one of sheer desperation, and is
fundamentally unsound; analysis indicates |
should probably take my draw (which he cannot
prevent). This assault is the only possible chance
I have of eking out a win; if I do not attack now
my chances of winning are zero. 1 do not think 1
have much chance anyway, but if everything
goes right I may manage. It would help if he
were to defend improperly; at least this gives
him a chance to do that. The odds are at least 3-1
against me; about even that he will get a win. It
will be bloody, but he should lose almost as
heavily as 1 do. I don’t know what he was saving
his 75mm guns for. At least anything that shoots
at me is spotted. | needed to be able to make a
move like this on turn 7 to have had much
chance.

I have to unload the infantry to be able to
make close assaults, so any unit that does make
it through will not have a passenger (with the
possible exception of 942). That makes it rough
to get the count to 10. 1 don’t think the trucks
have any chance, but I will bring them up

= -t >
free access to the road with which he can carry out his assault. This
may have cost the German a marginal victory.

anyway. | will keep the rest of the units out of
danger; they can no longer have any effect in the
game.

TURN 8: German: Although the Russian can-
not win the game now, the German should have
left a halftrack on 2-H-5 to deny free Russian
travel along the road. Occupation of this square
would have prevented the SU-152's and T-34's
from advancing adjacent to 2-O-5 and might
have turned the game into a German victory.
Had this mistake occurred on Turn 7, it would
have been extremely costly. There is no reason
for the 75mm AT to be loaded on Halftracks.
They should have been unloaded and put on the
firing line.

&
3186 2
. - >
5 . (8% 1
— / \
a2 \
) i : )
L]
A
“ﬁl Mig 'l_".c”
311 8 ©2is
e 2"2'-0
ol - %412
& fetatyfzEmn) Vs'En
s -
K 3 24r) | 810 m”
=
16 i %0
0t o ol 8 X
o't 11| | A e
1592 - — 4|z
N oD A s 2w )
; 246 R =D
ool jlei2 ats | /[i2175] [2500
' (1) DR
| . : =
1 0ct0 S 02 ‘:!nu L
i b
1% 12 1) [eTE
‘?. AP n?
)
séxtﬂ 2 Vol =
L] 8% 0
rE 123
1913, 2
2 L6 -
216

T = » =] edinl/ = n"
o all
German 9th turn: The Russian finally made his charge last turn but
his plight was such that he made easy overrun targets of 938,34

and 939. The carnage is quick and relentless but the German
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\ Russian: “Tout le monde a la Bataille” as the

saying goes, but too late. The Russian had a
choice to either stage this last desperate attack
to try to salvage a win or to retreat and, having
destroyed one German unit, manage a draw, |
think that the Russian decision was a correct
one but the general attack came a turn too late.
The Russian should probably have avoided
putting units on squares such as 2-N-7 and 2-M-
3 where they are easy marks for overruns.

TURN 9 GERMAN COMMENT

It was an oversight not unloading the 75SMM
ATgun (no. 33). Also I could have put infantry
= on the slope in front of the fire position, but
* these would have probably been lost without
schanging the result and there is an absolute
. minimum of halftracks and passengers which

@ we must be sure of getting back in order to
& prevent the Russian advance onto board 3.

Actually, I can take up a position so that the
Russian can not get a single piece on board 3.

The blocking position taken up by the half-
tracks speaks for itself; they cannot be overrun
by any Russian vehicles and the Russian can't
even get to the slope edge except in the North
East.

My firing was determined by two factors:
Russian casualties and my own. The 4 to |
attack against 932 allowed 441 to leave 2N2. The
other 4 to I's were taken to reduce his fire power
as much as possible. The overrun's were done
for two reasons: (1) the odds of dispersement
were certain, while the odds of destruction of the
defender were the same as shooting and (2)
while overruns make the attacker more subject
to counter attack, they also cause dispersal of
the return fire. Of course, in one case, | could
overruntwo pieces, a gun and a tank at 2N8, and
this gives even more reason for that overrun. 1
think that 0-0 tie is a virtual certainty now. 1
know that the Russian can not win even a
marginal.

Russian Comments Turn No. 9

I made a mistake: should have put a halftrack
on N7, left 948 and 34 on M. I think he made
several errors this turn: he should have hit the
loaded tank (which 1 probably should have
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failure to wipe out or disperse enough of the spotting units insures
the draw,
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unloaded), and definitely should have tried to .

get the three stacks in the south so that his units
on M7 would not be spotted. That might have
guaranteed him a win.

I have no choice: I am forced to try for the
draw. He has 11 units to block my path, only
requires 8. 1 would need two turns after this to
get even | unit on board no. 3; there is no point
in trying, especially since 1 need 10. He has
destroyed 8 units, I have one so far. | need at
least 8 more, can guarantee 3. I am going for 4-1
shots on everything I can see. [ would like to use
selective fire on the stack (41, 621, 631), but 1
can't get 4-1 odds on each one that way. I will
bring up another infantry unit in case 1 need it
next turmn.

1 have my draw. I destroyed 9 units this turn,
giving me a total of 10.

TURN 9: German: This is the turn of the
slugfest. The German should try to destroy as
many Russian units as possible with 4-1 and
overrun attacks. The T-34 no. 942 should have
been destroyed since it is carrying a passenger.
The infantry unit no. 143 should have CATed
the Russian halftrack no. 441. Every possible
German unit should be involved in the attack
except those halftracks needed to seal off the
roads west, The German failure to destroy or
disperse all of the Russian units adjacent to 2-O-
5 means that the German guns will stand an 80%
chance of being eliminated on the next Russian
phase.

Russians: With so many of his own units
destroyed, the Russian has salvaged a draw by
destroying many of the German units, Realizing
that he couldn’t win, the Russian wisely went for
the draw and destroyed as many German units
as possible.

Final Comments: This situation demands a very
aggressive commander and this Russian just
wasn't quite aggressive enough. The German
made some serious mistakes which the Russian
couldn’t take advantage of because he was
behind his schedule. (No comments on Turn 10
moves).
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TURN ATTACKING UNITS DEFENDING UNITS TYPE 0DpDs RESULT
Russian SMG (183) cP 1201} CAT 4-1 ELIM
(German 9 BEMM [41) T34C 1832) Normal 4-1 ELIM
Hummal (631) SU85E {821) Normal 44 ELIM
Waspe (621) T3aC 1943} Normal 4-1 ELIM
20{4)mm (54} 76.2mm (33} Nermal 4-1 ELIM
120mm {31} T34C 1937) Normal 4-1 ELIM
MEIV (931)
MEkIV (932) T34C 941) Mormal 31 s
JdPzlV {840) T34C {838} Overrun 241 ELIM
Panther {953) 76.2mm 138) Overrun 21 ELIM
= T3aC (938}
Russian 9 SU1B2 (741) Panther {853} Normal 4-1 ELIM
T34C (931)
2 T34C's (941,942) MKV 1932} Normal 4-1 ELIM
SU162 (742) B8mm {41} Normal 441 ELIM
T34C (934) Wespe 821}
Hummel {631}
2 T34C's 1933,935) JAPZ IV {840} Normal 4-1 ELIM
SU8S (822) 120mm {91} Normal 4-1 ELIM
T34C (936) MEIV {931}
SMG [186) 20(4)mm (B4} CAT 4-1 ELIM
2 SMG's (184,185} 120mm 91} CAT Not Needed
MiIV {231}
Recon {131} Rifle (143} CAT 13 e
MEIV (832)
German 10 Ritle {143} Recon {131} CAT 1-2 DisP
Hftrak (441}
Hussian 10 5U152 (741) Rifle (143} Normal 4.1 ELIM
SMG ({183] Rifle (143} CAT Not Needed
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Of course, we are keeping that unique
mapboard, but including a careful and com-
prehensive definition of all terrain features,
to eliminate confusion. Alsoretained is what
is probably the most historically faithful and
detailed OB of any wargame, but this time
we have indicated right on the unit counters
their individual stacking values, and other
information that speeds up play con-
siderably.

A new feature is spacious and well-
organized set-up sheets to end the fumbling.
We have also re-presented the OBs in what
we think is a clearer, cleaner way, but with
no loss of accuracy.

What about the criticism that Anzio was
impossibly long, and complex? The new 15-
turn Basic Game, covering the initial 1943
invasion, and its aftermath, is relatively
short and simple—but it retains the high
points of the all-out Advanced Game. The
Basic Game includes the possibility of an
initial invasion at all the places actually
considered by the Allied Command. The
Allied player can also invade a second time,
perhaps at Anzio, or some other location,
The Basic Game also includes Step Reduc-
tion, Second Combat, Breakthrough Move-
ment, etc.—the most important features of
the Anzio game mechanics. As such, itis not
only an enjoyable game in its own right, for
those who prefer arelatively short game, but
it is also the best introduction to the Ad-
vanced Game.

For the Advanced Game we tackled one of
the more subtle criticisms levelled at the
game—that chance played too great a part.
One of the problems in simulating the Italian
Campaign was the differing OBs that each
side cou/d have used, depending on how the
campaign progressed, and the needs of
other theaters.

“Lady Luck" is not entirely out of place in
wargames, because she figures importantly
in warfare, as in all human endeavor, but
most wargamers dislike being too subject to
the vagaries of a die roll. That was a
legitimate criticism of Anzio. To a con-
siderable extent, the German OOB depend-
ed on a series of die rolls, so Allied strategy
was partly shaped to avoid increasing the
chance of a luckyroll by the Germans, which
could at a stroke greatly changethe balance
of forces.

The original game had many novel
features, and we wanted to maintain that
tradition, while also reducing the weight of
chance. We did it by allowing each side to
select its own OOB, within a historically
possible range of options. For example, if as
German Commander you want to use the
two strong SS Panzer divisions in North ltaly,
you can do so. Or, as Allied Commander, if
you do not want to release divisions to other
theaters (a decision bitterly criticized by the
actual commanders), you can keep them in
Italy. Furthermore, as Allied Commander,
you decide your strategic goal, among the
various possibilities historically considered,
and your decision determines the length of
the game.

The combination of these Allied and Ger-
man decisions—which can be made and
kept secret for much of the game—
determines the victory conditions of the
game. As the real commanders did, you can

decide how much of the forces available to
you to use, but then your performance will be
judged on how well you use it. We think this
is not only simpler, but more realistic, and
more exciting, tool

The original game was known for a mul-
tiplicity of special rules. We have re-written
these for clarity, and retained them for
optional use. We have also included a series
of new rules covering naval gunfire, tactical
airpower, increased use of commandos, and
paratroops (for both sides), limited in-
telligence, and a number of others.

With all this, the most avid devotee of
realism should be happy, while the probably
larger group preferring a playable game can
start with the Basic Game, and also add to it
appropriate parts of the Advanced Game, as
desired.

The new game will change everything but
the mapboard. Even that atrocious box has
been done away with. We will sell present
owners the parts they need to update their
first editions separately but due to assembly
costs they will probably find it cheaper to
order the new game intact rather than
piecemeal. At the very least, owners of the
previous edition will need new counter sets,
all the charts, and the rules.

Also making its appearance in the mail
order ranks will be JUTLAND. This game was
rather poorly designed initially and the
reissue will be dedicated primarily to clean-
ing up the unworkable victory conditions,
search procedures, and general ambiguities
which plagued the older game. The com-
ponents will be altered and upgraded
somewhat in addition to a general redress-
ing of the rules. One of the best im-
provements however will be the installation
of three mini-game situations which makes
JUTLAND a game that can be played in an
afternoon, rather than a week as was the
case with the old game. The new situations
recreate the battle of Dogger Banks and add
a pair of fictional confrontations between
limited Battle Cruiser forces and a re-
stricted British Sweep.

Probably of more interest to you is our
redesign of CHANCELLORSVILLE. This
divisional level game haslong been the most
sought after collector’'s item in all of
wargaming — selling for upwards of $30 a
copy. The first edition of the game will
probably continue to command that price as
a collector’s item because it is almost totally
divorced from the new version. Randall Reed
has taken the redesign under his aegis and
created a totally new game system com-
pletely divorced from the “D ELIM" mode of
the original game. The game utilizes four
phasestobringin artillery fire from both long
and short range on a CRT which can be aptly
described as a “push’ rather than “kill”
table.

