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Avalon Hill Philosophy Part 4§

We would be remiss if we did not thank all of
you who wrote in congratulating us on the
quality (and quantity) of the new games. We wish
we had the time to answer each of your letters
personally but such is not the case. Special thanks
are in order for the hundreds who expressed their
confidence in A.H, products to the tune of $50
orders. We hope the games brightened your
Christmas as much as your words of praise did
ours.

The great success of the mail order line has
guaranteed that you'll see a similar offering from
us next fall. It has also ousted one of its number
by its very success. Panzer Leader has been just
too overwhelmingly received to maintain as a
mail-order-only item. Its popularity has even
surpassed that of Third Reich. Therefore, begin-
ning in February it will be transferred to the
retail line as our spring release and you can begin
looking for it in local stores. Do not hassle your
local dealer for the mail-order-only titles though
because he’ll be unable to stock them. Eventu-
ally, two of the present retail games will be
dropped into mail-order-only status to take its
place. In addition, we hope to increase the mail
order division by 2-4 titles next fall, and will
keep you posted as to progress along those lines.

The Chancellorsville special offer of a free set
of original version counters to the first 500
purchasers of the game has long since faded into
history, But that was so popular we decided to
institute another “bonus buy”. To all purchasers
of Jutland in the next month who request them,
we'll include a free set of original version Jutland
rules and manual. This offer is valid only as long
as the supply lasts. |f well received, we may
follow up this offer with a similar one for Anzio
next issue.

Response to the announcement of ORIGINS |
(our first wargaming convention) has also been
quite flattering with interest running high from
many quarters. A number of new events are in the
process of being added sponsored by a variety of
companies. We've also made arrangements for a
unique line of awards for each of the competi-
tions consisting of hexagonal plagues. We believe
these will be a long remembered and instantly
recognized keepsake of a fine effort in a great
event, We'll keep you informed as new plans are
finalized.

But all was not roses. The new detailed A.H.
catalog which we promised you within 2 weeks of
receipt of your last GENERAL was delayed due
to press of more important matters — such as
keeping up to date on shipping the unexpected
huge demand for our new games. That took
manpower, manpower we really didn't have.
Everyone, from the vice-president on down was
pressed into service over in the mail-order depart-
ment. Thus, the people who usually prepare the
catalog didn’t have time to prepare the catalog.
The effect of this delay means that many of you
will be getting the catalog when it is already
obsolete price-wise. So when placing orders on
the new order form stapled within the catalog we
suggest you follow the instructions given and add
10% to the purchase price of all parts. Any
overages will be refunded. All the bookcase games

were raised to $10 and all the flat box games
raised to $8.00 with the exception of TACTICS I/
which remains at $5.00. It will probably take
a while for these price increases to be reflected at
retail outlets but they are inevitable and we did
warn you they were coming. We apologize for the
colossal inconvenience caused by all of this but
believe us when we say your disappointment is no
greater than our own.

The games are not the only items to feel the
bite of inflation. We're sorry to say that the
GENERAL has held the price line for the last
time. Beginning with Volume 12 new sub-
scription rates will go into effect. After 11 years
of operating on a $5.00 fee constantly declining
in buying value while quadrupling the size of the
magazine, we've been forced to give way to rising
costs, Expected postal rate hikes in the coming
year were the last straw, Therefore, as of May 1st
the going rate of a subscription will be $7.50 per
year with a two year subscription available for
$12.00. Single copy and back issue rates will
increase to $1.50. All $5.00 subscriptions re-
ceived after May 1st will be treated as 4 issue
“trial subscriptions”, Renewals received before
May 1st will receive the full 6 issue extension. A
$10 subscription before May 1st will earn a 12
issue renewal and so on,

Incidentally, every month we are bombarded
with complaints about the late delivery of the
magazine. You're in the same boat everyone else
is — everyone’s magazine is mailed on the same
day — often in the closing weeks of the second
month. Thus, it is a trifle unrealistic to get one
magazine on February 28th and expect the next
one to be on time a week later. It takes a good
two months to get one of these things ready and
if one issue is late you can pretty much expect
the next one to be also. The mail order line has
cut in on everyone's time around here and it is
going to take a while for us to get back to
normal, As a case in point, the question and
answer mail hasn't been done in 3 weeks and will
probably sit a while longer before we can get to
it. Putting out 7 games at once quite naturally
multiplied the volume of this mail many times.
We plan to organize all the Third Reich and
Panzer Leader queries into an article format for
the next issue so do us a favor and hold off on
your guestions until then, All of the commonly
asked questions will be covered — even many of
those already answered in the rules. If you still
have guestions after this presentation then feel
free to send them in.

The December General proved to be our most
popular issue yet with a 2.64 rating, despite those
who disliked the predominance of Panzerblitz
material. This was due in no small part to the
efforts of Larry McAneny, Bruno Sinigaglio, Jim
Hamilton, and Lew Pulsipher who worked so
hard to make it a success. The ratings on the
1200 point maximum scoring system were as
follows:

The Pieces of Panzerblitz ......... e 507
Beyond Situation 13 .. .............. 256

Continued on Page 28
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WATERLOO -
The 1704

Yersion

THE UNFOUGHT WATERLOO
by Robert S. Sledge

Louis X1V of France was the child of luck, born
unto the right nation at the right time. For the first
time in many vears France was at peace, within her
horders and with her traditional enemies—the
Hapsburgs. Louis' predecessors had built roads,
canals. and bridges, making France’s communica-
tion system the best in Europe. And what it lacked in
a common language and political system, he more
than made up for with the prestige of the Crown. He
made his people feel that he—the King was
somehow a symbol of their common “Frenchness”.
The greatness he inspired was reflected upon them
all; and it is with his usual lack of modesty that he
declares *L'etat c’est moi!’ (1 am the State).

He expanded the Crown’s influence at the
expense of the nobles, who had been so troublesome
in the past. Depriving them of their political
function, they were left with only their social and
cconomic privileges and their military careers. Yet
they crowded around the monarch at his splendid
new palace of Versailles; acres of beautiful gardens
surrounding a palace that housed a court of 10,000
nobles and their families, followers, and servants,
“So completely did Louis make Versailles the center
of French social life that everything else in Europe
seemed provineial, from the private country houses
of the French nobles, to the courts of all other
monarchs. The proper standard of sophisticated
behaviour for all of Europe was set here; how to
dress. what to read, what games to play, and what
music to listen to. At every court with a pretense to
gentility the master and mistress would ask what
Versailles did before deciding.”

Yet this proud picture of France and Louis X1V
at their height of power and glory had one
dangerous flaw. Louis was ambitious; ambitious to
a fault. Not content with the natural borders of
security on the Rhine and the Low countries, he
dreamed of expansion in ltaly, India, and the New
World: and his dream was answered by a disruption
in the Spanish line of succession. Louis' brother in
law, Charles 11 of Spain, had no heir to claim the
title of the vast Spanish possessions that included
most of South and Central America as well as the
prosperous Spanish Netherlands. In  his will,
Charles 11 proclaimed that Louis’ grandson Philip
would obtain all; and when the old man died in
1700, Louis could not resist temptation; he
promptly announced Philip V king of Spain.
Almost immediately England, Holland, the Empire
and the German states with the exception of Bavaria
and Cologne, joined in a Grand Alliance against
France and Spain, It was 1701. The war of the
Spanish Succession was on,

It is best to step back now and get an overview of
the opposing powers. France and Spain in 1701
were not unlike Germany and Austriain 1914—they
had interior lines of communication and could
strike outward in several directions; Lowlands,
Rhineland, Italy. The French army was by far the
superior and played a role to its Spanish ally much
the same as Germany was to play for Austria in the
First World War. Louis X1V in his autocracy could
plan the campaigns in all secrecy without domestic
interference from politicians and special interest
groups. He was a rather capable strategist, and
lucky in that he had a good Minister of War

(Louvois) and several excellent marshalls; Villars
Vendome, and Villeroy. The army was uniform,
highly disciplined, and filled with an elan from past
success.

The Allies, on the other hand, were loosely
joined together by necessity. They feared the
dominance of France but that did not keep them
from jumping ateach other’s throat. On the seas, the
English and Dutch fleets were by far superior; but
the Mediterranean was still solidly French. For that
reason supplies and communications to the Empire
were tenuous at best. English and Dutch troops
were a reliable formidable force, those of the Empire
adequate, and troops from the German states often
insubstantial. The routes by which they could pierce
the French frontier were not so numerous as first
seems evident. An army of 60,000 to 100,000 men in
those days needed constantly to move through
fertile lands. If supplies and dry forage were to be
brought along, the best way was by river or canal.
As a matter of fact, the great rivers of Europe were
the railways of war. Thus every major juncture of
rivers and canals were barred by elaborate for-
tresses. And though the Allies had a superiority in
numbers, France began with a windfall advantage;
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the vast Fortress Zone (with the key exception of
Maestricht) in the Spanish Netherlands was turned
over to them before hostilities began.

These fortresses were marvels of modern
engineering, Thick walls and palisades guarded by a
large ditch, converging fields of fire for the guns,
and storerooms vast enough for a years supplies
combined to give them the impression of a land
battleship. If resolutely defended by its garrison, a
fortress could withstand an enemy force 10 times its
number for a vear or more! In addition to the 30
large fortresses the French controlled, Louis had
Vauban, the chief engineer of his day, construet a
continuous series of smaller fortifications alonga 70
mile crescent from Antwerp to Namur. These “Lines
of Brabant™, finished just in time for 1701, with their
entrenchments, palisades, and inundations, fairly
bristled toward the enemy. They were in fact a
miniature Maginot Line. If properly backed up by a
field army, it was deemed the enemy would suffer no
less than 10,000 casualties in just breaching the line.

This 18th century war was curiously like no
other in the history of Western man. We might
almost call it civilized. The previous generation of
soldiers in the Thirty Years War were more often
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than not just a disorderly band of thugs roaming
about the countryside. Often their whole family
would travel with them; and if the opposition paid
more, it was no major obstacle to join the former
enemy. Brigandage and slaughter of innocent
civilians was the order of the day. Between 1618 and
1648, eight million Germans disappeared from the
face of the earth. It was warfare at its worst.

The soldier of 1701 on the other hand was a
professional. Highly disciplined and well trained,
his life was valued by his officer and government
alike, mainly because he was so expensive to train
and provide for. Issued with a percussion cap
smooth bore rifle, the soldier could expect to fire
effectively no more than 75-100 yds. His chief tool of
destruction was often the bayonet, and since a good
rifleman could get off perhaps two shots a minute,
things were usually decided at close quarters, There
were no higher formations in those days such as a
division or corps, even brigades were in the
experimental stage. And in the case of health care,
his best medicine if wounded was luck; even a minor
wound could prove fatal because of complications.

The cavalryman was the more dashing of the lot,
often a person of high birth. His main weapon was
the sword, except inthoseunits that used a lance.
Pistols were as yet cumbersome and mostly
ineffective. In addition to scouting ahead as the
“eyes of the army”, he could expect to reconnoiter
the enemy’s line, and in a cavalry engagement—it
was sword to sword combat with the intention of
driving the other from the field. Against infantry he
was best employed when they were losing cohesion;
a cavalry attack on faltering infantry could be
devastating, a cavalry attack on unbroken infantry
could be disastrous. Timing was the key to the
matter. The cavalryman could also dismount and
act as auxiliary infantry, not often employed, but
done if need be as by the French at the Battle of
Ramillies (May 23, 1706). The least desirable duty
was massing behind friendly infantry to keep them
from retiring, even if they were being cut to pieces by
murderous gunfire, as at the storming of the
Schellenburg in 1704,

Artillery of the day was becoming more mobile,
yet its effect was still less than perfect. Most often its
position was fixed at the beginning of battle and
then left stationary throughout. Scenes of caissons
and guns bounding along to an endangered section
of the line were a thing of the future. Grape shot
against massed infantry could be devastating, but
only if the gunners were backed up by sufficient

infantry. The really effective pieces of war were the
big guns, “Hawbitzers” and mortars, used in
reduction of fortresses. At the siege of Bonn, the
Allies used 90 large mortars and 500 smaller guns,
some with 6 and 8 inch bores, to fire day and night
from April through May, until the fortress and town
lay in ruins. It was exactly this kind of siege warfare
that the chief strategists of the day recognized as the
proper way to conduct war. This or that fortress
might fall, and slowly the army advanced—
protecting the besiegers from the opposing field
army. To out maneuver the besieger and threaten
his lines of communication could suspend a siege
and cause him to retire. A pitched battle between

field armies was out of the question! Especially since

professional soldiers were so costly. To paraphrase,

“War was too important to be left up to the generals,

it must be waged by gentlemen”.

But this very kind of siege warfare had a decisive
drawback; to besiege a fortress meant to divide your
forces and lose all offensive initiative. Even in
defense a marshall had to spread his troops thin to
garrison all the threatened sectors. Only one manin
1701 detected this flaw with clearsighted resolve—
and in the process left his mark upon history; John
Churchill.

The Duke of Marlborough (Churchill) was a
veteran of the previous war with France, but as yet
had not made his mark as a commander. But in that
very grevious year with the French massing upon
the borders of Holland, the Dutch made a bold
decision and accepted this English general as
Commander-In-Chief of all the forces in the
Northern theatre. He had very strange ideas for a
general of his time; nothing less than the destruction
of the French Northern Army in the field, and the
humbling of Louis XIV would do. In this contest of
world wide proportions, he was every bit up to the
matter of defying the Sun King.

At once Marlborough seized the initiative and
threatened to pin Marshall Boufflers 60,000 troops
against the important Allied fortress of Maestricht.
A decision was fast drawing near—battle or
retirement? The French chose to retire, Always he
forged on with the same resolve to bring a decision
by arms to one great battle; but the recalcitrant
Dutch oppossed one of his daring plans after
another. They were afraid to see their great army,
Holland’s only defense, wither away in a blood-
drenched few hours, such were battles in those days.
Within the space of four or five hours as many as ten
to twenty thousand men on each side could be
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casualties., But because of these very fears the
French were holding their own in the Low Lands
while actually winning in Italy and the Rhineland.
With the advent of Bavaria joining the French all of
Germany and the Empire were on the verge of
collapse. It seemed as if 500 vears of Imperial history
were about to crash down in ruins,

Marlborough quickly ascertained the situation
and in an epic march, cut his ties with the Channel
and marched at the head of 20,000 British troops
into the very heart of the continent. The French
were held in suspension on all fronts, mesmerized as
Winston Churchill calls it, “by this scarlet caterpil-
lar wending its way across the face of Europe.”

Marlborough gained a bridgehead across the
Danube at the Schellenburg by tactics more
conventional to our times than the 18th century.
Out of each battalion, 130 men were handpicked to
lead the attack as, in what today we would call,
“shock troops.” They literally raced ahead of the
main army at an amazing speed, 15 miles on bad
roads and then to a battle at 6 p.m. as dusk was
falling. This was unheard of! The defenders held
them off in vicious fighting, but this was Marlbor-
ough's intention; the enemy’s attention was sc
riveted by this daring and furious attack that they
weakened the rest of their front. Before they could
remedy their mistake, Allied German troops
crashed through the weakened sectors, annihilating
the defenders. Out of 14,000 men, barely 5,000
reached safety.

This tactic of dispersing the enemy by a violent
secondary attack, followed by a piercing main
thrust on the weakened sector was used successfully
by Marlborough in all his great battles. He pinned
the French and Bavarians to the hills at Blenheim
(August 13, 1704) and then crushed their center with
an infantry assault followed by waves of cavalry that
dispersed behind the enemy’s rear, cutting off
retreat. Of 60,000 French and Bavarians on the field
that morning, barely 16,000 made it back across the
Rhine.

The Unfought Waterloo:

Now we return to the Low Countries and the
cockpit of war. It is summer, 1705. Marlborough by
intricate maneuvering just outwitted the French
field army under Marshall Villeroy and pierced the
Lines of Brabant. They said it would cost 10,000
Allied casualties. It costs less than 100.

Even after this remarkable acheivement the
Dutch marshalls are afraid to let their magnificent
army do battle. Days creep by inexorably. The field
Deputies finally allow Marlborough “three marches
without summoning a war council.” He hopes by
these three marches to make a battle inevitable—
even for the Dutch. In scorching hot weather the
Allied Army swings down the road, clouds of dust
marring the sky. Cavalry patrols clatter through
villages and fields. On August [5th they pass
through Corbaix, on the 16th to Genappe and the
headwaters of the Dyle. The following morning they
are confidently heading north on the Brussels road
toward the small village of Waterloo.

Villeroy and the Elector of Bavaria, encamped
between Louvain and Brussels watch this movement
with amazement. He had marched clear across and
around their front and is coming on with supply and
siege trains. This is madness! He has cut his line of
communication with Liege against all rules of
military law. *We can attack this, but it is risky.
Well, he is coming on with a siege train—surely he
must be heading for the fortress of Dendermonde,
So we will send Crimaldi with 18 battalions and 12
squadrons to support Col. Pasteur at Waterloo. . .
and await events.'
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Marshal WVilleroy as depicted in a painting by
Hyacinthe Rigaud.

The Night of August 17-18; the confederate
advance guards brush aside Col. Pasteur before help
can arrive. Their infauntry advancing by night
toward Brussels, erowd the high road. Cavalry are
like shadowy ligures emerging from the misty dawn,
to “amuse the French army.”

Surely Marlborough is trying to maneuver
toward Brussels. *l confess to Your Majesty that the
choice is very difficult, because a single false step
draws with it the loss of the Low Countries. To
march toward Brussels is to abandon the position
which up to this time has saved Louvain, to stay here
is to lose Brussels and the larger part of the country
as well. To divide the army is impossible. It is
necessary to choose . . . between the loss of
Brussels or of Louvain, there being no middle
course.”

Well we must sacrilice Louvain!

I'he order is hardly given when the whole scene is
suddenly transformed. A column of hostile infantry
is marching upon the front—it is English infantry.
T'hey are not after Brussels because they come from
that quarter. Masses of infantry debouch from the
Forest de Soignies. They are about to do BATTLE!

‘For all our vigilance we are as astonished as
Marshall Tallard but a year ago at Blenheim.”

Our line drawn up around the Ysche stream
numbers but 76 battalions and 127 squadrons
{including Grimaldi who is too far afield to be of
much help). The enemy appears to be superiorinall
forces (in fact 100 battalions and 162 squadrons)
and has by his movements made us dangerously
overextended, Not the least of these is a large force
ol the enemy upon our right flank, who threaten to
turn us and march upon our rear. If they succeed in
this. all hope of retreat is doomed. We consider
retreat but the dangers of a flank march and
rearguard action are too great. So we fortify the
villages and wait,

At this point there occurs a scene rarely
witnessed in the annals of war. The Dutch Marshalls
pronounce that the confused and numerically
inferior enemy are by far too powerful to attack.
“Murder and massacre,” they mutter as they stand
around in a council of war, Try as he will, with
threats, logic, and pleas, Marlborough cannot shake
them from their obstinance. Shamefaced but
stubborn, they persist until what was a weak line of
desperate enemy, becomes a fortifcation. There is
na battle. It remains for another generation of
soldiers, fighting for different reasons to make the
name Waterloo immortal.

Conclusion:

An Allied victory in August 1705 would have
smashed the French forces in Belgium, It was too
late in the season for fielding another French force
there. The campaign of 1706 could have well been
the last as the Allies plunged on toward Paris
through the fertile plains of Artois and Picardy.
Instead they were faced with 8 more years of bitter
conflict and an indecisive peace. Hostilities would
cease mainly from mutual exhaustion.

THE UNFOUGHT WATERLOO
A Game Variant using the WATERLOO board

All WATERLOO rules except those noted
below remain the same.

STACKING: Units may stack only two high
(exception, see artillery rule). In astack of two, only
one unit may defend; il it is eliminated both go.
Artillery present ina stack may add to the defense of
the stack above and beyond the “only one defending
unit™ limit,

TOWNS: (such as Nivelles and Genappe)
Infantry add 2 to defense; cavalry add 1 while in
towns. These additions are per unit, not per stack.

ROAD MOVEMENT: On main roads, units
add two extra movement factors. On secondary
roads (dashed lines) they add one extra.

MOVEMENT AFTER COMBAT: When the
defender must abandon a square due to elimination,
exchange, or retreat attackers may move up Lo two
units into that square regardless of terrain and
enemy zones of control.

ARTILLERY: May stack upon two other units
in excess of the stacking rule and add to the stack
attacking factor. Only one artillery unit is allowed
per stack above normal stacking limits.

VICTORY POINTS: The French player gains
double the amount of points of each unit he moves
off board through Charleroi or the road that exits at
the Le Haine River, These points add toward
victory along with | point for each Allied lactor he
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has destroyed. The Allied player receives | point for
each French factor destroyed.

Leading Allied stack starts at 8th road square
just North of Ligne River, heading toward Quatre
Bras. (All units of Allied Army and Main French
Force cannot come on board in one turn, Some
must be left off for next turn.)

Example: A 5-4 that is eliminated is worth five
pts. to the victor. A French 5-4 that
exits through Charleroi or the Le Haine
Roud is worth 10 pts.

A NOTE ABOUT THE DESIGN:

Since there were no higher formations in the
armies of 1705, such as corps or divisions, I decided
to devise units as approximations. Each infantry
unit is roughly a composite of four battalions. Their
attack/defense factors are based mainly on the
performance and strength of various historical
units, As such I can’t give a designation to a unit
other than its nationality, and since these are just
approximations the figures cannot be exact. But |
found that using battalions and being historic
makes a lousy game —there are just too many units
involved, and stacking gets to be a real problem.

Also a key note; the action of August 18th took
place just to the north of the Forest de Soignies. So
it is assumed the French move a day early, and that
the Dutch aren’t so stubborn this time!

VICTORY CONDITIONS

FRENCH ALLIED
Marginal 45 pts. Marginal 60 pts.
Tactical 70 pts. Tactical 80 pts.
Decisive 90 pts. Decisive 106 pts.

&

ORDER OF BATTLE |
ALLIED ARMY FRENCH-BAVARIAN ARMY
e . Main force
three 7-4 British two 44 German - Tk '
four 54 three 34 e e
JE fwosiel6 three 2-6
e & ; 1L 1) one 1-6
] 1, three 5-3  Artillery one 5.4 Bavarian
two 64 Dutch one  4-3 one 4-4
five: 54 two 1-6
o e two 34 Spanish
f;fr: 16 : one 1-6 Netherland
~ “ = Ll L one 44 Bavarian
ame Number ; | e -3 At
' 112(3(4|5|6|7 two 5-3 Artillery
TIME - one 4-3
2pm Aug, 16 % two 2-4 Force at
4 pm one 1-6 Waterloo
6 pm %% two 5-4 Grimaldi’s
8 am Aug, 17 one 1-6 Force
10 am one 1-6 Cologne
12 am one 34
2 pm
4 pm
::;‘ T French Player moves first.
T * Grimaldi's force enters
e from Brussels road.
5 *% Main French force
LAz enters on cither road
4 pm ] through Forest de
6 pm Soignies.
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A DECADE WITH DAS AFRIKA KORPS

By Omar L. DeWitt

It has been eleven years since AFRIKA KORPS
first was published. It came out in 1964, along with
the first issue of the GENERA L. 1 still have the first
editions of both. In those days the GENERA L cost
only $4.98, Nowadays the cost has skyrocketed to
$5. What do we get for the 2¢? All we get is 34 pages
(instead of 12), color, illustrations, and five times as
much printed material. Gone are those Y4-page
pictures of Carl Knabe and Louis Zocchi (who is
Louis Zocchi?). Gone are the tips on winning by the
Sage Sarge: “Smoke heavily . . . Drum your fingers
on the table while you whistle a tuneless off-key
piece of nonsense during his turn . . . etc.” Goneare
the days when being a subscriber to the GENERAL
put you in a select group—there were only 72 of us
listed in that first issue. Times change.

Those were also the days when the publication of
a new game was a real event. There had not been a
new game for almost a year, and we would open the
box somewhat reverently, inhaling that special new-
AH-game odor (second in favor only to new-car
odor). After slowly separating the unit counters, we
would start devouring the rules.

AFRIKA KORPS, although it has changed
slightly from the original version, has passed the test
of time. After eleven years it is still going strong. |
have been playing it all of those eleven years, and |
still enjoy it. L enjoy it for the reason I think anyone
enjoys a particular game: | win most of the
AFRIKA KORPS games | play. Other people may
say they like a game for other reasons, but | just
cannot see someone liking STALINGRAD best of
all after he has lost 27 games in a row. I lose games,
too. | recently finished a game as the Germans in
which I did not receive a supply unit for six turnsina
row. The odds of that happening were | in 324,
Suddenly those ineffective 1-1-6's turned into
attacking hordes; it was like a nightmare. But that
makes it interesting; the games are all different.

In a decade of playing, | have picked up a few
items that may be of general interest, and | have
accumulated (since 1 play most of my games by
mail) a few “problems” that might be of interest.

Opening Moves

Bengasi The 2/2 S.G. unit is the newest looking unit
in my AFRIKA KORPS box. While some of the
other units have the printing almost worn away, this
unit is still shiny. That is because it starts every
game in Bengasi and leaves the game after the
second turn, All German players | have seen isolate
Bengasi on Turn . Different players have different
plans, but the approach 1 like best is as follows:
using the Rommel bonus and moving cross country
from W-9 to S-9, Ariete can move to H-3 and the
slower Italians to J-3 (see Fig. 1). Elements of the
21st Division could be used to completely seal off
Bengasi, but they are better employed elsewhere.
The British have two options, then, They can move
the 1-1-7 out of Bengasi to G-2 and attack Ariete at
1-5. in which case it has one chance in three of being
retreated to F-3 and tying down those Italians for
two more turns. Or, they can leave the unit in
Bengasi, which ensures that two or three Italian
units will be delayed one more turn. Which is the
better course is a decision you will have to make,
based upon your knowledge of your opponent. Ifin
doubt. be conservative.

Figure 1 <
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Figure 1. A common of g move that isol Bengasi. The
British then have the opportunity to break out by moving to G-2 and
attacking Ariete at 1-5 (the only retreat is toward freedom), or they
can stay put and tie down some Ialians for one more turn. Note that if
the ltalians only proceed to K-3, the Allies can accomplish maximum
delay by moving 2/ 25G to 12 — thus controlling the roads and forcing
the Italians to stop on the escarpment at J4,
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In one game | played as the British, the German
left the slow Italians on K-3 rather than J-3. If | had
attacked Ariete and rolled an A BK 2, he could have
retreated my unit back into the pocket at 1-2. My
response was to move to 1-2, which tied up Ariete
one more turn, as well as the slow Italians, because
Ariete had to protect the north.

If the British keep the 1-1-7 in Bengasi, the
German can save a little time by positioning the
blockading Italians as far along the road to Tobruch
as possible (see Fig. 2).

F?gure 2

2 2

Figure 2. Bengasi can be sealed off on the second turn with two ltalian
units, Savena cannot be attacked without a supply unit; evenif the 2/2
S.G. survives the 1-6 attack on Trenta, it is pushed back into the
pocket and is removed at the end of that second wrn because of
isolation, Pavia and Ariete have moved on toward Tobruch.

If the German did not have foresight and did not have a 2-2-4
near Bengasi, he would need three 2-3-4's 1o cover the fortress. These
would be placed at F-5, H-4, and J-3,

When 1 have the British and 1 leave the unit in
Bengasi, 1 move my first supply to the front lines
(usually K-18). Someday | will have the opportunity
to move it cross country and support a [-2 attack
out of Bengasi. The 21st Division In the early days,
we used to move the 21st up toward Mechili, wait
for the Italians, then force a breach in the
escarpment line of defense. This often led to
German casualties, which can be ill afforded. The
line of attack | now useistosend 21/5and 21/3 plus
the supply unit and Rommel directly east. With the
Rommel bonus, they can get to T-22 and T-24

respectively, On the second turn, they can be south
of Tobruch on S-29 and P-29, threatening a) the rear
of the escarpment defense line, b) Tobruch, and ¢)
the British Home Base. The British cannot cover all
of these threats effectively and will usually fall back
on Tobruch, saving the Germans one risk of
exchange. The British will usually leave a 1-1-6 SE
of Mechili to delay some Germans or make them
waste a supply unit.

The 21/ 104 unit is sent north on Turn | to L-14.
This movement ties down the British units on the
escarpment defense line, which are usually in the
positions shown in Fig. 3. This northern threat to
Tobruch makes the southern thrust more potent.

Figure 3. A standard opening move for the British. There is a supply
unit in Tobruch, and all the 1-1-6' are at sea.

If the Germans open with a southern thrust, a variation is to leave
N-20 uncovered and move a 2-2-6 to P-29,

The British, if the German maoves 21/ 104 north,
have little choice in their first move. It will usually
look like Fig. 3, When the British retire on Tobruch,
they usually leave a 1-1-6 or two to delay the
Germans and tempt them to waste a supply in
attack. The trick is to not leave too many;l to make
an attack worth while). The British also have to now
decide if they want to threaten the German Home
Base. What makes the decision harder is that the
only unit usually available for such a move is 2-2-6,
If the British unit issent south) the usual path being
N-20, S-20, S-135, etc.), the Germans have three
options: a) attack the unit, which is more likely if a
supply unit accompanies it, b) surround it, which
delays at least three units for a month, or c) isolate it
later with a north-south line of units east of
Tobruch. Again, you have to know your opponent
before deciding.

The third threat of the southern move by the
Germans that | mentioned is aimed at the British
Home Base, With the Rommel bonus, the 21/3 can
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be on P-31 and the 21,5 plus Supply #1 can be on S-
30 on the April (2) Turn. The British must cover the
pass at J-34, usually by putting a unit on K-35 or K-
36, or the Germans have a clear line to the British
Home Base (even if the Home Base is protected with
a combat unit, the Germans can attack that with the
7-7-10 while the 2-2-12 captures the Home Base).
Alter the British cover the pass at J-34,the 21/3 can
still be on the escarpment at M-42 on the May (1)
Turn, making another problem for the already
thinly spread British.

Tobruch

In defending the escarpment around Tobruch,
the British have to be careful to not extend
themselves too much. If they do, the Germans can
attack at the center and cut off at least the western
British [Tank (see Fig. 4). Some players prefer to not
defend the escarpment except fora 1-1-6 to waste a
German supply. | usually defend the escarpment
with all but about three 1-1-6"s, two of which guard
the pass Irom K-35. If the German does bypass
Tobruch, he will have to leave a very large covering
force, which he is unlikely to do. Also. an exchange
or a soak-off loss will weaken the Germans
somewhat for the long haul ahead.

Knichtsbridee

Figure 4. Before the first reinforcements arrive, the British canno
defend much more of the Tobruch escarpment than shown here. 1-25
is the key. If the CGermans can auack and move onto 1-25, British units
west of Tohruch are effectively cut off; it will take them two moves to
getinto Tobruch via G-23 and G-24, To keep from getting cut off, the
British may have to defend only from hexes G-24, H-25, and H-26
from the beginning.

When 1 have the German side, 1 drive the British
back into the fortress of Tobruch, leave two 2-3-4's
to cover it, and move the rest of the Axis army on
toward Alexandria. If 1ever had a chanceata 3-1 on
Tobruch, 1 would take it at that time, but that
opportunity has never come up.