Unlike the original version where the
Union player was faced with a “D-Day on a
river” situation, Union forces are able to
cross the Rappahannock as in the historical
campaign. But a tough set of victory con-
ditions keeps the Union from running
roughshod over Lee's forces. The game
system forces players to maintain reserves
and use them judiciously or be faced with
massive overruns. Players need not fear the
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“D Elim” die roll as the CRT deals in
“disruptions’ and the player who can not
cover the flank of a disrupted force is in
trouble. All in all, we think it may be our next
“‘classic” game — a real nail-biter for both
sides. Everything has been changed fromthe
original version. The bland D-Day style map
has been redesigned and artistically
rendered into a playable and aesthetically
pleasing board. CHANCELLORSVILLE, like
JUTLAND and ANZ/IO will be aflat box game.

The new Chancellorsville being playtested in the Avalon Hill
gameroom,

We turned to a new designer and a new
period for our 4th mail order game. Gary
Gygax had previously published several
titles on his own. One of these, ALEXANDER
THE GREAT, got pretty good reviews and
caught our eye as we've long been looking
for an entry in the ancient period. Not
content with the original, however, Don
Greenwood sat down with Gary and worked
on a redesign of his original prototype. After
three prototypes we came up with the game
currently being tested. The rules of the
earlier edition were greatly improved, the
Macedonian forces upgunned a bit, and of
course, the physical components vastly im-
proved.

ALEX represents a new type of game. It, in
essence, creates a board game out of what
are primarily “miniatures’ rules. The player
maneuvers and attacks with his unit
counters in much the same way miniature
players handle their figure trays. The matter
of morale, soimportantin ancient warfare, is
carefully simulated and recorded via a pair of
Morale Status Tracks, and four different
CRTs; onefor eachlevel of morale. The lower
a side’s morale, the less its ability to attack or
defend successfully. Obtaining and main-
taining an edge in morale is pretty much the
crux of the matter in ALEXANDER.

The situation itself, the battle of Arbela, is
one which is hard to simulate without
throwing play balance and any semblance of
“gameness” to the winds. Consider the
original situation wherein Alexander, out-
numbered more than 2 to 1, totally routed an
opposing force of over 100,000 while
sustaining a mere handful of casualties. The
Persian who saw the rank in front of him cut
down was definitely not inspired by themes
of home, motherhood, and apple pie. More
likely than not his reaction was how to
extract himself from the fray in one piece.
The Greeks were also inclined to bolt when
the going got rough but far less so than the
barbarian levies of Darius. This can be
reflected in the game by simply starting the
Persians at a lower point on the morale

Continued on page 30 Column 1
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Dear Avalon Hill People,

Inregard to Tom Oleson’s strategic analysis of
the situation in the Mediterranean in 1943, in
the Jun-Feb. Gemeral ...1 demand equal
time! 1 think that one of the most brilliant
military leaders of history has been given short-
shift without a chance 1o be heard.

Tom's article amounts to laying a charge of
strategic incompetence against Allied planning
in the Mediterranean. One of his strongest
points is in citing the near disaster at Salerno as
evidence of flawed strategic thinking. 1 draw
precisly the opposite conclusion from this near
disaster, To me it is the clearest possible
evidence of Eisenhower's strategic brilliance. By
Mr. Oleson’s admission, Eisenhower rolled into
the worst possible luck in finding the “secret”
placement of the 16th Panzer in the hills just
behind the Salerno beach. Despite this worst
possible luck, the “near™ disaster wasn't a
disaster at all, but eventually led to the achieve-
ment of every objective in the Italian theater.

Any Anzio plaver knows that the worst
possible luck landing at Rome will have quite
different consequences. Italy wasn't the decisive
theater, no matter what happened, the war
couldn’t be won in Italy. But the war could have
been disastrously set back, or even lost if a
stalemate ensued in the Mediterranean that
would permit the Germans to shift forces to
France and Russia for the 1944 campaigns. The
conservative choice of Salerno over the high risk
Rome alternative invasion site was entirely
justified when one takes a longer view of the
strategic situation in 1943,

But it is in proposing the “Corsica first”
alternative that I think Tom truly overreaches
himself, To a player who knows little more of
the campaign than he would learn from playing
the Avalon Hill game, this might seem to be an
attractive possibility. The spreading umbrella of
air cover over the north ltaly beaches sure looks
great in his illustration,

The flaw here is in extending the mechanics of
the games invasion system far beyond their
applicability. The game'’s invasion system is
already breaking down in permitting cven the
possibality of an invasion in the Adriatic or
north of Rome before the fall of the Foggia
and/or Rome airfields. In fact, any such inva-
sion was simply out of the question, it would be
exposed to devastating raids and harrassment
by small expendable units of the German air and
naval forces. This same factor, which is left out
of the game for simplicity's sake, applies with
even greater force to the possibility of landing in
Corsica first,

Tom seems to assume that the Germans
would just pack up and run the minute the Allies
hit the beach. His evidence is plausible, that in
fact this is just what the Germans did so when
the Allies actually landed there 4 days afrer the
Salerno landing. “After” is the key, to land in
Corsica first, produces an entirely different
situation, 1f this was the German intention, one
wonders why they were there at all.

There could be only one purpose to landing in
Corsica first. That is to securc airfields to
support an invasion farther up the west coast of
Italy. This means that a Corsica first invasion
would have to secure the island and build the
airfields, before the real invasion will take place,
But before the main invasion pins the main
German force in place, there is simply no reason
for them to evacuate Corsicn. The Germans
could reinforce and supply by night in perfect
safety across the mere 50 miles that separate
Corsica from the mainland, while Allied rein-
[orcements and supplies must come through 500
miles of submarine infested wateis under enemy
air superiority, The Germans would be defen-
ding some of the best defensive terrain in
Furope, feeding in just enough to hold out,
while the Allies would be forced to attack under
the worst possible conditions. It would be
Guadaleanal in reverse, and the conclusion
would be inevitable, an Allied disaster. And for
what purpose? To invade a little farther up the
Italian boot.

But landing in Salerno [irst, as Eisenhower
did it, was exactly right, He hit Salerno on
September 9. As soon as the initial situation on
the beachhead was straightened out, by
September 11, the go ahead was given for the
Corsica Operation, and the landings began on
September 13. With the Salerno landing secure,

Letters to the Editor ...

there was now no reason whatever for the
Germans to remain in Corsica and Sardinia,
and they began the evacuation on September I8,
and completed it by October 3. Could the Allies
hawve prevented this evacuation? Not likely inan
area of enemy air superiority. When looked at
with proper perspective, what both sides did
here made perfect sense, and Corsica was spared
the horrors of what would have been a most
vicious campaign as Mr, Oleson would have
waged it.

In conclusion, although 1 found many fine
points in Tom's article, I'm glad the “Corsica
first” strategy wasnt used in the Mediterranean
in 1943,

David Robherts
Houlton, Me.

ook Kok
Dear Editor
Some people may be interested (if only for the
purpose of contacting the correct author) that
my part ol the "Origins Trilogy™ in THE
GENERAL 10-3 was “ltalian Vanants™, even
though my name was listed first.

People who are willing to forego a little
realism may alter BLITZKRIEG so that the
game is dominated by mobile, uid warfare
her than by attrition reminiscent of World
War I There are a number of ways to vary the
process, depending on the tastes of the players.
Basically, each player receives an equal number
af eities (and city hexes) at random throughout
the bourd. This can be accomplished by flipping
a coin for each city and placing an infantry
division in cach 1o signily ownership, When one
player has received ull the cities he is entitled to,
the other continues to flip until he has his
nllocation as well, (The city to be Nipped for
should be selected from a different part of the
board each time. so that the second plaver's
cities are not partly concentrated in one area.)
Pluyers then take turns placing their remaining
units, oneat atime, incities they control. Belore
the game the plavers should agree concerning
which units will be held back as reinforcements.
Initially unoccupied cities are minors, to be
attacked using the minor cities table, but there
ure no minor countries as such, In addition, it
may be interesting to give minor citics a zone of
control so that it will be more difficult to ignore
them,

After all units have been placed, the players
flip to choose order of movement. The first
player may move only one half ol his
movement/ range lactors (lafantry 2, SAC 10,
¢tc.) Therealter normal movement factors are
used, us are all other BLITZKRIEG rules,
Variants include adding units from other games
(particularly big armor units), allowing players
to choose their own cities, ete. The game forees
the players to solve a very unusunl set of
problems,

1 was surprised to see mysell mentioned in Pat
Carroll's letter (GENERAL 10-3). | would like
to correct some ol the information Pat related
concerning what was formerly the Michigan
Organived Wargamers.

We lound that the borders of Michigan were
an artificial rather than a natural boundary. We
have therefore expanded our services to include
northern and central Indiany, northern Nlinois
and Ohio, and southern Ontario, and we are
now known us the Midwest Gaming Associa-
tion. In December of 1973, the beginning of our
third vear, we numbered over one hundred and
seventy five members, interested in all types ol
wargaming and non-wargaming. We publish a
22 page bimonthly newsletter {containing smews,
announcements, and reviews, not articles) as
well as other special publications. One of the
latter is the Grear Lakes Gamers Census, which
includes 1,001 addresses of gamers in Michigan,
Indiana, linois, Ohio, Ontario, Minnesota,
and Wisconsin, as well as gaming interests when
known. MGA guarantees postal games run by
many member gamemasters against orphaniza-
tion, We hold conventions and miniconventions
at all seasons of the year, not just in summer, the
latest being the MGA Wintercon Il in Ann
Arbor, Michigan. Many affiliated local clubs
meet regularly, and we also regulate a team
competition league for amateur play. There is
also an organization [or helping game designers,

We are actively interested in helping gaming
organizations get started in our area, and in
contact with orgunizations which already exist.
Membership in MGA is $1.50 per year lor
people in Ontario, Indiana, llinois, Ohio, and
Michigan, Persons outside that area
(presumahly collectors) may join lor $2.00
Membership includes a subscription to the
newsletter, Michvest Gaming Review,

Lewis Pulsipher
Bellevue, Michigan 49021

Fokkkok

Dear Sirs,

This is in response to the overly vicious attack
upon my Allied defense plan for France 1940, by
one Dan Richardson, Though my plan is clearly
not a perfect one, it merits more than to be
termed "rubbish,” Mr, Richardson takes an
overly realistic viewpoint of the situations
created by my article. Certainly he is correct
when he says an army should defend its
homelund, but 1 feel this holds true only when
the armies are real, not just unit counters on a
map. All I care about is winning the game, not
losing it in the same realistic way the Allies did
in the original campaign.

First of all, Mr, Richardson complains about
the positioning of the Dutch Army, Fine, why
not just put the Dutch units right out in front of
the German Army so they can “defend the
homeland?" Needless to say, the Dutch Army
will be nonexistant in a very short time, but
apparently, this is what Mr. Richardson wants
in order to gain realism.

Secondly, Mr. Richardson complains about
the positioning of the Belgian Army. That's fine
too; leave the Belgian Army in Belgium, at least
it will be wiped out realisticly while defending its
native country!

Finally, Mr. Richardson argues that the
position of Allied armored units in the Maginot
Line is “just plain stupid.” L disagree totally, due
mainly to the fact that the Allied armor is in a
position where it can attack the German flank
advancing west of the Maginot Line during the
planned Allied withdrawal., This could both
slow down a German invasion of southern
France and an advance across the rest of
France. Furthermore, the invasion of southern
France is of no importance. For every German
unit that goes off the map, the Allies can match
it with their weak 1-6's, 2-6", 2-2's. and 2-8's
(stationed on the edge of the map) along with
Belgian and Dutch units. By doing this, the
Allies are getting rid of units that do not serve a
very useful purpose, Of course, the Allied player
may  need to remove a few 6-6's and the like
also, but he should still be able to hold the short
river line with reinforcements and the troops at
hand. In this way, Mr. Richardson's valuable
industries in southern France can be protected
by the Allied forces dispatched to it

Frankly, | do not know what Mr. Richardson
is talking about when he claims the Germans
will encircle the Allied Army and leave it
without supply. It seems to me that the only way
that the Allies can get themselves in a situation
like this is when the Germans are tragically
fortunate in their attacks.