Tobruch is the key for a German victory, and he
should not lose sight of that, However, a low-odds
attack on Tobruch at this stage of the game is very
risky; any sizable loss can be crippling. If the
German attacks now at low odds, he is turning
AFRIKA KORPS into a dice game.

As the Germans move closer to the British Home
Base and threaten it, the British will sometimes
weaken the Tobruch garrison to reinforce the Home
Base troops. The Germans should watch the
Tobruch garrison; it may get low enough to take. If
all British units are on land, and il no reinforce-
ments are due, the Germans have two turns to drive
back to Tobruch and attack it before it can be
reinforced by sea. The 2Ist and |5th Panzer
Divisons can be up to 43 hexes from Tobruch when
that garrison is down to three or four defense
factors, and they can get back (using the road and
Rommel bonuses) and attack at 3-1. The Germans
should always keep this in mind (so should the
British): the capture of Tobruch early, while no
guarantee of success, is a great help.

El Alamein

As the British retreat on their Home Base, the
action changes while it funnels to El Alamein. Since
the area is constricted, movement is not the major
consideration it is on most other areas of the board.

The emphasis now is on position, and play takes on
a chess-like flavor. Books could be written on “end
game™ positions and analyses of them. Other books
could well be filled with problems on the play
around El Alamein. | find the action here intriguing
and fascinating. Several of the “problems” deal with
this area.

The German normally has an acute supply
problem at this end of the board (unless Tobruch
has fallen); so he has to weigh each attack carefully
in order to get the most out of each supply unit. The
British have to protect their Home Base and hang on
10 as much territory as is possible,

It is practically impossible to give any general
rules or suggestions of play here because so many
different situations can exist, Several specific
situations are depicted in the “problems.” and they
may be of some general help.

The End-Game at Tobruch

Very often AFRIKA KORPS is resolved at
Tobruch, the British having been eliminated
everywhere else on the mapboard. The German
problem, then, is simply to reduce the number of
large British units available for defense. Problem #7
covers this aspect of the game in some detail,

General Aspects of Play
Isolation. Supply is extremely critical in AFRIKA
KORPS. 1 am particularly conscious of supply
because | lost my first game to one of my students in
a game of AFRIKA KORPS after he isolated a
large group of my units. He, by the way, is still in the
8th grade.

Figure 5 )\
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Figure 5. Although the 22 Gds unit is isolated at the start of its turn, it
cun move adjacent to 21 3 and be supplied from the supply unitat the
end of its movement and before combat via the dotted path,
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A unit that starts a turn isolated can, during the
course of the movement portion of the turn, become
supplied. This act will normally commit him to
attack, however (see Fig. 5). If the British unit in
Figure 5 had beena 1-1-6, it could have attempted to
break out of isolation by moving adjacent to Pavia
and attacking at 1-3, no supply being needed. If the
attack resulted in A bk 2, the |-1-6 would have had
to be retreated out of the isolation pocket.

In not all cases can an isolated unit break out by
itself (see Fig. 6). The British unit here can break out
only if outside units attack, and the surrounded
British unit could participate in the attack only if its
two attack factors would bring the total of the
attacking factors to 10 or more (which would give 5-
I odds surrounded on Bologna).

Supply lines are an important corollary of
isolation. Supply lines cannot be drawn through
hexes where the supply unit itself could not,
eventually. move. Therefore, it is possible for a
supply unit adjacent toa combat unit to be unable to
sustain the attack of the combat unit because of
enemy zones of control (see Fig. 6). There are other
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Figure 6. 1n this situation, the 94 |8 cannot attack and cannot break
out of isolation by itsell. It could move to hex A and the supply could
move to hex B, but the supply unit could not sustain the attack
because of the German zones of control, The supply line cannot go
where the supply unit itsell cannot go, The supply unit could never
move from B to A (the German units being where they are): so the
supply line cannot run from B to A,

situations where, at first glance, you might think
supply is impossible (see Fig. 7). All four German
units in Figure 7 can be supplied by the one supply
unit because the Automatic Victories on the two
British units negate the British zones of control. The
supply unit could actually move in a straight line
over Pavia and 7A /2 and stop on Ariete: therefore,
the supply line can be drawn to Ariete. and to
15/115.

Figure 7. The one German supply unit can supply all four Axis units
because the British zones of control are ignored as soon as Automatic
Victory is established,

Automatic Victory (that flash of genius from Tom
Shaw) is another very important aspect of A FRIKA
KORPS. It is a constant worry of the British, The
threat of Automatic Victory can be minimized in
some cases, although it often requires cannon
fodder. In Figure 8, the Poles cannot be attacked
{unless the Germans can move units around from
the south). Those German units that move onto the
escarpment must end their move there. Itis possible
to get an Automatic Victory against 7A/l, but
German units cannot move through the hex that
British unit is on because the Pole zone of control
extends into that hex, and the Germans could not
move through the Pole zone of control. The
Germans cannot stop on top of 7TA /| because the
rules prohibit that. And, of course, combat cannot
occur between units on E-18 and F-19. As a result,
the Germans can get an Automatic Victory on 7A/ |
but cannot attack the Poles and they cannot move
past the Poles.

S

Figure 8

Figure 8. Although an Auwtomatic Victory can be achieved against
TA/ L, the Poles cannot be attacked.
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Figure 9, For the Poles to be safe here, another British unit would
have to be put on F-19. Otherwise, an Automatic Victory could be
achieved against 7A/ | and a German unit moved to F-19 1o attack the
Poles.

Problem #6 shows an example where the 2SA/7
1s safe from attack unless an Automatic Victory can
be made against the 9A/ 18 and 50/ 151.

In less confined areas, the British must be ready
to sacrifice more units if they want to slow down the
German advance. In Figure 10, the British need
three units to protect one and stop any German
advance. It is not often that the British can afford to
sacrifice so many units, but when time is extremely
important, it can be bought in this manner. This
disposition of units is more effective than stacking
them in fewer hexes.

& Figure 10
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Figure 10, If the 51/9 is to be safe from attack, three buffer units are
needed. (If 51/ 10 had been one hex to the left, the 51/9 would not be
safe from attack.)

Conclusions

Many people put down AFRIKA KORPS
saying it is not a very good simulation. If that really
bothers someone, perhaps he should try another
game. That criticism has never meant very much to
me. | am interested more in the game: Is it a
challenge? Is it interesting? 1 would say that
AFRIKA KORPS is both.

Another criticism of the game is that too much
luck is involved in the outcome. There are fewer
units and fewer battles; so, the outcome of one battle
is much more crucial to the outcome of the game
than it would be in, say, BLITZKRIEG. While the
statement is true, the problem is more often than not
created by the players themselves in their approach
to the game. Many German players will make
attacks freely at 2-1 and 3-1 and be, usually,
disappointed by the game's end. While the Germans
must make attacks, they can often win position by
finesse. They can maneuver rather than barge
straight ahead. In AFRIKA KORPS, perhaps more
than in any other game, Liddell Hart’s concept of
“indirect approach™ can be put into practice. The
opening German move to the south that poses three
problems for the British is one example. The
German fork of Tobruch/British-Home-Base is

another, And a third example is illustrated in
Problem #1. But these are only some examples. If
the German player (and to some extent the British)
keeps in mind that the direct approach is not always
the shortest, many other examples will present
themselves in the course of play. When AFRIKA
KORPS is played in this manner, luck is minimized,
and the game itself is much more interesting to play.
AFRIKA KORPS can be reduced to a dice game,
but it certainly does not have to be. A fine wine can
be drunk withan anchovy pizza, but it does not have

to be. kK
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Introduction to Problems

It is entirely possible that some readers will
disagree with my solutions to these problems, And 1
do not discount the possibility that better solutions
are available. However, all of these problems came
up during the course of my games and the outcome
of the games was brought to a happy conclusion in
most cases directly because of the solution provided.
You'll find the solutions to these problems on
page 12 .

Problem #1

AXIS: 15/115,15/8, Supply—L12; 15/33—L14; 21/3

—L37 ; 21/104—M20; Ariete—117: Trenta—G15:
Bresica—F15; Supply—Q32; 21/5, Rommel—037;
Bologna —M17 ; Pavia—EI8.

ALLIED:9A /20—G18; 22 Gds—H21; 7A/2—K23;
41/5-—-N26;7/31 Mot—H25; Supply—Tobruch; 41/7

—035;2/3—M36;41/11—Q38;7A/1—039; Pol—J37.

The Germans have only two supply units at the
start of their May (2) 1941 Turn. 21/5 has just been
isolated by the British on their May (1) Turn.
Savena is on W-3, and British supply #2 is on their
Home Base.

What is the best German move?
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Problem #3

On the May (2), 1941 Turn, the German 21/5
and 104 plus Ariete have attacked 9A/20 and 41/5
at, believe it or not, 2-1. The result was “A bk 2.™ As

The time is Oct. (1), 1941. Savena is on W-3, and
British Supply #2 is on J-62. The British November
reinforcements arrive in two turns, What is the best
German move?
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the British, where do you retreat the attackers and
what is your move? (British units not shown: 7A/ |
on K-35, Pol and Supply #1 on J-37, and Supply #3
on J-62. German unit not shown: 21/3 on M-49 and
Home Base is garrisoned.) British unit not shown;
22nd GDs under 7/31 Motor.

N
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Problem #4

The time is Sept. (1), 1941. In Tobruch, the
British have 2/3, 7/7, 7/4, and Supply #l. The
Germans have Supply #3 on G-22, Supply #1 on L-
22, Trenta on H-26, Brescia on G-24, and their
Home Base is garrisoned. What is the best German

move?
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Problem #5
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The time is Dec. (1), 1941, Rommel is on W-3,
No other British units are on the board, but they
have all their November reinforcements available:
two units with a defense factor of 4, three units with
a defense factor of 2, and eight with adefense factor
of |. What is the best German move?
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Base is garrisoned and their Supply #3 is on K-11.
What is the best German move?
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Experimental Panzer  Continued from Page 26

the German turn; a Russian engineer unit may
ignite its own hex, but may not move on that
furnt, i.e., it must remain in that hex and be
subjected to fire “attack’™ at the beginning of the
next turn.

In Conclusion

The war on the Eastern Front, 1941-1945,
gave to history the term ‘“‘scorched earth.”
Strategically, “‘scorched earth” was a -means of
denying resources to the enmemy by widespread,
self-inflicted arson. These experimental optional
rules for PanzerBlitz are intended to simulate this
policy on the tactical level, as a means of denying
terrain to the enemy. From Sherman’s March to
the Sea to the napalming of Viet Nam, military
history records many examples of arson as a way
of waging war. The proposed rules, with suitable
modifications, might be applicable to any tactical
scale game on twentieth century warfare. A
“forest fire” scenario for Outdoor Survival might
also be developed. A related issue is the question
of the effects of smoke on the battlefield. In
PanzerBlirz, the wreck counters depict a burning
vehicle. Players might wish to experiment with
the following optional rule: The smoke from a
burning wreck obstructs the Line of Sight during
the entire Turn following the Turn in which it is
created. We could also think about the effects of
wind direction and velocity . . . but that is
quite beyond the scope of this brief article.

&

CONTEST
No. 64

The Russian player has chosen to defend in the
open in front of Moscow to attempt to gainanother
turn of replacements. As the German you must
initiate anattack plan that has the greatest chance to
result in German units adjacent to Moscow at the
end of the turn. However, if you feel the cost of an
attempt at the former to be prohibitive merely make
an attack which presents you with the most
[avorable attrition ratio. This ratio is defined as the
highest ratio of Russian to German probable factor
losses. counting Russian units which might be
surrounded as lost. Regardless of the option chosen,
attention should be paid to maintaining the most
favorable attrition position. German units may only
be placed in the shaded attack hexes. All others are
considered inaccessible due to neighboring Russian
units. Indicate your placement of German units by
writing their combat factors in the desired hex, and
in the proper place on the chart below.

AVAILABLE GERMAN FORCES: 47,41, 14,
46, 6R. 57. 44, 24, 39, 56 Armor; 2, 26, 28, IR, 2R,
3R, 4R, and 5R Infantry.

The entry form for Contest No, 64 may be found on
the Reader’s Response Page.



PAGE 10

BATTLING THE RED BARON
by David Bottger

Richthofen’s War is the finest game available on
aerial warfare and one of the best wargames ever
made. [ts clean mechanics and realistic, comprehen-
sive rules allow players to rapidly confront the same
strategic and tactical problems confronted by pilots
in World War 1. Despite its quality, however,
Richthofen’s War has received relatively little
attention in the General. No one has attempted to
systematically analyze the decisions faced by RW
players. Specifically, the Allied player typically
faces two difficult problems: (1) how to cope with
German superiority in firepower, and (2) how to
properly use Allied advantages in maneuverability.
This article will discuss these questions from the
viewpoint of the Allied side, although what is said
may be applied by the German player as well in
appropriate situations.

German Superiority in Firepower

In a number of scenarios and throughout the
campaign game, the Allied player is badly out-
gunned. Most players soon realize this. But it is im-
portant to know how large the German advantage
is. This information can aid greatly in the initial
selection of tactics and in the implementation of
those tactics. The source of Allied inferiority in fire-
power and thus the logical starting point in dis-
cussing this area is the Target Damage Table.

As it appears on the box sleeve, the TDT
provides little tactical guidance. It gives only the
range of possible results, which may be misleading.
Each player, and particularly the Allied player,
needs to know how much damage he can expect to
inflict or absorb in a certain attack—that is, the
expected or average damage.

The tables which follow supply this information.
The four tables, labeled A, B, Cand D, correspond
to the four columns of the TDT. The numbers along
the top of each table represent the range in hexes
from the attacker to the target aircraft. The numbers
down the left-hand side of each table list the possible
maodifications to the die roll from the use of aces, the
optional deflection rule, or both. To illustrate, when
an ace fires at a non-ace from any direction,
disregarding the deflection rule, I isadded to the die
roll. Thus, the + I row isused. Anace firingata non-
ace from the side, using the deflection rule, would
use the 0 row. A non-ace firing at an ace from the
side, using the deflection rule, would use the -2 row.

By cross-indexing the range in hexes and the
applicable die roll modification , two numbers are
found. The top number is the average number of
damage points inflicted in the attack. The bottom
number is the percentage chance of a critical hit. For
example, a Nieuport 17 uses column C of the TDT,
so it uses Table C. Firingatan Albatross D-111 head
onat a range of 3, givinga die roll modification of 0,
vields on the average 1.25 damage points and a
critical hit 89 of the time. If the Albatross returns
fire, Table A gives an expected result of .58 damage
points on the Nieuport and an 11% chance of a
critical hit.

The tables provide a clearer picture of Allied
inferiority in firepower. Allied planes using column
C of the TDT (which includes the Sopwith Triplane
and Pup, Nieuport 17 and others) are about two-
thirds to one-half as effective as German planes
using column A (all important German fighters). To

TABLE A
Range
1 2 3 4 5 (] 7
+1 4.67 372 208 1.53 1.08 B3 67

25 22 14 11 8 B 8
Die 0 38 300 158 117 78 53 .39
Roll 19 17 i 8 8 6
Mod. =1 23 . B8 50 31 .17

14 n B B 3 3
-2 238 167 72 57 41 .07 .08
8 8 & 3 0 0 0

TABLE B
Range
1 2 3 4 5 6 7

+ 422 300 194 125 94 8 50
22 19 14 1" 8 8 8
Die 0 356 242 142 89 81 A7 31
Roll 17 14 n 8 [} B 3
Mod. -1 2.86 1.9 a7 .58 H6 .25 A7
1" 8 8 6 3 3 0
-2 FAY) 1.39 B1 A6 A3 N 08
8 6 [ 3 0 0 0
TABLEC
Range
1 2 3 4 5 6 T
+1 300 2n 1.69 m 83 67 36
19 14 14 " 8 ] 8
Die 0 242 1.67 1.25 78 53 34 19
Roll 14 8 8 i B (] 3
|Mod. -1 1,89 1.25 .83 .50 3 .14 08
8 6 6 3 3 0
=2 1.39 89 58 A A7 08 .03
L 3 3 0 0 0 0
TABLE D
Range

1 2 3 4 5 B 7
+1 188 11 67 53 50 31 .19

19 1 ] B 8 6 3
Die 0 1.39 8 .39 31 41 a7 08
Roll n 6 ] L] 3 3 0
Mod. -1 9 .50 i 17 A7 08 03
8 3 3 0 0 ]
-2 B1 31 08 08 o8 .03 00
] 0 0 0 ) 0 1]

compound this deficit, German planes generally
have damage factors, ranging from 10 (Fokker
Triplane) to 15 (Roland C-I1I). In contrast, many
Allied planes have low damage factors, e.g.,
Nieuport 11 at 6, Nieuport 17 at 9, FE-2 at 7. Of
course, some Allied planes (Snipe, SPAD 13) have
high damage factors, but this is little consolation to
the pilot of a Nieuport.

A cursory examination of the tables provides
some tactical guidance. It shows first that there is no
general principle covering the situation where,
under the deflection rule, a player has the choice of
using his last movement point to increase the range
of an expected enemy attack next turn or stay in the
same hex and turn one hexside, thus forcing a
deflection attack. As an example, suppose an Allied
pilot battling a Fokker D-VII has | MP left of his
movement allowance. He can use it either to
increase the minimum range of his opponent’s
attack in the next turn-segment from 1 to 2, or allow
an attack at range | but force a deflection shot.
Table A tells what he should do. Increasing the
range from 1 to 2 reduces expected damage by .89,
from 3.89 to 3.00. Forcing a deflection attack at
range | reduces the expected damage by .78, from
3.89 to 3.11. Thus, the Allied player should use his
last MP to move, not turn. But if the Allied player is
at range 3 with | MP left, he should turn rather than
move an extra hex. Forcing a deflection attack at
range 3 reduces expected damage by .47, from 1.58
to l.11. Increasing the range from 3 to 4 reduces
expected damage by .41, from 1.58 to 1.17. Clearly,
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how to use the last MP depends on the range of the
expected attack. When in doubt, consult the tables.

The second bit of tactical advice which can be
gleaned from a glance at the tables is that the
possibility of a eritical hit should not affect play
much. Critical hits are exciting when they occur and
a definite advantage to the player who inflicts them,
but they occur rarely. In a normal situation, with no
aces in the air, an attack using column A of the
TDT, at range |, with no die roll modification, will
give a critical hit only 19% of the time. On Table C,
the chance of a critical hit normally will not exceed
14%. Therefore, players should not overemphasize
critical hits, although the Allied player is usually
more likely to suffer one.

A more detailed examination of the tables gives
more specific advice. In the Campaign Game, the
Allied player cannot trade shots with his opponent’s
Albatrosses with much hope of success. A single
Nieuport 17 firing at an Albatross D-111 at range |,
die roll modification 0, can expect to down the
Albatross in 4-5 firing turns (11--2.42=4.54).
However, the Nieuport will be destroyed in 2-3
German liring turns at the same range (9-+
3.89=2.31). Add to this the Nieuport’s low am-
munition supply of 6 and the Allied player had
better find some tactic other than shooting it out,

The tables can even help dictate tactics in
specific scenarios. A more detailed analysis is
required for this purpose. Assume Scenario 5,
tactical bombing, using the last Advanced Level
match: 2 Sopwith Pups versus an Albatross C-V and
an Albatross D-111. The Allied player has three
distinct options. He can attempt to destroy the D-111
first, then go after the bomber. He can attack the
bomber with one Pup and try to hold off the fighter
with the other Pup. He can finally ignore the fighter
and attack the bomber with both planes.

Under option 1 (destroy fighter first), the best
attack the Allied player can hope for each turn is to
have one Pup firing at the D-11T's tail and the other
at its side, each ata range of | hex. Table C tells that
this will, on the average, inflict 4.31 damage points
per turn, assuming use of the deflection rule
(2.42+1.89=4.31). At that rate, the D-11I will be
destroyed in 2-3 firing turns (11--4.31=2.55). At the
same time, the D-III should inflict between 7.78
(3.89 = 2) and 11.67 (3.89 = 3) damage points. This
will probably cripple or destroy one of the Pups,
leaving the other Pup to battle the C-V.

The surviving Pup will need 4-5 turns (115
2.42=4.54) of optimal firing position to destroy the
C-V. Translating this into movement of the bomber,
the C-V will be able to expend 51 movement points
from the initial attack on the fighter to the
destruction of the bomber, The bomber can expend
24 MP's during the 3 turns the Pups will probably
need to destroy the fighter, and an additional 27
MP’s before it will be shot down. In addition, the
Pups will be able to begin their optimal attacks on
the D-111 only after 4 turns of climbing, giving the
bomber an extra 32 MP’s. By these rough figures,
the C-V will have 83 MP’s before it is shot down,
This is more than enough MP's to bomb a close
target hex such as V-19 and exit the board, giving
the German player at least a 9-4 victory.

This illustration is based on a number of
assumptions that favor the Allied player. [t assumed
that all attacks were made at range | and minimum
die roll modifications. If the Pups attacked at range
3 instead, they would need 5-6 firing turns to destroy



THE GENERAL

the D-111(11-+-2.14=5.14). 1t assumed that the D-111
would not damage one of the Pups enough to render
it inelfectual, then turn on the other Pup. It assumed
that the Pups could shift their attack from the
fighter to the bomber without wastinga turn. And it
assumed that the C-V would not inflict significant
damage on its pursuer. Under more realistic
conditions. the Allied player has even less chance of
winning.

Option 2 (one Pup attacks each German
aircraft) can be analyzed in the same way. The Pup
that dogfights with the D-111 should be destroyed in
2-3 turns (102:-3.89=2.57). The D-IIl can then
dispatch the other Pup in another 2-3 turns. This
gives the second Pup 4-6 turns of fire at the C-V,
during which the C-V will suffer from 9 hits to
destruction (2.42 = 4 = 9.68; 2.42 = 6= 14.52). If the
Allied player destroys the C-V and canexit with one
Pup, he will win 6-4. If both Pups are destroyed, the
German player will win 8-6. So the Allied player has
a4 chance under option 2 but not a great one,

Under option 3 (both Pups attack bomber), the
Pups will need 2-3 turns (11—4.31=2.55) of optimal
fire to down the C-V. But the Albatross D-I11 will
destroy one of the Pups in about the same time, as
computed under option [. If one of the Pups is
downed before the C-V, the surviving Pup will have
toshoot down the bomber before falling to the D-111
isell. At the least, however., the two Pups should
inflict extensive damage on the bomber before one
of them is downed, giving the other Pup a good
chance of finishing the C-V and exiting the board.
Thus, option 3 appears to give the Allied player the
best chance of victory.

One qualilication should be inserted here for
completeness. Interestingly, some aircraft can be
put out of action without actually being shot down.
Inflicting 11 hits on a DeHavilland 4. Albatross D-
I, or Pfalz D-111 will reduce its speed below
minimum and force it into a glide. Thirteen hitsona
Roland C-11 will do the same, So in analyzing a
scenario as above, the players should realize that
forcing the enemy into a glide may be sufficient to
win a scenario, and should adjust their calculations
accordingly,

Allied Maneuverability

Superior maneuverability provides two advan-
tages: it allows the pilot to reach a firing position
and it allows him to avoid enemy fire. To the
outgunned Allied player, the main value of
maneuverability is to avoid and thereby negate
German firepower.

A look at the Aircraft Capabilities Chart reveals
that most Allied fighters are more maneuverable
than most German fighters. Of the 16 Allied planes
designated as fighters on the ACC, 5 use Maneuver
Schedule B, 7 use C (almost 14), 3 use D, and | uses
E. Four of the 9 German fighters (almost /4) use B, 3
use C, 1 uses D, and | uses E. However, while it is
relatively easy for the German to use his firepower
advantage, the Allied maneuverability advantage is
maore difficult to exploit.

Unfortunately, this is the one and only area
where RW falls short. The simple but illogical
sighting rule allows a fast plane to use its speed to
compensate for a lack of maneuverability, rather
than keeping speed and maneuverability in their
proper places in the game. Basically, the sighting
rule requires that the firing aircraft spend its last 2
MP’s with the target in its field of fire. This
requirement represents the time a pilot needs to
accurately aim his guns. But the rule as it stands
implies that the time a pilot needs to aim his guns
decreases as his aircraft’s speed increases.

An example will best illustrate this point. Each
turn represents 10 seconds of actual time. If a plane
is travelling at a speed of 10 MP’s per turn, each MP

represents | second. For a plane at this speed, the 2
MP sighting requirement converts into 2 seconds. In
contrast, a plane [lying at 4 MP’s per turn, so that |
MP equals 2% seconds, needs the equivalent of 5
seconds to sight its target. The same plane, at a
speed of 8, would need only 214 seconds for sighting.
There seems to be no logical reason why a pilot’s
sighting time should decline as his speed increases. If
anything, sighting time should increase with speed.
Of course, the designers of RW may have based the
sighting rule on considerations other than logical
symmetry, perhaps to promote ease of play, But
logically, the rule is untenable.

Admittedly, mere illogic does not make a rule
bad. But the sighting rule unjustly [avors less
maneuverable planes (generally German) while
harming more maneuverable ones (generally
Allied). The advantage of maneuverability is the
ability to change direction ata low M P cost. A faster
plane can compensate for poor maneuverability by
its speed. So far, no problem. However, when the
faster plane increases its speed it should logically
have to spend more MP's to sight its target. In other
words. speed should not be a substitute for
mancuverability. Speed and manecuverability
should cach provide a distinct advantage, as each
did in World War . Faster planes can cover more
hexes per turn, allowing them to join combat faster
and escape pursuit if necessary. In a dogfight,
however, speed should be a relatively slight
advantage, There, the more maneuverable aircraft
should have an edge.

The solution is to change the sighting rule from a
fixed number of MP’s to a number that increases as
speed increases. Sighting should require a fixed
fraction, say one-hall or one-third, of the firing
aireralt’s MP allowance for the turn, Adopting this
rule would restore speed and maneuverability to
their proper positions. As a footnote, this sugges-
tion comes from SPI's Flying Circus, a game
markedly inferior to RW in all other respects.

Returning to the game as it stands, there are
ways the Allied player can use his maneuverability.

Unlike his inferiority in gunnery, however, the

Allied player needs more than an intuitive un-
derstanding of the problem. The diagrams which
follow show more systematically the uses and limits
of maneuverability. There are 5 diagrams, cor-
responding to the 5 Mancuver Schedules. Thearrow
in the center of each diagram represents the position
and heading of the plane whose Maneuver Schedule
corresponds to the name of the diagram. For
example, the arrow in diagram A represents a plane
which uses Maneuver Schedule A. The number in
cach of the other hexes shows how many MP’s the
aireralt represented by the arrow must expend in
order to fire into that hex. In other words, a hex with
the number 10 in it means that the aircraft in the
center of the diagram mustexpend 10 MP’s to reach
a position where it could fire at a plane in that hex,
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Diagrams A, B, C and D are cut in half because the
left side of these diagrams is a mirror image of the
right side. This is not true of Diagram E, which
appears in full.

The uses of these diagrams should be obvious.
Returning to a familiar example, Nicuport 17 vs.
Albatross D-111, if the Allied player knows the
Albatross can expend a maximum of 8 MP’s in the
upcoming German turn, he can avoid the Albatross’
fire by moving to a hex with a number above 8. The
German player can do the same in his turn, but using
diagram C instead of B, The diagrams show that
generally, the best place to be to avoid enemy fire is
direetly in front of the enemy plane. Unlike the
actual war, being on the enemy's tail does not
guarantee safety in the game. This is so because
movement in R W is sequential, while movement ina
real doglight was simultaneous.

Players using the diagrams should keep one
important fact in mind. Simply because an enemy
aircraft has a maxium speed of 8 does not mean that
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aircraft can expend only § MP's. A plane can
increase its MP allowance by 2 for each 100 meters
or less that it dives. An Albatross D-V, with a
maximum level speed of 9, can expend the
equivalent of 15 MP’s by diving 350 meters ina turn.
The Allied player must be especially wary of this
possibility, since he cannot afford to give the
German player many firing chances. Obviously, the
solution for the Allied player is to stay above the
German aircraft. If the Allied planes are 250 meters
or more above the enemy, they cannot dive to reach
a firing position since diving even 50 meters would
put them out of range. As in the real war, altitude
can be crucial in RW. And fortunately for the Allies,
many Allied fighters have high climb rates.

Conclusion

Richthofen's War portrays World War | aerial
combat realistically. This should give the Allied
player some encouragement—the Allies did win the
war. Beating a competent German player will not be
easy, however. The Allied player must make the
most of his advantages in maneuverability and
climb rate, while negating the potentially
murderous German firepower, In addition to the
advice already given, the Allied player must follow
one more rule: be patient. Implementing the advice
given in this article will require time, objectivity and
precision. Perhaps these three qualities best define
the narrow line between aggressiveness and
recklessness which the successful RW player must

follow. @

Continued from Page 15

Force or Finesse

We hope to have shown that Finesse, the use of
less than maximum possible odds, can often
increase the chance of success. Sometimes a
combination of high and low odds attacks, which
advantageously utilize the unique two line results of
the Tournament Game Battle Results Table, can
achieve more than an even sprinkling of medium
odds attacks. And sometimes the German must use
Force, and Hit as hard as possible. Determining
Whether to use Force or Finesse is a challenge
throughout the game!
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Solution for Problem #1

If you attacked, | do not think you made the best
move, The Germans have only two supply units on
the board; so it is best, other things being equal, to
conserve them. The 21/5 is in no danger this turn.
The best approach is to threaten rather than
commit. I recommend this move:

P B L A Al e ol SR ] 0-37
g L e e A S P-28
B R ot his Fr o ot et 2 M-48
ST R T J-21
BYBSCIR s s s G e ot A et e e b s F-16
TR e S e S A S s e s e E-17
Eenia e ol s LT e L 1-18
BOlOBNEA < i e v i a ATy J-18
I | e R e T-32
e i I S T M-24
o E I 1T B Sy e I e AR L i W-3
T B b I R e A S (O A PR e J1-20
ROl o e R-37

(Rommel cannot be isolated)

21/3 to M-48 means that the British have to
abandon J-62, their Home Base. It cannot be
defended by the Poles; so the supply has to be pulled
out.

If the British maintain their isolation of 215, the
Germans, at the very least, will eliminate more than
one 1-1-6 for their supply unit, but more probably
the British would face isolation soon themselves by
the main force of the Axis enveloping Tobruch. 1
think the above move is very good and shows how
the threat of future attacks is more etfective than
immediate combat.

Solution to Problem #2

What 1 did was retreat.

e s Rommel; 21/5, 104; Supply 3
R e i s ncs e 2113, 15/33
A e T A e e Ariete, Pavia
L S e L T I Bologna
Ml sk e S S 15/8, 115
e e Sup. #2

My British opponent suspected nothing and, in
his Oet. (1) Turn, only interchanged the 9A/18 and
9A 20 units.

On my Oct. (2) Turn 1 fell back on Tobruch with
the panzer divisions and retreated the forward
Italians to J-38. The Tobruch assault was split into
two groups: first a 1-2 of Trenta against 9A/ 18 (so
that a roll of | or 2 would allow the following 3-1 to
advance into Tobruch), and second a 3-1 of Brescia,
I15th Division, and 21/5, 104 against 7/7 and
2SA /4. Even if the worst were to happen, the
Germans could bring up the rest of its force and
attack at 3-1 on the Nov. (1) Turn.

This play is a bit more risky than I normally like.
At worse, the Germans could have lost a crippling
I8 attack factors in taking the fort. (As it was, they
lost 10 to the British 6,) That had to be weighed
against the value of Tobruch and the other attack
possibilities open. Decisions of this sort are also
affected by the quality of your opponent’s play.
Usually, the better your opponent, the more risks
you have to take.

Solution to Problem #3

Retreat all three units to H-21.

Then move the following units: 7A/2 to J-62 to
protect the Home Base. 41/5and 2/3to I-21. 9A 20
and 22 Gds to G-21. 7A/ | and Pol to H-22. 7/31
Motor to K-21. Supply #1 to G-25 and Supply #2 to

1-23.

Solution to Problems in A Decade with Das Afrika Korps

The Poles and 7A /1 soak off against 21/5 and
Ariete at -6, The rest of the units attack 21/ 104 at 3-
1. Even if 9A/20 and 41/5 are lost in an exchange,
Ariete and 21/5 are doomed. The German cannot
getan automatic against 2/ 3 or the 22 Gds, although
he can come close. Since the surrounded Axis units
cannot be in supply before the combat portion of the
turn begins, they are eliminated. Tobruch, also, is
safe:

Solution to Problem #4

The 21/5 was moved to L-58 for an Automatic
Vietory on 51/ 10. Ariete then could move to M-59.
Bologna on M-58 soaked off against the three 2-2-
6'sat 1-6 odds. 15/8 went to O-58 for an Automatic
Victory against 51/29, letting the rest of the 15th
Division (33 and 115) go to 0-59, where they
attacked 7/7 S.G. at 5-1. 21/ 3 covers the right flank
at Q-57, while Pavia and 21/ 104 take on 7023 at K-
58 (odds of 5-1).

What makes this move good is that Ariete is
added to the attack on 51/ 10 and does not have to
attack the stack of 2-2-6s. At the end of combat,
then, the three 2-2-6's are isolated and effectively
eliminated, since supply cannot get to them. No
matter what the outcome of the 5-1 attacks, the
Germans should have little trouble mopping up.

Solution to Problem #5

At first glance, it does not seem that the
Germans have enough supply to eliminate the
delaying 7A/ 1 and assault the British Home Base.
However, with the Rommel bonus, Supply #2 can
get to J-42 and sustain Ariete and Savena surround-
ing 7A /1 at 6-1. The rest of the Axis force can now
move on toward El Alamein. Pavia (with Rommel
boost), 21 /3, and 21/ 104 can geta 7-1 against 7TA [ 2;
15/8 and 115 can surround 7/7 S.G. at 5-1. That
allows Supply #1 to move to M-60. And for the coup
de grace. 21/5 moves with the Rommel bonus to K-
62 to take out the Home Base garrison at 7-1. 15/33
should go back to Tobruch and help seal it off.

Solution to Problem #6

The thing the German has to remember is that
the game is not yet half over. One large 1-1 attack is
potential folly, and again, this approach turns
AFRIKA KORPS into a dice game. If the Germans
have only a few units left as the end of the game
nears, then a 1-2 or 1-1 attack may be justified asa
desperation move. But certainly not now.

There are two ways of reducing Tobruch that are
sensible:

1) Work on eliminating one large unit per turn
while losing as little as possible in the necessary
soak-off. In this example, it is possible to get a 5-1
on the 7/7 (3-3-7) and soak off with a 3-3-10 at |-6.
(The 3-3-10 is used so that if it ever gets back into the
game as a replacement, it can get to Tobruch faster.)
There are now “only” four 4-4-7's left available to
the British, plus some 2-2-7°s. The German can keep
at this until the British, or he, are worn down.

2) Attack two defending units at 1-2 and follow
that witha 3-1 or better attack on the third defender.
This will give the attacker two chances in six of
being able to move into Tobruch after the 3-1
attack. In this example, 7/4 and 2/3 can be attacked
at 1-2 by 15/33, 115, Bologna, and Sabratha.
(Important note: the attackers on the 1-2 must total
more than eight, which is exactly one-half of the
defenders’ value. If the attacker has exactly eight,
the defender need remove only one 4-4-7 in an
exchange, and that would defeat the purpose of the
attack.) Then the 7/7 can be attacked at 4-1. If the I-
2hasadieroll of *1" or*2", Tobruch falls with the 4-
1.
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FORCE OR FINESSE

A study of German tactical alternatives in Battie of
the Bulge.

By Dr. ). Michael Robinson

In the article on BATTLE OF THE BULGE
(Vol. 9, No. 6, p. 11-12) Jerold Thomas describes the
strategy of creating Unir Hunger through Rein-
forcement Delay. In coining these colorful phrases I
felt Mr. Thomas displayed remarkable insight into
the overall strategic picture confronting the German
in his early Bulge moves. However I agree with the
editors that the plan he offered in illustration was
“somewhat lacking in the practical application of
sound tactics.” Stimulated by his creative turns of
phrase for the strategic problem, we would like to
offer a phrase that we believe illustrates the essense
of a recurring tactical choice facing the German in
Bulge, Force or Finesse?

Mr. Thomas attempted to accomplish 5 goals:

1) Reinforcement Delay of the 4th, 99th, and
2nd U.S, division,

2) orthodox elimination and/ or surrounding of
the equivalent of one division-elements of the 106th
and the 14th Cav,,

3) the usual 8-1 treatment of 9/ CCR,

4) to carry the Our for planned breakthrough on
turn 2,

5)and most importantly to delay the 28th
division.

1 basically agree with these goals but feel that
tactical improvements can be made that greatly
improve overall chances ol success.

The improved tactical deployment ineach battle
situation is discussed in detail to illustrate the
halancing of Force and Finesse. The 10 place Play-
By-Mail Tournament Game Battle Results Table is
utilized for these detailed discussions since percent-
ages are abstracted straightforwardly. Also remem-
ber that all optional rules are in effect.

Our discussions supporting specific battle-
options are involved and often hinge upon precise
rule interpretations conjunctive to the unique two-
line CRT. In particular important points have been
recently reitterated and| or clarified in The General,
Vol. 10, No.'s | & 2, Question Box: “the ambigui-
tv(s) in the rules regarding retreats and advances. .
should be reconciled by using the tournament CRT

.. rules. The contrary rule(s) in the appendix of
the Battle Manual should be ignored.”
Bartles # 1 & 2 against the U.S. 4th Division —

The 3-1 Force atrack against 4/ 8 guarantees the
Reinforcement Delay of the 4th Division by
blocking the direct road to Diekirch, and forcing at
least 4/ 12 and 4/ 16 to take the longer route to the
south. The I-1 that Mr. Thomas proposes against
4/8 utterly fails to prevent the entire 4th Division
from flooding into the crucial areas of the center of
the board 30% of the time. This could be increased
to 2/ 1 without risking exchange, but this still entails
an unnecessary 20% chance of failure to delay the
4th Division. Force is necessary to guarantee the
desired result, and 3-1 is the most economical force
level.

In order to provide infantry for a possible
exchange in the attack on 4/8, it is necessary to
extend the attack frontage to square UU30. This
entails some sort of soak-off against the remaining
units of the 4th Division. Rather than limit our
thinking to a perfunctory 1-2 against 4/12 from
UU30, which would be easy enough, we have
employed a degree of Finesse and converted the

soak-off into a significant attack in its own right,
capable of probable damage actually greater than
Mr. Thomas's main attack. We have selected 2/7
Panzer for this task, and VV30 for the jump-off
point. ENGAGED here might well result in the
eventual destruction of both 4/ 12 and 4/ 16, while CON
TACT will effect further Reinforcement Delay on
4/12, by preventing 4/12 from moving out at the
road movement rate. Meanwhile an ENGAGED
result will impose no restruction on 2/7, whose
panzers can withdraw at will. Note also the use of
150 Panzer in TT30. In the event of ENGAGED
against 4/8 this unit will likewise be free to pull out
and come in on the undoubled flank of 4/8 in SS31,
or perhaps SS532. We feel that these tactics of Force
and Finesse against the 4th Division maximize its
possible Reinforcement Delay, while employing
force levels consistent with pressing needs in other
sectors.

Battle # 3 against 9/ CCR —

The usual 8-1 Force against 9/ CCR is employed.
Since no ENGAGED is possible we do not need
panzers, so the 116th and 2nd panzer grenadier
regiments are employed with the infantry to make
up the attack.

Battle it 4 against 28/ 109 (and the rest of the 28th
Division indirectly) —

This attack can be said to employ Finesse in that
less than maximum Force is used with a view to
entrap and delay the remainder of the 28th Division,
Although a 7-1 or 8-1 odds attack could be obtained
the 6-1 was chosen because of the 409 chance of D
BACK 4 in addition to 409 elimination (including
exchange). The most desired result is not elimina-
tion, or an 8-1 Force would have been employed,
but the D BACK 4 - A ADVANCE 4 (or 3). On
closer inspection of a D BACK 4 result one can
envision the 28/ 109 optioned either across the Clerf
River toward Wiltz or into Clerveaux; the latter is
the best. (The American does not have choice of
retreat al MM28 which is not an intersection.) In
two cases the A ADVANCE 3 would put German
units in MM27, controling the vital westward road
out of Clerveaux, and in MM28 and in MM29
breaching the Clerf River. Withthe A ADVANCE 4
the German units could be placed on the river and
road squares LL27, LL29, and MM30, which seals
the fate of the 28th and thoroughly breaches an
important defense line. Trailing units must be
placed to insure the containment of the 28th. Notice
that no attack has been made on 28/ 110 since any D
BACK would only help free this U.S, unit (i.e.
retreat through blocking terrain is possible whereas
normal movement is not), 116/310in 0023 prevents
28/ 110 from reaching MM24 by NN24, but 116/310
still threatens to move intoBastogne,if’ not blocked.

Mr. Thomas treated 28/ 109 and 28/ 1 10 with 2-1
attacks, obviously to cause Reinforcement Delay by
ENGAGED while avoiding EXCHANGE. This has
a 30% chance to delay each unit, or a 9% chance to
delay both. If Mr. Thomas was lucky enough to get
ENGAGED in both battles on the first turn and
apparently try to surround and eliminate these in
the second turn, this would result in a much slower
push through the center.

Battles # 5 & 6 against 106,422 & 106/423 —

At first glance it might seem that there is little to
distinguish between the positions of these two ill-
fated American regiments in the Schnee Eifel. Thus
many German comanders treat them both the same,
hit both with 3-1%, and curse their luck when they
get engaged. However, close examination of the
peculiarities of the situation of each reveals that
there are significant differences in the way each
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affects the German offensive. These differences cry
out for different means of handling each. The
question is whether to use Force or Finesse?
106/422 is the only unit that is actually in a
position to eflfectively delay the German advance,
the only unit between the Germans and St. Vith,
Thus a 5-1 surrounded Force attack is most

desirable here because no ENGAGED is possible,
MAIN APPROACH
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To be stymied at this point for even one turn might
negate a breakthrough of the center. This positive
elimination of 106/422 by turn 2 will spring several
additional units across the Our River. 79/153
threatens to move on Houffalize or to surround
106/424 if it remains in St. Vith. Thus there is a good
chance that the lone 106/424 will have to defend
singly against 10 or more German units on a broad
front; that is Unit Hunger!

106/423 is in a backward position of no threat
whatever to the German advance. In no sense does it
warrant the lavish expenditure on the first turn of a
potentially embarrassing 3-1. Our 1-2 is the
minimum attack possible, but it still has a 40%
chance to destroy the defender by Turn 2 (either D-
back or contact will achieve this result). An
ENGAGED gives an additional 209 chance to seal
the fate of this unit. The maximum economy of
force of this attack helps permit the heavy
surrounding and entrapment of the 14 Cav, which
an experienced American will often move to SS10
or SS11 in a low-odds “fighting retreat.”

We feel this combination of Force and Finesse in
dealing with 106/422 and 106/423 is far superior to
the quasi-force of the conventional brace of 3-1's
often used here. It uses less force than two 3-1s. It
guarantees that a major German force will not be
needlessly tied down in ENGAGED results here. It
guarantees the destruction of the units in the most
favorable sequence. And it guarantees a massive
assault on St. Vith in the second turn.

However, if the 1-2 attack is not successful (40%
A BACK) 106/423 could be moved to TT12 and in
combination with 14 Cav at SS11 could conduct a
“fighting retreat™ at 1-4 with only a 20% chance of
immediate self destruction. But this 409 A-back is
misleading since only the 106/423 could reach safety
at St. Vith, with only 109% chance. Thus the overall
chance that 106/423 will escape as a result of usinga
1-2 against it on turn 1 is only 4% (109 x 40%). Any
other results (96%) will leave both units in
undoubled and/or easily surrounded defense
positions for Turn 2. It would be more desirable to
catch enemy units in such a manner than to attack
the doubled and tripled positions confronted in
Turn 1.

One must keep in mind that the 106/423 must
survive “free” after the initial 1-2 assault to take part
in such a fighting retreat, otherwise the 14 Cav is
denied almost any chance of survival by heavy
German units in TT11, UU9, and S59. Note that
340/680 is. placed correctly on UU9 instead of the
common TT9. In the event of Engaged in battle #7,
14 Cav could counter-attack 340/680 at 1-2 by
moving to SS10, whereas by the simple expedient of
moving 340/ 680 to UU9, this nasty 20% possibility
is eliminated.

Battle # 7 against 99/393 & 99/395 —

After trying several attacks we have ultimately
decided to employ the less commonly used 4-1
Force. The reasons for this attack versus a 2-1, 3-1
(like Mr. Thomas), or 5-1 (the maximum obtain-
able) are complex, but will be clarified by examina-
tion of the first line results and the specific
combination with the other described battles.

In the 2-1 results there is a readily discernable
50% chance of direct Reinforcement Delay, 3
ENGAGED and 2 CONTACT, With the available
higher-odds results, these readily apparent Rein-
forcement Delays have diminished chance but the
bigger D back results make higher odds attacks
more forceful in reality. A CONTACT, although
providing the desired Reinforcement Delay, would
not seal the fate of 99/393 and 99/395 since they
could be withdrawn into the mountain squares QQ9
or QQ10. In any ENGAGED situation the experi-
enced American will probably counter attack
hoping to effect a “fighting retreat™ and get out of a

situation where he is undoubled and likely to be
surrounded. However, closer inspection of the
American counter attack odds, [-3 against the
German “2-1" force or 1-5 against the German “3-1"
force (decreased to 14 and 1-6 respectively if the
adjacent battle on 99/361 results ina German unit in
the mountain square RR8), in both cases has 60%
chance for a successful “fighting retreat.” But the
possibility of American self-destruction during the
counter attack is increased from 0% (the CON-
TACT and ENGAGED will just delay this for
another turn) to 409 with the German *“3-1" force.
However, with the German 4-1 or 5-1 force an
American counter attack would be at less than 1-6
and thus not allowed. Since the overall German
strategy is based on a critical time table and limited
by supplies it is to the German advantage to allow
the American counter attack only against the larger
force or not at all. This increases the possibility of
elimination of the American units in an undoubled
position and possibly in Turn 1, which would allow
the large German force freedom to pursue St. Vith
or remnants of the 2nd Division in the subsequent
turn.

The success of the German 3-1, 4-1, and 5-1
attack is also enhanced by the two EXCHANGE.
Although the desirability of this EXCHANGE
which the German normally dreads, might be
controversial we feel that the undoubled EX-
CHANGE is better for the German. Especially in
Turn I where the German takes advantage of initial
American placement to punch through, paralyse
some American troop movement, and surround
other units, the German should indeed desire the
direct elimination of the cornerstone of the
American defense of the Elsenborn Ridge. This
result cannot be described as direct Reinforcement
Delay but the overall result is the same; the 99th
cannot reach the St. Vith area before Turn 2!

Most importantly, however, the 3-1, 4-1, and 5-1
have additional chance of severe Reinforcement
Delay of the entire 99th Division, 209, 40%, and
50% respectively. The D-Back 3 results are very
beneficial at this point. Under present rules the
winner can determine the retreat route in any
direction just as in the Basic Game except that
retreating units must be moved along roads
whenever possible. No intersection is involved.
Thus the two American regiments could be
optioned along the road to Monschau to square
QQ7. Although the German units could then
advance only into the vacated square RR9, due to
the zone of control 0f 99/ 361, severe Reinforcement
Delay of the 99th will still be effected by the
guaranteed success of battle #8 to occupy square
RR7. Therefore the Malmedy-Monschau road
squares QQ7 and QQ8 will be controlled and the
entire 99th denied any reasonable retreat.

Therefore, the 4-1 Force is chosen as the best
compromise with an 80% chance to effect Rein-
forcement Delay, and 409 chance for “Permanent”
Unit Hunger by Elimination. The more forceful 5-1,
although providing 90% chance for Reinforcement
Delay, only has 20% chance for unit hunger since
the CONTACTs would allow American units to
escape by simply moving to QQ9 or QQI0 and a
large German unit would have to be lost in event of
an EXCHANGE. If this could be viewed as a “weak
909", the principle of economy of force would thus
give preference for the 4-1 Force. Obviously a 3-1 is
even less attractive since this is viewed as a “weak
70%". A 2-1 has only 50% chance to effect
Reinforcement Delay, insufficient strength to
effectively prevent an American counter attack, and
most disastrous of all has the 20% A BACK.

Battle #8 against 2/38 -

In this situation it can be seen that the
Reinforcement Delay of the entire 2nd Division can
be achieved by a single attack on 2/ 38 from SS7if an
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advance into RR7 1s obtained. This will push 2/38
toward Monschau (if it survives the attack) and then
cut the Monschau-Malmedy road. I feel that Mr.
Thomas had the right idea in his 3-1 attack on 2/38
from SS7, but it is clear that greater Force would
increase the probability of obtaining the objective.
Odds of at least 6-1 will guarantee this important
result, but use of theoptimum 4-1 in battle #7 means
that with the units available, the attack frontage
must be extended to SS6 to get 6-1. This entails an
additional 1-2 soak-off against 2/23, but I feel that
the guarantee of the crucial advance against 2/38
Jjustifies this soak-off,

Battles #9 & #10 against 99/361 and 2/23 —

These last battles are necessary soak-offs
precipitated by Battles #7 and #8. We see no way to
gain clever advantages through Finesse tactics, and
simply make the minimum 1-2 attack. However,
there is a 20% chance of retreat and direct
elimination of 99/361 if surrounded by Battles #7
and #8. Also a result of CONTACT will in all
probability destroy this regiment if it is surrounded,
while ENGAGED will just delay the agony.
Summary of Battles #1 1o #10 —

The full number of attacks is proposed with 4
possibilities of undesirable ENGAGED results
(against 4/8, 106/423, 99/361, and 2/23). Even so,
only the ENGAGED against 2/23 fails to do some
good for the German. In the five battles where an
EXCHANGE is possible, all contain infantry to
absorb losses most efficiently. The 14 Cav is solidly
surrounded and practically fixed in place, unless
other units assist in a “sneakout.” German supply
lines are secure and enough units are left over to
mount a major threat on the Our River (in
conjunction with Battle # 5). While the chance for a
successful immediate breakthrough still revolves
around the Reinforcement Delay of the centrally
located 28th Division, as Mr. Thomas correctly
discerns, the greater chance of success in this and
other objectives greatly improves the chance of
victory.

Alternative Approach —

One slightly different approach which also
employs 10 battles is included to illustrate another
Finesse attack which we considered and also to
point out a rule discrepancy for Dr. Pinsky's rewrite
consideration. Only two of the previously described
battles are changed but extensive reorganization of
specific unit placement is necessary (to agree with At
Start conditions). The unit placements are included
which show the battle against 99/393 and 99/395
reduced to a 3-1 odds and the soak-off against2/23
is no longer necessary. 6-1 against 2/38 risks an
unfavorable exchange here but is still more
favorable attrition than 5-1 because of the D-elim at
6-1. The additional battle is a I-2 Finesse attack on
9/CCB. The objective is to occupy square QQ30
thus obtaining control over roads passing through
Diekirch as well as possibly forcing an early
abandonment of the city itself. There is only a 20%
chance of success but this will also affect the results
of the adjacent battle. Of course ENGAGED or
CONTACT are without value since the armored
regiment can simply ‘withdraw . Notice that econo-
my of force is practiced here since there is still only
209% D BACK in a [I-I attack. If this attack is
successful it provides a “surrounded” situation for
the adjacent 8-1 battle and increases the chance of
elimination of 9/CCR from 709% to 100%. If the
result of the 8-1 wasa D BACK 4 — A ADVANCE
3 (10% chance) the victorious units could be
advanced to square OO31 adding to the pressure on
the Clerf River defense line. This situation unveiled
another ADVANCED rule question: Can some of
the troops attacking 9/ CCR also be advanced into
QQ30 (which would now be occupied by 2/17)?



THE GENERAL

Although the CRT rule says “not into an enemy
ZOC," the square is already occupied by a friendly
unit and should be allowed as a “reinforcement.”
Force or Finesse?

Continued on Page 12

ALTERNATE APPROACH
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THE HIDDEN SIDE TO THE COMBAT MATRIX
by J. P. Connolly

Professor Connolly mans the School of
Engineering and Engineering Experiment Station at
Auburn University from where he has witnessed the
advances in wargaming over the past ten vears.
Although not an avid commercial wargamer, Mr.
Connolly has done considerable research on game
theory, especially in reference to matrix techniques.
His “chalkboard” presentation is a definite must for
those who wish to excel at 1776 and other games
using matrix CRTs.

There has always been debate among game
designers and players over the use of combat results
tables (CRTs) in wargames. Naturally, such tables
have been developed from the results of the conflict
that is to be simulated. Thus, mistakes, personal
opinions, luck, political decisions, strategic consid-
erations, and general lunacy have all contributed to
the CRT for any conflict.

Though everyone would agree some of the
contributions must be retained for any semblence of
historical accuracy, the CRT concept is still
relatively inflexible. Primarily, it robs the wargamer
of strategic/tactical assessment of the value of
objectives. Where the field commander could put a
premium on gaining or holding land, the wargamer
has been at the mercy of the CRT. If it said retreat,
he had to retreat.

The combat matrix concept provides the
opportunity to use past results and yet give the
player increased decision capability. The matrix
gives both the attacker and defender the option of
several choices, or strategies, in each combat
situation. When these are matched through the
matrix, the results are obtained to that combat.

A typical combat matrix is shown in figure | for
attacker/defender odds of 1:1. The use of such a
matrix appears simple and removes dice, but an
understanding of the math behind such a matrix can
allow the wargamer to improve his tactical control.
There is a method to selecting the choice on a given
turn, and this method can account for different
assessments of the worth of combat objectives.

Attackers Choice

1 2 3 4
D0,

g1 YV =) fﬂzsﬁgrarﬁiﬂi:s
8 :

S 20414 414

53'14\'1-1 D-: A

2 a| A4 A2

Matrix Results:

A = Attacker Retreats
D = Defender Retreats
-1 = Attacker/ Defender lose one Unit

FIG. 1. TYPICAL COMBAT MATRIX

Let us first examine the tactical considerations
facing a wargamer. On defense, or attack, his
objective is land, time, or enemy causualties, or
some combination of the three, Of these, casualties
are readily quantifiable, thus land must be quantifi-
ed in terms of troop units to insure compatibility in
decisions. This process is done in the initial
assessment of a specific situation by the wargamer.

The next step is to evaluate the potential plays in
terms of this assessment. Returning to the matrix in
figure 1, let us examine the effect on player selection
of matrix choice (one thru four) as the evaluation of
the “worth” of land in the initial assessment varies.

If we first consider the value of the land part of
the objective as one unit, then retreat is rated = -1
and enemy retreat as = +1. The payoff of the combat
matrix in terms of the defender then becomes that in
figure 2 (note: payoff = gains-losses). Game theory
states that the best mixture of choices by the
attacker to assure minimum loss is 3:0:0:1. That is,
he should play his matrix choices | and 4 at the ratio
3:1, and should not play choices 2 or 3 at all. The
defender, meanwhile, to maximize his gains, should
play 0:0:3:1. Game theory also teils us that if both
play these optimum mixed strategies for selecting
their choices, the defender will win, on the average,
1/4 unit per play. Conversly, the attacker will
average that loss. But should either differ from these
optimum mixes, the results will be less winnings
(defender) or greater losses (attacker) on the
average. The strategy ratios are shown in all
remaining figures on the right and bottom of the
matrix.

FIG. 2. Attacker's Choice
1 2 3 4 This is the strategy
& N column for the
-g 1 -1 =1 |- 0 defender
-
2| oo 2|0
&
= 1 0 1
£ 3 0 This is the strategy
R
L column for the
c4| o 1 ]-2 attacker

VALUE OF THE GAME = !4 UNIT TO
DEFENDER Values ure given for the defender
COMBAT MATRIX FOR RETREAT = | UNIT
LOSS
If land is assigned zero value as an objective, the

matrix becomes that of figure 3. The win/ loss is now
zero for either player.

Fig.3. 1 2 3 4

o|jo| o0 |1

VALUE OF THE
GAME =0

-1 1 I |+

W N =

1101 |0

4l ol 1]o |

COMBAT MATRIX FOR RETREAT = 0 UNIT
LOSS
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Next, if the value of land is set at two units, the
matrix changes to thatin figure 4. As can be seen the
defender’s advantage increases his potential win-
nings to 5/7 unit per play.

FIG. 4. Attacker's Choice
1 2 3 4

891 -5 1|-
21|-2|-2 |-2 |- |o
5

=2l 1|1 31|32
4

=3l 1| 2]|-1] 2|4
8

24| 21|20

0 4 3 0

VALUE OF THE GAME = 5/7 TO DEFENDER
COMBAT MATRIX FOR RETREAT = 2
UNITS LOSS

Finally, if the value of land is increased to three
units, figure 5 gives the matrix and strategies of play.

FI1G. 5. Attacker’s Choice

1.2 3 4
1 .
-3|-3|-3 |-2 |o

2 |-2| 4| 2|5

213 (|-2|3]|s

Defender’s Choice

B W N -

3 |-2 |3 |-4 |o

0 & 35 0
VALUE OF THE GAME = §/11
TO DEFENDER
COMBAT MATRIX FOR RETREAT = 3
UNITS LOSS

These examples show that assessment of the
worth of the objective can materially affect the
subsequent choice of plays. As the value of land
went up, the strategy of defender shifted from
playing 0:0:3:1 to 0:3:4:0, and then to 0:5:6:0. If the
defender wanted to hold the land he could play
choices 2&3 @ 0:5:6:0, and if he wanied primarily to
inflict casualties his choices would be 3&4 @ 0:0:3:1.
This change is not possible in the CRT. Yet all the
data in the combat matrix can come from historical
records as does the CRT data. (Note that to obtain
the odds 3:1 or 5:6 the player needs some kind of a
chance device.)

Using this concept both the results of using land
or casulties as the objective can be evaluated by the
wargamer as he sets his strategy of play. Obviously,
the attacker and defender can then play strategies
based on their assessment of the value of the
objectives. The outcome of combat is still probabil-
istic, but a little more control of the situation is given
to the wargamer. If you want to convert a standard
CRT to a matrix, it can be done as per figure 6.
Unfortunatly, since the resulting matrix is symmet-
rical, the strategies will not change as you vary the
assessment.

By now you have recognized the primary
drawback to the combat matrix concept, the
construction of the matrix. The mathematical
process for developing a matrix is far more complex
than the statistical data collection required for a
CRT. The example presented is a good design, but
note that at no time were more than two choices
optimum at any value assessment level.

The future of the combat matrix in wargaming
will depend on the ability of designers to develop
non-symmetrical matrices that contain the capabili-
ty of variance with assessment changes.* This is a
complicated task, and will require the designer to

understand game theory and how it relates to the
problem.

Since both design and analysis of combat
matrices will then be tied to game theory, it
behooves the serious wargamer to understand the
basic application. To this end, there are several
books that allow one the capability of analysis using
only basic arithmetic.

Designers should not ignore the combat matrix
for it certainly offers more flexibility than the
standard CRT. If nothing else, it gives the
opponents a sense of matching wits, something
lacking in the throw of dice.

*Qdds (attacker: defender) can be incorporated into
the combat matrix by algorithm, such as:
.In(n-m) where: n = attacker strength
= m = defender strength
m and: + answer means defender loss
- answer means attacker loss @

Poor Wargamer’s Computer

1 2 43'5?0&:6
1[1le]s5|ala]2
2[2[1]6[5[a]3
Sl 3l2l1]|e[8]a
«lalal2]1 5
5/|5|4|13(2|116
slels5]al3]2]1

by Dr. J. Connolly

The May-June 1974 issue of The General carried an
article by George Bradford with the plans for a matrix
results computer. However, for those of us who liked the
ides, but lacked talent or financial means, or who have
opponents so unscrupulous as to peek to see which switch
we are going to throw, the following development of the
Poor Wargamer's Computer (PWC) is freely presented.
Since it is cost-free, it should be viewed with some
misgivings as such a low value in today's society generally
means shoddy merchandise.

The PWC shown below is developed for a CRT that
has six possible probabilistic outcomes, i.e., the die roll
results in six possibilities. Note that both A and B have a
choice from | thru 6. Also note that the 6x6 matrix is
filled with the numbers | thru 6 in a symmetrical fashion.
These represent the equivalent die-roll to be used in
obtaining results from the CRT. The operation is as
follows:

Opponents A and B each select a number from | to 6.
These numbers are then cross-matched in the PWC to
obtain a numerical value. This value is then taken, along
with the odds, to the CRT and read off the die-roll results
side.

For example, if A picks 3 and B chooses 5, then the
PWC gives 5 as the number. So, A and B then look back
to the CRT under the appropriate column for odds and
see what results occur if a 5 had been thrown on the die.

The expansion of thistable to a 8x8 or 10x10 issimple
and allows one to use this approach for games with more
than only 6 possibilities, such as PANZERBLITZ or
1776.

Why go to this trouble when you can simply throw a.
die in the first place. Well, this method gives both the
attacker and the defender a part in the combat outcome.
No longer can you claim that the dice did you in. Half of
every result was your fault. Also the method works well
when vou have lost your dice or haven’t room to throw
them with “skill.”

In the past. we have also used this approach to give a
morale factor to the player who successfully kept results
his way for three throws. This would mean on defense. he
got a 3 or less, and on offense a 4 or more. This factor
ranged Irom rounding up in the odds table to a reduction
in losses from the CRT (depending on the game).

In any event, if you enjoy the head-to-head confron-
tation and subtle matching of wits associated with
wargaming, then the PWC adds to the fun.
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Everything . . . Continued from Page 27

basis for simulation of the proposed subsystem.
By applying cost-effectiveness measures discussed

earlier, alternative modifications could be
screened to determine which deserved further
development.

Since the application of VIM provides one
composite measure of effectiveness — combat
power — it would be feasible to directly compare
and trade off unlike systems on the basis of the
costs necessary to attain a desired level of combat
power. The use of techniques similar to the
cost-effectiveness measure could help determine
how to effectively allocate resources between
diverse options such as costly major improve-
ments in the operations subsystem, intelligence
subsystem, support subsystems, or additions to
firepower resources of a force.