In conclusion, | would like to say that Mr.
Richardson’s letter to your magazing is an insult
to my integrity. Simply because | prefer to
handle the dispositions of the Allied armies in a
new fashion, Mr. Richardson takes the liberty
of calling me an untrue wargamer! | suppose
that there will always be narrow-minded people
present in the world to agitate and disrupt the
Nlow of new ideas by concerned wargamers,

Larry Wessels
Houston, Texas

b 9 0 8 ¢ 4

Dear Sir,

Although PANZERBLITZ Sit no. 4 remains
unrevised in the 9/ 15/ 71 cards, there is obvious-
ly something the matter with it. The lesson is
supposed to be a “German delaying action
against a mobile force™ which is “more
economical (and often more effective) than a
blocking action.” However, as the situation is
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given, the German can do little more than
attempt a brief and [utile blocking action before
the Russian blasts his way onto the no. 3 board
for victory. And the no. | board remains
completely irrelevant to the entire action, It
seems clear that what was intended was for the
Russian to reach the no, | board, while the
German executes a mobile delaying action to
run out the clock before the Russian gets there,

But even this cobvious correction doesn't
really help; since the German has little chance of
winning, his best bet is a hasty withdrawal that
keeps his forces intact and results ina draw, The
following reconstruction of victory conditions,
which have been developed by an experienced
opponent and mysell, seems to solve all these
problems; it forces the combatants to use the
tactics Sit no. 4 is intended to illustrate, and has
the further advantage of making a draw im-
passible. So go get your Sit no, 4 card, compare,
and consider:

{a) German Victory Conditions: Marginal—
German losses are held to less than fifteen and
less than 30 Russian units are onthe no. | board
(not no. 3!1). Tactical—German losses are held
to less than 10 and less than 20 Russian units on
no. | board. Decisive—German losses are held
to less than 5 and less than 10 Russian Units on
no. | board.

(b) Russian Victory Conditions: Marginal—
the Russian gets a Marginal if the German does
not achieve a Decisive, Tactical—the Russian
gets a Tactical if the German does not achieve a
Tactical. Decisive—the Russian gets a Decisive
if the German does not achieve a Marginal.

(c) Finally, the player with the highest victory
condition wins—as promised. there is no
possibility of a tie,

Now, what are the tactics these conditions
force upon the players? The German is in the
worst dilemma; if he withdraws too quickly, the
Russian wins by pouring onto the no, | board. If
the German stands and holds, the Russian wins
by eliminating German units. Thus, the German
must truly execute a mobile delaying action,
playing for time while avoiding a major engage-
ment of forces,

The Russian, on the other hand, simply plays
it as the Russians played it—he drives head-on,
pushing fast and hard, practically regardless of
losses. If the German stands and lights, well and
good; and if the German withdraws, that's well
and good too. It must be said, however, that the
Russian has some pretty steep victory con-
ditions to attain; he must achieve a Tactical, or
he loses, Thus, he must destroy at least 10
German units, or get at least 20 of his own on the
no. | board . . . or he loses.

It's no picnic for either side, 1 can assure
you—the only thing [ can guarantee is a damned
exciting situation.

Mark Saha
Santa Monica, Ca. 90405

FokokAk
Dear Sir:

I think, in the light of recent reoding, that it
would be too much to expect for the Germans to
;hnvr cither the Me262 or Mel63 as carly as Jan.
44 in anything bevond prototype status. The
Schwalbe was shackled by Hitler's novel ideas on
Jet-bombers (even though the Arndo Ar234 was
available by late '44) and could not attain fghter
status before 45, Even for a “what i™ this is
pretty unlikely. The German rocket program did
not really reach full development until "44 any-
way due to bugs in the prototypes — the Komet
proved to be a highly volatile beast. OF course,
onee it was worked out, JG400 can come in as
early as Jan, '45 bhut not oo muny more
groups are  possible, due 1o the tricky and
demunding qualifications for rocket pilots. The
same is true for the Bachem Ba349 Natter. which
reached group status but were destroyed on their
gantries by Allied tanks.

The Sulomander, however, is quite possible, [t
wis designed quickly, and could be whipped into
production any time the German player wants it.
He can have thousands of them the only
limitation is aircrew. Perhaps an additional Luft-
Volkssturm force of 3 to 6 or 7 groups can be
made availuble any time after the Apr. 44
quarter. It's a lousy fighter, designed to be Nown
by lousy pilots, but there's no reason why any
maladjusted German player can’t have them in
44,

Sincerely,
Robert Harmon
San Francisco, CA 94080
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AFRIKA KORPS is the 10th game to be
reviewed in the RBG. It received a
cumulative rating of 2.90 which ranks it
sixth on the list of games reviewed thus far.
For a flat box game now in its 14th year,
AFRIKA KORPS came out of the RBG in fine
fashion.

The game managed to set one record for

the RBG with the 2.29 rating in the
Completeness of Rules’ category where it
bested STALINGRAD by .23. This is a
strange category for the game to shine in if
one considers the many wild rule inter-
pretations governing the capture of supplies
{(and their use to sustain attacks in the same
turn) that have filtered down through the
pages of the GENMERAL by a host of answer
men. In all fairness though, the only
problems existing with the rules are
probably the result of faulty rule inter-
pretations which were made official by the
GENERAL's answerman in bygone years.
Eventually, we'll get around to revising the
rules, if only to outlaw certain unrealistic
events which they do not specifically outlaw
now. But in the meantime, any rules which
draw a 2.28 rating must be doing something
right.
The game also did exceedingly well in the
‘Ease of Understanding’ category which
makes it one of the best games with which to
break new people into the hobby. Its” 2.12
rating is only .05 off the mark set by
STALINGRAD. This fine introductory status
is all the more impressive in light of the
popularity it still commands among the hard
COrps.

READER BUYER'S GUIDE

Tne: AFRIKA KORPS susker: REGIMENTAL-BATTALION
LEVEL GAME OF THE AFRICAN CAMPAIGN 1941-42

AFRIKA KORPS is a fast-moving game of
maneuver utilizing a low piece densityand a
wide open, frequently traversed mapboard to
insure a lot of action. The playing time of 2
hours and 15 minutes is just what the doctor
ordered, although it often ends far earlier if
one side or the other can gain a decisive
break early in the game.

AFRIKA KORPS is probably destined for
another 14 years of popularity. Games shar-
ing its ease of play, excitement and skill level
have been exceedingly rare.

1776 willbe reviewed inthe next RBG. We
postponed it one issue despite your votes for
it because we want the people reviewing itto
have more of a chance to play before rating
it. Any game can look good after merely
reading the rules, The proof is in the play of
the game.

1. Physical Quality.......... .3.04
2. Maphoard. . 3.10
E I ] 1] 2.92
4, Ease of Understanding 2.12
5. Completeness of Rule 2.29
5. . 3.39
1. ..3.57
8. Excitement Level . .2.91
9. Overall Value.... 2.77
10. Game Length.... 2 hr.15 min

AH Philosophy Continued from page 28

scale. Given this type of historical "built-in’
edge the Macedonians can recreate the
overwhelming victory they enjoyed in 337
B.C. Such a one-sided situation is hardly
conducive to a spirited game, however so,
we start the participants on an equal morale
footing. Here, Alexander is really pressed to
pull out a victory. He must rely on the
superior quality of his forces to balance the
advantage of numbers enjoyed by the Per-
sian. Here again, the morale tables come
into play causing the Persian army to melt
away if too many of its units are fed
piecemeal to the advancing Macedonians, in
many ways negating the Persians’
numerical advantage.

Maneuvering phalanx, cavalry, archers,
chariots, and elephants can be a welcome
change from tanks and halftracks. Each unit
has definite strengths and weaknesses
which must be recognized and utilized ac-
cordingly. This variance of the unit counters
plus the availability of a host of optional rules
regarding their use should prevent the game
from being quickly played out, ALEX, like the
others will be a flat box game.

Last, but far from least in the mail order
department, will be PANZER LEADER — a
western front sister game to PANZERBLITZ.
Among other things, the game will feature
more refined rules than found in
PANZERBLITZ. In addition, there will be
provisions for  airpower, paratroops,
amphibious landings, and naval gunfire. At
present there are 20 scenarios which may or
may not be reduced to 12, Included among
them are such interesting events as the
Battle for the Reichswald (9/7/44); the
encirclement of Nancy (3/14/44); Arnhem
(9/22/44), the battle for Bastogne
(12/26/44); and Remagen (3/7/45).

Alsoincluded is an Opportunity Fire Phase
which mitigates the "Panzerbush” syn-
drome (allowing tanks to gayly march past
88's into a nearby woods hex). PANZER
LEADER should be a decided step forward in
the areaof realismintactical games, without
going through all the bookkeeping and sub-
sequent headaches of a simultaneous move-
ment systerm. As such, the game shouldn’t
be an unplayable monster. It will rely on Real
Line of Sight and each hex will have an
identifying center marker to aid in resolving
points for setting up a straight edge. Allin all,

we look for it to be the hottest number on the
mail order line and perhaps the most popular
game to be released in 1974. The potential is
certainly there. It's been our most requested
game topic for years. An added plus is that
the four geomorphic mapboards will be
compatible with the existing PANZERBLITZ
boards to form those monster situations so
many of you crave. PANZER LEADER, unlike
the other mail order games will be a
bookcase game selling for a bit more than
the others due to the increased components.

Besides the mail order line, there will be
two additional games released thisfall tothe
retail trade. they will be BASKETBALL
STRATEGY and THIRD REICH, a strategic
corps-level game of World War Il in Europe.
Both are highly polished designs relying on
abstractions to simulate the subject in
playable form. THIRD REICH looks especially
promising and has been the major attention
getter among our playtesters. It is a multi-
player game for between 2 to 6 players,
using a combination area-hex game system.
Diplomacy rules exist for multiplayer games
wherein the game really comes into its own,
although strangely enough it plays better
than most in solo play. Happily though, thisis
one multi-player game which does not suffer
when played by only 2 players — each player
merely commands the entire Axis or Allied
side.

Play is in “quarters” or 3 month turns.
There are three scenarios of 12 turns each
and a Campaign Game of 30 turns. Due to
the many rules and high piece density, the
game takes a long time to play until players
become familiar with the system, The game
system by the way is entirely new — unlike
anything we've ever seen before. It utilizes
‘allocations of BRPs (Basic Resource Points)
to govern the launching of offensives,
creating of units, economic growth, and
political considerations.

Practically all elements of the war are
brought into play. The German can build U-
Boat fleets to try to starve Britain into
submission and the Allies can respond with
strategic bombers. The Germans are
hampered by partisan activity behind their
lines and can be dealt a near-death blow by
the effects of the Russian winter. For the first
time ever, land, sea, and air units are
actually portrayed together in an historical
simulation. It is an extremely exciting game
with too many details to describe here, It
does have one drawback though —the piece

density is so high that in some areas the
players would be well advised to bring some
tweezers with which to move their back-to-
back counters. It is definitely a tournament
level game aimed at the hard corps. The
game system, by the way, is by John Prados.
THIRD REICH will feature three sets of
counters, a mammoth four-ply mapboard,
bookcase packaging and a $10 pricetag.

That about sums up our “‘sneak previews”
of the new games you can expect this year
from Awalon Hill. Hopefully, our reviews
were less biased than the one which
prompted ours.