Although VIM s promising, it should be
remembered that the results of VIM are not fine
measurements, Successive approximations and
subjective evaluations are required to determine
when both forces are combat equivalent; there-
fore, VIM is best suited for measuring large
changes in the intelligence that may have a
significant impact on the effectiveness of a force's
firepower resources. Also, the ability to apply
VIM to the development of force structure is
dependent upon the simulation’s ability to effec-
tively represent the systems being studied. To
date, insufficient validated data has been com-
piled on the performance of collection subsys-
tems and the processing of data into intelligence.
The nature of current and proposed intelligence
subsystems must be better understood by collect-
ing and analyzing data on their performance.
Testing done at MASSTER, combined with per-
formance studies of the intelligence subsystem
and developmental computer simulations, can
become a source of this data. @

France '40 Continued from Page 18

avoid battle while delaying by falling back to points
which are 4 movement points away from the
infantry and 6, from the armored units, until they
are joined by their comrades from the south. With
the northern element of British and some French
infantry, send the “cheap™armored units—the -6,
2-6's and 3-4’s. They are good for delaying and
plugging holes. Keep the good armor—the 5-6'sand
4-6’s—together in the middle. Do not commit them
to the defense unless necessary, but save them for
opportunities to break through and encircle unwary
Germans. Watch his flanks—if he leaves the
Maginot line area lightly guarded, try a break-
through and go for his air units. Even if the
opportunities do not develop, you can keep him
more honest that way, as he'll be worrying about
them.

The outcome of a game developed along these
lines usually is determined by the die. It is a well
matched contest, presenting a maximum of chal-
lenges to the skill of both players. And for the
skeptic, it is a game which reflects a not too far
fetched “might have been”. @
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SELLING

Will sell excellent condition Jut. for $23.00, will pay
postage. Contact for more details. First offer gets it.
Dann E. Faik, 3383 Marmac Rd., Anderson, CA
365-1662

For Sale: Guad, 1914. Excellent condition. | will
pay all postage and handling. $25.00 each. James
Deininger, 42051 Via San Carlos, Fremont, CA
(415) 657-3990

Wil sell Anzio (first edition) for $5.00 in excellent
cond.. or 1914 for $12.00. Also excellent condition,
Mark Soreco, 1374 Thunderbird, Sunnyvale, CA
94087, 243-7114

For Sale: Original Anzio, mint condition, Only 3
counters missing. Played only twice. Offers to:
Tarre Grissom, 6970 Almours Dr., Jacksonville,
FLA. 32217

For Sale: C-ville., Hex-Gett., Guad., and other
collectors’ items. AH games. Send 10¢ for full list
and conditions of sale. Want {tf opponents-most
wargames, Wally Williams, Jr., 1507 W. [3th St
(904) 763-1608, Panama City, FLA., 32401

For Sale or trade: U-Boat, G-canal, many others.
Also PBM kits, game aids, my design. R's War
PBM kits. Want ftf opponents. Write for info. Joe
Sikorski, 1410 N. Lathrop Ave., River Forest, Il
60305

For Sale: Original Jutland in excellent condition, no
components missing, Box in average shape. Only
played twice. Will sell for $12.00, postpaid. Join
SMWA, Burt Labelle, Forest Park #23, Biddeford.
MA 04005, 282-5577

For Sale: Six new and unused copies of Guad.,
bought for resale. $13.00 each. | pay postage. First
come, first served. All letters answered. Charles
Starks, Windhover, West Stockbridge. MA 01266
Guadalcanal: Tor sale, new mint., unused $22.00,
postage paid. W. J. Niebling, 707 Whittier Ct.,
Saline. Michigan., 313-429-4545, 48176

For Sale; B-Marck, Guad., Management., Dis-
patch, Ft-St '62, Original Tac "58, and Gett Hex!!
All exc. cond. complete, Will send COD if desired.
Write for details, Matthew Gubitosa, 1918 74th St.,
Brooklyn, NY, 259-5436

[ have good condition U-Boat, Will sell or trade.
Anyone care to dogfight my D-7 in PBM? Kevin S.
Donohue, 7 Harrington Ave., Cortland, NY 13045
For Sale unused Air Empire first $13.00 takes it
Desire {tf experienced adult wargamer, any game. 1
have been playing wargames for over 16 years.
Leonard Ances, 204 Lexow Ave., Upper Nyack, NY
914-358-1114, 10960

For Sale: Jutland, 1914, excellent cond. $12.00
each. Conrad D. Moeller, 125 17th St., NW,
Canton, OH10, 44703, 456-0236

Attention Hardcores: Selling 1914 in good condi-
tion (missing unit counter sheets—$1.00 from AH)
Will sell for only $8.00! Scott Dyer, 3239 North
Reach, Oregon, Ohio 43616, (419) 693-1556

Will sell excellent cond. original version Anzio, $12
postage paid, to first person who writes. Send no
money. All letters answered. Mark Calvert, 2535

Directions for use of the Reader's Response
Page:

1. Cut out all sections separately. Do not leave
two separate sections on the same piece of
paper.

2. Include all returned sections in one envelope
marked to the attention of the Editorial Dept.

Wanted: Guad., good condition, complete. Will
take best offer. Fred Gamache, 13029 Richwood
Rd. Phila. PA, 19116, 215-676-8269

Wanted: Out of Print AH games in good to
excellent condition. Will consider lowest offers.
Thank you. Ronald Seamans, 28 S. Water St., Apt.
D-5, Womelsdorf, PA 19567, 215-589-4127

MecVey Blvd., W. Worthington, Ohio, 614-889-1652
Selling Jutland., Guad., 1914, Anzio (lst ed.),
Bismarck for $16 each. U-Boat (cardboard coun-
ters) for $13. Baseball, Football in flat boxes $7
each. | pay postage. John Visher, 1564 Temple Dr.,
Ambler, PA, 19002, 646-2026

For Sale: mint first edition Jut., Guad., Bis.,and U-
Boat (with metal ships) to highest bidder. Guy R.
Gullion, 2800 Waubun, Marshall, TX. 214-938-
3858

Trade G'canal or '69 Anzio or Nieuchess (all
unused) or Bismarck for complete Verdict I, Will
trade 2 for if excellent; 3 for if mint condition.
Michael Angelo (Viahovich) 822 Fatherland Apt. 3,
Nashville, Tn. 37206

Want Lemans, Will trade U-Boat or Guad. for it.
Will sell U-Boat $20, Civil War %30, Guadalcanal
$12. Lemans. Must be in good cond. Casey Nelson,
14808 89th Ave,, NE, Bothell, Wash. 98011, 485-
4357

BUYING

Wanted experienced ftf and pbm opponents. | have
all AH games (including mail order). Interested in
buying Civil War and Guadal, Send condition and
price. Mike Duckett, 77 Woodlawn Crescent,
Dollard Des Ormeaux, Proving, Quebec, Zone
H9A121, 514-684-0022

Have mint 1914, Will trade for Bism., U-Boat
especially. Must be good cond. Send offer. Novice
of 14, Ftf most all WWI1I games. Any clubs around?
Andrew Kwan, 4132 Salacia Dr., Irving, CA 92705,
559-1348

Mediocre player of high school age wants to ftf BB.,
Jut., Luft., Pan., PanLd. Want to buy good
Bismarck and good 1914 for $10 apiece. Jim
Mitchell, 2611 Turnstone Dr., Pleasanton, CA
94566, 846-8815

Want G-canal. Will pay $4 %6 depending on
condition. Need someone to play ftf in Marin, with
A.K., Bulge, D-Day, P-blitz, S-grad, and Water.
Kevin Burke, 16 Skyline, San Anselmo, CA 94960,
453-4699

Will trade Bismarck, 1914, or Jut. (old version) for
Guad. All letters answered. Games in excellent
cond. Mark Stroczkowski, 25 Linden St., New
Britain, Conn. 06051, 1-203-223-7389

Wish to buy Jut. Ftf or ppbm D-Day, Gett., AK, BB,
Pan, (No pbm kits) Any area clubs in Sterling or
Rock Falls? Mike Gray, 2910 West Rt. 3, Rock
Falls, 11l. 625-3019

Wish to pbm 1914 or Guad. Also would like some
more members for our wargaming club. Will pay
$10.00 for U-Boat and $12 for Bismark. David
Dietrich, 978 Spruce, Winnetka, [ll. 60093, 446-
5357

Novice adult (27) desires pbm Wat., BB., 1776,
Guad., and AK. Will trade excel. cond. 1914 for U-
Boat, Bismarck, or Hex-Gett, Will buy Hex-Gett
($18.00) Roger Eastep, 17607 Horizon Place,
Derwood, Maryland 20855, 301-869-5048
Wanted: Incomplete or old games expecially U-
Boat, Bis., Guad., Please send description of
condition of counters, board, box, etc. as well as
asking price. George R. Cooper, 12 Clonmel Ave.,
Burlington, MA 01803

Wanted Vol., 10, #4, original only. No Xerox please.
Reasonable price. Richard H. Marshall, 228
Central Ave., Needham Hgts., Mass, 02194, (617)
444-7291

Looking for [tf Cortland Homer area. Will buy Hex
Gett., counters at any price. I'll pbm Bulge, pbp
almost any AH game. HEIL! John D'Addano, 35
Greenbush St., Cortland, NY (607) 753-0614, 13045
Would like 1914 in good condition. Willing to pay
$17.00. Any clubs in North Carolina. If so contact
me please. Garrett T. Power, 3920 Silverbell Rd.,
Charlotte, NC 28211, 365-2833

Need average opponents for Stalingrad, Afrika
Korps. Need to buy 1914, Alan Woodcock, Box 6,
Baker, Oklahoma, 73930, 405-854-6535

Average college wargamer age 23 secking oppo-
nents for Bulge, and pbm Gettysburg. Also would
like to buy B&O/ C&O, at reasonable price. Warren
Duncan, N.E.O.S.U. Wilson Hall, Rm 126, Tahle-
guah, Oklahoma, 74464, 456-5511, Ext. 3430
Trade never used S&T Strategy | for Bismarck with
all pieces and in good condition. State cond. All
letters answered. Also oppnts. in GP area. Michael
Stepka, Box 240, Merlin, Ore. 97532, 476-2716
Wanted Hex-Gett. Excellent or very good condition
only. Michael R. Noble, P.O. Box 265, Portland,
Ore.




THE GENERAL

The American Revolution, with its multitude of
skirmishes, battles, and campaigns, offers the
wargame designer and player alike a wide selection
of conflicts from which to choose. Avalon Hill, with
its release of /776, has enabled us, as wargamers, to
recreate most, if not all, of the major conflicts of this
stormy period. One of the more interesting of these
engagements was the British offensive of 1777 in
New England, presented as a scenario in [776
known as the Saratoga Campaign. The original
British operation ended in a dismal failure, but I
believe that a British commander, with proper
disposition and coordination of the forces available,
can win this conflict in almost every encounter. But
before going into the details of my plan, a little
background is necessary.

The Original Campaign

The British strategy was to launch a three-
pronged attack in New England, intending to seize
the Hudson River Valley and split the colonies in
two. General John Burgoyne, who had originally
conceived the plan, was to move south from Canada
via Lake Champlain, while General William Howe
was to move north from New York City, joining
Burgoyne at Albany. A third column under Colonel
Barry St. Leger, moving up the St. Lawrence to
Lake Ontario, would land at Oswego and, in
conjunction with Iroquois Indians and Tories,
sweep down the Mohawk Valley to unite with the
others at Albany. This was an attractive plan, and if
executed well, could have meant an early end to the
budding revolution. Unfortunately, with typical
British coordination, General Howe's force (now
under General Clinton) failed to continue its
advance and returned to New York. St. Leger's
small group was turned back by Benedict Arnold’s
advance. (He was still a good guy at this point in
time!) Burgoyne and his 5,700 men now found
themselves surrounded by an American force of
more than 15,000, He had no choice but to
surrender, thus ending the British hopes of securing
the New England colonies. As a direct result of this
action Fort Ticonderoga and Crown Point were
evacuated; Clinton abandoned the Hudson high-
lands: and not the least important result was that
France, delighted by the American victory, recog-
nized the independence of the United States, a
forerunner of her active participation in the war.

The New Campaign

Despite the crushing failure of Burgoyne’s plan,
it still remains a good one in theory.’ Given an
English commander of any competence, | believe
the original plan, with only slight modification, has
an excellent chance of success. As in most games of
skill and maneuver, the opening moves are critical
and generally dictate the course of the rest of the

game. | have established what 1 believe is an

excellent disposition of the British forces.

May Deployment

Burgoyne’s troops, starting at St. Johns in
Canada, are the easiest to deploy. Using your
bateaus, you immediately transport ten Strength
Points (hereafter designated SP) to lay siege to Fort
Ticonderoga. Move (by land) your single Indian
unit also to Fort Ticonderoga. Do not risk a [-I
attack this month as there is still time to wait for
your slower moving artillery and supplies to catch
up with the main force. Two SP from St. Johns will
accompany the artillery and supply units traveling
down the west side of Lake Champlain. The
remaining two SP will wait in St. Johns for the
supply unit scheduled to arrive at Montreal in June.
This unit at St. Johns will also deter the American
militia entrenched at Mt. Independence from
venturing north and interfering with your arriving
supply.

Deploy the units in New York City in the
following manner: Eleven SP and the artillery unit
should move to and attack the American fort at
West Point (the artillery cannot participate in the
attack without a supply unit, but is placed there for
the future defense of the fort); eight SP and one
supply unit will move to and attack Fort Constitu-
tion; fifteen SP and one supply unit will make a sea
landing on the coastal hex located southeast of
Princeton and south of New York City; one SP will
move to the hex immediately south of West Point,
leaving one SP to preserve your entrenchment
marker in New York City. The units attacking Fort
Constitution and West Point should occupy these
forts after the defenders have beeneliminated. If the
American has left his unit at West Point inside the
fort, peel off one SP of the attacking force and send
t up the west side of the Hudson River. It can then
attempt a forced march to capture the unguarded
supply at Albany.

The third force, from Oswego, will not material-
ze until St. Leger and his supplies arrive in July.

May Analysis

Now, what have we accomplished? In the north
we have ensured the fall of Fort Ticonderoga in the
coming month of June. The defenders cannot
escape, nor can they be reinforced. The militia unit
at Mt. Independence cannot penetrate into the fort
to aid the defenders and cannot go north because of
the larger British unit. To remain entrenched would
be certain destruction. The only viable alternative is
to run off to the mountains for safety.

In the south we have captured two forts without
loss. (Be sure to make only the first attack on Fort
Constitution supplied so that you may keep your
supply unit.) The units assaulting the coast are
prepared to move on Philadelphia, crossing either at
Cooper’s Ferry or McKoney’s ferry. They also
directly threaten the American force at Morristown.
The unit south of West Point prevents an easy
American incursion across the Hudson River, and
also has a harassment function that will become
clearer on the next turn. The American dare not
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attack this small exposed force lest he expose
himself to a vicious counterattack by the combined
British forces in the area. The American units at
Morristown are now faced with the unpleasant
decision of going south to aid in the defense of
Philadelphia or to mimic its brothers in the north
and run from harm’s way deep into the wilderness.
Defending Philadelphia would be a dubious
decision at best. It is not a critical town, and it would
remove the bulk of the American forces from the
main theater of operation. Also, sufficient British
strength could be brought from West Point to force
its retreat even further. Faced by attacks on two
flanks, it cannot stay at Morristown and thus must
quietly disappear into the trackless forests of
Pennsylvania or New York.

The American supply unit at Albany (if not
already captured) is also in dire straits because of the
rapid British advance. Fort Stanwix is not even a
completely safe haven as a daring British comman-
der can reach it from either West Point or Fort
Constitution by a forced march.

June Deployment

The June disposition for Burgoyne’s northern
expedition is easily assessed. The supply, artillery,
and troops from St. Johns will arrive at Fort
Ticonderoga to take part in the initial attack, At 3-2
odds with artillery support, the possibility of failure
is negligible. The supply unit arriving at Montreal
will be sent down the west side of Lake Champlain,
accompanied by the British force waiting at St.
Johns.

The disposition of the southern force is
primarily a reaction to the American response on
the first turn. It may appear that the American,
using inverted and decoy counters, has completely
disappeared, but evidence of his position does exist.
Not being able to hide his valuable supply unit, he
will undoubtedly protect it with the major part of
the original Morristown force. In the unlikely event
he has this unit in the Philadelphia-Morristown
area, you should immediately attack, as destruction
of this force will secure the southern sector and
release these British units for the coming assault on
Albany and Fort Stanwix. The other, and more
probable, alternative is for the American to hide
deep in the hills, as mentioned earlier. This fact
would be revealed by the location of his supply unit
and by the conspicuous absence of his artillery unit,
which he has been forced to destroy, as its slow
movement would make it vulnerable to capture
cither by units from the New Jersey coast or the
small unit stationed just south of West Point.

Assuming the American has chosen the prudent
strategy of flight, dispatch five SP from the coastal
assault group to seize and occupy the colonial
capital of Philadelphia. The remaining units will
travel to the hex north of Morristown, uniting with
five SP sent from West Point. Fort Constitution
need be garrisoned only lightly (one SP is suffi-
cient), while West Point will have six SP remaining
of the original force plus seven SP sent from Fort
Constitution. The supply from Fort Constitution
and the artillery unit already there will complete its
garrison. The single British SP south of West Point
will be sent after the fleeing Americans in order to
harass his supply and pgather intelligence of
American movement. The one SP in New York City
will remain there.
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June Analysis

Using Burgovne’s original plan as a spring-
board, we now control Philadelphia, New York
City, West Point, Fort Constitution and Fort
Ticonderoga. Albany is threatened on two fronts,
and the American forces are scattered throughout
New England. We have destroyed a minimum of
seven enemy SP, captured an enemy artillery unit at
Fort Ticonderoga, and forced the American to
destroy another at Morristown. The American
army is badly pressed and British control of the
Hudson River Valley seems imminent.

July Deployment

St. Leger's troops and supplies arriving at
Oswego should remain there, assuming the fort
hasn’t already fallen to an aggressive American
commander. The units at Philadelphia should
entrench themselves. The Morristown group should
attempt to search out and destroy the American
force suspected of operating in that area. The British
reconnaissance unit may be invaluable in locating
the American. Do not, however, overextend your
larger British force as they will be needed in August
at West Point. The Indian unit at Fort Ticonderoga
would also make an excellent scouting force, due to
its greater mobility. A garrison of eight SP, coupled
with a supply unit and three artillery units, should
make Fort Ticonderoga impregnable. The remain-
ing units from Fort Ticonderoga should be sent
down to the Albany area to harass the American
reinforcements,

West Point should maintain its garrison of
thirteen SP, anartillery unit, and a supply unit. Fort
Constitution should keep its minimal garrison,
July Analysis

In three months we have achieved our primary
objective of seizing and securing the three strategic
‘towns necessary for a British victory. We have
established a substantial garrison in Philadelphia,
leaving us only the final problem of capturingeither
Fort Stanwix or Albany to fulfill our victory
conditions. It is unlikely that the American would
try to recapture Philadelphia because of the large
force necessary to do this and because of the remote
location. If he does make an attempt, we would then
concentrate our own forces on the dangerously
weakened Albany-Fort Stanwix complex.

Final Considerations

Any specific dispositions of forces after July
would be conjecture at best, but a general outline of
the strategy for the remaining four months will be
presented. The large British force near Morristown
should be brought to the West Point area to replace
units that have been ordered elsewhere. The West
Point force will march to Albany, uniting with the
group operating out of Fort Ticonderoga. This will
prepare you for a push on Fort Stanwix, if weakly
defended, or to establish control of Albany.

Wherever possible, try to wear the Americans
down, even if you have to attack at 1-1 odds,
Forcing him to use his supplies and causing even
small casualties will seriously weaken his final
attempt to recapture a fort or city. Under no
circumstances, however, should you weaken your
garrisons in West Point or Fort Ticonderoga, Loss
of one of these key points will surely cost you the
game.

If the original American foree from Morristown
still exists, try to prevent it from linking up with the
heavy American reinforcements due in August and
September. As long as the American has his units
scattered and separated, he can present no immedi-
ate danger to your heavily fortified positions.

While this plan does not guarantee a British
victory, it does offer a capable English commandera
far greater chance for success than Burgoyne had in

1777.
&
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The FRANCE °40 That Might
Have Been o v v

Perhaps more than any other game, France-40 is
one of ‘what might have been’. It has a wide variety
of OB’s for both sides from which to choose. As a
result, players who wish to pursue the “what ifs” of
this conflict can in effect let their imaginations run
wild in devising the configurations of the opposing
sides. From my experience, most players of this
game fall into two groups: the masochists/sadists
who play only the historical OB’s; and the free
thinkers, who match a fully mechanized Allied army
against a similarly equipped German one.

Never having been a lover of science [iction, this
latter course is of even less appeal to me than the
former. | have preferred to play the limited number
of what 1 regard as realistic alternatives to the
historical matchup—those based upon German OB
6. Students of the period can easily conclude that
there was nothing less likely to occur than the
German-Russian non agression pact, While the two
dictators’ short term interests were well served by
such a pact, such was the nature of the beasts as to
make each somewhat untrustworthy in the eyes of
the other. Add the perpetually scheming and
suspicious natures which their position in life had
given to Stalin and Hitler, and it is hard to believe
that they would enter into such a pact, or place
much reliance upon it when put into effect.
Therefore, I find the alternative state of affairs
reflected in German OBG6 to be most believeable.

The same skepticism obtains as to the high-
powered Allied OB’s. It is simply straining history
too much to assume that the between the wars
“leadership™ of France would allow a Guderian to
come to the fore (or a DeGaulle, if you will), or that
they would accept the idea that a fortress line would
be out of date in a modern war. However, even il
you are to accept these premises, | believe the OB's
are faulty, in that they continue to assume that the
French divisions will be inferior to their German
counterparts. After all, the French tanks were
superior in most respects—and once we assume
different leadership, how can one conclude that the
French infantry would be less effective?

Thus I find Allied OB’s 10 and 8 to be the ones
which are easiest to swallow, next to the historical
one, The playing of these OB’sagainst German OB 6
can lead to some interesting conclusions. For
example, even with the reduced German strength,
only an incompetent loses to the Allied historical
OB. And the matchup with the increased airpower
of Allied OB 10 should prove to most gamers how
wrong Douhet was. But German OB 6 vs. Allied OB
8 makes for a fairly even match, and is the one 1
prefer. There is a better than even chance that the
German will still win against the earlier-rearmed
Allies, but not in very satisfying fashion. Quite
frequently the Allies will keep the Germans out of
France and much of Belgium, although often at the
cost of many lives, The inherent advantages of the
German infantry over the French—a 7-6 is much
more than a little better than a 6-6—usually resultin
a higher loss ratio by the latier, which often will give
the game to the Germans on points. But it is not a
sure thing, and occasionally the Allies win—
sometimes even launching an invasion of German
soil. The result will often leave one thinking: “If only
the French had gotten off their butts a bit earlier and
begun to rearm. . .”

The German, faced with the imposing—
numerically, anyway—array of Allies, usually has
two things forced upon him.

First, he must be somewhat conventional, In
view of his limited resources he must eliminate the
Dutch and get in a couple of good whacks at the
Belgians before the French and British arrive,
Invasion of Holland is necessary, although it is
tempting to reduce the frontage which his reduced
numbers must cover by leaving the Dutch alone,
For one thing, he needs the victory points which the
three Dutch units represent. For another, confine-
ment to the French and Belgian border is so stifling
to his own offensive capabilities as to be more of a
burden than a benefit. Holland is a necessary
springboard for the type of attack the German must
make across Belgium.

For the German must try to avoid stalemate,
1914 must always be in his mind—it is a very real
possibility unless he can break through, encircle,
and eliminate a decisive number of Allied units. If
this is to be done, it must occur early in the game—
time is with the Allies. And the terrain best suited for
this maneuver is the Belgian plains, which in turn is
easiest reached through the Netherlands. The result
is that the German must concentrate his panzers and
about half of his infantry for a drive across Belgium
north of the Ardennes. You can hear von Schlieffen
clucking “Ya™ as you set up! The German should
retain one armored corps to drive through the
Ardennes with the rest of the infantry, One 6-8, one
4-8, a 3-8 and a 2-8 should suffice. These will give the
capability of exploiting any breakthrough possibili-
ties there and filling in temporary gaps in the lines,
Occasionally, these forces can serve as a “weak
claw™ in a pincer movement in conjunction with the
bulk of the panzers in the north. In addition, this
keeps them near Sedan and the Maginot to exploit
the unlikely possibility of a breach there. In so
doing, these forces keep the Allied player “honest”
to a degree. Of course, a couple of units must also
guard the French border opposite the Maginot,
dalong with the artillery.

The Allied player should retreat and delay, and
seek to unite as much of the Dutch and Belgian
armies with the French and British, as can be
extricated. His initial placements should be attack-
proof. Put the Dutch units on hexes 522, 523 and
524. Put Belgians at 525, 494, 495, 529, 531, 530,
500, 469, 438, 407 and 377. Put French 6-6s in the
Maginot line hexes 154 and 185, and a 2-2 in 217,
with the other 2-2's in reserve just behind the forts.
This way the Germans will be unable to attack on
move |, except the Maginot line hexes, where it will
be impossible to destroy the forts. Place the rest of
the infantry in position to move forward to join the
Belgians and Dutch at the earliest point. Although
some players like to put the British infantry into the
Ardennes where the extra movement factors are
useful and it is harder to lose these units, with their
high victory point values, to low odds attacks, I've
tended to prefer to use them in the north because of
the greater speed with which they can cross the
Belgian plain and meet the Germans. The retreating
Dutch and Belgians should continue to attempt to

Continued on Page 16
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The Series Replay this time around is a bit
unusual in many respects. An immediate difference
iy noted in that there are no player comments—only
the turn by turn analysis of our neutral observers.
This is due to the fact that the game we are depicting
on these pages is almost three years old and was
commenced before the Series Replay concept was
ever evolved. However, we imagine that readers will
find it of interest if’ only because they feel they can
improve on the efforts of our designers. In all
fairness ro these individuals it should be emphasized
that neither player was aware of the possibility of his
play being exposed to such expert scrutiny.

In addition, Mr. Reed professes no great
amount of expertise in this particular game; his real
forie being BATTLE OF THE BULGE. Yet, when
we chanced upon these old PBM moves the stage
had already been set for a play with a unique caste, if
not an outstanding plot.

GAME ANALYSIS
By George Phillies and Mark Swanson

RUSSIAN SETUP: For the most part a
classical Russian defense, The 28th in the bend of
the Prut at NN14 is out of range of Brest, assuring
the Germans of a 3-1 there on their second turn. The
22nd and 42nd are undoubled and may be attacked
frontally. The 15th armor, behind the San, may be
attacked from the river squares, allowing the
Germans to advance onto EEI2, thereby depriving
the Russians of a delaying position. All in all, thisis
arespectable defense, even though it does have some
flaws. Exchanging the positions of the 28th and the
4th (6-9-6) would have relieved the Russians of later
potential difficulties.

JUNE, 1941; The Germans open aggressively with automatics vs, the 2, 7, and |5th Armor
k.

SERIES REPLAY
STALINGRAD

Russian: Donald Greenwood
German: Randy Reed

GERMAN JUNE: The German has done a
number of unusual things and made a number of
mistakes. He has only 2 weak units on the
Hungarian border (MM-8.9). These two units will
afford the German little assistance in his attacks out
of Rumania. The German’s force in Rumania is too
weak to attack frontally across the Prut. Since there
will be no units in Hungary able to assist the
Germans in attacking the Carpathian mountain
chain, the German forces in Rumania will be unable
to flank the Prut river on its northern end.

The I-1 on the Nemunas seems a bit premature.
The Russian is always the strongest on the first turn;
the Germans can afford to wait a few turns before
launching this rather chancy sort of attack.

The German has put up a rather weak defense in
Finland. A 6-strength armoured corps may be of use
against a very weak Russian attack, although it is
not at all clear that it helps the German to tie down
an armoured corps in Finland for the rest of the
game. (Against a strong Russian army, such as this
one, the German deployment is probably a mistake.
The Russians can attack the 6-6-6 inside Helsinki
and kill it. The remainder of this defense is also
weak—the Russians can surround one of the
Finnish units. Bytransferringthe two Finnish units
North of the lakes one square North, the Russian’s
position is much improved.

The major difficulty with the German position at
this point is the distribution of his forces, especially
of his armor. He has left only 6 armoured corps on
the central front. The one in Finland will contzibute
little to his position. The three 8-8-6's in Rumania
constitute a great liability. They are too weak to
attack out, and their absence on the central front

and a 3-1 exchange on the 42nd and 22nd Infantry. The required 1-2
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will mean that the German army in the center is
gravely weakened.

RUSEIAN JUNE MOVE: The Russian attacks
in Finland met with bad luck. However, the attack
along the LJ-file is a turn ahead of schedule; the
Germans defended on 129 rather than the more
reasonable 130. The doorway into Finland has been
pried open by the Russian attack.

The errors in the German initial placement have
caught up with them. Because the German has put
so much armor into Rumania, he cannot make a 3-1
on the 6-9-6 or either of the 7-10-4’s. A single 5-7-4
can hold a pair of river squares and be 3-1 proof.
Unfortunately for the Russian, the 17th Inf. which is
immediately South of Brest-Litovsk, is only a 4-6-4.
The Germans can make a 3-1 on it, while
simultaneously surrounding the 16th infantry (on
Y16). An advance across the Bug River onto BBIS
then forces the unit in Brest-Litovsk to attack (with
no retreat, against doubled defenders) and breaks
the Bug River.

The Russian defense of the Carpathians is
flawed. The weak units already in Hungary permit
the Germans to surround the 10th infantry. The
Russians could have avoided this difficulty if they
had placed another 5-7-4 with or next to the 10th
Infantry: the Germans would then have needed the
3-3-6 as a soakoff. Without that 3-3-6, the Germans
only have 4| factors available to attack the 10th
infantry, permitting them to make only a 2-1.

The northern 1-3 attack ties up a substantial
number of German units behind the German lines.
Consequently, the Germans did not have the units
to soakoff against Z16 (leaving a unit in Z15 at the

retreated to NNI2, To the north they have less luck as the Ist, dth and 6th Infantryare lostina I-
| attack across the Nemunas. The 11th Infantry is also lost in the -6 soak-off.
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JULY, 1941: The Russians react strongly in Finland, wiping out FX1 and FX2 with 5-1
attacks and eliminating another & Finnish factors with a successful 3-1 against 129—a strong
blow to German chances. But the German resorts to chicanery in his July move—successfully
pulling off the old soak-off envelopment trick where units must retreat behind enemy lines due to
maximum stacks in their rear. Consequently the 23rd and Tth Infantry survive their 1-3 against

end of their turn). This move, coupled with the
advance into BB15 which the Germans mysteriously
neglected to take, would have surrounded the unit in
Brest-Litovsk.

The German chose to hit the 10th Infantry
(holding the southern end of the Carpathians)at 1-2
rather than 3-1. This replaces a sure attack with a
rather chancy one. Furthermore, the German units
in the attack are now trapped on a river square
behind Russian lines, where (especially if only one
of the 1-2's works) they can be surrounded (a 5-1 and
a 1-2 attack then disposes of them).

The German has stack after stack of units in
Rumania which he is not using, He has additional
stacks tied up near the Nemunas trying to bootstrap
units through the Russian line into the Russian rear
(where those units would be surrounded and
destroyed). The German is matching his original
faulty placement with an equally bad use of the
resources that he has, overlooking chances to
advance across rivers, surround Russian units, and
take available 3-1's against key positions, such as
JJ12. We have noted that the Russian defense has its

Brest-Litovsk.

AUGUST, 1941: The Germans have forced the Russians into early counterattack situations
but fortunately for the Kremlin the Finnish front is all but over practically before it starts
allowing massive reinfor to the N . The Russian garrison force in Finland
polishes off FX7 at 5-1 surrounded while their comrades do a like number at 4-1 on the

@ MR R RS
{ I P ..}_‘.\ >_ _< {\ J.,. {‘
> S < - — )
e X p' 7N =
; Y _ l!:?i u-)%urlh / \ i
5 ?‘h - £ { = . <‘ i
’ ) A b=
{ b
.-y y _\.ihh:l l-ﬁ
=
—{
! N
:’;wh.u i

AT

faults (for example, it allowed Brest-Litovsk to be
surrounded and unnecessarily permitted a 3-1 on
JJ12). However, an error not taken advantage of by
one's opponent is a nullity.

GERMAN JULY MOVE: The German has
tried a series of 1-2 envelopment attacks both in the
north and south. The units in the north should end
up being retreated behind the river, where it can be
surrounded and attacked without retreat. Further-
more, the backup units for this 1-3 attack would
contribute substantially to the attacks made near

RUSSIAN JULY MOVE:
responds to the 1-3 attacks in the usual manner. He
surrounds the units and destroys them. It must be
said that the Russian moves to destroy these units
were less than perfectly executed. In the south, the
Russian should have put the 5-5-4's and the
Rumanian on HHI5 and the other Rumanian on
HH 14, Then, the Russian could have made a 5-1 (no

THE GENERAL

the Russian 3rd and retreat to X19. The Red 16th Infantry is crushed ina 5-1 as expected. The
main German attack (a 3-1 vs the | 7th Inf) results in a DB2 with 4R surviving the 1-3 soak-ofTto
the south. The German's good fortune continues in Rumania where both his 1-2 attacks are
rewarded with the desired AB2 “retreating” the infiltrators to HHI14 & 15,

retreat) on each of the Rumanians, a -2 (no retreat)
on the two Germans. and left the 10th Infantry on
JIi2.

In attacking the Germans behind his line, the
Russian should move the 36th Infantry from 1115 to
HH 6. This move illustrates four basic principles in
dealing with 1-3 envelopments:

a) If possible, such attacks should not distract
the attention of the defenders which have been
surrounded. They should stay in position, holding
the line, while the surrounded Germans in the rear
are dealt with.

b) A stack surrounded behind Russian lines
cannot be used to undouble river positions if all of
its units are forced to attack at 1-3 or less. The result
of the alterations | describe would force the German
IR and 3R to attack at 10-42 (1-5), if a separate
attack was made on the 7-10-4, The German could
not soakolf with one 5-7-4 and use the other one to
undouble the 7-10-4 because the first 5-7-4 would
have had to attack at 5-42, which is illegal.

The Russian

surrounded German Tth and 23rd. To the south the German |R, R1 and RS infiltrators are
dispatched at 3-1 surrounded while the 3R escapes a similar fate at low odds by retreating the
Russiann [0th back 2 to HH12. The German August turn is merely a collection of the Russian’s
gifts with automaties vs 17, 27 and 65th Infantry
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¢) In dealing with a surrounded attack, it is
better to kill part of the stack and force the rest to
attack at low odds without being able to retreat. If
one attacks the stack as a whole, one risks a large
exchange. It is often possible instead to take a
soakoff and a safe attack, with fewer expected
casualties.

d) In face-to-face play, one cannot randomly
retreat units making envelopment attacks. This is
less important in PBM play, where one can change
attacker’s retreats around toput the attacker's units
in the best positions, but in face-to-face play the
attacker’s units must be retreated before the
defender starts to move.

The counterattack against the surrounded
German units in the north was more poorly
handled. The Russian | Ith and 12th Infantry units
will be on the Nemunas River. The Russians can
counterattack, but they must soakoff todo so. If the
Germans had been retreated onto the River (Y18),
the Russian would have been able to attack the
German units without the German being able to
attack the 10th and I1th Infantry.

The German continues to pay for his poor initial
placement, A pair of 4-6-4's or a single 5-7-4 can
hold two river squares; usually, a pair of 5-7-4'
would be required to keep it 3-1 proof. However, the
Russian has become overconfident; the 4th Cavalry
{on S18) can be hit at 3-1.

This vulnerability is totally unnecessary; the 2nd
Infantry (now on S20) should be adjacent to the 6-9-
6 (on R-18, where it would force a soakoff) thereby
making the 6-9-6 3-1 proof.

GERMAN AUGUST MOVE: The German
misses his chance to break the Nemunas River, by
taking a 3-1 on the 4th Cavalry. He has further
shifted to making a relatively conservative series of
attacks, rather than continuing with the aggressive
moves which he had made in earlier turns.

The German should have realized from his
earlier turns that attacks against doubled positions,
whether at low or high odds, must be so arranged
that the attacker can benefit from favorable results
{a situation which cannot obtain from the 1-3
attacks); instead, the German appears to have
concluded that he should not attack Russians in
doubled positions.

If'the Russian plays conservatively from now on,
the Germans will have substantial difficulties. The
forces which have come out of Finland reinforce the
Nemunas line; even though S18 cannot be made 3-1
proof, the German has thus far shown no inclination
to attack it. Large stacks on each side of S-18 will
likely discourage this German from attacking there.
The Russian position in the South will require
additional delaying units to last beyond this turn,
but a number of additional 4-6-4's and 4-6-6's are
available in the north.

RUSSIAN MOVE FOR AUGUST: The Rus-
sian is attempting to hold positions by scaring the
Germans away from them—this is especially evident
near ZI17 and near DDI7. This means that the
Russian has units out in the open, where the
German can attack them at good odds, without
risking doubled losses in a soakoff. The Russian
would have been better off if he had left the 6-9-6 at
S18; the German would have found this unit much
more difficult to attack. Itis less than obvious that it
is worthwhile to defend the Prut basin a square ata
time; by falling back behind the Dnestr the Russian
presents to the Germans a 3-1 proof line; this way,
the Russian takes casualties. If the 4th Infantry were
on H26, the 6R armor would not be able to escape
by taking a 1-2—it could be retreated back where it
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SEPTEMBER, 1941: The Russians have fallen back showing a willingness to fight for
terrain which is more brave than wise, At least one delay unit could have been saved had they
fallen behind the Dnestr but the Russian wants to keep the German armor penned in the southas
long as possible, The Germans respond with the biggest salvo of attacks they are to launch in the
game. The 26th Infantry survives a 1-3 soak-off on the Russian 6th Cavalry allowinga 3-1 onthe
2nd Infantry which is forced back to QI9 and breaks the Nemunas, Elsewhere the Russian 15t
Armor is eliminated ina 5-1 while the German 12, R5and 4R Infantry survive their 1-3 soak-offs.
R4 and 2R are not so fortunate and are lost in a 1-2 vs. the Red 35th which enables a successful 4-
| on the Russian [10th, The Russians end the turn with a bit of luck as their 24th Infantry survives
a 6-1 and retreats to 1116, The Finnish front is technically over. The German 6R is holed up in
Helsinki where it is surrounded by the Russian 4th and 5th Infantry.

came from. (In the long run, it might have been
better for the Russian to make the 3-1 on Helsinki).

GERMAN SEPTEMBER MOVE: The Ger-
man has hit the Russians in the open. Given the
choice, it might have been better to attack the
Russian stack on Z18, while soaking off against the
Russians across the river, Units left on Y18 give the
Russians a choice: counterattack, or lose this end of
the Nemunas as well as the other. The German units
in the center, with the accumulated replacements,
would force the Russians to soakoff against doubled
German units, if the Russian wanted to attack the
German units on Y I8 with no retreat. Note that the
Russian cannot reinforce Z18; this means that the
Russian will have to use the forces now there to
make soakoffs. (Furthermore, the Russian units on
Z18 have their backs to the swamp; if attacked, they
can only sit or withdraw a square, in which case the
Germans can attack them again),

The German finally did get around to attacking
across the Nemunas River. One might say, better
late than never, but the German certainly did ignore
a few opportunities before making this move.

RUSSIAN SEPTEMBER MOVE: The Russian
gambles of the previous turn seem to have worked.
The German is apparently quite reluctant to attack
Russians in doubled positions; the Russian took
advantage of this to hold the northern end of the
Nemunas for another turn. It might be argued that
this method of holding Z18 would have failed if the
German had not been able to make a 3-1 on SI8,
since then his forces in the north would have had
nothing better to do than attack ZI8; this is
becoming a bit subtle. It would have been safer to
leave the 6-9-6 on S18 (with one soakoff it would
have been 3-1 proof), and put all but one of the units
on Z18 behind the Nemunas River; this would
probably have lost a unit, but it would have saved
the other end of the Nemunas, This German would
not, probably. have used an attack from Y18 to
break the Nemunas.

RUSSIAN SEPTEMBER MOVE: The Russian
has taken advantage of his previous turn’s activities
to minimize the potential of the German units in the
north. In the south, the Russian has elected to playa
linear defensive strategy, in which the German must
soakoff in order to attack. This will increase
Russian losses substantially, perhaps more than is
appropriate, even for the low level of Russian
casualties to date. The German is not left with many
“clever” moves; he has to attack the Russian
frontally where he can get at him—in the south.

GERMAN OCTOBER MOVE: The German
followed the available course of action: he attacked.
This move is an extremely rare example of bad
weather hurting the Germans rather than the
Russians. Usually, bad weather keeps the Russians
from reinforcing the front, while the Germans have
adequate lateral mobility, Here, however, the
Russians have made provision for a bad weather
roll, by having enough delaying units on the scene,
while the German is hindered in his ability to reach
particular squares, most notably Y18.

RUSSIAN OCTOBER MOVE: The Russian
exploits the advantage that he has assembled on
previous turns. His position in the north is rigidly
classical: he holds the doubled positions, gives away
a 2-3-6 where there is no alternative (the German
forces in the area would have no other place to
attack), and uses stacks of units to force the
Germans to soakoff if they want to take extra
squares (e.g., U19). In the south, the Russian uses
the tactic that he has used, with cost but without a
disaster, on previous turns. He attempts to hold
valuable positions in the open with substantial
strength. The stack of three units in the open on
DD20 is vulnerable to a 1-2; if the game were played
with exchange at defense factors, this vulnerability
would be much lower, as the exchange would kill
only two of the Russian units. Even in good
weather, the German can make a 3-1 on the 6-9-6
only by soaking off against a 7-10-4 and three or



PAGE 22

y 4 . y wistuld
OCTOBER, 1941: The Russia

ns are content to fall back all along the line and make no

-

attacks although the first replacements make their presence felt. The Germans take automatics
vs 2nd und 15th Armor and eliminate the 4th Armor and 29th Infantry in a 4-1 attack out in the
open, The Russian 3rd Armor is forced back 2 1o DD20 in o 3-1 attack. The German 35th
Infuntry survives its 1-2 soak-oll while the 12th is lost in a 1-6.

four 5-7-4s, on the 5-7-4's necessarily being
doubled. This is an expensive attack, especially
since the Russians can still hold the natural fortress
between the Dnestr and Southern Bug Rivers.

GERMAN NOVEMBER MOVE: Snow did
not help the Germans. The Germans have taken the
obvious attacks, perhaps in a heavy-handed
manner. If the 24th Infantry had been surrounded,
but attacked primarily with Infantry, the German
armor could have been placed in a slightly more
central location, where it might have been more
effective. The German did not place any units on
AAIS. In general, this means that the German may
have trouble when he attempts to penetrate the
Pripyat marshes. For example, in this turn, the
Russian could counterattack against the stack in the
swamp (using the Z file only for soakoffs) and let the
German decide what to do. The snow actually is
going to hurt the Germans, which is remarkable.

The German has 18 factors accumulated. This
would make sense if the German was taking attacks
on doubled positions, thereby risking exchanges in
his attacks. However, the German isn't making
attacks where he would risk such losses. In this case,
the German would be better off using his ac-
cumulated factors to bring back some of his losses.
The German would be better off with more units on
the board.

RUSSIAN NOVEMBER MOVE: Rather than
risking losses in counterattacks, the Russian has
elected to prepare reception committees for the
German armies. If the German wants to move out of
the Pripyat marshes or onto DD20, he risks losses in
soakoffs. The Russian has overlooked (or perhaps
felt that he was not strong enough for) the time-
honored ploy of placing units on Z20. If the German
then moves his units from the Pripvat onto Y19, the
Russian can surround them. Such a tactic would be

NOVEMBER, 1941: The Russians again fall back while maintaining the isolation of
Helsinki, The Germans for their part become super conservative —taking automatics vs 15th
Armor and 24th Infantry,
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ineffective if the German had pushed 6 units into the
northern half of the Pripyat marshes but he failed to
do so.

GERMAN DECEMBER TURN: The German
has Russian units ahead of him, in the open. He
attacks them, which on the average would be a good
move. On this turn, though, the German luck was
poor; he lost almost every soakoff, and then was
rewarded with two D back’s and an exchange.
Under the circumstances, the German did not have a
great deal of choice. Once again, the German has
chosen not to bring on any replacements; effective-
ly, he has a “ghost army” off the board. As the front
opens up, the German will have more targets for his
army. Although his “ghost army"” could not have
fought on this turn, it could have been moved into
more useful positions. Snow is going to last for
several turns now, so the German cannot bring in
replacements and throw them into battle on the
same turn: the replacements need at least a turn to
move up to the front.

RUSSIAN DECEMBER MOVE: The Russian
moves from strength to strength. Having survived
with an intact army until winter, he takes advantage
of the superior defensive powers of his units and the
advantageous position of the Russian railroads to
minimize his losses and make local counterattacks,
as is being done in front of Minsk. While the attack
does leave Russian pieces on clear terrain, which is
often a poor idea, it hurts German morale. In any
event, because the weather in January is always
SNOW, the German can only counterattack near
Minsk with the units in its immediate vicinity. These
will permit the Germans to make a high-odds attack
on one Russian corps, soaking off the other five.
The swamp protects the Russian southern flank;
because the German has no units in the marshes, the
Russian units on Y20 may only be attacked from
one square. Other than this, the Russian simply uses
the terrain to best advantage. The 28th Infantry will
hold the northern end of the natural fortress until it
is starved out, at least given current German
reactions to doubled positions,

GERMAN JANUARY MOVE: The Germans
took another few squares. He now has 26 factors of
accumulated reinforcements. Some of these could
have been used to turn the attack on the 3rd Armour
into a 5-1. While on the PBM table this lowers the
chance of killing the Russian from 80% to 70%, in
FTF play the only effect is to turn an exchange into
a D-Elim. The German is starting to run out of units
in the south; soon, he will have nothing left to attack
with except his armor. The unit on BB20 looks
suspiciously like an effort to “protect” the German
flank, a task already admirably performed by the
Pripyat marshes. The 4th Cavalry is 3-1 proof, even
without the 2nd Cavalry to act as a soakoff picce.

RUSSIAN JANUARY MOVE: The Russian
seems infatuated with the idea of defending in the
open, even when there isno point toit. The Russian
has moved out from behind the Dnestr. While it is
true that the German could surround JJ17, he could
only make a 3-1 on it by using his entire army in the
south. This would hold Kiev for another turn. The
2nd Cavalry and 4th Cavalry are in an especially
unfortunate position; the German can attack them
and soakoff against Kiev. A more reasonable
approach would have been to move the 6-9-6 into
Kiev, with soakoff pieces to the north behind the
rivers. This would make Kiev 3-1 proof. As it now
stands, the German can make a 3-1 on Kiev, and
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have units on the Dnepr River afterwards. The lack
of the “ghost army” becomes more apparent; the
German cannot both attack Kiev and attack the
Russian units in the open.

If the 4th Armour were on KK 19, it would hold
the Southern Bug. As it now stands, the Germans
can cross it at Nikolayev. This would require the use
of an armored corps, which indicated another flaw
in the German position; the panzer grenadiers are in
the north, where their mobility is of relatively little
value. They could be in the south, where their speed
might be of some consequence.

GERMAN FEBRUARY TURN: It is hard to
believe that the German player does not understand
that he can replace dead units, since he has carefully
noted his accumulated replacement factors for each
turn. Why, then, does he have 30 factors of
accumulated replacements? The Shadow may
know, but he is not available for comment. If the
German had his replacements on the board, he
could have attacked the Russian units in the openin
the south without feeling tempted to transfer units
{rom the northern to the southern front, as he is now
doing.

Given that the German player does insist on
having the units off the board, he is making the best
of a difficult position. The German should have
occupied Nikolayev with armor—a 6 speed unit
could cross the Dnepr, or reach useful squares of it,
in a way in which a 4 speed unit cannot. Similarly,
the armored corps in the swamp might seek better
employment elsewhere.

The Russian must worry about the possibility
that there will be good weather next turn. The loss of
the southern-most square of the Southern Bug
really hurts him very badly. If he held the length of
the Bug, he would be able to counterattack to hold
Kiev. He would take casualties, but he would beina
doubled position at the end of his move. As things
stand, the Russians can make a 3-1 surrounded on
DD21 by using all of his units South of Minsk,
inclusive, except those required to hold the
Southern Bug (I include a 3-1 on the 38th Infantry).
This unbalances the Russian position, but it holds
the Dnepr (a big plus). Furthermore, the German
position is itself quite unbalanced.

RUSSIAN FEBRUARY TURN: The Russian
response is somewhat less aggressive than the one
we had envisioned. Given the weakened state of the
German army, itis probably all right for the Russian
to invite the German onto DD23. Once there, the
German can be surrounded. The Russian ought to
have remained in Riga. By pulling back, he allows
the German to replace two 4-4-4's with one 2-2-4
without loss of defensive power. Furthermore, Riga
is a sally port for the Russian army. They can come
out of it and attack the Germans in the open, in a
place remote from the German advance. If the
Germans had advanced to or beyond Smolensk, this
would be more effective; the Germans would have to
bring units back from the front, and take another
turn to get them back to the front. Currently, Riga is
too close to the front for this sort of attack to be very
effective.

GERMAN MARCH TURN: When the Ger-
.man starts losing attacks on 2-3-6's (a D Back 2
against a 2-3-6 is a loss), something is wrong. The
German ghost army continues to grow, but it
doesn’t work too well until it comes onto the board.
The German move onto DD22 may be charac-
terized as “sticking your head into the noose, and
pulling on the other end of the rope.”
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DECEMBER, 1941: The snow prevents the Russian replacements from reaching the front
but their absence is not really felt. Strangely, the weather impairs the Germans more, but doesn’t
prevent them from finally meeting the Russians in the open head on. The Russian 3rd Armor is
forced back in a 3-1 attack while the German 13 and |7th Infantry are lost in the 1-6 soak-offs.
The Russian 6th Armor is forced back in a 5-1 assault. The German 2nd Infantry is lost in
exchange for the Russian %th in a 4-1 attack but the 53rd Grenadiers and R2 which soaked-off in
support at 1-6 survive and are retreated to AAIT. The Russian delaying units are lost to
asutomaties. After finally mustering the courage to attack massed Russian forces in the open the
German has met with bad luck.
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and resolve to make the Germans pay a bit more for the Nemunas —
knocking off the 4R at 5-1 odds. The German responds with a 4-1
against the Russian 3rd Armor which costs him his 38th Infantry in
exchange, Both soak-off attacks succeed as the 8th and 52nd are
retreated to S21 and Y17 respectively. The Russian 6th and 15th

Armor are again automatically eliminated.
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\ GERMAN February, 1942: The Russians continue to retreat,
giving as little ground as possible, The Russian 13th Infantry is lost
in a 3-1 on Kjev but the German 3R and 54th Infantry are lost in
the supporting 1-6 soak-offs, The Russian 7th Armor is automati-
cally eliminated in the north as the Germans switch their armor to
the south,
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GERMAN March, 1942: The Russians use their planned with- .
.drawal to advantage to attack the exposed German 38th Infantry atg
However, it survives and takes part in a 3-1 attack on the
" Russian delaying 2nd Armor — but manages only to force a retreat.
.. The main action centers on Kiev where a 6-1 fells the Russian 36th

Infantry. The 24th Armor is lost in the 1-6 socak-off while the 36th

Infantry survives a 1-4. To the north, the German is too weak to do
more than eliminate the Russian 11th in a 3-1 exchange while

soaking-off against the 27th.

At this point the game ends in a massive Russian counterattack

at Kiev, Had the German

brought his reinforcements up to the

front it is doubtful whether the Russian would have dared to launch
this counter-offensive in which the German 10th, 14th, and 56th
Armor were lost. It was the Russian’s opinion that the German was
saving his replacements for a massive gamble on one front, which if
met with failure, could result in a sudden reemergence of German

armor on the other,

RUSSIAN MARCH TURN: The Russian
obligingly helped the German pull on the rope. It is
now too late for the Germans to bring on their
replacements; the Russians are too strong. If the
German army had kept bringing on replacements as
they became available, they might have had an
effect, but it is now too late.

An analysis of the luck factor (i.e., average losses
in given situations as opposed to actual losses)
shows that both players fared rather well in that they
lost less factors than could be normally predicted.
However, the Russian’s luck was considerably
better and the .33 difference is certainly significant.
Given the mistakes made by both players it is hard
to determine just how different the outcome might
have been with a more evenly distributed “luck
factor.”

CONCLUSION: The German started with a
faulty initial placement, switched from being too
rash to being somewhat conservative, and then
never replaced his losses. While the Russians were
more aggressive (especially in terms of leaving
stacks of units out in the open) than is safe against a
good player, they got away with their mistakes. The
Germans paid the full price for theirs.

The Russians kept a 7-10-4 in the South for the
entire game, but paid almost no penalty for doing
so. This decision should have cost them river line
after river line, but the Germans never deployed to
take advantage of the situation. While the quality of
play in this game did not lead to the astonishing
outcome seen in the last Stalingrad replay, there is
certainly much room for improvement.

THE LUCK FACTOR

Anticipated Actual Anticipated Actual

German Losses Losses Russian Losses Losses
German Jun 41 13.73 23 11.16 12
Russian Jun ‘41 6.67 10 2.67 0
German Jul 41 17.47 5 10.32 12
Russian Jul 41 18.67 17 7.16 1]
German Sep "41 12.01 7 21.16 13
German Oct 41 9.00 6 13.67 13
German Dec 41 9.33 13 12.67 0
Russian Dec "41 3.33 5 0.00 0
German Jan 42 4.67 4 4.67 6
German Feb 42 11.16 9 4.67 1
Russian Feb '42 2.67 0 0.00 0
German Mar ‘42 10.33 18 13.66 6
Russian Mar ‘42 14.67 18 13.66 6
TOTALS* 133.71 127 113.65 82

13371 - 113.65 _
127.00 e 82.00 o
*Attacks involving automatic victory are not included. @
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D-DAY

by William B. Searight

Far off, the drone of aircraft gradually grows
louder and louder. Vague outlines of planes become
visible, then small shapes tumble forth, falling
towards the earth. Snow white colors blossom
throughout the sky and drift downwards. A second
string ol aircraft roars overhead and yeta third. The
first group of paratroopers hit the ground and
quickly release their chute harnesses; group around
the cargo bundles for ammunition and heavier
weapons and then move out towards pre-assigned
targets. Through their skilled use. gun positions,
communications and bridges are neutralized. Road
blocks stop or slow down German reinforcements
racing towards the main front. Thus, the role of the
Airborne.

Tactical

All too often, in D-Day, Allied parachute
divisions arc used unwisely or wasted through their
availability during the invasion assault. Because the
Allied player has them, he feels that he must drop
every one allowed: some inattack with an additional
drop somewhere close, but serving no tactical
purpose. This wastes units through the loss of
isolation, attacking cities at I-1 odds and the
automatic loss of one jump capability. Parachute
units are the most valuable divisions the Allies
possess and. due to their small numbers, must be
conserved. If, during the initial invasion, paratroop-
ers must be used, drop them only in direct support of
ground units. If German A.P.D. (anti-parachute
delense) units are covering the coastal defenders,
attack the weakest one closest to the beaches to
ensure linkup after combat. This insures logistic
support and forms a shield against a strong
counterattack aimed at the beachead.

If due to German defenses, a walk ashore can be
accomplished without combat, do notairdrop your
airborne units, Instead, land them ashore as regular
infantry and utilize air attacks to neutralize local
German reserves from counterattacking. At the
earliest turn allowed, bring in the remaining
parachute divisions along with the ground unit
reinforcements. Now a maximum of four airborne
divisions exists, ready to be dropped at any instant.
Al this early stage of combat, mobile ground units
supported by strategic air attacks are sufficient to
grind down local opposition. While awaiting an
appropriate mission, paratroop units make excel-
lent beach flank guards against weak, bypassed
statics: or combined with H.Q.'s to contain German
held fortresses. thus freeing combat ground units for
use at the front. Parachute units, although some-
what slow, can move away from the main conflict in
securing additional beach logistic support. No
matter how far away they move, when the time
arrives, they are always immediately available to be
air-lifted into combat.

Normally the Allies utilize paratroopers to
tactically support a cross-river attack, thus breaking
the defenders doubled position, but unless it
permanently cracks the German ability to fall back
to their next defensive position, it has only a limited
value.

Strategic
The strategic value of paratroops up to now has
never been discussed very much, due to their
isolation vulnerability and resulting loss. Theoreti-
cally, airborne units can drop onto and around an
inland port, (assuming that there is no resistance), to
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capture it, but they must be able to hold onto it for
anentire week before ground units can come ashore,
The numerous inland port squares are extremely
vulnerable to counterattack, which results in its
loss as well as the now cut off parachute units.

Less. grandiose, but still of significant strategic
value are single air drops. When the Germans are
moving forward to contain the Allied bridgehead,
some coastal city or fortress may be carelessly left
unprotected into which a parachute unit can be
dropped, thus securing for itself logistic support and
a strong defensive position to await the eventual
linkup with advancing ground troops. An example
would be an airborne capture of Le Havre. Several
weeks may pass before the Allies reach the Seine in
this area, but as they do, ground units can take over
the position and conduct a combination river attack
against any Germany defenders located east of Le
Havre. The main objective though is to secure this
fortress now by suprise rather than to have to
assault it with heavy casualties later on, as the Allies
may desire to use the inland port of Rouen.

Another type of limited strategic use of airborne
forces is after an Allied breakout from Normandy
and in the ensuing battle for Argentan, a“Dropand
Walk™ operation can be used to occupy Orleans;
where a parachute unit drops its limit and walks into
Orleans. On the following turn a second parachute
division is dropped its limit from Orleans and walks
into Troyes. This rapid advance cuts short the
Germans Seine River defense and allows an Allied
bridgehead for a springboard advance across the
Seine. To insure non interference from German
units in the vicinity, air attacks can destroy or
prevent movement of any possible German reserves.
Because of this rapid one—two airborne maneuver,
German opposition will be slight in the Troyes area
since the majority of his units will still be retreating
across the Seine or in defense positions from Paris
to Le Havre.

Grand Strategy

The overall code name for this is *Triage,”
(positioning in three areas), which encompasses the
strategic use of two invasions and one massive air
drop. Map symbols are used for visual reference and
ease of explanations. The advantage of this strategy
is its flexibility and simplified modifications as the
flux of combat shifts. When German defenses in the
North Sea area are situated along the Amsterdam—
Rotterdam—Antwerp islands line in order to
double their defense, an Allied walk ashore can be
accomplished in area “A" without combat. Air-
borne forces consisting of three divisions drop and
walk: two into Aachen and the third to O-15. Any
German reserve at N-9 is to be air attacked, which
prevents German occupation of P-13. A second air
attack can be used if necessary to prevent interfer-
ence from an A.P.D. unit.

Local German units are heavily engaged in
containing the Allied enclave in area A and cannot
stretch their resources this early without danger of
an Allied breakout. On the second week, the units in
Aachen move to fortified squares N-13 and P-14,
while the unit previously at O-15 takes their place in
Aachen. The second weeks airborne reinforcement
drops directly onto Trier. Any threatening German
move towards this area can be necutralized by
strategic air attacks, while ground forces keep the
German attention focused on the North Sea with
small local attacks of attrition and to draw German
reserves stationed in N.E. Germany. By the Allies

third week, the unit at P-14 exchanges positions
with the unit in Trier and the same takes place with
the two other units. By this continous shifting of
four parachute divisons in and out of the fortresses,
no sustained isolation can occur. This strategic
control between Aachen and Trier opens a corridor
through which the Allies can eventually drive across
the Rhine. Thus map A series objectives have been
accomplished.

In the ensuing weeks, the Germans must thicken
their defense belt around the North Sea enclave, not
only to prevent a breakout, but to act as a reserve
against a possible second invasion here and as
reserves against casualties from air attacks. This
drain of manpower cannot help but weaken the
defenses on the remaining invasion areas, especially
if he withdraws units in order to eliminate the
parachute menace. Evenif he ignores this threat, the
areas of Normandy, Brittany, and the Bay of Biscay
are weakened through the need of reinforcing Pas
De Calais and Le Havre against a second invasion.

Throughout the 7th and 8th week, carpet
bombing in Brittany shatters the local defense
system. Reserves from other areas cannot be spared
to fill in these gaps without seriously weakening
their own coasts.

With a successful 9th turn invasion in Norman-
dy or Brittany, B series, the Allies rapidly advance
up through central France (1) with a holding defense
(2) maintained between Argentan and Chartres with
H.Q. units supported by four infantry divisions. The
bulk is extended cast of Chartres for a flank attack
(3) over the Seine River and while a secondary force
rolls up the Germans flank to Paris (4) the main
body sweeps towards the sea (5) which eventually
links up with the North Sea forces. These are much
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the same tactics as were used in Italy and Anzio. The
few faster German panzer divisions will escape from
within this “Stalingrad of the West™ pocket, but a
majority of the slower statics and infantry are
doomed unless they retreat into the four area
fortresses. Once there, they are easily containable
until the end of the war. Due to a limited logistics
range of 17 squares, a few infantry units can advance
cast (6) only when the Seine River defenses are
shortened and through capture of a coastal square
(5).

Upon completion, the Wehrmacht will be
weakened beyond repair, Faced with a potential
North Sea breakout, confronting the Allies in the
West and a parachute army invested in the Siegfield
Line, the Germans are faced with a closing “Triage”
and total defeat,

Note: Depending on the initial German defense
set-up, the Allies first invasion can be reversed from
A to one of the B series areas, with the second
invasion in the North Sea. The parachute division
strategy may have to be modified, as by this time
German panzer brigades can be covering this area.