This is, however, not all that we're doingin
the way of design. We have not forgotten the
existing games. We are aware that the state
of the art has advanced and left some of our
older titles in need of revision, and others in
need of clarification. Rather than taking the
easy way out, and just issuing errata sheets
we are completely overhauling the rules of
various titles and issuing new rulebooks,
hopefully free of ambiguities and contradic-
tions, We'll provide you with more informa-
tion on this phase of our operation as the
printing date approaches,

Turning now to the magazine feedback
from last issue we find a number of in-
teresting developments, ‘Leyte Gulf® was
voted the best article of the year despite
having been bested two issues later by Tom
Oleson’s "Anzio — Portrait of a Game."” This
shows one of the fallacies of our bi-monthly
rating system in which the rating of an
article depends in large part on the quality of
the supporting cast. If an issue was excep-
tional, articles will fare less well than had
they been in a relatively weaker issue. To get
a fair overall comparison we need the ‘end of
year survey’ listing all the top articles
together. Here is how that balloting came

out.

BEST ARTICLE RATINGS

LEYTE GULF...........
OPERATION CRUSADER.
CAMPAIGN AT WATERLO!
LUFTWAFFE ANALYSIS ...,
ANZIQ: PORTRAIT OF & GAME
D-DAY DEFENDED .
ANATOMY OF & DEFENSE
ADVANCED BISMARCE .

The Design Analysis columns continue to
bring up the rear of the ratings. This is partly
our fault as we've yet to hit on the exact
format we want for this feature. We think
we're getting closer though and aren’t about
to give up now — not with all the new titles
and design systems coming out of Avalon
Hill. There will be much to say on the
planning of new games and thisiswhere we
hope to say it.

DESIGN ANALYSIS RATINGS

PINSKY'SBULGERECAP . . . . . .. ......... 347
POURNELLE'S FRANCE 40 CRITIQUE . . . . . . . . . . 370
REED'S RICHTHOFEN'S VARIANT . . . . . . .. .. .393
DUNCAN'S RETURN TO GAMING . . . . . . . .. .. .398
SHAW'S MATRIX CONCEPT . . PR o |
ZOCCHI'S LUFTWAFFE CRT &NALYSIS ......... 416

The rating of the editions as a whole
backed up the feature article ratings. \We
reached a high with Vol. 10, No. 3 and
followed it closely with Vol. 10, No. 4. This
seems to indicate that it's the high class
game variant which turns you on, rather
than an in-depth game study. We have more
of these in the works, although we're not
about to limit ourselves to them entirely. But
the apparent success of features like “Leyte
Gulf” have insuredthat we will give such
items top priority. This is one of the reasons
we wanted to do away with the contests —to
give us more room for variant counters on
the heavy stock insert page, but 60% of you
were for the contests sothey'll continue
and we'll do the best we can with the
remaining space. The 0-0AY feature in this
issue is an example of a case in which the
contest space could have been utilized for
additional counters for the upgunned
American and German units as well as
fortification counters. Instead, we've had to
settle for providing you with all the new
units. You can tell which units are merely
upgunned versions of the originals by look-
ing at the historical designations. They are
set in slightly larger type.

ISSUE RATINGS
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The Series Replays are becoming better
received all the time. The last one on BULGE.
just barely lost oul to the feature article in
our 600 point i scoring system. We
expect the Replay to top the lead feature one
of these days, They're getting closer as we
continue to refine our presentation tech-
nigues. We still get letters complaining that
the level of play in the Replays has been too
low to merit plaudits. One such writer took
Mr. Lowry (the American in the recent
BULGE match) to task as being an incompe-
tant. We find it hard to agree with that
appraisal however and recognize Mr. Lowry
as one of the leading authorities on that
particular game. Many players have criti-
cized but few have shown themselves willing
to expose their play to the criticism of our

_impartial judges. It's onething torecognize a

good move, and quite another to execute it
100% free of mistakes. By and large our
players are pretty respectable authorities,
but when your every move is magnified and
laid bare for all to see, it's pretty difficult to
come off smelling like a rose with an
audience of second guessers. Most of the
errors or faulty judgements you commit in
your own games are glossed over or ignored
altogether in the course of FTF action.
Indeed, we estimate up to 95% of all in-
person games contain at least one major
undetected illegal move.

SERIES REPLAY RATINGS

MIDWAY | 265
AFRIKA KORPS | 2.88
STALINGRAD .., 3m
18140 L 436
PANZERBLITZ. . ..... .4.95

Putting on a Series Replay game is quite
an endeavor in itself and is not a fun
undertaking — either for the players or for
us. Everything must be painstakingly record-
ed and commented on prior to the next turn
without tipping your hand to your opponent.
If someone makes an illegal move which
isn‘t spotted until later, the whole thing has
to be scraped. Often, a dress rehearsal for
the replays staged in advance to insure that
both participants have the same interpreta-
tion of the rules and things usually gofine —
often resulting in areally classicgame. Thus,
when the real thing starts, the gamestendto
drag and often are far less exciting than the
preceding dress rehearsal — neither player
wanting to stick his neck out unnecessarily.
Series Replays are extremely expensive to
produce, in terms of both time and graphics.
And when some people complain that they
can't follow along with the action because
we show only one side’'s moves we begin to
wonder whether it's worth it or not. If we
showed every move graphically, the Replays
would be intolerably long and consume the
whole magazine. In many cases showing the
defender’s turn as he merely falls back to a
new position is a waste of time and this same
information can be readily absorbed by com-
paring the positions of the defending units
to their positions in the previous move of the
attacker. Showing the move of the side with
the initiative seems to be the best course to
pursue.

VOL. 10, NO. 6 RATINGS
GUADALCANAL: The Camaplgﬂ, The Island, & The Game.. 351
SERIES REPLAY — BULGE . . -3
ANALON HILL PHlLOSOPHV .
BLITZKRIEG INVASION POSSIBILITIES, .|
DESIGN ANALYSIS _
A REALISTIC SOLUTION .
GOLDRUSH..........

A

The strain of editing the new 34 pp format may be gatting to aur
aditor. 34 pp and only five arucles! But next time—back to the
Question Box, Design Analysis, and many more articles. At least

that's what he 1alls usl @
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The Lake Geneva Tactical Studies
Association will once again be sponsoring
the Lake Geneva Wargames Convention,
known throughout the wargaming world as
Gen Con. 1974 marks the 7th anniversary of
Gen Conandthe event has been expanded to
three days in honor of this; the oldest of
American wargaming conventions.

All gamers of any persuasion are invited to
the Horticultural Hall, 330 Broad Street,
Lake Geneva, WI for a 3 day weekend of fun
August 23rd—25th for the fun and competi-
tion of Gen Con VII. The doors will open at
noonon Friday and close at 11 P.M. Saturday
will commence at 7:30 A.M. and continue
through 11. The convention site will open on
Sunday for the last time at 9 A.M. and close
at 8. The events schedule includes competi-
tion in every popular period of miniatures
and the featured Avalon Hill STALINGRAD
tournament utilizing 4-5-6 replacement
rates. Inquiries should be sent to Gary
Gygax, 330 Center St., Lake Geneva, WI
53147.

Speaking of STALINGRAD tournaments,
the winner of Interest Group Baltimore’s
First Annual Tournament was Robert J.
Beyma (above right) of Alexandria, VA who
makes the trek to the Avalon Hill gameroom
whenever there's loot to be won, Besides the
pictured trophy Mr. Beyma walked away
with 4 new games, courtesy of Avalon Hill.
Among the entrants topped by Mr. Beyma
was Bruno Sinigaglio—noted winner of last
year’'s EAST CON in New York. The unsavory
character at the left, by the way, is your
intrepid editor, fresh from another all night
stand on a current playtest. If you'd like to
drop in at the gameroom to pick up half-
priced games (damaged) or join in the testing
or just plain play a game feel free todo so any
Saturday between 10 and 5 at 1501 Guilford
Ave., Baltimore, MD 21202.

The “Flying Buffalo's 2nd Annual Conven-
tion"" will be held from 9 A.M. June 28thto 5
P.M. June 30th at 217 E. Garfield, Tempe,
AZ. The big shtick here is computer-
moderated multi-player wargames although
tables will be available for more conven-
tional games. For more details contact
Richard Loomis, P.O. Box 1467, Scottsdale,
AZ 85252.

When submitting questions to us for answers
on rules of play, be sure to fully diagram all
situations rather than merely listing grid co-
ordinates. Also, be sure to mention that you are
a GENERAL subscriber so your questions can be
_given priority over non-subscribers.

Infiltrator’s Report

English gamers have been getting Avalon
Hill games in increased supply thanks to the
efforts of our exclusive agent in England,
Michael Hodge (above right). Limeys in-
terested in picking up Avalon Hill games
should contact Michael at his 646 High Rd.,
N. Finchley, London address.

j |

Pictured above are the volunteer workers of the
Avalon Hill booth at the recent Model and Crafts
Consumer Show in Anaheim, CA. The four
Spartans (members of Spartan International — a
professional gaming organization) played games
during the show and fielded questions from the
25,000 in attendance on both Avalon Hill games
and wargaming in general. Miss MACS was also a
definite asset and aided immeasurably in the games
playing. Is it any wonder we're swamped with
volunteers to man our exhibits?

LOYAL SUBSCRIBER DEAL: This month’s
special offer is a collector's paradise.
Recently while moving one of the company’s
executive officers to a new home, a cache of
forgotten “library’” games was unearthed
deep in his basement. Avalon Hill has always
kepta library of two copies of every game and
version ever produced. Way backin the early
sixties when the company moved, this
library was deposited in the above men-
tioned basement and forgotten. Since then
the library was restocked with new titles and
is still full strength. But this unearthing of
the old library provides a few more of those
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scarce titles to be shuttled out among the
collectors. Most of these games are in store
condition; having never been played. Follow-
ing is a list of what's available now in the
way of collector’s goodies:

Cuantity Title Collector’s Price
1 Nieuchess $15.00
U-Boat $18.00
(1st edition w/metal ships)
1 U-Boat (cardboard counters) $12.00
4 Management $10.00
3 Air Empire $15.00
4 Vardict Il $10.00
3 D-Day ‘61 $15.00
1 Jutland $15.00
1 Guadalcanal $15.00
T Word Power $10.00
2 Civil War $30.00
2 Hex Gettysburg $30.00
1 Chancellorsville $30.00
1 Bismarck $15,00
1 C&0/B&O $18.00
4 Lemans $156.00
1 Dispatcher $15.00
3 Bismarck $18.00
(st edition—gaint boxes}

3 Stalingrad (gaint boxes) $15.00
1 Waterloo (gaint boxas) $15.00
14 Baseball (flat box editions) § 6.00
4 Football {flat box editions) $ 6.00

Now-—how to parcel these out fairly to the
many interested collectors of first editions.
We started out by disqualifying Avalon Hill
employees—several of whom were foaming
at the mouth at the prospect of adding a
perfect Civil War or Hex Gettysburg to their
collections. Then we decided to limit it to
GENERAL subscribérs only. This still leaves
many more collectors than games available,
so here’'s how we'll handle it—if you're
interested in any of the above games send us
a list of the games you are interested in
purchasing at the above prices along with a
stamped, self-addressed envelope. Send no
money! We'll then hold a drawing for each
collector’s item in which there are more
requests than games. The winner will be
notified that he can purchase the game and
upon receipt of his check, the Tst edition will
be sent. The postage coupon printed in this
issue of the GENERAL will suffice for
postage costs.