A potential second invasion area is the Pas De
Calais area (C). A success here though is unlikely in
ithe face of strong German forces unless he is caught
by surprise by Allied pre-invasion air attacks.

In summary, your parachute units are worth
many times their number in ground divisions.
Tactical use of airborne forces should be keptto a
minimum; never drop more units than necessary to
accomplish the objective and alternate the drops so
as to not end up with one division having never
made a drop, while others have expended both
drops.
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FIGHTING FIRE WITH FIRE IN PanzerBlitz

**A single spark can start a prairie fire."”
—~ Mao Tse-tung

“Only YOU can prevent forest lires.”
— Smokey the Bear

The above quotes only begin to tell the story
behind the zany gaming activities of Michael
Markowitz, He is just one of a legion of
PANZERRBLITZ enthusiasts with a seemingly
never ending series of variant rules for our most
popular game. Our files abound with many other
suggestions equally as good as the one which
follows, so GENERAL readers can be assured of
a steadv stream of PANZERBLITZ material in
Suture issues.

When wargamers talk about “fire” they mean
gunfire. But we should remember that the other
kind of fire, namely combustion, is one of man’s
oldest weapons. Well before the invention ol
napalm, incendiary devices were used in warfare.
The “greek fire” of the Byzantine fleet is one
early example. Anyone raised on a diet of
Hollywood war movies should be aware of the
fact that battlefields are usually littered with
burning objects.

A frequent criticism of PanzerBlitz is that units
in town or woods hexes enjoy an unfair advan-
tage. They can blaze away at anything in sight,
but they are virtually immune from anything but
an adjacent hostile force, Well, towns and forests
have one property in common, they are inflam-
mable. On a real battlefield an astute artillery
officer could make use of that property to good
advantage. How can we simulate the effects of
deliberate incendiary fire on the game board
(without dropping lighted cigarette butts on the
map, as sometimes happens)?

Most of the forests in central and southern
Russia are a mixture of birch and evergreen! In
the Summer and Autumn, particularly in dry
weather, the risk of fire must be considerable. In
rural areas, especially the Ukraine, thatched roofs
and other highly inflammable construction tech-
niques are quite common.

During the Second World War, the most
common incendiary shell was white phosphorus,
which was also used to lay smoke. It is hard to
judge how many rounds of such ammunition the
various units of artillery normally carried as part
of their basic Unit of Fire. It seems reasonable to
restrict incendiary attacks to towed artillery units
of both sides over 75 mm in caliber, plus
German heavy (120 mm) mortar units. Allow
each firing unit only one incendiary attack in the
course of a game. Normal range and Line of Sight
restrictions would apply. of course.

Now an incendiary attack has some unique
characteristics. 1t is not primarily directed against
the enemy unit, it is directed against a feature of
the terrain, namely the town or forest. If the
target area can be set on fire, the fire will do all the
work. Of course a fire, once it is burning, affects
both friend and foe equally. So it is not a
weapon to be used indiscriminately; and in
practice it was seldom employed. But in theory,

by Michael Markowitz

incendiary fire could be directed against an
unoccupied hex, or even a friendly occupied hex
(as in the war movie cliche of the outpost, about
to be overwhelmed, that calls in artillery fire on
its own position),

Since incendiary attacks will not be successful
100% of the time, we will need a Conflagration
Results Table (CRT), For the sake of simplicity.
we can require a minimum Attack Factor of 20.
and consider town and woods hexes equally liable
to ignition:

Artillery Attack Strength

Die

Roll 20 40 60 80+
| & % X %
2 X X X x
3 4] X X X
4 o 0 X X
5 [} 0 ¥ X
6 [§] 0 o o

An (x) indicates a successful incendiary attack,
an (o) indicates that the attack is unsuccessiul
{no result), If the incendiary attack is successful,
the target hex should be marked in some way (a
penny will serve quite well). A dab of cotton
streaked with red paint provides a bit more
realism for those of you who relish that sort of
thing.

What are the effects of a burning town or
forest? For the sake of simplicity, we can assume
that the effects on a unit will be very much the
same as a minefield; the fire area compels the
units on it, or passing through it, to stop and
undergo an “‘attack™ at fixed odds of 2-1. Such
“attacks” should be resolved during the first
phase of each player turn (minefield resolution).

Combustion, as we all know, is a dynamic
phenomenon. A fire can spread, and forest fires
have been observed to travel at very high speeds,
given the right conditions of wind and fuel. A
fire can also burn itself out. Each turn in
PanzerBlitz represents something like six minutes.
So in the course of a typical game, the fires
started by player action should be subject to
expansion or contraction in some realistic way.
At the end of the fire “attack™ phase, roll the die
once for each town or woods hex adjacent to the
burning hex. A roll of 1 or 2 means that the fire
has spread to that neighboring hex. Any other
roll is treated as “‘no result.” At the end of each
complete Turn, roll the die once for each “‘fire
zone” (consider any area of adjacent. contiguous
burning hexes to be one fire zone). A roll of 1
will ““extinguish™ the entire burning area.

Setting fires “On the Ground

Engineer units of both sides were often e-
quipped with flame throwers. These were normally
used against the enemy, but they would also be
very effective in igniting inanimate objects. For
that matter, all units of all combatants during the
Second World War were normally equipped with
matches, but on the scale of PanzerBlirz (250
meters to a hex) we can ignore such little blazes).
We can permit an engineer unit to set fire to its
own town or woods hex. To simulate the greater
proficiency of German engineer troops (which
was often shown in the quality of their
demolitions, booby traps, etc.) players might even
wish  to make the following distinction: A
German engineer unit may ignite its own hex,
and then vacate it during the movement phase of

Continued on Page 9

COMPONENTS: Four 8" x 22" geomorphic
mapboards; 380 unit counters representing.
British, American, and German units; Five
Scenario cards; CRT, WEC, TEC, TET, AA-
CRT; 32 pp. rulebook,

retall

available now!

PANZER LEADER

COMPLEXITY ﬁATING: TOURNAMENT IV

GAME LENGTH: 1% — 2% hours; Scenarios
range from 8 to 15 turns.

PRICE: $10.00 plus postage coupon; available
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Everything You've Wanted to Know About the Value
of Intelligence But Were Too ORSA to Ask

by LT. Alan P. Hald

If you think that all AH games are simply
‘games’ with little or no basis or function in
reality, we direct your attention to the following
article, extracted in its entirety, from the U.S.
Army’s Combat Development Command’s
ARROWHEAD magazine. While bordering on the
esoteric, our readers should find the application
of AH gaming techniques interesting. In fact, the
subject of this article may suggest some interest-
ing and playable varients.

Strange title? Possibly, but having project
officers spending duty time playing a tabletop
wargame may seem even more unusual. The game
was Blitzkrieg, a commercial combat simulation
by Avalon Hill, Inc., and the players were from
the USACDC Intelligence Agency. The purpose
was to develop a methodology that would put a
dollar figure on the value of combat intelligence
and help answer the question, “*How much should
the Army pay to improve its combat intelligence
capabilities?”

The need to develop a methodology to quan-
tify the value of intelligence becomes very ap-
parent when reviewing the current and proposed
resource allocation for development systems de-
signed to improve the Army’s combat intelligence
collection and processing capability. During June
1971, the Combat Developments Command Ex-
perimentation Command working with Dr. Weiss
of Litton Scientific Support Laboratory, pro-
posed a simple experiment to determine the value
of a perfect sensor system. Essentially, one of
two combat equivalent forces, i.e., forces that
would fight to a draw, would be given the
simulated output of a sensor system. The number
of combat units of this modified. force would
then be reduced until the two forces were again
combat equivalent. The magnitude and direction
of this fire power adjustment would measure the
value of the sensor system. A combat simulation
would be used to wargame both forces and
determine when they were combat equivalent.

The Intelligence Agency became interested in
the potential of modifying this experiment to
evaluate other types of intelligence collection and
processing capabilities; and initiated research to
achieve a thorough understanding of the metho-
dology of the experiment. The selection of a
combat simulation to be used in this research was
guided by cost and time restrictions. Fortunately,
any free play game could be modified and used
to conduct the experiment.

The tabletop wargame, Blitzkrieg, was selected
as the best readily available conventional warfare
simulation. Although the accuracy of the game
may be challenged, it provides sufficient realism
to achieve the objective of this research. It is
interesting to note that the use of tabletop
wargaming to conduct research is not a new
concept. Currently, USACDC Combat Systems
Group is using an expanded tabletop wargame
called JIFFY to gain insight into proposed force
configurations, e.g., TRICAP.

Briefly, Blitzkrieg is a two player game played
on a European type terrain board with RED and
BLUE counters representing divisions of each
force, The players are able to see the entire board

and are aware of the location, size, type, and
strength of the opponent’s forces. Either player
can win by destroying his opponent or by
capturing his cities within a prescribed number of
turns. To apply the proposed experiment’s
methodology, the game was modified to simulate
a large differential in intelligence capability be-
tween the forces.

This was easily achieved by denying RED
information about the location, size, type, and
strength of all BLUE units that were not deci-
sively engaged. Since the elements of chance
precluded the likelihood that both forces would
suffer identical rates of attrition, the definition of
forces fighting to a draw was also modified to

TIREFRAKE
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mean a state of equilibrium, where either side
would have a 50-50 chance of winning any one
of a series of games.

Several games were played with the firepower
resources of BLUE, the force with intelligence,
being adjusted after each successive game until
RED and BLUE returned to a state of equilib-
rium. For each game, the players applied con-
ventional tactics, attempting to anchor defenses
on key terrain, massing fire power and eveloping
the enemy where possible. However, RED’s lack
of intelligence caused several interesting variations
in tactics.

To locate and make contact with BLUE, RED
had to extensively use reconnaissance in force
which tended to increase his combat losses.
BLUE usually avoided this type of unfavorable
contact by effectively utilizing his intelligence,
BLUE also capitalized on RED’s lack of intel-
ligence by continually employing a tactic equiva-
lent to a large scale ambush along RED’s likely
avenues of approach. RED relied heavily on
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terrain analysis to avoid this type of unfavorable
engagement.

As the game progressed, RED realized that
BLUE'’s primary advantage was the ability to
apply his intelligence superiority to effectively
mass forces and limit the risk of a RED spoiling
attack. To counter this advantage, RED was very
willing to sacrifice forces to find, engage, and
destroy BLUE early in the game. However, the
lack of intelligence also affected RED’s leadership
ability, which hindered the implementation of
this strategy. lts impact was readily observable
when RED became completely uncertain of the
relative size and disposition of BLUE’s forces —
he lost his confidence, became indecisive, and
assumed a more defensive posture. RED had lost
the will to fight and the game turned decisively
in favor of BLUE.

The combat advantage BLUE gained by having
superior intelligence was neutralized by a 25%
reduction in the number of BLUE combat units
starting the game, At this level of reduced BLUE
firepower, both forces were combat equivalent
even though the RED forces were one-third
larger. The difference in force size indicates that
BLUE’s improved intelligence capability per-
mitted a more effective application of firepower
resources. However, the BLUE force could trade
off this intelligence advantage for a one-third
increase in firepower and remain the combat
equivalent of the RED force. Therefore, with
respect to both forces, the value of the improved
intelligence capability is equivalent to the values
of the firepower differential between the forces.
This can be expressed in dollars as the procure-
ment cost of the firepower differential.

If the RED player desired to acquire the same
capability, he should be willing to spend up to
the value of that capability — the procurement
cost of the firepower differential. If he had to
choose between several different capabilities he
might look at the ration of the expected value of
cach capability to estimated cost of its procure-
ment. This would numerically express a cost-
effectiveness measure for each intelligence capa-
bility. By definition, an investment in a balanced
increase of firepower resources has a cost-effec-
tiveness measure of one. If a capability yielded a
cost-effectiveness measure of two, then an invest-
ment in that capability would increase the force’s
combat power of the force twice as much as the
same investment in additional firepower re-
sources.

Analysis of the Blitzkrieg experiment has
assisted in the development of the Value of
Intelligence Methodology (VIM). The metho-
dology discussed initially in this article has been
modified to reflect reconsideration of the effect
of the threat, type of warfare, and theater of
operation on the value of intelligence and is
presented in the VIM flow chart. By applying
VIM it may be possible to determine the value of
modifying the capabilities of an intelligence sub-
system directly in terms of its impact on the
combat effectiveness of firepower resources. This
information could be used to evaluate, with
respect to current intelligence capabilities, the
value of making a significant modification in the
intelligence subsystem. Such an experiment could
be run concurrently with testing designed to gain
operational data (e.g., MASSTER evaluations such
as IBCS Phase IIA tests) or could be conducted
separately with the operational data becoming the

Continued on Page 16
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The convention, like many other offerings
made through the GENERAL, is offered as a
service to the members of the gaming fraternity.
Avalon Hill stands to gain little if anything from
this effort but if it helps to promote the hobby in
the style it deserves it will be worthwhile, We are
always on the lookout for more services to render
to the wargaming community and yet another has
occurred to us recently. Qur proposal is to
establish an official rating system for wargamers
policed by A.H. employees and officially pub-
licized in the GENERAL. The feedback we've
received from local gamers and our many contacts
across the nation have convinced us that this isa
viable project which would be appreciated by
thousands and just might help put wargaming on
the map in much the same way as the United
States Chess Federation's (USCF) ratings have
done for that particular pursuit,

The program has many good points as well as
some difficulties but before going into those let's
explain the system. The AREA rating system we
will use (Avalon Reliability, Experience, &
Ability Rating) is quite similiar to the USCF
postal system, All players interested in being
rated must fill out the coupon included in this
issue’'s Readers Response Page along with the
required fee of $2.00 and an estimate as outlined
on the card of their own ability. They should also
check the box pertaining to permission to print
their name and address in the ranking lists in the
GENERAL if they desire to be included in such a
listing.

Players should choose their level of play
honestly as under-rated or over-rated participants
will find themselves moving up or down quickly
until they obtain their optimum rating for their

strength, Novices should start with E, and first
year gamers with a D rating. It will take time for
the rating pool to standardize itself and become
truly meaningful but eventually competition will
determine your rating. Each classification will be
equal to a numerical strength; A=1800, B-1500,
C=1200, D-8900, and E=600. The only exception
is in the A rating which will only be given 1600 as
a starting point. All classification above 1600
must be earned. The numerical ratings are ad-
justed through competition as in Figure I.

EXAMPLE: Assume a 900 rated player beats a
1200 rated player. The winner gains 95 points
while the loser drops a like number to 1105. Had
the higher player won his rating would now be
1245; the loser's 855.

This chart will be used for all players until
they have been rated on 15 games, at which time
another chart closer to USCF specifics will be
substituted which will call for smaller gains and
losses to preserve class integrity.

Ratings will be judged fairly and attempts at
fraud or false representation will be sent warn-
ings, and if continued will bring expulsion from
the rating pool, Forfeited games will not be
counted and those who forfeit without just cause
will be expelled from the rating pool. Thus, over a
period of years, a body of reliable opponents will
be formed and an AREA rating will be the sign of
both a competent and mature opponent, as those
who place emphasis on winning at the expense of
fair play are weeded out.

The basic purpose of the ratings is to assure
matching of players on an equitable basis. The
honorary aspects are incidental. Yet, the ratings,
when considered over the long term, a year at
least, are a fair measure of a player's progress. The
rating system should enhance competition and
gaming in general, The establishment of ratings
also open the possibilities of pbm tournaments
run by A.H. for prizes among players of the same
classification, Although not especially eager to be
saddled with this extra bookwork we will take it
on if you present us with a mandate for it. We
recognize the fact that pbm tournaments are
immense fun to those wargamers who live in areas
where competition is poor or nil, or those who

NUMERICAL RATING CHART
FIGURE 1
Subtract ratings of If higher rated If lower rated In case of
the two players: player wins — player wins — a draw —
higher player gains higher player loses ‘higher player loses
Difference In & lower player & lower player gains & lower gains this
rating points: loses this many points this many points many points
0-50 70 70 0
51—-100 65 75 &
101—150 60 80 10
151200 55 85 15
201-250 50 90 20
251-=300 45 o5 25
301-350 40 100 30
351—-400 35 105 35
401—450 30 110 40
451-500 25 115 45
501-550 20 120 50
551—600 15 125 65
601—650 10 130 60
651700 5 135 65
701+ 0 140 70
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just thrive on top flight competition. Pbm com-
petitors will no longer have to guess about who's
who and suffer through matches with non-
answering, cheating, or immature players. Quality
play would increase as equally matched players
learn more skill and enjoy themselves more in the
process then mismatched players do. Bowlers
have their averages, and golf players their handi-
caps; so why not AREA ratings for wargamers?

Those are the benefits; now for the draw-
backs. It is generally accepted that excellence in
one area of play does not necessarily imply
excellence in another, although there usually is a
positive correlation. The USCF maintains two
player rating pools — one for ftf and the other
dealing with pbm games. What then for war-
gaming which has not only those two divisions,
but literally dozens of games as well? We will not
discriminate between categories although we will
add QUALIFIERS which will suffice for our
purposes, And although ability in one game does
not imply anything about ability in another, we
plan to rate only a player’s general ability. General-
ly speaking, a player’s abilities in different games
vary in direct proportion to his experience with
the game. A player who accepts a rated match in
a game in which he has no experience is just
asking for a lower rating. The problem should
police itself as players will tend to protect their
ratings and only accept a rated match in games
where they feel they can acquit themselves well.
A similiar problem is one of play balance in the
individual games; both players may want the
“favored’’ side. Again, this is a selfcorrecting
problem. Most of the games come complete with
a number of optional rules which can be added
for play balance purposes. The best course is for
one individual to choose the game and rules to be
utilized and then allow his opponent to choose
the side he wants to play. Failing this, the obvious
answer is to play two games and switch sides. The
problem is certainly not one which can't be
resolved by the players themselves. The player is
not honorbound to submit every game he plays
hereafter for rating. Indeed, we imagine most
games played will continue to be unrated. For
one thing you can only play a rated match with
someone who also belongs to the AREA rating
pool. Given this, you must agree beforehand
whether you wish to submit the game to rating or
not, Once agreed, the loser is honorbound to
validate his opponent's victory claim and refusal
to do so could bring expulsion from the pool.
Games can be rated both live and by mail.

The last and most valid criticism of the system
is that a player in Podungque, PA can amass a big
rating by playing only local competition — none
of whom may amount to a hill of beans. This is
true but becomes less so with each passing game
and number of opponents. Also, as a player
continues to beat the same competition their
ratings decrease while his increases, giving him
fewer and fewer points for a win until it reaches
the point where he can only lose — not gain by
playing these individuals. However, even this
problem is solved by our addition of QUALI-
FIERS to the numerical rating — a provision
which even the USCF lacks. See Figure 2 for
further information.

EXAMPLE: An AREA rating with a QUALI-
FIER prefix of CCB has been rated in 11-15
games against 4-5 opponents of whom 2 have

Continued on Page 30
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Dear Sir:

From what | can glean as a new subscriber to
THE GENERAL, there appears 1o be a minor
debate shaping up in a major way over the value of
command control rules. From the letters printed
already, it would appear that the majority of those
people who wrote in are of the opinion that
command control rules do little else than insure
that the only result possible will be the historical
resull. A blanket statement like this can only be the
result of too little delving into games that do
possess command control rules, Remarks like “1
have yet to see a command control rule that
doesn't introduce more unreality than the situa-
tion it pretends to remedy” indicate one person
who either through ill luck or too little delving fails
to find those games where a person accepts his
“flak from above” or whatever and works with it,
accepts it, and despite all adversity manages to pull
off a stunning victory anyway. Despite my relative
inexperience in war gaming (just over a year), 've
seen games where command control rules can
either not affect you or destroy totally any chance
you have for winning. Whatever the result, the
game did nol cease to be interesting simply
because one had a bit of bad luck. This*luck™ | can
certainly aceept. 1 don't have to be spoon fed a
situation stripped of the things that made this or
that commander act in a certain manner,

For those who don’t wish their fun to be
interrupted by reality, there are numerous games
around that aren’t made with command control
rules. There are times when a person wishes such a
game where he can be and act unfettered by the
reality of history. Just think: It's considerably
easier to do better than the commander actually
did historically if you are freed from his command
control headaches, yet how much greater is your
triumph if you do better than the historical
commander while dealing with his headaches?

1 do admit, however, that your competitor
has a tendency to sometimes go overboard on
command control rules, This is the exception,
however, rather than the totality that your more
vocal subscribers seem to think. However, if one
still doesn’t wish to play a game lettered by idiocy
factors, | sincerely urge him to stick to games
without them. As | see it, some people dote on piles
of complexity while others eschew anything
difficult, It all boils down to a matter of personal
laste.

1776, 1| agree, should not have a command
control rule. The situation, as Mr. Phillies points
out, is not really compatible with a command
control rule.

One thing I've noticed to my displeasure so
far is that those who write in tend to dismiss SP1
and other publishers as merely your competitors.
This smacks too much of totally supporting one
company or the other. This is wrong, as there are
far too many good games published by all
companies.

Also, in the issue of THE GENERAL just
received, there is some editorial remarks concern-
ing the various sniping that goes on amongst the
various companies, As partial evidence an
:xample was given of an advance review of /776,
One instance is not considered adequate evidence
for Avalon Hill's mistreatment; especially not this
instance where even the writer of that particular
item noted afterwards that “these are but a few
opinions™ thereby qualifying his statements.

Whatever the reaction to this letter, 1 must
close by saving that as the owner of numerous
Avalon Hill games as well as those of other
publishers, I will continue to extract non-ending
enjoyment from war games. As for the first
impressions that come to my mind after seeing
THIRD REINCH, rest assured that it is definitely
going to be enjoying a rather prominent place on
my gaming cupboard—side by side with WORLD
WAR Il . _ . peacefully coexisting.

May all the future struggles of the world
occur on hex-covered maps.

Ed Newby
Bend, OR

Ed. Note: Bravo! But lest we he wongly
aceused of citing poor examples—remember that
thaose lisjed were just a few of many slights—a
recitation of which would serve only to promul-
gate false rumors.

Fokok Aok

Dear Sir;

I'am getting a little tired of all the disparaging
remarks that S&T is making about A.H.  A.H.
games give the buyer more for his money than
those of any other company. The main problem

Letters to the Editor ...

seems to be that many of your games are overage
and badly in need of revision. I am very glad that
you are now in the process of revising them and |
have no doubts that the new games coming out this
fall are among the best ever developed.

Roy Easton

Los Angelos, CA

Ed. Note: Thanks for your kind words which
echoed the remarks of many other Avalon Hill
enthusiasts who have (aken excepiion to the
vociferous bombast printed recently by others.
However, we feel no need to get down on such a
level and take pari in petty verbal ink wars of the
type initiated by the “c ition."” However, we
deo feel we should point owt that contrary 1o what
they've listed in their most recent rating charis,
Avalon Hill and nor SPI designed RICHTHOF-
EN'S WAR. We won't bother to refute other
claims with hardly better credibility, rather—we'll
let our games do our talking.

Yorekeokok

Dear Editor:

I am writing this letter in reference to two
articles in the latest copy of the “General.” | refer
to the “A.H. Philosophy” column and also to the
“Design Analysis.” Both have reaffirmed my long
held convictions on Avalon Hill games and the
wargaming industry.

Randall Reed in his “Design Analysis” brings
out the point that more than just for realism, a
game must be playable! This is why I buy Avalon
Hill games. Any attempt to justify a game’s
intricacy (for realism) by sacrificing playability is
for the most part “unjustifiable.” The latest games
especially those by SPI are this way. Only the true
“hard-core™ wargamer will play them and proba-
bly only a few times. And quite frankly, any
attempt to instill true authenticity in a wargame is
“kidding” the public.

Various game producers would have one
believe that realism is possible. But a game is a
game and not much more. As Alan Augenbraun
wrote in the last issue, *. . It seems inane to
simply assert that all rules of real combat can be
applied to games (in which) reality (can) just
barely (be) represented.”

Again, [ think that Avalon Hill should restrict
itself to producing more classics like Waterloo and
Battle of the Bulge. These have lasted longer than
the ultra-complicated games such as “1914." Why
change a good thing?

The second point is that both “Design
Analysis™ and “A.H. Philosophy™ point out that
people are blaming A.H. for irresponsible hobby
articles about other companies. Quite on the
contrary, it is the other groups, esp. SPH, which are
attempting to belittle not only the quality of AH
games, but also the intelligence of those who
would play such “simple” games. Keep up the
pood work-you're still the best!

Ezio Manzin
Seattle. WA

ok Aokok

Sir

The general assumption in /774 is that the
British will win handily over the colonials, They
are strOnger, More NUMErous, immune to winter,
have more supplies, and are capable of sea
movement which enables them to strike almost at
will. The Americans have difficulty even building
up strength points as a result of militia and winter
restrictions. But all is not so simple.

It is conceivable that the British can take
every strategic town within a year, if the American
lets him. The burden of play is on the colonials
who must exercise the greatest care in slowing
down the advance of the redcoats to prevent every
and any unnecessary loss, Ideally, in two or three
years time the British will fully control one area at
most and will be able to advance no further
productively,

We must realize that /776 is a marvelous
simulation of 18th century war of position in
which forts, magazines, and supplies were critical.
The key to a successful defense is the creation of
one or two supplied forts in any area threatened,
occupying it with some ten combat factors and
then retreating with the bulk of your army. The

nvaders will be forced to attack it or else leave an
enemy force in their rear and fail to gain a strategic
town, Artacking will result in the lose of a few
factors, a supply unit, and valuable time. Build
forts, entrench, and delay and a point will be
reached in which the British will be stopped; by
insufficient forces and the Americans’ central
position, and in positional warfare the central
position is crucial.

For example, if the British attack the
fomentors of rebellion in New England the
American must not allow himself to engage inany
attempts to stop them. Fall back to western
Massachusetts to prevent any potentially disaster-
ous combats and prepare a fort at West Point.
Three-pronged attacks (Canada, New York, and
Mew England) can be dealt with one at a time as
Albany is the center position. When the British
threaten Albany vacate Fort Ticonderoga and
retreat the army, less a force at West Point,
through Mohawk country force-marching as
much as possible.

Eventually, at either Alexandria or Norfolk
forts must be built along with magazines. Having
exercised caution in avoiding pitched battles (but
counterattacking exposed units), not excessively
force marching, and being aware of minimizing
winter reductions, the American should have a
force too strong to be assaulted. The British can
continue south but will be unable to take both the

‘South and hold the main Continental Army which

could head north destroying British garrisons and
liberating territory. The central position has
beaten the invader. This procedure works in the
South too, especially when the fort at Ninety-six
can be seized via forced march surprise.

The American can still win even if the British
take a central position in Alexandria region, Now,
because he's on offense, he'll have to attack in two
directions or at least hold one flank while attack-
ing by way of the other. This method is less
decisive than any and is longer. By the time the
North, for example, is pacified American forcesin
the Carolinas should be sizable and with the
French fleet can amphibiously retake New
England when the redcoats move south. Only
incompetent Continental generalship could allow
them to secure both areas at once.

To summarize, a mediocre commander can
be victorious as the British, but it takes a patient
and able leader to win with the Americans, and it
most definitely can be done,

Yours truly,
Thomas E. Hilton

FA AR

Gentlemen:

I read with interest Tom Hazlett's article in
the Sept.—Oct. 1974 General. Mr. Hazlett, in his
discussion of over-aggressive tournament play,
makes a number of very valid points.

He does not, however, mention another facet
of PBM play (tournament or otherwise) which
does exist and can be just as dangerous. | refer to
the fact that, due to the necessary postal delays
between moves, a player can forget exactly what it
was that he had in mind to do on his next turn.

The smooth flow of thought is obviously
present in the FTF player as he effortlessly (we
hope) plans his moves three or four turns ahead,
The patterns of movement and attack appear as a
whole on the board in front of him. But the PBM
player, who will take a month to make the same
moves, easily falls into the habit of plaving each
turn individually. Game strategy becomes over-
shadowed by turn-to-turn tactics, when it should
be exactly the opposite, Even on a tactical scale
one finds disconcerting gaps in one's memory.
Where was the Fuhrer Escort brigade supposed to
go this turn, anyway?

An obvious solution is for the PBM gamer to
write himself little notes to jog his memory when
he comes to move again. There are, however,
serious drawbacks. If the notes are too short, then
their author will be unable to make sense out of
them when the time comes. To be truly compre-
hensive, most notes of this kind should run to
several typed pages, in order to cover every
possible move on the part of the enemy. But
several typed pages per turn per game means an
incredible amount of work which most people will
have neither the time nor the inclination to do.

Of course, most PBM players can and will
take a middle-of-the-road approach, wherein their
notes, while not totally analyzing the situation,
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will at least remind them of their overall plans. But
the PBM player should be prepared, not only to
take ad ge of any Ily aggressive play
on the part of his opponent, but also to exploit any
strategic errors which his opponent may makeasa
result of overconcentrating on the tactical aspects
of the individual turn.

Charles Starks

West Stockbridge, MA

Ed. Note: An interesting viewpoint although
one contrary to what I've always ~ believed. [t is
our opinion that PBM play does more for
organizing a player’s “game plan” than any
amount of in-person play. PEM allows Tou ro
analyze every possible move from any of a number
of angles without time pressures which can cause
hasty mistakes. The player who takes this much
time in a FTF game is being rude and inconsider-
ate to his opponent, Even after making his move
the PBM player will find himself drawn back to
the board to analyze his effort and how he could
have improved upon it, searching at length for
possible enemy countermoves. | never saw the
brilfiance of AFRIKA KORPS until [ had taken
the time 1o play it by mail.

FokAAok

Dear Avalon Hill:

1 got my new issue of the GENERAL, Vol 11,
MNo. 3, in the mail a few days ago and have been
really excited ever sinee—especially about the new
Elite Club; which I'm sure is going to be a resound-
ing success.

Last week right after I got the new issue |
mailed off my check and order form for the Elite
Club, but now | suddenly remembered I'd not
mwritten the letter to you guys that I'd been mean-
‘ing to scribe for some time now. Now that my
‘ardor is a little abated, here are my bouquets.

Many issues of the GENERAL lie before me
now. 1 am in the process of going through them
selecting and reading the most relative and
interesting articles from as far back as Vol. 2, No. §
‘{Jan. "66), So I've been able to readily and rapidly
examine these many issues right up to the most
recent. (I've been a subscriber for a year now—the
older ones are being lent to me by an old friend
who introduced me to AH wargaming).

Therefore, 1, perhaps more than the regular
subscriber, can see the trend and subtle changesin
vour (our) very special magazine, There is no
doubt whatever of the superb quality; it has always
been there (in the context of the times, i.e., taking
the GENERAL in 1966 versus any other like
magazine of that period, ete.) but now it seems to
have a real and warm rent of the impend.
ing excitement when first opened upon receipt—a
feeling that is not a false one, for me at least.

1 find the newer format (beginning with the
Vol. 10, No. 1 issue) really was the big step up, and
all subsequent changes like the 32 page spread,
Design Analysis, full coverage on a single subject
have created a truly remarkable magazine—at any
price! And for us it’s a real bargain. I'm sure the
effort has been terrific and 1 appreciate it.

In this latest issue, you ask for comments on
the feature article; BULGE: The Historical
Perspeciive. | set this one up right away to see the
layout and found it really different and interest-
ing. A good history lesson (and oh, what value we
wargamers have in being able to view the whole
board at once; talk about real-time total intelli-
gence!) masterly done. | really enjoved it, Being
able to set up the exact historical Order of Battle
and then being able to follow what unit attacked
what enemy unit is different and of interest. 1, for
one, would like to see further examples like this.

I am particularly impressed with your
decision to have certain games available as mail
order; that seems to lend an air of preference to we
subscribers—that feels good. Besides there are
some of us who have no store in which to buy
games anyway.

I felt the center spread showing the six new
games a masterpiece of “drooling on command™
that Pavlov would have been proud of. | could
scarce take my scanning eyes off that page until I'd
digested every line under every new game, A handy
and concise format.

1 didn't really mean to ramble at such length,
but nice things are fun to expend adjectives on. I've
not written to you before and part of the reason [
did write was that I thought that perhaps I might
be speaking for a lot of those subscribers who liked
the issues but didn't sit down to write you allabout
it—the “silent majority” if you will.

T/Sgt. James H. Strobeck
APQO New York. New York
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READER BUYER'S GUIDE

mme: KRIEGSPIEL

KRIEGSPIEL is the 14th game
to undergo analysis in the RBG and
was met with uniform if not
complimentary, response. As was
expected it generated the worst
cumulative rating of any game thus
polled — a 4.04. The only thing
surprising about this is that it fared
that well in a poll of veteran war-
gamers. KRIEGSPIEL has long
been the object of scorn by veter-
ans of the wargaming community,
and it can readily be said that
experienced players should proba-
bly forego the purchase of this title.

The game rated dead last in four
categories (Physical Quality, Com-
ponents, Realism and Overall
Value) and next to last in two
others (Mapboard & Excitement
Level), Virtually all of this negative
reaction is directly attributable to
the game’s target in the market
place — the beginner to simulation
gaming. Large numbers of counters,
big mapboards, and thick rulebooks
all combine to help confuse the
novice, KRIEGSPIEL was designed
with an eye towards this very fact
which explains the scarcity of
counters and our smallest map-
board ever — two factors very much
disapproved by the veteran war-

game fraternity, But KRIEGS-
PIEL’s problems do not end with
over simplification.

sUBlECT: FICTIONAL MODERN PERIOD

All of which is not to say that
KRIEGSPIEL is not without any
redeeming qualities, It spawned the
matrix CRT and as such is the
forerunner of the immensely popu-
lar combat system in 1776, It also
pulled an outstanding 2.93 for Play
Balance and 2.13 for Ease of
Understanding — two factors which
go a long way towards explaining
its success as a beginner's game, The
playing time of 94 minutes doesn’t
hurt either. The game continues as
one of wargaming's better sellers so
it must be doing something right,
Just how much this is attributable
to the appeal of the title, the box
art (which this writer finds medi-
ocre at best), or merely the pricing
structure is pure conjecture. How-
ever, if it is the latter, the recent
price hike of all bookcase games to
$10 certainly won't help its sales —
in which case we may see a new
KRIEGSPIEL rising from the ashes
maore worthy of the title.

1. Physical Quality 3.77
2. Mapboard 4.20
3. Components. 3.85
4. Ease of Understanding 2.13
5. Completeness of Rules 2.94
6. Play Balance 2.93
1. Realism 6.09
8. Excitement Level 5.20
9. Overall Value 5.29

1 hour, 40 min

—

0. Game Length

Toz QueEsTION Bosk

ALEXANDER THE GREAT:

Q. When using the Combined Arms rule may the
Persiun plaver attack a Macedonian unit with
both infantry and phalunx units?

A, Yes

Q. Are the hexes containing brown splashes in the
center plain of the board considered tobe slope
hexes? How about V137

A. No. VI3 is plain terrain as are all hexes
containing both light brown and green coloring.
Slope hexes are W1, V2, U2, T3, 54, R4, Q4, P5,
ete, and arc found only in front of the Macedonian
bagpage camp,

Q. May routed units be forced off the edge of the
boeard when other avenues of retreat exist?
A. No,

Q. May o unit attack another unit that is adjacent
to its frontal combat area if the attacking units
fucing arrow 13 not pointed directly towards the
unit to be attacked?

A. Yes Page 4 Auacking #5 clearly defines a
units attack frontage as the hexside pointed to by
the directional arrow plus the adjucent hexsides to
the immediate right and left

Q. May horse archers fire during their split move
and then end movement in a charge against an
enemy unit?

A, Mo,

Q. May horse archers lire during their split move
at a meleed unit?

A, Yes but such fire cannot be o separate attack

it must be combined with the attack of the (riendly
meleed units which means that the attack must
tuke place during the combat phase rather than the
movement portion of the turn and thus the horse
archer may not continue his move after firing.

THIRD REICH:

ltalian Situation Card Duration Times are
wrong for the 1939 Scenario and Campaign Game
They should read “Fall, 1939 —Summer, 1942
and “Fall, 1939—Summer, 1945" respectively.

Q. How are units landed or evacuated from islands
such as Crete, Cyprus. and Rhodes which have no
purts?

A, Sen Escort can be used to land and remove
troops {rom completely friendly islands without
portsas long as the units involved either embark or
disemburk from a port hex: the fleet returning to
its base of origin.° Note that this cannot be
extended 10 other areas without ports such as
Finland.

Q. My set didn’t come with enough neutral units!
A. Yes it did. Neutral units are taken from the
Neutral pool-—there aren't separate counters for
every neutral country as it is extremely unlikely
that all or even many of them will be activated at
any one time,

1776:

Q. Which types of naval units can act as ferries?
A. All naval units, except the optional Continental
Nuvy unit, may act as ferries,

Q. What 15 the movement cost to debark units
from a naval unit and embark different units onto
it 1 the same turn and in the same port hex? If
enemy units occupy the hex?

A It would cost 10 MP for the naval unit (§ for
embarkation, § for debarkation) in a non-enemy
oceupied hex, and 20 MP (10 for embarkation, 10
for debarkation) in un enemy occupied hex

Q. Are CA units in Canada considered 1o be inthe
Middle Stutes or New England Arcas for the
purpose of determining Area Status?

They are considered to be in Canada, and
therefore do not affect the status of either area,

A.H. Philosophy Continued from Page 28

been played by mail. Using the QUALIFIERS
you get a good overview of how the individual has
managed to obtain his rating and if he has a gpood
pbm QUALIFIER it's a good bet that he will be a
suitable pbm opponent, To be a viable tool, the
AREA system will require upwards of 1,000
players to start with, Your participation will
determine whether or not it will work. AREA
Rating i1s a lifetime service, If you become

Inactive your rating is still maintained ar no cost

THE GENERAL

to you, awaiting your eventual return to active
gaming., You'll receive a membership card with
your AREA number, victory claim forms, and
completa instructions afier you subscribe to the
service,

Should the AREA system fail to raise the
necessary subscriber suppart we'll refund credits
to all those who subscribe,

Figure 2 .
QUALIFIERS FOR AREA RATING SYSTEM
OQUALIFIER FREQUENCY OPPONENTS  PBM GAMES

A 1-5 1 1

B 6-10 2-3 2

C 11-15 Provisional 4-5 3

0 16-20 6—7 4

E 21-25 8-10 5-6
F 26-30 11-13 7-8
G 31-40 14-16 9-10
H 41-50 17-20 11-12
I 51-60 21-25 1315
J 61-70 26-29 16-18
K 71-80 30-34 19-21
L 81-90 35-39 22-24
M 91-105 40-44 25-28
N 106120 45-50 29-32
0 121-135 51-55 33-36
P 136—150 5660 37-40
a 151165 61-66 41-45
R - 166—180 67-73 46-50
S 181-200 7480 51-55
: 201-220 81-87 56—60
u 221-240 88-95 61-66
Vv 241-260 96103 67-73
W 261-280 104-111 74-80
X 281-300 112-120 81-86
Y 301-350 121-128 87-93
Z 351+ 129+ 94+

GAME DESIGN
EQUIPMENT

Like 10 maka your own variants for Avalon
ill games?. Or perhaps you'd just like to try
your hand at designing a game on your favorite
period? We have all the materials you'll need to
turn that budding «:la'a' Into & wwkal:le proto-

l.an\rx:urmar:I'spaci"h,iI -
5/8 hex or 13#16"
Blank Mapboards . ... ...l
Specify size: 87 x 167,

B %22, or 14" ® 22"

Ellank Troop Counter: Sheeta: i rs s
Die-cut white only. Specify size:

1% Units. or /8" units.

; ';55'1'.00

WHEN THE SERERAL G-E'rs

STUCK. FoR & MMUE, HE SEMDS
ME (uER T THE camPytal
Roanm,

Origins I
ORIGINS 1 i the [(irst national wargaming

convention to be held in Baltimore — the city
that originated the wugamm;, eriize in 1958
“with the publication of FACTICR I For the
first time ever Avalon Hill sponsors a con-
vention  — through the auspices of Interest
Group Baltimore ~ @ group of 150 Baltimore
area mamers with gaming interests as diverse
and entertaining ps they come, Make plans now
for the pilgrimage to Baltimore — the site of
wargaming's showplace convention, Additional
informition will be présented fn these puges
VY s,

THE DATE: July 25 - 271975

THE PLACE: John Haplnns University:

Battimore, MD
THE TIME: of your H!c,
Among the fun 1o be had at ORIGINS |

* A S500 cash prize Avalon Hill Classic Tour-
ndment presented and officiated by the WA
* Fantasy trips throogh Bungeons & Dragons
- the litest miniatures craze.
W Armor  Miniatires - ij;-:ed by the Johns
Hepkins Historical Simulation Socjety.
* Dlplnmasy Tournament — the ever popular
game of political intrigie,
* A Richthofen’s War demolition derby.
*® Orighed. Tournament = ‘in honor of our
name,
* Exhibinons from the far corners of the
wirgaming world
* Auctions, private giming, hatf-priced  tabies,
and  other evems as they're added - all
scheduled in such 4 way to give you the
maximem participation whether Lou win or
Inse.

Senespensive on-campus lodging and meats.
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The ATTACK Wargaming Association has
announced that it will sponsor the 1975 FIELD
MARSHAL OPEN TOURNAMENT on April 5th.
The entrance fee is $4 in advance and $5 at the
door for this two day event to be held at the
University of PA Mitten Hall in Philadelphia. The
game utilized in the tournament will be STAL/IN-
GRAD with collectors items games used as
prizes, Also on hand will be an exhibit of minia-
tures, games, and military ordnance. Further infor-
mation can be obtained by writing the Association
at their 314 Edgley Ave., Glenside, PA 19038
address or calling 215-887-3876.

We have been informed of the beginning of
yet another Interest Group; the Washington
Gamer’s Association, Spokesman Dan Gallagher
promises 8 minimum of 12 eight hour meetings
per year in exchange for yearly dues of $3.00.
Interested parties should contact him at his 6425
King Louis Dr,, Alexandria, VA 22312 address.
Guest memberships good for one meeting are
available for 50¢.

Interest Group Baltimore continues strong
with interest now focused on the 1974 Football
Strategy League play-offs as Avalon Hill designers
Tom Shaw and Don Greenwood have again
advanced to the play-offs in hopes of a rematch
of their 1973 Super Bowl contest. Area gamers
are invited to the gameroom at 1501 Guilford
Ave, any Saturday between 10 and 5 for compe-
tition of all sorts. Half-priced damaged Avalon
Hill games are available across the hall during
every session and throughout the week.

Speaking of Interest Groups, the one in St
Louis continues to impress us with their ongoing
projects. Robert Clemensen, owner of General
Grant's Hobby Haven at 8434 Watson Rd. in St.
Louis, reports that members of the group put on
a 4 weekend competition for display purposes in
his store which really increased wargaming inter-
est in his area, In addition, Mr, Clemensen hands
out a sort of “hobby invitation” sheet to each
purchaser of an Avalon Hill game directing them
to contacts in the local Interest Group, St. Louis
residents can contact the ringleaders of this group
by calling Oliver Wischmeyer at his 761-0626
number, Incidentally, Mr, Clemensen reports that
he sold out of his first shipment of THIRD
REICH and BASKETBALL STRATEGY on the
first day!

Yet another Interest Group in the California
area goes under the zany name of OOPS (Organi-
zation of Pseudo Strategists) and has published
their gaming schedule for the coming year, We
have been familiar with the activities of this group
for several years now and are impressed with the
“fun’ grasp they have on organized gaming.
Virtually all of their gaming activities are sched-
uled into tournaments of some sort with cash and
trophy prizes — the winners of which are ju-
diciously recorded in the organization’s record
books for posterity. Among their events planned
for 1975 is their 7th Annual Football League and
a totally new concept; a Strategy Olympics.
Players choose 6 games from a specially prepared
list of 10 and play each game twice so that each
player must play both sides. Among the groups
other scheduled events are tournaments in R/ISK,
CHESS, LE MANS, BASKETBALL STRATEGY,
ORIGINS OF WWII, and MIDWAY . If you live in
the Southern California area you owe it to
yourself to contact Jim Reilly at his 2609 West

Infiltrator’s Report

LaVerne, Santa Ana, CA 92704 address or call
714-979-4871.

We are getting considerable complaints about
defective games because they do not include
outer sleeves, plastic trays, or clips. Due to
inflation all of these items are being phased out
of our games. If you get a game without these
materials it is not defective — it just means
you've gotten one that was manufactured in the
past 6 months, Similiarly, many people question
whether or not their THIRD REICH mapboard
has been assembled correctly. Only the two
middle boards are taped together. The ouier
sections must be laid adjacent to the center
sections to complete the mapboard. This was
necessary due to the strain on the tape caused by
folding a board of this size that many times to
accomodate the bookcase packaging.

Contest No. 63 required a 2-1 attack on
941/181 by the 75mm AT and a 3-1 rifle attack
on 161 by the German Rifle unit 142, The
remaining attacks are dependent upon results of
the 75mm attack, but would consist ideally of a
1-1 CAT on 811/161 by 111 and 144. If the T-34
and its passenger are destroyed in the initial 2-1
attack the infantry are freed for assaults on the
Su-76 and its passenger. The main target should
be the T-34 because it represents the best
breakthrough vehicle due to its speed. So in the
event of partial success the infantry must use
close assaults to destroy the main threat, In the
event of a dispersal the T-34 will probably
succomb to a minus 3 close assault. As for the
Su-76 high hopes are pinned on the rifle (142)
attack to at least disperse the guards. If the
infantry gets the opportunity to attack the Su-76
the chances are fair that he will be dispersed and
eventually destroyed. However, this is not vital
for the German moves effectively block a Russian
breakthrough. The route to the west is very slow
and the Su-76 cannot make it to a safe spot, Rifle
141 blocks maximum use of the road.

i
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The ten contest winners were: J, Stabile,
Eatontown, NJ; S, Meckel, Baltimore, MD; K.
Green, Newburgh, NY; G. Mancuso, Tewksbury,
MA; R. Mormile, Naugatuck, CT; G. Mouton,
New Orleans, LA; J, Bulger, Altoona, PA; J.
Brown, Irving, TX; R. Feeser, Woodlawn, MD;
and F, Gulla of Cambridge, MA.

The "Handbook of Simulation Gaming in
Social Education” is just one of the many such
educational reference books listing Avalon Hill
games. As simulation gaming gains greater ac-
ceptance in educational circles, booklets such as
these and games in general will become more
widespread, Educators in our reading audience
interested in this project may order one for $3.95
from the Institute of Higher Education Research
and Service, P.O. Box 6293, University of Ala-
bama 354886,

Once again we find it necessary to remind
readers of the necessity to enclose a stamped,
self-addressed envelope with their rule queries.
Those who don‘t will simply not be answered!
This applies especially to overseas and Canadian
readers. Remember also that the answering service
does not deal with historical or design questions,
but rules interpretations only. In addition, do not
pose questions by merely listing grid co-ordinates.
We can’t take the time to set up each of the
hundred situations we get each week—you must
draw a diagram of the situation to include with
your question.

Our supply of back issues of the GENERAL
are rapidly running out. The list published in the
December issue is already obsolete. Delete the
following issues from that list: Vol. 5, No. 5; Vol.
6, No. 1; Vol. 6, No. 3; Vol. 9, No. 2; Vol. 10,
No. 1; and Vol 10, No. 3. Whenever ordering
back issues be sure to give an alternate choice in
case the issue you've requested has since gone out
of stock.

Qur new parts lists mistakenly lists clips as
part of the PANZER LEADER game. Although
clips are available for purchase with this game
they do ndt come included with each set. Sorry,
but that's just one of the conveniences we've had
to sacrifice due to inflation.

The cost of all rulebooks, manuals and obso-
lete game parts has increased. We suggest that
you request a new parts list before ordering these
materials. Because the 25¢ coupons have been
permanently discontinued you may use those
that you have in any quantity for payment of
direct mail purchases.

A reminder that postage coupons are usable
only towards the shipping costs of complete
game purchases. Many of you have been ordering
parts or games and paying for them with these
coupons which is not allowed. If you do this,
your order is held until you forward the neces-
sary funds,

Many subscribers are experiencing difficulty
with the smooth delivery of their magazines
because when they resubscribe they fail to men-
tion that they are current subscribers or which
month they would like their new subscription to
start with. Please provide us with this information
when resubscribing in the future,
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OPPOYENTS WANTEE

Am looking lor jusior high and high school age

R, LIL Any gamers in this arex
Write i pothing clse. Will N any AH games.
Wally Inman. :‘3’ 13h Ave., Tuscaloosa, AL
5533760, Exr. 245 i
Altention all Napoleon freais’ You aren't abo
Will phm oe f3f Wat., don't have Kit, ing
Mapokon clubs, am Sth prade averape player,
Andrew  Lisicki, 3824 E. Lafayette  Bh
Flmcm\. AE BS01H, H6-5938,

Bt
I'm Mid, “ollegs ape mﬂﬂl\al.
Glrm Rubim, 3122 8. Calle Cordova, Twoson, AZ

30, 700

gc plarer 18 yrs oWl wanis Mt opponents
for PAN and FR'A0. Also fif 1914 if we both
have time. Garry Goher, 3616 Corhy Ave..
Camurilo, CA 4823838, N

Covking for NI apponents? The sablstings for
your immediate area from my st of over 3000
wargimers is available for twa 10 cents stanips
and the zlp cade map from your phoee hoak.
Send info on yourslf for melusion. Andrew
Phillips, 128 Oliver St. Duly City. PA %4

|m=m|=nl in chubs. Jim Criscione, 11041 M\‘Gﬂ
Elmonte. CA 91731, (2131 4439169,

Average high school gamer
Gean,. 1914, Pan, Gesd, Will pbm asy above bat
have no kits vel Will fake any sde. Terry
Coanan, 758 Buagilow, FI Segunda, CA 90245,
I22-EHSH,

Fom opponents for 3B tournament A games
plus Krwgspiel. Dnid Thoeps, 1555 O 5t Fire-
baugh, CA 930, 2
Wanted phm or 111 for PAN, WW, Spiel and 1775,
You choose side Ill win anyway. Anyone inter-
ested in forming a wargaming club, Bart

1234 School, Lmo_m:_u-z_snm 9853195,
Snoopy & seeking the Red Baron! Reliable pbim
opponents wanted for Bouarl AL repies

answered, Dropouts need mot apply! Bob Cross,
£1%

N, Lincoln Ave., Fullerton, CA 92631, (7T14)

OFPPONENTS WANTED

Opponents for Pan, phm, N, or local pop. | am
new to All gmes. Would like mature players te
help me out. Gasy Marco, 1545 181k 5L, NW,
Washington, D.C. 232-3496.

Fif. Fave all ANl games. Interesied in Tarming of
joiming club in Bay arca. Contact Roper or Scott.
Roger Werder, 617 Woodlawn, Clearwater, FL
445-2362,

Broward County Sitzkrelgers seeks oppooents,
Contact us For any type of wargime. John Dunn,
2lan NE $Tih St, Ford Lauderdale, FL 33308,
TT26508
Tonbact e Tor SW ares wargamming chah. Jusi
farming. Also pbem Blste, Fan. Lufl. Fif these and
mare. Hetmenz, 2620 SW 62nd  Ave,
Miami, FL 6652060,

Any wargame chubs = the Orlando area or
amybody wanting to form chab for AH games, Fif
Blitz. Krieg. DD. others. Bryan Beemer. 3600
Clemwood, Orlando, FL 32803, H944513,

T yewr ol nevice wanis 17 or pop amy AR
e, |l|l=rﬂl to join others to form club.

Russell E. MacGregos,
Orlando, FL 896-4517.
Any wiegmers I our aren Interesied i jolnmg
«dub. Preferable ages 12-16, Join and enjoy if
you dare. Eric Beal, 638 Beverly Dr., Sarasota,
FL 33580, 355-35.

Keeded pbm Fridl, alo fif 38, 1776, AK, Alex,
Cville. All replics amswered. Play anyose. Interest
in forming club. Steve Collier, 1757 Hudson
Woods Traél, Decatus, GA 30033, 938-8671,
Reactnated to playing Status. 25 & probably 2 7
on a scale of 10, Ready for you: Pben, BB, Blitz,
Pan. FIf im Atlanta area? Ken Thurman, 4
Johsston Phwy., Kennesaw, GA 30144, (404)
428-3657,

Wanted T apponents for any ATl games A
there any wargamers in Mt Home-Boise anea.
Michael Vilbert, 44035-4 Larch St Mt Home
AFB, ID B3648, 832-7112

RNeed T oppanenis for AK, Ando, BB, DD,

3270 Sewth  Bumby,

Fr'a0, Gemn, Mid, Pan. Pan Ld. 1776, Grad, 3R.
John Sharp, 525 N, Highview, Addison, IL
60101, 543-1308.

Info wanted on wargame clubs in Cacago, must
wse public transport. Appreciale specific info (o
foin club and traesit between club and home,
Theodore R Bielak, 4031 N. Kenmaore, Chicago,
IL 60413,

is searching for (1 opponents in the
Ghendale area. We have all the AH titles, howyver,
we favor 3R, RW, PAN, Pan Ld and AK. Erik
Goetze, 1613 Camulos, Gle CA 244-6365,
FiT_appanents needed i Santa Barbara area.
Any all board games. Willy Ewing. 807 Embarca-
dero North, Golets, CA 93017, (805) 968-1669.

Looking for 11f players in the LA area, Roberio

('Amm 6131 Stafford. Huntington Pk, CA
9025, | 3) 5870875,
Want ﬂf' pbm, 776, PAN 3R. Any clubs

Luit,
asound, Alex Greesbee, 220 Corlis Momag, CA
1415) 376-5
Want £if o pour kit) cppanents for FRAD,
Luft. Mad. Pan. Fan Ld. RW 3R, Will buy parts
for thes: pbm kits. Chris Kheczko, 907
Carletan. lhmll;r. (.-\ 633A6TS,

Wanted:  meml or war gamming club in
Petalusma. Wil rllxy e and 11F all members Bigh
school ape. Gene Rancho Way,
Petaluma, CA 9495

ul ather wargimes. | am average. Grenmany over
Larry  Shaltes. 1328 6o, Sacto, A
e
Need someone in Masin® Will il with FR0, Jur,
Gett, DD, Wat, and Luft. Wanl Guad. S6.00 Tsn't
there amyome around? Victor Peck, 90 Brook.
mead CL. San Anselmo. CA 94960, 4579287
Average player, age 44 wants pbm BB or Grad.
K. L MacDonald, 6471 Thomwood Si. San
Diega, CA 92111 d
Good JILS. player locking for an opponent to
any war games. | have 46 of my awn. Prefer Nf,
Interested in pbp. Beadiey Nezik, 135 Lomita,
San Francisco. CA, 6614006,
Clogs Grasd Prix IROC Toarnies staet Masch. AR
B St.. July. Origins, Auvg. Dave Hisnter {Faloons)
lesds CFL 113, Newcamers welcome. So Call,
Area fiF only. Jim Reilly, 2609 W, Laverne, Santa
Ana, CA (714} 9764871,
Want adult N opponents for Geit: AK. M,
Fra0, or mew AH mail order games Have
exciting Getl varients, meed analysis and esting
help. Devid Besemer, 4672 Iromwood Ave.. Seal
Beach CA 90740 . 12131 430-0066.
Want adult {1l apporents for all A games |
have RW. Jur. AK. BB. 1914, Geil Guead,
Stephen 1. Sinclair, 310 Hemlock St., Vacaville,
CA D658, 4462340
Nowiee player, 1o i AK, Anzie, BB, Blliz,
DD, PR Gett, Luft, Fan, RW, 1776, Grad
Wat, Play for enjoyment, must play in Vacaville,
James Fontenot, 333 Fir 51, Vacsville, CA (707}
488-3470

Wargamet Wil medam cAperience would Whe 10
meet other warpmers with similar or lower
experience in Vallego area. Have some games, will

learn more, (. James R. Clifford, 1034 Iediana
St., Valieio, €. 197

The Allies are checken’ My | Terman
Army will kil anyone!!! Phm 1914, 3R, Ades,

Anzio. Send your death warrants now! Adam
Lid, 21600 Cezanne M., Woodland Hills, CA
AE3-6315,
Achiteng sl Denver wargamers! Unite with une
paraibed military minds and OKH - West now in
formation 1o create the most vicious and unbeat:
able SW wargaming corps. Mark Travis, 2600 S
Chase La., Lakewood. CO (303) 9859251,
Wish pbm for Fan. Blitz, 1776, Kricg. Am 17,
average player. If you commit yourself will buy
kit of % yours. Ak WWII fif mindatures. Joseph
B. Comyers, 73 High Ridge Dr. Monroe, CT
06468, (2031 2615536 o
Wanted: Fil oppanents for amy AR wam-s.
hsn:m (“T area. . ). E. Dreslin, RFD 1,
54, 51 . CT 06378, 5350026,
ras@a-mg. sehool player wants i or pber
opponents. Prefer Pan. but will play FR 40, Blitz
ar DN, Have no kite but will improvise. David
Sanborn, 4 Hillside Manor, Vermon, CT (203"
BIST63, L
Average phiyer wanis {tf oppoments for Anzio
BB, Blitz, DD, FR'40, 1914, Pan, Pan Ld, 1776,
3R many other popular wargames. Phm PAN. Jim
Dickey, 12 Hilleroft R4, Windy Hills, Newark,
DE T37-5677.
Wl pbm But prefes i any AH game. Al letters
answered, any clubs around? Daniel Farrow, IV,
T Georpe Resd i New Castle, DE 19730,
328-8497.
Huvimg trouble fiding (11 oppaneni, Then Joir
our organization. We put out a bi-monthly Zine
with varients snd analyss. We seed articles too,
Conflict Simulation Organgzation of the Potomas,
2433 Tracy P, NW., Washington, D.C..
462-5064.

ted; Phm, pbp of TIT oppanents for any
WWIL game. | bave all games, i
armpur (1/285) chub alie. Am o sverage adult,
Themas A, Kanceal, 5328 §, Sawyer, Chicago, IL
13121 4711479,
Farth e Chicago wargamiers secking new op
ponents. If interested in playing fif and meeting
new oppanents, contact: Jon A, Michal, 6514 W,
Devon Ave... Chicagn, 14

s M. War. Fi7 or phr.
» ipo. suburbs. Above average
Richard Mizarek, 5158 W. Baimoral,
Chicagn, [L 60656, 775-5043.
Callepe ape pliyer seking 11 appoments n DILL,
BB, Luft. Guad. §Grad. DI in Chicago area. Will
play ether AN games. Aka boking for dubs
Robert Seehert, 3444 W. Polomac, Chicaga, IL
G651, 3374406,
FIl oppoments for most AH games wanied by
i wargamer of over Ten years. expericnce.
10 travel reamsonable distance. Age no
barrier. Joha T. Price, 828 Beach, Kewanee, IL
61443, (309) B54-0391,
Fom, Wat, Grad, Luft. Fral. 0D, BE. AK,
opponents waated, Play for money ONLY! Any
amount. Paul DeVolpi. 2300 Teau Monde. 406,
Lide, IL 1312) 420-2063.
LS. Freshmian wants 11f oppanenls for BB, AK.
Luft, Pan, have more. Will enswer ail letters. Tom
‘llll\lm.lkcl'. #37 N, Cuyler, Ouk Fark, 1L 60302,

Bood w_:n AR (mo Kal) noviee, 1914 (have Rl
phe. Fif anything you or | have. Would like to
join or start phen club. Dave Crowley, 1002
nwm-ond Dr. Robinson, IL 62454, (618}

IJII D'bm Blitz. BB, Kricg in addition chess. but |
Will mo1 play chess by itsell, No kits. Lowell
Berman, 7718 Karlov, Skokie, IL 60076, OR6
«3338,

I'm working on a anew variation of Pan. [ would
be very grateful it you would send me your blind
rules to Pan. oa. Owwen Curtls. 1328
IL 60K%], 256-3562,

e

Anyone in the Winnetka area interested in jolning
a dub, Ake would like 10 pbm 1914 and Guad.
David Dwtrich. 978 Sprsce. Winnetka, IL

Twa above average players need M oppanents in

any Al games. Have 16 games will kearm others,
Steve Ferdom or Jim Heller, 7530 Emsign (1, FL
Wayme. IN 4471215,

Tielp! Need any oppenents for TIE or phen oa DD,
AK. Gett, "Grad or any of your games. Any clubs
in area? Average player, 15, Hurokl Jemen, 3459
Biscayne, Indianapolis, 1N E97-1672,

Thyr, ald gamer wanis o jain of sar_wargame
cub in South Bend Mishawka area. Fif Blitz,
Fan, Fam Ld, RW others. All letters amswered.
Jason R. Saylor. 4933 York Rd., South Bend. IN
2914458,

Prey wanted for itf in AK, BB, DD, Luft. Mid.
Pan. Must be in Quad-City ares. Are there any
dubs in my area. Willing to kam amy games.
Tony Jamney, 721 W. 30 Davenport, [A
32663, ;

Fanus wargsmers! New i area — want 17 0F
pbm in Frd0, RW, Pan. Luft. Any clubs? Serious
wult eppanents only, Scenario and side negoti-

able, Contact: {'pﬂ. Jahe T. Ratzenherger, 723
Allison, Apt. 12, Mankattan, KS 66502, (913)
53728

Fif oppanents wanted. | play all AH and most

other games. New playing aid for AH games:

Combat Calculators $2.50 per set postpaid.