The Cincinnati Games Convention,
scheduled for July 12-14, 1974, promisesto
be another 1st rate affair. The event will be
held at the Xavier University Armory for a
two-day admission charge of $2.50 if
preregistered prior to July. University dorms
will be made available for convention
attendees for the very reasonable rates of $6
per night (single), or $4.00 for double oc-
cupancy. These air conditioned, modern
buildings are the utmost in convention
facilities. The main event will be an Avalon
Hill Tournament to be umpired by the
Professional Wargamer's Association. The
winner will receive $100 cash. An additional
$150 in other prizes through 10th place
make this the boardgame convention of the
yearl!!l Participants may play anygame inthe
tournament that an opponent is agreeable
to, but must know how to play Afrika Korps
which will be used when opponents can not
be matched for other preferences. There is
an additional $2.50 fee to enter the tourna-
ment. Interested parties should write Jack
Hesselbrock, 311 Miami Valley Dr.,
Loveland, OH 45140 or call 513-831-5343
prior to July. F'rice&_wi!l rise at the door.
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OPPOJENTS WANTED

Will buy, trade or sell games. Want Blsmarck|
and G-Canal, Will pay reasanable price. Also,
seck members for the TSG F-Ball league. Call o)
Write, Dennis Cook, 1406 Linda Vista Dr.,
Birmingham, Al 35126, 822-0059. |
il GRS Waiie TeThater s War o
anyihing else you can teach. Mike Dickens,
6509 Chevighy St.. Anchorage, Alaska 9950
{h8.

real Tastarical OOB! Mo artilery, paimt
systern. airerafl, mechanized movemnent phase!
Phm hard core Fr. 1940, Send a 5. A5, Tor the:
rules. pick either side, Richard Cochran, 1914 E.
Moreland, Phoenis, AZ 83008, 2753725,

“Will pliy il who write in P-Blite, &K, D-Day,
A0, Either side pbm only, Prompt response
guaranieed! Alan Davis, 1219 N. Sl:llr('ulkg:
Apt. 117, Anaheim, CA 92806,
{ﬁpnmnn wanted, age [, wonl mind Ecln
wiped 0wt g L"WalTa, Stock Markel, Riche.
War, and will learn others. Any clubs around?
Joz Irwin, Stonybrook, Anaheim, CA %2804,
§37-4352,

Terman war maching on move againt Wil play
advanced N Lwaffe, P-Blitz. Will play st
any night. Frank Riskey, 8353 Ramona St.,
Bellflower. CA 9706, 213-633-1702, i
For sule: anagement and one Chal War.
Both complete and in excel. shape, lllshecl
Bidder over S15.00 lor each. G. N, Wulfsberg,
270 Ipo Way, Boudder Creek, CA 95006, 408
338-36H9.

For sale: G- Burg Tor 55,00, Excellent conditon,
Write for details, Tom Larsen. 1452 Engl
Ct., Carmichael, CA Y5608, 487-T610,
Telp! Need phm oppanents for B-Krieg, A-K.
w.u trade Lu[m.nﬁc for Anzia or G-Canal,
Also desperately interested in a club in my area.
Please help. Vinee Glady, Country Club Lo,
Carona, CA 91720, 735-4367.

Average player, Jr, High Schinl age desives i1
apponents in AR, PzBlitz, K-Spiel. R-War, L
Waffe. Also will buy others lor reasonablc price,
Sorry no phm, Bruce Zollars, 511, 4th Street.
Cororade. CA 92118, (T14) 435-8322,

. Phm opponents wanted lor Stalingrad. ABove
average plaver. Eilber side, 4-5-6 Repl, Ex-

change at attack factors. Erik T, Ferguson, 730
Raleigh, Glendale, CA %1205,

. Wanited U-Boat, game Tair 1o exeel, cond, mist
have. Call collect any time. Ask lor Dan. Daniel
Pateck. 5808 EICampa Way, N, Highlands, CA
USHED, $16-331-9127.

N victims for Alrika Korps, {I'm German)

cor anything vou  have, Wil buy good
Guadalcanal and | or Waterloa. Richard Eaton,
4308 Douglas Ct,, Pleasantan, CA 94566, 415-
BB

Anyone inferested in [orming a warganing cIub
in Ranche Cordova? I so. plense contact me so
we can get il together. Everett E. Haslen, 2709
EI C|||1ri¢. Rancho Cordova, CA 95670, 362-

ﬁcu ar swap new Blilz (or Midway. Want I.un.
or P-blitz. opp. phm ar fif S, T
Area. Javier Solis, Jr., 824 0 51, Rio Linda, L‘;\
95ﬁ7.‘. 891-1277. |
Sint 1914 58,000 or hest offer. Wanted
Jutland, Anzioin paod condition. Send deserip-
tion and price. Will . Also 1 almost
anything. Jell Atieberry, 1807 Tanglewood,
Roseville, CA 95678, 7.

Enperienced P desares T agr-.
ponents Tof almest all AH games. Michasl
Shields, 1% Amethyst Way, San Francisca, CA
4131,

OPPONENTS WANTED

Hew wargnmer wants [1f G-burg. A-Korps, 5
pad D-day, P-blitz or any other gases will buy!
also play Lo end (even if losing). Duve Roberts. |
10875 8W 216st., Apt. 711, Miami, FL 33170,
2I8-8671.
Needed! FU oppenents for any Avidon Hill
wargame. | am college age of good ability witha
srong desire for any ype player! Glenn
Templli, 2701 SE 6th 5t.. Pompang Beach, FL
33M62. (M5 Ad6-REDL.
Heed compleie - AnRao wnd or - 180T Towest
bid accepted (mail bids) also fif Bismarck, Pze
Blitz, Blitz, D-Day, etc Fred Botera, 1247
Allgood Road. Stone Mountain, GA 30083,
204-7458,
An invitation lrom Strategic Air Command 1o
phm Rewar, Lewalle. Also phm B-kricg, D-day,
Midway, P-blitz, F-40, others: 1776 if possible.!
Average plaver, prefer Allics. Glenn Brooks,
PO, Box 6, Calhoun, GA 30701, (#04p 629
TI48.
Wpwice player of MEh schoo) ape needs (11 Have
Weloo, Will play anyone. Am | the anly Gam
an Lhis fool island? Help! Peter Wikey, 11 Spring
S4., Hilo, H1 96720,
Need fif opponents in Oahu area. Have most
AH games. Steve Crassman, 17, 277 California
Ave., Wahinwa, HI 96786, 621-639).
Average ver ol college age desires pbm
opponent Tor Blitwzkeeig. Russ Hurlbut, 1616
Ok Park Ave., Berwyn, IL 60402, (312) 484-
6511,
Avernge adull

wecking L[ opponents rnr
Richithofens war, Poblitz, A-Korp, Bulpe, 5-
Grad. Jutland, 1U-Boat, Bismarek, D-dny and
sthers. 1 have all games. Thomas A. Konczal,
5324 5. Sawver, Chicago, [L 80632, {312) 471-
1475,

Want ie purchase AT games, out-of-print, new,
current. cte, Price is no ohject. Will acoept phan
challenges 1o all AH gamcs from mature ad-
vanced players, Douglas Nowokumki, 1000 N,
LaSalle. Chicago, 1L 60610,
For sale 1914 in mint store bought cond. Never
heen played. Will wait 3 weeks for bids. Don
Botkin, 19 Cleverdale, Chillicothe, IL 61523,
27442, e
Above 2 a\wape player college nge. Pbm I hlite,
Fr. 40 or Lult. Chease siluation. Am always
Germans. Wish to contact any gamers at
Narthwestern Usiversity for ftf, Fred Meccin, !
D2Mp Ewi sien, DL 80203, 679-4917,

OPPONENTS WANTED

Knightsweod Rd,, Baliimore, MDD 21239, 813"
HO5T.
WANTED! Ftl opponent lor: 1940, F?‘-blll}_
AK. K-spiel, R-war, L-waffe and B-krieg. Wil
Tearn other AH pames. Surcly someone near me
is & trooper! Bob Weiss, 3324 Lynne Haver Dr.,
Baltimore, MO 212407, 655-8650

mtor M-way, P-blitz, Waterhoo, I.Htay.aao
N, Will sell C&O B&O, LeMans, best price or
trude before Juse. You supply kits. Letters
answered, Andy Wright, 4906 Wilmslow Rd.,
Baltimore, MD 21210, 4670779,
Pbm ar BT Blte, Lult, Getty {square), 540,
Mid, Re-War. Can play Bulge. D-day, AK, W
laa, Panzer, 1914, Would like to buy Bulge,
Danny Swerdlow, 5704 Lenox Rd.. Hclhcsda
MD 20034, (M 2296084,
Anyone WIsIing 10 1ake part in a Airika &orps
pbm tournament please write. Wil buy
Chancellorsvilke in pood conditionn and G-
canal. Stan Hooker, 7105 45th St. Chevy
Chase, MD 200135, 652.0007.
Average adult needs phm opponents S-grad, W=
loo, B of B. E Apronimus Separatus. Peter
Boyum, 406 Armstrong Cr., F, Laurel, M
208 1, AYE-2430.

Meed opponents for B-kreig, Kespisl, Poblitz.
Tacties and Luft. Will learn others. Art Jensen.
McDonagh School, McDonogh, MDD 21208,
632261,

. Wish Lo play 11T PB, 1776, P40, Wioo, RIchts

War, B-kriep, Bulge, Midway, Luft. Sell oc
trade K-spicl. Stock Market, Trade for Ou-5-
and | or Footl-B phm my pames, but don't have
pham kits. Richard L. Miller, 7708 Deen Meade
Ave, Oxan Hill, MD 20032, 248-3511. L
Have Dispatcher Tor sale o trade for Anzio,
1914, G-canal, etc. Looking for ftf in Oxon Hill
arca for AH. miniatures ne trans, Max W,
Underwoad. 1617 Taylor Ave., Oxon Hill, MD»
20022, 292-2191.
WL pay Tor il orenalion leading Lo parcase of
Civil War. Scoat Glasser, Velvet BValley Way,
Owings Mills, MD 21117, 363-6361
Help! Desire challenging R player for most AH
pames, especially Stalingrad and Bulge. Poul
Hanoah, 11108 Bybee, Silver Spring. MDY
20502 649-2319,
Would ke information on how ta ohtain pbm
kit for Bewar and un appenent, John Doyan, 17
L.ajke Strest, Abington, MA 02351, (61TE71-
0757,

Fif board pames and wanted. .
Allies wanted for Lane's H2 Members wanted -
for Sparta and POW.A. | need convention
information. Paul DeVolpi, 603 Calumbane,
Liske, 1L 60532, {312) D64-1207.
Will trade Oudoor Survival perfed condition
Tor Jutland. Basmarek, 1914, Phlitz or Origins

. i 21 E. Carroll. Macomb,

Desperately  wanied and  nesded:  Anzia,
Jutland, UsBoat, Bismarek, Will pay almost
anything Joe Sikorski, 1410 N. Lathrap Ave.,
River Forest, 1L 603038, (312) 367066,
Wanled phm  opponents Al will by
Chancellorsville or Tactics 1L AlL leners
answered al ence. Name your own poison, AK -
Gettyshurg, etc. Tom Nolan, 215 Tallman,

Rormoville, 1L 6441, (815) H66-0387.
Average novice wanting [ in most AH pames,

Phem AK Tl (.nLc tl|c Germans you take the
erying tawel. Schoase, 9307 Irving Park,
Sehller Purk. 1 60 ?(\.EJIJJ'ISTI 21

Must have! 1914, Jutland. Price is NO ohject.
Send condition and price. Also all lssues of
CGeneral WW L. Tim Pyle,

1 am interested in the art (science?) ol war pmc

il
league at 6-1. Now forming 1974 Foatb;
beapue dsez p. 21 Mar-Apr Generall. Also plan!
LeMans and Chess tournics. Jim Reilly, 2608
W, LaVerne, Sa Ana, CA 91704, (714} 3561
219,

Fhm opponents wanted Tor 1914, Fanzerbliz,

1944, Fil also wish tejoin club in my area. Mark,
. Cerny. 46 Escanyo Dr., So. San i
CA 04050, (415) T61-4919.
Wanted; Anzio gaod condition.
Will pay postage. Also need phm oppanents in
most games. Have no pbm kits, but will pa
tsalf, John Beckrer, 11564 Acam §
CA 9I61.Id

lr.ldl: or buy Lg!\'hra. Rick Ofguin, »

Tustin, CA $2680, 5449275,

Killer Krause challenges all m phm l.ul'manc
Try to be the lirst Lo humiliate me. Flm B-w
bt need 1o buy halfa kit. Leonard Krause, 1465
Anterbury, Walnw, CA 91789, 595.7094,
Tioed player would ke i oppanets for all AR
and other companies’ games. Will play anyone.
Would like 1o know about Operation Comact,
Joe! Billings, 1283 Landsburn Cir.. Westlake
Village. CA 91361, 4032087,
Auction: and G-canal, oo b i
SE.00. Also D-Day and K-spiel. min. bid $6.50.
All games in good 1o exeellant condition, All
-bids answered. Rick Byrens, 15260
Youngwood, Whittier, CA 90805, 6917455,
Tain the Grena . Strategle Games
Society i looking For new members far ff play
of any and all wargarmes. Contact: Joel 5, Davis,
1900 E. Aurora, 251, Boulder, CO 30303, 447-

w:ll '|1La) pbm Afrika Korps or France 1941,
Would like to be German in AK and any in
Franee. Will answer all letters. Andy Brow:

515 So. Garlield, Denver CO B9, ?22—3}56
Weed apponents in Sauthwess Denver Ne
pbm will play S-grad, B-krieg. Tactics 11, G-
burg, W-loo Ansio, D-Day, 1914, AK. Midway,
Rich-war, Fr. 40. Scatt Burger, 4122 So. Vrain
5t Denver, CO 80236, 198-4309,

Navice player of adull age desires phmiar 1776,
Clarense Marshall, 157 Eastern Pkwy., Devon,
CO0 0660, BTH-7360).

‘Average pluyer seeks oppanents for [ France
Al 1776, Anzio, P-blitz also many other pop-
ular wargames phm Anzio 1 have kin Jim
Dickey, 12 Hilleroflt Rd., Windy Hills, Neward,
DE 19711, 737-5677.

i ar ph oppanenis for Tallnd, Miway, B
Bulge. P-blitz, G-burg. Have no pbm kits. A

willing to kearn new pames. [nerested in G-
canal, Bismarck William Ficld, 81 Ol Red
Mill. Newark. DE 19711, 737-1494.

Nt to buy Bismarck, Anzio, at, Jutland
and Guadalcanal. Alse looking for opponents
for all AH battle games still heing sold. Henry
[hove, 3545 Quebec St, NW, Washinglon, D.C.
20016, WOE-E132,

igh Schooler with unknown abilily demands |
an oppanent of any kind, fif. Will play most AH
games and miniatures, oo, Write now, Any
clubs? Mike Willegal, 2455 N.E. 5lst 51, Fort!
Lawderdale, F1. 31308 77]-8702.

Wanted players for & mull-player game o

- Blitzkricz, phm anly! My group would like 1o,
battle another club ar group. Greag Sakala,
10350 W. Okeechabee Ral.. Hialeah Gardens,
EL 33016, 8224150,

For Sale: Jutand In store comi. 1o umsl.

‘hidder. Ralph Hoyd,. 761 MW 196 Terrace,

Miami, FL 33169, 6250812

1315 Enst 8th, Anderson [N 46012, 643-8179,

reig, D-Dhay. Prefer you know rules
well us this my ooly point, Ken Mincar,
P.O. Box 3761, E
Wish Lo pbim P-Bitz, Forsale, Jutland, Bhulge, .
France 4k Will (1f any one, any thing. Alsa:
itterested in minintures. Join clubs. Jim ¥ ouse,
6221 Old Brook Dr. Fort Wayne, 1N 46815,
2851971,

Wanl to buy certain copies of the General not
silable from AH. Original or copy acoepiable,
Wam issues up to and including Vol. 14, No. 4,
Duane €. Fanl, 3377 Meadows Cr., Apt. 3,
Indianapolis, IN 46205, 546-2779.

Wish 1o buy Nos, 4 ol, 5, S & 6, Vol 6 of
the “Gereral” Will pay s*w cach, Postage
included, Dave Powell, BE3E 5. lilinoks St
i s, [ 46217, BRI-1344.

Sale: Chancellorsuille. i, but
abowt 33 units missing. Best offer two weeks
after my Genernl arrives. David Bottger, 4213
Hickory Rd.. Mishawaka, IN 46544, [219)272-
SEAL

Wanied game Jesign ini o) Weas sugpestions on
CRT, Matrix, Realism additions, etc,, also
«chart on Major Countries Armies by Divislon
WW 1L, all help apprecinted, Bruce Bacmheke,
72 Sunnyerest, Osceala, [N 46361, 679-407
Phm France 40, Waterlaa (kith, AK (na kit), -
d.a}'fkil]. Fil opposent 1o teach me Bulge, You

— muist have game, Call first. Can't travel. Kevin

Hallenson, 117 Sth Ave, SE, Oelwein, 1A
30662, 2RI-3R31.

Wanted ph or 11 for Stalingrad. Just bought
phm kit for the game. Brian Reynolds, 9213
‘West 82 Terrace, Overland Park, K5 662 04.
E40-6984.

Want ta find Wrers Club o Greater Cin., No.
KY area for AH games, I'm 16, below average
skill. Apdrew Lutes. 7 Parkway, Crestview
Hills, KY 41017, 341-6443.

Toveniy-si year old adalt, wha & @ movice af
phm, desines opponerts for D-day, Blitzkriep,
nnd chess. Will linish every garmestanesd, Babby
Gene Stepn, Route 2, Hatficld, KY 41514, (606}
137-AT6HT.

Wanted: Reliable and expenenced opponents
for pbm Blitzkrieg. | am Red Army. All letters
amswered. Roy Patchell, Box 648, University
Stmion, L""“"EE““ KY 40506, [E06)250-2062,
- Looking Tor War-gamers in Cwenshora. I7 it
has rules, can play it, and probably have it
Looking for om-of-steck games. reasonable
price. Joe Harrison, RR 3, Philpat, KY 42366,
72938 1. :

Wanled: Blsmarck, gond condition. Inchude
postage in bid. Take lowest bid. Tom G, Ryan,
5033 Purdue, Metairie, LA 70003, {504)857-
A364.

Want to buy goed LeMdans! For Sale: New
1914, Also desire ftf opponents in most AH
pames, espectally Foothall Strategy to form!
lengue in N.Ov arca. Moel Vargas, Jr., 6907
Arponne Blvd., New Orleans, LA 0124, 183,
8497

Far sake Val. 1 - [X of the GENERAL excepl
for three issues, Best offer over 190, 51 af the first
54 GENERALS, Burt Labelle, Forest Park 23,
Biddeford, ME 04005, {307)282-5577.

Want Diplomacy. State condition and price
inclading pastage. Will pay fair price. William
Boyntan, 92 New York St Millinecket, ME

04462, gZW!?B-?Nl
‘anted; mal in good to mint condition

State bid and cond. Send NO money! Will,
accept lowest offer before June 30 1 will pay
postage, Carl Chatto, 16 Franklin St
Rockland, ME D484, (207)564- 3001

. min:

Copes o 1013,
Wulerloo. Bilinz krie

Stalingrad.  Kriepspacl,
Richthaffens War, Good
. $4.00 Luftwalle, Fair condition:

31 00 I'll pay postage. David A, Beamer, 625N,
Selfridpe, Clawson, M1 48012, 435-2660.

eira Deiroal Area: Inlormal gaming wil
regularly mesting club. No Red Tape, Maturity
preferred, MGA and 1GHLP alliliaed. All are.
welecome. Give us a try. Michael Bartnikawski,
943 Srewart. Lincoln Park, M1 48146, 928-T744,
Excellent adult player desires infa on Mo Clubs
and opponents. Just moved from East. I'm
Junesing for some victims Fif or phn All letiers
answered. Lindsey M. Murillo, R [, Box 1-H,
Linn Creek, MO 65052, Bus, Phenes (314(348-
2283, Ext. 370
Ganmes far sale ortrade. Jim Weir, 841 Garonne,
Manchester, MO 63011, {314)825-511%.
nning player desires opponents ol average
ability to play Waserloo and /er [-Day, Phm
anly. Bill Ek'll\} 2320 Lafayene, St Joseph,
MO 64507, 27905

Beginning player desires oppenents of average
ability 1o play Waterloo and/or D-Day. Phar
only, Bill Bailey, 2320 Lafayette, S1. Joseph, .
MO 64507, 27505592

Player, age 22w nncs o pbm AR and Bulge
{necd Kith, Wish ta sell Kriepspiel for best offer,
Terry Shoptauph. 527 Fontaine PL., St. Louis,
M 137, BETAIGES.

Wanl new members Tor Twin City Wargamers
Club. Monthly meetings. Gary Dayton, 18500
Yakima, Anoka, MN 35303, 427-7248.

i 01 Anzio. G-canal, Bsmarck or
Rich's. War ar will huy above games, 1914 in
excell con n Rah to the 34 pages! Alan
Carlsan, 8633 Harrison Cir.. Bloomingtan, MN

" 55437, R31-6440),

Any clubs around! Would like [t opponent
mest games. Rick Peterson, 141 Nynus Rd.,
Esko, MN 5573] tZIS:H'N—d&GH

Heginning age wants 10
poments. Have aK TA acl 11and [=Day ar will
play yours, Will try any game. Michael Knoll,
1329 South 9ih St A-115, Minneapolis, MN
35406, 3139-1936

OPPONENTS WANTED

Ave., W, Caldwell, NJ QT006

For Sale: Franct 1940 — never opened — 36,00,
Avernge player, adult, will fif any AH game
with person in Las Vegns area, Call or Write:
Davad W Purcell, P.O. Drawer 137, Boulder
City, NV BS005, 2932197,

Novice player of Jumior Figh Schoal age
Deesiring [ opponents for Getryaburg. Wlll
learn other AH games, Dovid Dawning, 5100
Ath 5.W., Albquerque, WM 87102, B77-3572
1—1_bq_1§wrngg Flayer will pbm France #0 or D-Day,
AK, S-grad 1T, Prefer Allies, but will take Axis.

Keith Spicer, P.O. Box 841, Eunice, NM 85231,
394-2355

OPPONENTS WANTED

Wish to by used Avalon Hill games especially
Panzerblitz, Blitzkrieg, Kriegspiel. eon-
ditions and price toc Andy Bray, 31175
Nerthwood Dr.. Pepper Pike, OH 44124,
216)831-5166.

“Any game designers please writel! Will sell [914,
Bulge, Kspicl, G-burg, to highest bidder, Allin
-great condition. Will wail 2 weeks for bids.
(Hurry!  Clay  Davidson, Graysan  Dr.,

inglield. OH 43502, 964-8305,

Wish 1o trade K-spiel for 1914 or Guadaleanal.
Meed (1f opponents for most AH games, Any
€lubs in area? James Mott, 101 Park 51,
Binhamion. NY 13905, 7974

Good adult player wants phem o
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Barre, PA 18705, (71 ggu—zsu.

il pbm Waterloo, ¥, P-blitz. Wall [l
ahove plus F-d0, M-way, K-spiel. Have 1776
s00n, No phm sheets. Want Jutland, no pieces
missing good condition. Also G-canal. Mark
Matuschak. 15 Conner 51, Uniontown, PA

15401, (412437901
o and [or Tl opponents want Blitz, R-

war, S-grad, LufL, Fr 40, D—dm‘, Bismarck,

- AK, Bulge, Have no pbm kits, will improvise

R mn‘;“&”;:;"gl‘lft anyone want 1o sell 19147 Richard Larkin, Jr.,
LR, P-blitz, Richt. Was. Bob Seabrook, 8050 1% Kenven Ave. e Rt
Rd. St Paks OH 43072, %mhmmm
tsum}nw lingead or any ination. Phm 1940, Fif

games, Chess and ather war games.
l‘ll take the Wehrmacht if in Ewrepe. John
Ogden, 4137 Mayllower Blvd., White Hall, OH
43213, 235-2020.

lor P-blitz, AK, Blitz, Fr. 40, 1776, R-war. Club
meetings every week. AH and non-AH pames.
Jerry Murphy, 2824 Coddington Ave., Bronx,

¥ 161 (212)5Y 24952
mﬁé:m:n callege adull player wants [

opponents for 1776, Guad,, and dozens of other
titles of many publishers. Mo pbm or
minigtures, Thomas Hilton, 252-T#@h St
Brooklyn, NY 11209, TE6-0S30.

or Sale Lo Bighesl bidder: Conlrantamion,
Getiys., Hex, Vietnam. Minimum bids are
515, $15., respectively. Laurence Rusiccki, 34
Sharan St., Brooklyn, NY 11211, EVI-3970,

inted: Complete, pocd condiiion Anee and
Biscnarek, Will sccept lowest priceasked, Please
contact by Jume 1K Curtis Starr Cook, Cole
Rd.. R1. 2, Carthage, NY 13619, (315)493-1740.