Tom Cleaver, 6805 Carclyn Rd.. Louiswille, KY
214, 3646

pmer Donk.mz for owmmu

experienoed
play navices. Just enjoy playing. Will also play
mitiatures wargames, David Masart, 1102 Cole
A

Manroe, LA 343-3105,
Am sick of playing a pay who finds me imposs
bde e beat, Will play anyone from LA area. Have
most AH games, willing 1o try others. Tim Scales,
131 Gamage Ave., Auburn, ME 782-7991.
Averape high =chool age player wants pbm op
ponents for DD will take either side. Broce
Maxwell, 185 Woods Dr, Anmpolis, MD
268-5590,
nterested in forming club i my area. Fif wanted
for DD, William Day, 3409 Woodring Ave.,
lllumum, MI 21234, 254-6932.

play in fmors ares Tor Akx, BE
DD BI.II! Guad, Krieg, Mid, RW, 1914, Anzio,
Fan Ld. 3R Wil karn others, Peler F. DeMarco.
4821 Glen Kirk Ct., Baltimore, M} 433-3056.
Fued T apponents for BB, DD, Fran, Ricg
Luft, Orig. Pan, Pan Ld, 3R, RW, "Grad, Blitz,
slio pbp the above, Wil learn others. Where's
IGBT Jow Anthony Koszjana, 7207 Shadowhwn
Ave, Baltimore, MD 4444835,

OPPONENTS WANTED

Wish o pbm Orig. Diplomats. Most AH games.
Steven Meckel, 3010 Narview Ave., Baltsmore,
MD 9442673,

Want il oppanents for Anzio, Grad, BB, Cvilke.
Jut, 3R, Gett {Hex), Wat and others. My experi-
ence i Bmited, but my mlerest is not. Jim Rush,
5M  Maidstome Cr. Baltimore, MD 21237,
3916510,

OPPONENTS WANTED

Fuf oppanents desieed for TAC, Gott, AK, Krieg.
Wat, Guad, DD, BB, Mid, RW, FR'30, Luit, 1776
and especially Pan and Blitz. Mike Garland, 815
N. 13th Ave., Laurel, MS 426-3328.

THE GENERAL

APPONENTS WANTED

in Pan, 3R, BB — Me Germams. Also have 778,
Gett. All letters answered promptly, Robert A.
Braun, § Onteors Cr, Shokan, NY (914)
6576261,

Wl buy D, Mid and Grad i in good comditon
Any players between ages 11-14 near me? | need
o wictim, Terry Vane, 143 Markhas, Long Beach,
MS 39560, 8641325,

Interested in 2 Trendly game of any AH tile, FIE
of gne of yours, Woald liké 1o stant war g
club, call if interested Lary Russell, 213 Blen-
beim Rd., Baltimore, MD 377-7652.
Fif for Fan Ld, Alex, AK, M, 3K, Anzio, B
Luft, 1776, Krieg, FR™40, Will karn others. Bab
Weiss, 3324 Lymme Haven Dr, Baltimore, M
21207 a55-Ha650.
Good player. new in anea lookmg for opponents
in Pan. Pan Ld, Fr'af. BB, Anzio, DD, Mid, 3R,
1776, Will learm any pame. Any dubs aroand?
Philip Cocms, 30 Bright Oaks, Apt. H, Bel Alr,
MD 838-8354,
Want f1f F 1776 oppoments in Fredericl
Rockyille sren, Adult, average phayer, Clark H
Wilson, Box 174, R 1, Dickerson. MD (30
BT4-5454.
Fir and pben Lufy, 1914, RW and others wanted.
Three players for 3R Canspaign CGame pbm. John
McPhillips, $610 3 Ave., Hyattssille, MD
20781 S64-0322.
Wan: 1o moderate some phan Pan games belween
two players. Combination of “Blind Pan™ {Val
10 Na. 4) and Increment (VoL 9 Na, 4). Phus a3
few of py own idess, Cost varies per set. Tom
Philo. 5400 Emerson St., Hyatrsle, MI} 0781,
B64-5347. I
Desperately need pben Pan opponents. Also look
ing for 1914 Freneh 214 No. s =nd Mu.m
13 Will pay 50 cents api hristopher
Chyba, 8TI8 Summit Ave., Pﬁrlmllu MI'J 21234
GhEDEET.
Wovice player age 16 wanks & oibers for

Al
play Mf 1776, Pam, "Grad and others. Will play
pbm bt have o kits Brooks Harson, 8212
Killean  Way,

065

Potomac, MD 20854 (301

. PRS0, Grad. Luft, RW. Have
os, will split for others. Jor
Il Rd. Burlingtca, Ma

21726390,
Phm or NIl Aneio, BB, FR'40, Pan, Pan Ld, Bl
Lult, Mid. Mewd apposents desperately. Have kits
for most games, will answer all kiters, James T,
Jrmond. 5 Myma St Burlington, MA 2720381
Toin the American Wargamieg Aseoc
mewsletier, growing N7 proups natioe-wide. Write
AWA, 897 Main St. Cambridge, MA 02193 fou
more infonmation.

T have aver 80 pames Wil play any or &l fif,
Willing 10 do limited traveling in south eastern
MA. William Seth Owen, 399 Edm 5t, Dan-
mouth, MA 02748, 597-7663,

Novice c age player sicks pbi and (17 Pas,
DD, AK, 1776, Luft, RW, FT and others. All
replivs amswered promptly. Alie seek area clubs,
Jim Rodenhiser, 116 Bishop Dr.. Framingham,
MA 01700, 874815,
Interested in phn Biite,

Pan. Don't have pbm

ki, Leight 1, Collies, 31 Alden St., Greenfiekd,
MA 01301, 7737730,
s wanied: college male or

Opposenl
. Hove FT. Wat, 1776, Fan. Wil travel u
1 100 mile, Wil play other games. Bermard J
RFD Wilkins 5. Hudson, MA
01749 (617) 5681247,
Tii Krieg, Blitz, UR, S, B, Anzio, Guad, Oul,
many more phis most AH sports, Have inmo-
vatioas far sports games. Any gamers in my area®
Bill Hecker. 144 Washington 51, Leaninster, MA
{17y $37-2903,
Fif wanted Mid. AR, Grad, Tof, BB, Ray Fan-
Wecdham. MA 4453144,
lay other novice in Pan, Btz
play German side. Hopefully with
Paul O'Fried, 412 Commonwealth Ave.,
wwion Centers, 59, 9686,
Veteran wargamer will give towgh compelition in
my AH pime. FIf and will pbm Blitz, DD, 3R,
lm sunbm Perry. T Algoequin Dr., Sa.

Fﬂl

9924697,
(‘nmrls needed for FIF Fa Th. Blite, RW. Ao
miniature Hev, Cival, Medevil, Roman wars. Very
into gaming research, historical accusacy, Michael
Pelrce, 351 Wmverly Oaks Rd., Waltham, MA

Need fresh b Nmﬂ in pbm DD. Also wilking but
less experienced in Fan. AK. Wil apswer all
letters and take any side. Jim Schwenk 3-12 Tara
Dir.. Weymouth, MA 02189, 3374680,
lini area feenape gamers desine (1 opponenis
RW. 1776, Pam L4, Pan, 3R, Luft. FR'O,
Anzio'74, Bistz. Leonard Hourvitz, 1170 Briar-
iffe, FEn1, Ml 48504 (313) 732-THD1.

Mietra Detroil arca chul struction 10
master play. (MDG) (MGA) (IGHIPY (BGLIFY
affilisted. Mo red tpe. Maturity prefered. Fan,
rat blood speel. Mike Bannikowskl, 943 Stewart,
Lincoin Park, MI 48146, 928-7744.

Dowen Rives Detroat segular mecilngs. Bill Somers

1654 Chandler, Lincoln Pask, M1 48136,
3WI-TIS2
Good phyer of agh school 4pF seeks opponeals

for fif Biiz, AK, FR'40. Blitz. Wish to join local
dubs. Craig Teebilcock, 7050 Indian Bay Rd.
Montague, M1 49437 (616) 8045138,
Average hagh school plaver wishes fif only far
uB, 3R 'Grad, RW. Luft, DD, FR0. Pan, 1776,
AR Neal mose members Foe Grp, West, IGHIP
affillated. John Van Alsten, 9191 Sarsosa C1.,
Redlord Trp,, M 5359034,

od plaver (171 wanis 1o join club af experi
enced and beginning players, Please send info.
Phm FR'S0. Abo Pan, Krieg. Explain your phm
system, Willism Anspach, 4637 Sowth Grepory,
Sagliaw, MI (515} 7537685,

v. Am willing to bearn others.
Will have Jul (Revised) soon. Robert Fix, 31300
Armowhead, St Clair Shorcs, MI 48082 {313)
2934489, i

Pbm oppanent for Cuille 74, [ have designed
phm sheet, Gary Dayton, 18300 Yakima. Anoka,
BN 55303, 427.7748,

Wanted il players mest AH games and many
others Avemge plaver age I8, Plesse get In
touch, @'l travel very far. Bol Brynikdsos, 725
W. Minn St., Cannos Falls, MN 2635081,

Gkl Tikx 0 improvise S pom. Ao woull ke
1o pbm original Anzio. Any other wargmers in
Duluth ares? Rick Peterson, 141 Nynas
Esko, MN 55733 (218) 8794868,

Want pham Fan. No beginners please! Send chajee
of slualions and side yow want, Bob Baruth,
6773 Yucca La. Oweo, MN 53389 (612}
5352010, it

Adult gamer, 25 wants [0 for Lult, RW, 1776,
AR, Just meved so call information for phone
number. Joln G, Alsen, 1291 Blair, St Paul MN,
Midwest Military  Simoul
every weekend for minature snd boardgame fif,
Cub game Library, Newsletter, Campaigns and
member discounts plus orher services. David L
Arneson, 1496 Hartford Ave, St Paul MN
9B-4900.

< batom, waiting fo erash all

Want fo begin phim Ovig, Nesd gome-master and
four other players. David Delecuw, Box 1355,
University, M5 38677 (601 b 234-6854,
AVERIEE auult phiyer wants 1o pbin Wat, Phm for
Blitz socm. Larry Garrett, 341 Norten, Kansas
City, MO 64123, 241-H054,
Adubt mmr wanls phm oppoments who will
e pomes starbed b Wat and Krieg. Will
answer all letters. Michael Roberts, $14% N, Oak
Tr. Prwy.. Kansas City, MO 64118, 4529055,
Wanted: Opponents to play ftf. Owe Mid and
AK, can acquire Jut. Know DD, Wat and Grad,
Wanting to kearn other games. Mike Kirschoer,
3213 Coromado, 51 Joseph, MO 64505
2334773,
Aversge player collegs student, sceks T ope
ponents for mest AH pames. James Perduwe, 2550
E, Bennett, Springficld, MO 65804, S81-72
Wanl phm FR'40. Kricg. Pan, RW, 1776, Grad,
Wat. Alo fif or php. Thomos Black, Rowe 1,
Waynesville, MO (314) 774-2263.
ilone woll tired of salaaire, Desires N1 victins,
Good tournament college player with most games.
.o dismay of wifel. Lecal ares club sko sought.
Alexander Pikelis, 511 South 13th/203, Lincoln
KB GES08, 477-2778.
Wanted f2f opponents, Averige player, Have AR,
B8, FR40, Gett. Gwad, Pan, Grad, UB, DD,
1914, Will learn others. Richard R. Balerviez, 22
Pie St., Apt, 8, Exeter, NH 03533,
Averape phayer necds oppone T, Grad, AW
and ftf phen, Robert Riddle, Huucrlmss Seheal,
Plymouth. NH 03264, 536-2417.
Wanted pbm or il for Geit, DD, TAU, Any chibs
@ area® | am faisly novice, bt won't surrendes.
Have 1776, 1914, RW, ftf only. Mark Reed,
Bordentown Cross R, Crosswicks. NJ 08515,
198-2973.
F‘I( an)‘ AH game. Interssted in sta
mind Wiliam  Reents, J!..
Estontown, NJ 5424565,

‘game of Ristorical 1914, 11 pair
of oppamenls 1o answer et my services. John AL
Trasky, 450 Wayee $1., Jersoy City, N 07306
(2 4331156,

il pbm Wine. Vol 11 Mo, 4 scenarios),
Blitz, FR'40, DD, Have %4 DD kit, improvise or
buy ' kit of others. Al replies answersd, Wil
buy complete Vol. 10 No. 4 for 52.00 pp. Marc
Pinsonmeault, 20 Andsleigh Dr., Madkon, NJ
B22-2765.

Good jumior higher wants ftf AK, War. Krieg.
RW, Pan, Mid, (Me Japs) Alio mast games you
have. Will also pbm chess. Chris Kane. 75 Hudson
Ave., Maplewood, NJ 07040, 761394
Wanted: T ¢ nwnls T Phila, area for mast
AH pimes My experience s limited but my
enthusiasm & not, Jim Rush, 3318-A Harron Run
fivd,, Marlton, NI 08053 (6091 2

Flay Tif ol ANl pames. Gun over 150 other wat
games, Play with several other wargamsirs pearby
call or write, James M. Goss. 824 New Rd.. Apt.
AS, Pleasantville, X1 (609) 641-5478.

Average high school player will ftf anyone in any
wargime. Can host or travel (restricted). Will
karn miniatures. Just want a friendly game or
iwo, Russ Lockwood, 239 Brook Valley Rd.,
Tawaca, NJ 2637664,

Fersosal contact desired for wargansing over Pan,
1914 or any similae game, You nsme it, 11 play
it. Dwight B. MeMahan, 2991 Princeton Pike,
Trenton, M) (8638 (60F) BE20622.

Four adult players intervsted in fif opponents in
anea, Will play amy AH game (Pan & Pum Ld
best). Have 14 AH games. Damicl A Nolan, 364
Fetter Ave.. Trenton, NJ 08610 (609} 8E8-2861,
Sixtesn year ohd dewires 07 1776, Lull, RW,
Anzio, DD, BB, Mid, Wat, Krieg, FR'40, 1914
Mo phm, Perry Flint, 91 mmmm Rd.. Upper
Moniclair, NJ 07043, 744927

Fiigh school player pbm AR, l.w: Wil P Gorad,
8litz, mo kil Need | sheet and rules (1 have
copier) FEF Jut, Anzio and sbave. Tibos Vari, 20
Sandr La.. Wayme, N1 07470, 6596-2729.

Are There iy wargaming cluts I the Avalan o7
I!mho:m arca? [T w0, please write, Philip Tatem.

img chub.
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Kricg. Blitz, Grad and FT S1.

| am willing to
earn olber games. Any clubs in ana? Bob
Spitzner, 1236 Wildwood La., Binghamton, NY
13903, 797-2140, i §
Adult phyer wants 101 only! For AH or others.
Stephen Cieisimger, 120 Gale Pl Broms, NY
884 266,
Any clulrs In New York Ciy area? Would ke 00
apponents far most any pime. Edmund Harmen,
410 Pacific 8., Brooklyn, NY (212) §T37004.
Colfege sdull aped experienced player wants 117
for Alex, 3R many others. Thomas Hilton, 152
4 5::«1 Irooklyn, NY TE6-DK30,
T Fif Fan, Pan Ld, Luit. it cost of
Nﬁw player. Will amswer all leiters.
Brett Whitaker, 200 Sodus 51, Clyde NY (315)
A23-T945,
Adull pamer meeds [ opponents. Any AN
wargame, | have over 20 games, will play amy.
Douglas Glemby. Villape Terrsce Apts. A-106.
Tortland, NY 7§3-3905

Smithtown Club needs members of gencrally igh
schocl age. No expetience required, will teach.
Napeleonic misiatures and most

Pete Batrite, 3 River His CL

UPPONENTS WANTED

peaple wanted for opposents 1oo. Larry L. Bost,
1005 Catalima. Apt. P, El Paso TX 79928,
TIB4EIS,
Know mew way for pbm without wseing kit and
only ome stock place. Will pbem BB, DD, AK,
Grad. TAC wsing new pbm system. Wayne Heer-
1, Box 125, Famey, TX 75126,

mans, Route
7225795,

11787, 724-2760.
Fii, BH, FR'Y0, Fan, R
230 Steubsn St ApL
¥

ad, Paul Morakes,
. Staten lsland, NY

Fais sdull player, ape 30, sevks adult apponents

for fif 3R, Wat, Pan, M. Bayee, 3 Corsulate Dr.,

Tuckahos, NY 10707,

Am warting fif oppomeats for Al pames. Hlave
Ron Moses, 6151 Spring Garden La

(lml«uc NC 5967815,

play DO, me German; BB,

(..vrmun Fan, me German; 3R, me Axis umb

w' am. very good. Ko pbm. Geoll Spencer, 5309

Revere, Durham, NC 27707,

Adult avernge player “Tesires 11F In BB, Pan. Mid,
Cille arsd ummJ T. McAnilT, [l 105 Harboed
Dr. Delleau Wd, TeL Pk, Midway Poek, NC
28544 (919) 3530532,

m for Blite, 17760 Al challengss will B
accepied, David Licbman, 185 N, dih, Batavia,
OH 45103, T43-2068,

Eing for averape piayer Tor et
David Rezagk, 2170 Suncrest Dr.,
44221, 929-2085.

Want ta pbm or 1t pew Pam scena
Fara-Pam, Al have 1776, RW, Luft, Grad, BI z
and 1914, Wietze de Vries, 723 Besyd Dr., Ko,

and HE
Cuy Falls, OH

Pp=rs wanly
natare (f, Will deal on rubes. Will travel up to 50
miles. Kenneth McGurn, 7723 Lake Shore Blvi.
(216) 428616

play ane game at 3 Time,
Gett and

B30, Pan, DD Wat,

amithfickl. Shadyside. OH 6764457,
Wanted {11 opponents for all AN
wargames. Expert adult; also pbm. James M. Day,
2440 Schrocder Cr, Toledo, OM 43613 (419)
4127714,

4

Badly wanted (1f opposents for
Krieg, Pan, RW, Grad, TAC, 177
play most odbers Bill Bamtuci,
wick, Willowick, OH 9434571,

fielow average adult wants pbm oppanent
Gett, Local oppenents in NE Oklabons. SE
Kansas, SW Missouri and NW Arkansas for BB,
Warren Duscan, 225 Norh Tih, Miskogee, OK
74401, m«w

I W, Willo-

we are Ior.\kln( for up 1o 3 mare Wmlx
Tollege age or Adult for multiplayer 3R Bob
Jenmings. 410 N. Bk Si. Ponca Ciy., OK
TadG482, e V1
Winld like goodiexoedbent oppanemts [or 11 of
pben. Have Anzio, BE, Bhte, DD, FRY0. Geit.
Keeg. Luft, Mid, Orig, 1914, Pan. RW, 1776,
Grad. Butch Schorzman, 537 SE 1D, Hills
hona, OR 6489376,

Will pbm o7 - Fan, Fan Ld and 3R,
half for kits. Dave \'wﬂm 1029 Derwydd la..
Beray 647-T466,

Young ave play

Pan and Luft. Will play to end, Prefer Germans
and Japs. Will pbm. Don't have kits yeL Ray
mand Andrews, .0, Box 403, Bigher, PA 16825,
8877503, 5 -

Members wanied! AMB Wasgame Clb. Have AR,
Blitz, DD, Krieg, Pan. Pan Ld, Grad. TAC. JR
Getting RW, BB, others, Other wargames alse. Ftf

or pbm. Nathan Forney (President), RD |
Markleton, PA (H14) 926-1574,
FAN scout car gnd tank destroyer. Freak (60

oppanent wanted, Will alsa play Pan Ld, Every-
ane in area kates scout cars Please help me!
Lewis Bryson, Box 204, Paradise, PA_6H7.7727.
Ape 13 il for BB, Blite. DD, Out. Fan, RW.
Weekends alsa, Info on wargame clubs. Aversge
player abso pbm for these, yowr kits. Fred
Gamache, 13029 Richwood Rd. Phi
19116 {215) 676-8869,

Want adult pl ‘

cach sde, Use 456 mneplacements, willing to
experiment 3=b5. All Jetlers answered. Promiss
interesting games, quick response. Joe Gerold,
ZIR6A Mautikis R, Phila, PA 19154,

Wanted 11 players for any wargime. You yu.l:

sides, | have over 40 different games. Tom
Semian, 3757 Allendake Cir. Pittshurgh, PA
15204, 7718551,

Bbm 1914, Pan, Aneio, Pan Ld, abo any 0¥ in
Pittshurgh? Drop & line! Bernard C. Wodzinski

106 Wilson S1.. Pilshurd! PA 15223,
Average wg= player seeks [ or
hn RW, Luft, FR'40, Mid, 3R, 1776 or B,

r phm experience, willing to beam.
Wlllum Wong. 1504 Beedhview Ave., Pitisburgh,
PA 15206 14120 Sa3-2850.

Average player 5 owill 117 3R, War Grad, Pan,

Blitz, DO, Will 1y phos. Have oo kits.
on, 206 Elm St. Port Allegany. PA (8141
64 2-TH0K,

Average player, adult fif Mid. Gett, TAC. Bruce
Brinser, Gerlufl Rd.. Schwenkwille, RD 2, PA
19473, (215) 267-9013.

Bhm situations & per Vol. 11 No. 4 General Tor
fan. Any other Bigh scheal players out there in
Fayctte Co. area® Mark Matuschak, 15 Connen
58, PA 13401

Fif only. Averape player 28 yoars ald. AH games
anly, Have game will wmvel. Tam Spirito, Bax
A28, Dawnsville, KY (607) 363-T428,

Desire 11T apponents h Grad, DD, Wal. AK, Have

naval minigtures as well. Pease call after 5 P.M.

Quacens and Nawaw residents only, Asthoay
Morale, 39-30 Glenwood, Little Ni NY 11363
1212) 224-3270.

Foverage adult wargamer. Germans in Grad vither
n BB, Send first move or set-up. Maurice
Maloney, 610 Gramd 51, Mechamicvlle, NY
12118

Above average high school player seeks 01 fof
BB, Anzio, AK, Grad. Abo seck members for
Kampfpanzer wargaming club, Amtanio Munoz,
ZBI0 Bailey Awe., Apt. 2E, New York, NY
104463, BE26254

Fifjpben: Blitz, DD, FRA0, 1914, Pan, Grad; lor
pbm pick side and send move; For N1f college ape
or adult preferred. Will asswer all. Edas G
Gorsky, 185 N. Franklin, Nyack, NY 10960
Pl ashiael o o
Anybody want to pbp or fif Anzio, Pan, Luft.
Call after 6 PM. No pbm! Dana Brussel, 18
Sunnyside Blvd., Plaimvie. NY 938-2172.

Felp!! Desperately need comp, i AH games, W
0tf or pbm AK, Blitz, Mid, Pan, Jut, RW only
have phi kit for Blire. Greg Hauser, 1570 Culver
Rd., Rochester, NY 6549537,

Average player of high school age desires (U1
opponents for AK, BE, Bliz. DD, FR'40, Jut,
Mid, Pan, Pan Ld, RW, Grad. Looking 10 start
local wargame cub. David Ergler. 183 Round
Hill Rd., Reslyn Hi, NY 11577 (516)
MAL-6222,

‘Field Marshall” Braun will destray all comers fif

wperl Diplomicy, ae, Al T
Canoan Fodder welcome! Favorite Anzio! David
Wundobl, 14 Greenwaced Ave, Wyncate, PA
19095, WAd6336.

Tnterested in sericas competition with mature
wargamers of mwrape shility, | guarantee an
imterestl gme of AK, BB, Bliz, FR'0,
Lufl, 1776, Pam or KW, Edward Zawac Pond
Pawtucket, RI 02860,

Out, Pan and Wat. Cam get yhn Frank H.!mml

2319 Mystic Dr., East, Besufon, 5C 524-8675.
Will play ftf 3R, Pan n. Bliez, FR'40. 1
prefer 1o be German in PJn. Pan Lad, 3R, BE and
FR'H), Lindsay Blanks, 41 Ranger Dr., Charles
ton, SC 20405, 747-4837,

Fif_opponents wanted for almest Al games.
Would Eke to form a clsb in Knoxville, sk
Ridge, Maryville area. lim Bumete, 612 Crest-
wood, Clinton, TN (615) 4570685,

Will el anybody in BE, 6, Luft, Kricz. Pan,
Mid or amy other AN pames. ('hmu your own
side. I'll go anywhere in Putnam County. Mike
Paris: Route 10, Cookeville, TN (615)
3379736, SR

Tust moved to Memphis area Willing to 17 mast
any game, Have many, David Brows, Rt 2. Box
ington, TN 38053, 837-125
Average player sge 34 seeks fif factical scale.
Also pbm Pam, | have Kit. Ken [Dule, 220 N,
Purdue 308, Oak KELTN \'Jsm 4838227,
Want Nl oppanents in or Lubhack,
Colke, I(-lﬂ Pan Amarilio. TX

“irad. Want 10 start chub in E1 Paso area. FL Bliss

Abave average phyer 10 yrs. obd. Will ply
RW, 1776, Blitz, Pan, 60 and Bis Any chabe
around? Tim Davis, 14747 Carolerest, Houston,

Info on any war paming chubs in
Houstan. | am HS senior yearing for opponents.
Will learn any games in ciub. Brent Wormat, 502

Naovice wants phm Kricg. Chew, Grad. Will ke
any side. Wil UT Wargame Society please contact
. .Am' wargamers i Austin area? Latry White,

x 833, Pllugerville, TX T8e60. 8365012

nr;-ml; Fil oppoments in Annandak area for |

average player of high school age in DD, FR4
Luft, Mid, 1914, Out, Pan and others. Alio php.
Thom Carlin, 8235 Toll House Rd.. Anmandale,
VA (T03) 250-2785,

Members wanled for the Washington Gamers.
Assoclation, All wargames played. Robert Blau,
604 Crestwood Dy, Alexandria, VA

il apporents wank novice o average
alties, Will learn to play any game, Can only play
Sun. and Mon. Have FR'40, RW, Blitz olhers.
Hugh Haynsworth, Epicopal High School, Alex-
andtis, VA s
Serious comtender crazy enough to play Fan. Fom
ary sde amy sitation, Ricky Sanders, 3737

Senimry R, Alexasiva, VA 2504, 3706115
Fhen appancits wnmeu Toe F
Ricky 5 Wes

Denpsan.

and
twouod, Danvilke, Va

Desire suckers for 7 playing n Fan L4, AK
(-raa. 'FK‘-w_ Wat, Blirz, DD Michael Ola, 3207
fax, VA 5913941

Frm pw« o adul age seeks aled_phm
appoments for 3R and Anzio “74. Dean Miller,
BTO01 Denvall St.. Fairfax, VA 22030,
Fredricksburg club wants wargamers of all ages.
Robert Miler, 307 Lewis 51, Fredricksbarg, VA
22401, 3737024
eran gamer looking for competant 1
oppanents  in H.lmptun-&ewwrk News area,
wspecially for 3R and 1776, Roberr 1 Beyma, 9
Twin Lakes Cir.. ||.m:mm| VA, 38 ?w?.
Fhim oppone T et
wanted. Also, m .my AH var wmr Any ﬂure
arcund? Stephen Oliver, 1307 Mormac Rd.. Rich-
momd. VA 23220, 2828511,
Good gamer (23) desires ftf omm-
games, Inclading FR'40,
athers. Dwight E. Hammer,
VA Beach, VA, 427-1075,
Which of you Adolf Hilker understedies would
tike 1o 1ry conguering the world again® Phes m
using Henagonal phm CRT and improviss as

play. Lanay Johnson, St RL |, Box 410, BeJF)n
WA FR528, CRE-G2H2,

Average player of 1L school oge desiring [l
apponents for Pan, 1776, Luf, FICAD, RW, AK,
DD, BE, Gett. Also pbm DI Mike Rndrrbmch
16223 NE. Vih, Bellewse, WA, SHT.
Compater amalyzed blind Pan, errars mrmnmﬂ‘l.
males pegotiable, phen forms  available, Large
double stamped self addressed envelope for ine
farmation, Mike Prime, 1507 5, 242nd, Ko, WA
9803 824-3500,

Average sdull desires phm oppanenis for AK, BE,
[ Cochran. 1427
chiand, WA 99352, 9468286, ________
Anyane wanna get beal? Fil AR, BB, DD, Guad,
Luft, Mid, Pan. Kpow many others. Am willing
to lears, Anyene from Monres-Snahomid are?
Grig Bakkm. 18030 | 281k P homish,

6,
o7 s_ Clubhouse Ild e

o slarting warpame club in
Seattle arca, We need members, opponents and
your thoughts o idea. Please call or write: David
Russell, 7926 Meh SW, Seattle, WA 98106,
PO2-5427.

-, cpponents in Huntington WV
" play just about anyihing. Alse
need help with an extensive d-player rework of
Blitz. Doug Bates, 1323 Charkeston Ave., Hunt-
ingion, WY 25701, 5250696,

Want pban or i1 Krieg, TAC apporent, Elder
Barton, 717 Townline |, Beboit. WI 33511,

Wanted: opponents for Lult, Blitz. fair player.
tourn Luft, Toum Bhtz. Wast to jois club of
starl ome split price of kit. Phm. fif. Rob
Tabaczynski, $H30 5, Indian Avc., Cudaby, Wi,
A811904. ot Lo b SR

Pl AK, Anzio. BB, Bz, DD, FRA0, Gent,
Krieg, Laf1, Pan, Pan Ld, RW, Grad, TAC,
3R, Wat. Al pbm John Westby, 106 High St.,

Loaking far (i or Dhm awum'nl Have DD, Mid,
Kricg. Will play any athers, Steve Schindhelm,
BTD6 W, Courtland Ave., Milwaukee, WI 53225,
e e
Average sdull player aceds 17 opponents in any
AH game. 8. P, Buck, 759 8. Beverly, Casper, WY
135-2142,

Good J.H. ape player wishes pbm opponents for
Fan, RW (German) and Blicz (Red), Am willing
to pay hall for kits. Craig Karmann, RL 2, Box
3420, Cody, WY (307) $87-4076,

Opponcats for BB (Pbm oaly L Andy Webber, 20
Graydon Hall Dr, Apt. 204, Don Mills, Ontarie,

Lanaa,

Average player foc i Pan, 3K, 1913, BB, AK,
. Wrile 06 phore on weekends, Will also play
any war games you awn. lahn Hn\_ 954 Walkley
e, Ottawa, Ontari, Can 179,

P opponerts for  Bliez, Pam Grad wanted.
Gt andialt playes. all letters will be answened. M.
Stiege, 7 Walmer Rd. Apt. 1902, Toromto,
Tanada, 9334341,

Dpponents for phm Pan. or oiher tactical v
games. Mey Canadiaes! £nic Young, 48 Bickerton
Crescent, Willowdabe, Onlario, Carada M2J 3T1,
4014926,

Novice age 14 needs phm opponent for Blitz. No
kit, also desperately need competition in f1f Blite
soan AK, IR, andfor Orip. Jonathan Penner, R.R
I, Box I8, I.lmlm:rl: Manitaba, 3558417,

Vicons wa 3
Needs phm ar v i oppanents of lesser ability fos
most games, Hne no kits, Will pay half, Peter
Fraser. 65 Howell Ave,, Saskatoon, Saskatchewsn,
Canada $TL-359, 3828345, ot
Adult player secks fif oppoments for 1776, 3K,
Anzie snd other boardgames. Sonmy Kwok, Dept.
of Physics. UBC, Vamcouver BC Cansds,
3733061,
Try your strengih againsl inlernational compets
tian! Join National Games Club for ail wargsmes
Hididen Pan Club spevialty! Expert mathema-
rites resulls in aceurate mting system!
Nishains Palmer, Lehwaldo 3.8p, DE-2500
Lynghy, Denmark,
pbm Wat ar Biiiz (w0 optenal rules), Wil
play cither sade, have kits. Kanto ares wargamers
wanted fif amy game. Thamas Butcher, Yoyogi
5-11-10, Shibuya-Ku. Tokyo, Japan 151, 103}
Ab6Ed56.