Pl Waterlooand AR with val ¥
Will spike your cannons! Kick sand in your
face! May even win! 1 also want fif BAD! Boh

Kalinowski, 7 Saratoga St., Commack, NY
117238, 343-H537.

Wl buy or trade Tor new Anzio. S0l wan
Gests. ( Hex} Counters, will purchise back issues
of General Want info on miniatures, preferably
Anzie. John D'Addario, 35 Greenbush 51,
Conlband, NY 13045, {627) 753-0614.

Fil only. Average player in mi s, Can only
be reached by phone on Tues. and Wed.
between noon and | MM, Tom Spirito,
Dawnsville, NY 13755, (#ITIR65-6533,

Player of High School age. Own 24 AH
Wargames, Wish Nt for any games. Wish ta huy
out of print AH games and any discount games.
Steven Van Schultz, 220 Clay Pitts Rd.. East
Northport, NY 11731, (51613684717,
Fverage adull seeks pbm opponents [or Bulge.
Blitz'Kg. Quick answer 10 all letters. For sale,
mew Panzerblite with us-used phm kit S11, New
Luft. without kit 38 Ted Fazio, 42409 Ithaca
S, Elmburst, NY 11373,

Tulge, Alrika Korps and  D-Day
Stalingrad, 1776, Midway, 1940, Waterdoo,
Bismarck, eaffe, Riski. Eric MeCluskey. 74
Wicks Ct., Hicksville, NY 11801

Want tosell Tuland and Gruadaleanal. Will play
Bl PeBlitz, Lufwaffe, France 40, Bulpe, AK
and 1776, Want to lind aut aboul pbm kits.
John Zirkel. 34 Fountpin St Hicksville, NY
11801, WES-5014,

Wish 1o irade goad 1914 Tor Gecanal. Willsell
have 1. Douglas Meurs. 2| Rosa La.. Hurley,
NY 12443, 3359481,

Will Buy any reasonable priced games. Will sel
to highest bidder, Anzio. Bismarck, Guad. and
1914, Will play Bf in lthaca area Cregory
Rubin. 806 M. Aurcra St. Ithaca, NY 14330,
273-6569.

Wanted: Fif_opponents for Tactic 11, Get-
tyshurg or Waterloo. Any clubs around? All
requests answered promptly, Leonard Tomson,
141-61 Coolidge Ave., Tamaica, NY 11435, T35
6921,

Navice player of 13 wants pbm opponents for
O-burg and K-splel. Have no Kits bat willing 1o
buy half of yours. Mark Milem, 2¢ Birchwood
Terr., Nanoet, NY 10554,

Giaad adull player, age 25, wants pbm or Bl
and Pz Blitz. Have pbm kits. Will if also. Want
Aif for 1776 and aleo have ideas for phmin 1776,
\\‘ﬂ'l trade brand new R-War for Exes. cond,

v of AH Basehall {1972 revised ed. anly).
\A'I|| answer all letters, Thomas J, Agnelln, Jr.,
542 W. 112th S0, Apl 9M, New York, NY
1025, B66425.

Anzio for sale. Excelleni condition,
primary Axis unit missing. Alsa have twa 1914
and G-canal, all four unused. brand new, may
sell depending on offers. E. James Harsney, 24
Benton Ave., Youngstown, OH 44515,
actics 11 rul ettyshurg

OFs inch mut, ete.) Rules tine record card holr
order Appearance Cards & more(!) Originai
parts Lo trade for complete Anzio, 2it, John E
Butler, 517 LN Lauman Ave., Fort Sill, OK

T3503, (405)351-2446.
Fil or pbm Panzerblitz, LultwalTe, or France

1940, Steven 1. Beare, P.O. Bax 4, McAlester,
OK 74501, {918)426-0352,
For Sale: 12 Avalon Hill games. No peces
missing. Write for [ist. Origins is the anly non-
war game. Half price plus postage. Randy
Welsh, 44 Country Club Cir.. Midwest City,
QK 73110,
Average adull gamer steks opponcnis (or (1
play. Almast any land board game. Write or
call. Ed King. Drop vour ald Ruf nek buddy o
Line. Nathan Mitchell, P.O. Box 1305, Norman,
OK 7369, 121-0659.

anted: Anzio. Nick Benton, 4949 South B4ih
E. Place, Tubsa, OK 74145, 627-4196,

AH games. Wil learn new games, Answer all
{etters, Dale Smoak, 4213 Havana Cr., Colum-
bia, SC 20306, 787-7771.

trade new condition Al ANAREmsn
garne pow apparenly out of print for new 1776,
Gettyshurg,  France 40, Luftwaffe. Rupert’
Thompson, 6209 Olde Knaght, Columbia, SC
20209, T6-T636,
Average High School player wants opponents
for vbm-dll Alrika Kur)ls. LuftwalTe, G-canal,
R's-war, Midway, 1914, Buy Jutland, Anzio,
Bismarck, U-Boa . Charles Brackney, 515 Sher-
man St., Sturgis, S0 STTES, (H05)347-3804,
Wanit apponents Tor pbm Bulge. | have no phet
Kit, Also Richi. Midway. Want to buy used
Panzerblitz or upwm!lly Jutland. Send offers
first. Phil Fischer, 1444 Willard St., Sturgis, S0

TT85, (605)347-3498,
Any one read the General in Joeton, Greenbrier,
ar Springliekd area? Call me. Clyde Sprinkles,
i, 2 Greenbrier, TN ]70]1, ]&1—
actics 11 o a y Citizens

dand Radio. Call KI‘RD&&] CH '|3 after 900
p.m. 1§ within 150 miles this city.” Howdy
FCCH! Bil Stewart 3387 Steve, No. 6,
M his, TN 38111 743-3177.
I'li oppanenl wanted in FL W, Dl Area for R—
‘war. 1 am interested in joining or forming AH
wmy\mmsgrwp Please contacs: Cecil Brewer.,”

Tiaod pliyer Tooking for expm compelition i
h by

1714 Vall . 116, Arlington, TX 76013,
65- 7862

phm S-prad, | wse o 4-3-6repl.
attack factors. Equal but friendly opposition
needed. Bill Armstrong, Rt. 3, Box 1630, Spdd.
Bend, OR 97701
Avernge player [26) wanis mature pbm op-
penents for AK, S-prad, W-lon, Bulge. 1 play
for fun, oot blood, but won't guit when behingd
{desire same), Steve Wojnhn, JZST N
Jackson, Corvallis. OR 97330, 753
Collectors item! Board only lor O \ I'LI( 1l
published abowt 1940, by Parker Bros., goac
shape. First check lor S4L00 pets. Abso Francg
1940, for SB00. Jay Reese, 3235 W. ITth
Eupene, OR 97402, 3430834,
Willing 1o trade World War 11 in excellen
condition Tor U-Boat, must also be in exeellen
condition, Duane MeNulty, 16702 5. Annett
Oregon City, R 97045,
Interested in [t or phone play wiih persors b
Portland area, have AK, Stalin,, Fr. #0. D-day
have played athers. Michael Sperou, 943% NE
Prescott, Portland, OR 97220, 255576,
Will fif anyene in A-Korps, Tactics I Wil
learn wargame that you have. Like to joir
Wargame Club in area, Have new way 1o play
Tactle 11 Stephen M. Zeber, High St
Berryshurp, PA 17005, 362-8040.
No other person to phay! Join a club and play
every week. Take turns as host. Play all AH
games, Call or cantact; Dave Sherrange, 5830
Meodiam Dr., Erie, PA 16509, 8564-4788,
Phm opponents wanted Tor Chess and 107 T
following war games, D-Day, Afrika Korps.
Gettysburg,  Stalingrad,  and  Panzerblitn.
jarold Roberts, 45 5. Broad Min. Ave.
Erackyille, PA 17931,
My 9mm Napoleanlc roops are geming resthess!
Are there any PAA miniatures buffs out there?
(Or most AH games [f or phm). Eric Brasius.
520 Georgian Rd., Glenside, PA 19038, 887
9522,

Fii oppencmts for  Panzerblitz, Luftwaffe.
Blitzkrieg, D-day and Afrika Korpe Alsa into
table-top wargaming with miniatures. Everell
Hammacher, Je.. 1396 Ford Ave, Harrishurg.,
PA 17109, ITITIEJS 65[2
The Hershey

Club Lhallnnp,cx all Iulm 1c|aoo|. colkue and

Sale: Bulpe, used once, Units organized for (s
setup in small convenient boxes. | iy postage,
$7.00. Also seek info from ANYONE O pbm [
Blite. Mike Hetzel, 1243 .

" Central &
Eastern PA, northern M) and MDD to 2 wargame
meel. Contact: Jack C. Themas, 409 Cocoa

Ave, Hershey, PA 17033, (717) 533-G616.

Orchard Park, NY 14127, {716)662-5130.

Mt vour deom in AR, B-kricg, W-loo, S-prad
Rl Red in B-kriep, Russian in S-grad, German
in AK, Mapaleon in W-lao, Gel ready to et
beat! David Gray, 6065 Inwend CL., North, 51,
Paul, MN 55109, 777-7299.

ATTH: Wanted pbm for Pz-Blitz, Lultwaffe, K-
Spiel. Also will sell {or trade) Outdoor Susvival,
Starting bid $6.00. No bids after June I6.
(Postmarked by June 16), Dana Brussel, 18
Blvd., Plainview, NY 11803, 938~

Wish 1o buy Jiriland and Bismarck ganees. Alio
Tac-I1 and Anzio pbm Kits. Send price and
condition within two weeks of reesipt of
General, Randall C, Harmelink, 48 5. Winthrop
5., St Paul, MN S511%. 7354455,

Phm P-Hitz wante uy the Kt Have no
PrEVius £X. butqmckto]enm Ithink I'm good,
ot don't know, try me. Tim Kozen, 2528 Lydia,
51 Pagl, MN 55113, 633-5715

Average opponent near age 13- wanted to play
Boof B, AK, D-day, S-grad, Tac and K-speil itf
only. Mark Palagi, 2124 Oregon Ave., Butte,
MT 59701, T92-4026.

Wami Anzig, If in goad condition, with all
ariginal parts | will pay almost anything Am
alse interested in Jutlnd. Make offer, all letters
answered, Robert Larson, B0 Joseph St
Omaha, NB 68124, {402)391-3635.

‘Have small prinfing operation. LOoKing (o pul
to hobby's use, Be detailed nhaut project and

prepare  to support  bosic  costs, Roger
Robitaille, Boston Post Rd.. Amherst, NH
3031, 6735144,

‘ant nzie, U-boat, Bismarck,

pay any rensonahle price. Phen G-canal, i ror
any AH pames. Frank 1 Marnell, 118 N
Brighton  Ave., Atlantic City, NJ 08401,
{609)345-45016,

Average player wants (1] opponents Tor AK 5-
prad, Luft, and Midway. Keith Vine, 523
Austin Ave., Barrington, M1 08007, 54? 2"?‘?
For Sake: Brand new G-burg 3600, Da
Arcure, P.O. Box 59, Chester, N1 07930, an
T3RT.

Pbm L-waffe, 19147 All Jetters answered. | have
kits. John Trosky, 459 Wayne 51, Jersey Clty,

NJ 07306, (201p433-1156. —

‘Average player of Jr. Hi Ape wishes pbm
apponents for Afrika Korps, Prefer allies, but
will be axis. 1 will tear you 1o ity bits, Gary
McLean, 41 Virginia Ave, Manasguan, NI
QBT 36

Join our phm club and find that nght oppenent,
scarce game, of General, Qur ‘vine also needs
articles, game wleas, graphics, gamemasters.
contestants, Write; Michael 1. Stephens,
Pickwick Apts.. C-15, Maple Shade, NJ 08052,
Would Tike members far aew oo

Also request fif players for S-grad, BIl[l (‘nns
Ward, 1740 Banps Ave., Meptune, NI 07753,
1747043, g
Diesire pbm opponent in “Bhod” P-BIAz, alse
referee. Rubes in Generad Vol 10, No. 4. Both
must understand game and rules, Like 1o be
Germans. Dstin Koellhoffer, 49 Parkview

a\\\cmgp High school aged player needing op-
ponents inoall AH games. Fhm or 1. Warting
10 buy good condition Anzio ar 1914, Answers
all letters. Machael Wezel, Traver Road, Plea-
sant Valley, NY 12569,
T would Tike ta Tearn w16 play Fanzer BIiE, 1
have the game, bul can’t understand it Please
contact me. Also have Richthafen's War. John
I-mncrly |39 Brooklea Dw.. Rochester, NY¢
14624, 24
Havice le goa} player adull (23] wanks
PxBlitz opponent only, will pbm. George
Linskes, 317 Sea Cull Ave., Senclilf, NY (L1}
LI57Y, {516)676-2568.
Avernge player of 1115, wishes 1o do batlle in
D-day, Waterloo, Will learn Richtofen's War
and Bulge. Joseph Lunmievice, 4 Lucille Dy
136,

Syosset, NY 11791, 92 3
"idama' Anzio phm shesis and parts ta copy.
Please belp. Will buy such kits, Help me design.
phm system far Drang Nach Osten. Replies
aswered. George Funkhowser, PO, Box 34,
Waterford, NY 12188, [318)274-3183,

anted pl Tigng WW Il Howard
Shapire, 1834 Brookdale St Yorkiown
Heights, NY 10598, (914)462-3358.

wenty-Tive veor old has-besn wishes to make
cameback in D-Day (pbe). Prefer ‘61 version,
but have 63 rules soa. John Vinal, Rt. [, Bax 21-
N, Belmont, NC 28012, 823-594%

Desire 1] or pham apponents far 2l AH games.
except Rewar and Bkrieg. Al inguiries
answered. David E. Stephens, Ri |, Box 38,
Enst Bend, NC 27018,

Noviee will pben R-war, P-blitz, B-kreg, 1914,
Have phm kit far P-Blitz only. Will play sither

side, any situation. Jacky Lee, Route 2. Elon

College, NC 27244, 584-8507.

Wargamers clubs in NCY Phm K-spicl, B-Rrieg.

Have own phem sys for Kspiel, Will pay hall for

pben kit B-krieg, also pbm chess. Robert

Chenoweth, 207-E Montrase Dr., Greensboro,

NC 27407, 855-0123.

Wanted Volume I, Nos, 1thro 6ol The General,

will pay any rensonable price. J. T. McAniff, 111,

105 Harbord Dr., Belleaw W, Trl. Pk, Midway

Park, NC 28544, (919) 3530532

Anyane my area fif 1914, Bhtzkrieg, Bolge,

Richtofen, Kriegspiel, Luftwaffe, Panzerblitz or

uny you have. B. P. Smith, 2344 Dawnlight,

Columbus. OH 43211, 471-3613,

Falr player needs 0if S-prad, A

Steve Marsh, 2076 Hanaver Rd., Luna oH

4S80S,

‘Anyone interested in playing 1776 phm? Came
paign game only. Choose sde, Also pbm A-
korps, W-loo, Rewnr, Gehurg, 1914, All lewters
answered. Richard Dengel. 334 East Essex
Ave, Lansdowne, PA 19050, 284-1810.
Jutland. pood condition withom _advanced
rules. Wish 1o trade for Anzie. Fif most AH

games in Lancaster Coonty. Don Detbler, 110
Wnods Dir., Lititz, PA 17343, 6260511
Wil pbm B-krieg, Tactics. Anyone intercsted in
Ancient Battles? Also will play Chess by mail.
Craig Henry, R.DL | Markleton, PA 15551,
(8 14)926-0BE.
T therc anyons in the Meadville or Crawford
County area? If so, please contact me, Will play
all games. Rick Hayek, R.D. I. DeVore Rd.,
Mcadvlllc PA IGSSS (814)335-2644,

amted: Info on clubs in Berwick and
Bloomsburg area. Will help start club if there
are none. Also (1 or pbm vietims in P-blitz. B-
krisg, 1914, A, Korps, and G-hurg {square) Jefl
Miller, Valley View Dr.. Milllinville, PA 18631,
7591529,
Opponents wanted for Blitzkrieg, il or phm.
Jim Klmg 56, Main St.. Mt Wolf, PA IB-U
Average  adull  desires [ anent  Tor
LuftwafTe in Beaver County or Pittsburgh P&
arex. Anyone interested in & wargnme club.
Jumes McGowan, 1443 Third Ave., New
Brighton, PA 15066, B47-0674.
rﬁ% BALL: Would [Ke to organize a 1t AH

‘gathall Strategy keague for interested adults in

NE Phil adelphla area and vidinity for Sept, "74.
Call 722-3769, ask lor Bob. {If ene already

exists, conact me.}
Tired of pushing ship counters over the rug?

Maval enthusiost would like 1o purchase

Jutland. Bismarck, U-Beat. Send price and
pame lor sale toc 1. Medby, 1307 W, Roosevelt,

P|||Ia PA 19140, GL7-0233,

FLL players n Phully arca. HIgh school or Jr.

high schaal. Will play my game or yaurs, Call

Quickly! Mark  Melson, BI85 Fayette,

Philadelphia, PA 19150, LIS-2097.
SleT T will sell wred 1914, used Bulge, unused

Anzio, G-eanal, | pay postage, | wauld like 1o
arganize Pillsburgh wargame clob, Comact:
Malcolm  Whitman, 5440 Aylesbro  Ave,
Pinsburgh. PA 15217, 681-6774,

“Adult, average ability desives (1 o7 G-burg, W-
loo, M-way, Tactics and Sernbble. Bruce Allan
Brinser, Gerlufl B Schwenksville, PA 19473,
{215)287-901 3.

Flay all AH Tand war gimes. Know more
armers, Adult will pive good pame. Stanley A,
Sitko, 156 New Mallery, Wilkes-Barre, PA
LE702, &22-9008,

Taking offers lor Brmarck, G-canal, U-boat, in
store condition. May not sell them s
on offers. Any gamers in Wilkes-Barre area?
Edward F. Snarski, 11, 33 Hillman 51, Wilkes-

&

Wanted: U-hoai, Bismarck, Clvil War or

Chancellorsvilke. Will buy at reasonable price.

Will trade Jutland for any of thess games.

Clayten Smith, #8431 Creekwood, Dallas, TX
-

(75228, 7203,

il trace Fospiel ar 1918 (or U-boat or G-canal
'BOTH are in good condition. Billy McCurry,
3732 Earles, Fort Worth, TX 76117, 834-0650.
Complete U-Boat for sale for highess bidder.
Grant Gist, 18603 Carriage C1., Houston, TX'
77058, 3334488,

Siek pood oul of print games. Will sell or Trade.
mum Jullamj Need cond. Bismarck & U-
uy R, Gullion, 3800 Waubun, Marshall,
T ’( ?561‘{\ (214)938-3858.
Wall trade Bulge for Jutland, K-spicl o Lult.
Wlay sell, but rather trade. Also Ave, War gemer
wish 10 p1ay fif. Jahn Peckinson, 2104 Forest
Hill Rd.., ¢ il VA 22307, 768-2819.
Experienced adult player sccks phm opponent
for Anzio, will play either sde, desire skilled
apponent with repsonable ntitude. Donakl
Egan, 3305 Cannonpate Rd.. 2. Fairfax, VA
I, (TOXSTI7594.
Wish 10 MAKE COTRACT WITh Wargaming club in
Northern VA area. Leave message if not home
when you call. Ted Arnd, 3303 Graham Rd..
Falls Church, VA 23042, {703)360-0691.
Attention Allied wargamers! Here's a Wehr-
macht and Luft commander for you. I'll phm-
Luft, AK and Detay as the Geensan, David
Emerick, Rowe 1. Warrenton, VA 22184,

l?mm 054
\lcrw player wants phm in 1914, 1776 (Cam-

paign pame} R War (Campaign  game)
Luﬁwnrre (Advanced pame). R Lee Mayhew,
306 First. Radford, VA 24141, 635-2643.
Desperately wamcd opponents far Fro 4l D-
day, All phm. Willing 1o pbm B-krieg ako,
Mark Tomas, 508 David Dr., Bremerion, WA
GBI 10, 4T9-2397,

Phm kit now available lor AH Midway game.
Send stamped Self-addressed envelope and one
dollar for rules. Thomas Zyzak, 31260 1Tth
Ave, 5, W, Federal Way, WA 98002, 33-18300
Will ref blind pbm; fif Phlitz, Large scale phm
setup sheet and inlo for liese or 15 cents in
stamps. Mike Prime, 1507 5. 24Ind, Keml WA

30

GBO31, (N4 3500, ¥
Wﬁﬁm rning novice, Tagh school age, will
phen S-prad, W-loo, Midway, Bah B Need help
with 1914, Alsa {if persons in and near Pullman- |
Moscow area. Tim Paul, SW 615 Dawnview
Cr. Pullman, WA 99163, 567-5021.
To my past 0pToncms. | have finished night
school. Frank o Hawall, Dector in California |
would liks a second Bradlord 5. Nelson,
1138 1th Ave., Scattle, WA 98102
Experienced phm oppanents wanied cither sid.
Waterloo, Blitzkrieg, Luftwalfe, Anzio, Alrika
Korps, Bulge, others, Also have over 30 gnmes
for fif play, will lr.m:l Tom Hazlett, & Echo
r, 3, (I04)242-251 2.

Will pbm France mn ar Pz, Alsa 1 A
karps, Midway, Bulgs, Rewar. Al letters
answered. Peter Wickert, 2021 Hickory Ct..
Appletan, W 54911, T3-6387.
Achtong! [ am interesied n mulli-player
Richthofen's War, any clubs arcund? S
Waolfpang von Streill, 18435 Harvest La.
B:mokheld W1 53005, 786-5602,

“wargamers in arca, FIl S-prad, AR
'Jac 11, K-spiel, Deday. Bulge, P-bliz and L-.
wauffe. Average Jr. high school player. Form
luh, John Westhy, 106 High 50, Deerfield, W1
53531, T64-5244,
High school student desires ftl or phm in 5-
grnd, Af-korps B-krieg. Am beginner, Ward
Flora, Ri, 3, Marksesan, W1 53946, 398-2420,
1 have Chancellorsville but need ene marker,
penioan hridge. [ am sure that someone must
bave an extra | will pny nny reasonable price.

Michael Knauz, 2810 W. Forest Hm.
Milwaukes, Wi 53215, 383-2R18.
Wanied: | {oBe} Copy uiland_and, or

Bismarck. Wil pay any reasonable price, will
also pay postage. | must have these pames. Pl
Clarry, 44 Beaverbrook Ave., Islington, On-
Lario, Canada MYB 2N3, (416)233-6058.
Hismarck or (rade (or Alnka Karps, Has
advanced counters. Sell Jutland of trade for
Lufiwalfe or Anzic, Both games used only once.
Derek Lenard, 3916 W, 23 Ave,. Vancouver,'
B.C.. Canada V65 112, 224-1484,
“Try your srenpih agains international com-
petition! Europe’s bigpest  Diplomacy  zine
“Dalchstess” opening wargames section! We
arrange tournaments. dis rolls, propagunda
releases and much more! Write: Nicholas
Palmer, Lehwaldsvej 3, g, DR-2800 Lynghy,
Denmark,
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