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September Ist, 1939 ... War had comc ' 
I E u r o ~  

again, and the PC"-+ Army was f i ~ ~ + ~ , , ,  for ,,, 
the Germans unv d a new form 
warfare.. .blitzkrie! i e  so-called "Polish Cor~ 
the German 20th ~oror ized Infantry Division w: 
surglng eastward toward the vital crossroads a1 
Chojnice. ' Polish 9th Infantry Division had fc 
the vanguard to a standstill, but casualties werc 
-9unting and ammunition was low The famed vlll 

the "Pomorska" Cavalry Brigade were ordered 1 
icate their untrymen Little did they realize tt 

~ e r m a n  armor was also nearing the scene 
April 9th, 1940 ... Now it was Norway's turn .... 
capture of the Norwegian King Haakon would b 
coup of the first order, and plans were instituted tc 
take him at his capital. But German plans were tor 
asunder by the torpedoes that ripped the Bluecher 

esperatior ie German air attache to the 
, emPassy in Oslo rushed to Fornebu, comma ' 

1 two companies of German paratroopers lanc 
Loaded aboard buses, they set out to captu~ 
King-who was fleeing to the Norwegian Army 
quarters at Hamar. But, along the way, the Gerllldl 
ran headlong into a rag-tag band of heroes who we 
determined that they would not pass 
May loth, 1940 ... Operation Niwi was an au 
German plan to land several hundred men of the SS 
Regiment "Deutschland" by light plane to seize vital 
crossroads deep he Ardennes. One groul omi 
to ground near thc "illage of Witry, moved fc ard 
through the deeo woods. Would boldness ar unnina 
be enough me the Belgian Chasseurs 
d'Ardennas cnargea with denying the roads of 

' 

region to the enemy? Or would the elit0 Belcliar 
troops, adept at operating in the fore: of t' 
homeland, give the SS a bloody nose' 
Qpril 9th, 1941 ... Caught unprer--sd ty LIIC I I I V ~  

)f 49 enemy divisions, the Yua avian army w: 
~g desperately to mobili; But this counti 

rivided loyalties and poor communications, con 
ind despair were endemic. On the third day of ,,,, 
3alkan blitzkrieg, leading elements of the 8th Panzc 
livision descended on Alibunara-mobilization center 
or several Yugoslavian formations. N-.,?r short -' 
:ourage, the 5th Yugoslavian Cavalrv aiment 
aunched a speratc large to di 

is THE L 
The eight scenarios contained herein focus c 
historical situatior- ;ivolving the early Germbl 
llitzkriegs of Worl Jar II and the many nation: 

that fought ag; ,t the invaders. Paratrooper 
ir power, audaciry and courage were the toois witi 

./hich Germany planned to overrun the neutral natic 
of Europe. And in less than two years, in actions a: 
far apart as Norway and Crete, the German militar) 
-ccomplished all they had set out to do. For the -, 
art, the invaded neutrals (Poland, Norway, Belc 
i e  Netherland oslavia and Greece) we 
efended by hastily-mobilized reservists stiff€ 
3w elite units. The actions depicted in THE ,,,. 
IURRAH will challenge veteran ASL players to match 
i e  tenacity, audacity and victories on both side 
ight scenarios, recreating the German march o 
onquest. Experience-as only ASL can let you- 

perate fighting of these first days of Worl 
mether commanding German armor, Polish ca\ 
: r ~ e k  infantry, Belgian Chasseurs, Norwegian 

?rvists or Luftwaffe paratroopers, if you'rc 
nard, you're bound to find something ple 

IC vyide spectrum of scenarios included in THE 
AST HURRAH. There is even a scenario pittin1 

3 age-old foes, th IS ar Russia 
HE LAST HURRAH contains eight scenarios, one 
ountersheet of Allied Minor infantry and support 
reapons-and two boards: 11, with revised artwork 
nd 33, which features open terrain and a large 
~rainfield. ASL, BEYOND VALOR and YANKS (fo 
cenarios) are needed to play these scenarios. 

THE LAST HURRAH is now available 
-. 

Avalon Hill Game Company (451 7 rfor 
,,,,,nore, MD 21 21 4). Please add the usual I, ,, ,, 
lipping and handling expenses (20% for Canadian 
rders; 30% for overseas). Maryland residents please 

add 5% state sales tax. 



The response wasn't impressive (only some 323 
forms returned. representing less than 3% of the 
subscriber base). and a fair number of titles (20 to 
be exact) didn't gamer enough to be listed. but the 
latest effort to update the Readers Buyers Guide 
gives us some new numbers to chew over . Since 
only two of the titles that didrft make the "cut" can 
be considered wargames that have been in our line 
long enough for players to be familiar with them 
(PLATOON and KNIGHTS OF THE AIM. and since 
I suspect that 300+ hard-nosed reviewers still give 
a pretty accurate and impartial collective judgment. 
we can certainly incorporate the updated RBG into 
our pages to help give buyers considering an Avalon 
Hill or Victory Games title m e  indication of its 
strengths and weaknesses . 

Before proceeding with the number crunching. 
a word on the RBG is in order to preface this dis- 
cussion . As explained in AH Philosophy 125 (Vol . 
24. Na 5). the titles hare evaluated have been 
ranked according to the reader-generated Overall 
Vbkre. ranging from the best accepted downward . 
In general. the lower the numerical rating for a title 
in a category. the better the cumulative view of the 
respondents . However. in the case of Complexity, 
the lower values represent games of adjudged ease 
in mastering; in the Game length category. the 
lower values indicate shorter times necessary to play 
the aeme to conclusion (in terms of ten-minute 
multiles) . The column Smnple Bacre merely lists the 
total number of readers who rated that particular 
W and is not to be taken as any form of popularity 
rating . The entries for Year and Type are self- 
explanatory. Now let us tum to comparison of some 
of the ratings . 

It appears that the "sizzle"-the packaging and 
artwork (in short. the appearance)-of the game is 
still of great importance to players . The components 
often form. and dominate, the first impression of 
a game for many buyers . The attention to detail and 
graphic excellence of Avalon Hill's fine cadre of 
artists has long been acknowledged; I make no 
bones about my views that Charlie Kibler is the in- 
dustry's leading master of mapboards and counters. 
Supplementing his talents are the efforts of a 
number of freelance artists as well. meaning the 
designers here have the best of both worlds in 
presenting an eye-pleasing gaming treat . But com- 
ponents have to be functional too. or the game 
degenerates into an unplayable mess of pretty 
pictures . No matter how nice the rulebook or 
counters appear. if you can't make heads or tails 
of them. they serve no purpose The close cooper- 
ation between Mr . Kibler and the various designer1 
developers is reflected by the fact that the maps 
and counters and rulebooks. as pretty as they are, 
are all extremely utilitarian . It is not surprising. the* 
fore, that many of the same titles that are among 

the "top ten" components-wise also appear on the 
other lists that follow . The following. the ten titles 
with the best ratings in each of the CompomKltll 
categories. are therefore truly remarkable in utility 
and artistic appeal: 

m: 
1 . ADVANCED SQUAD LEADER . . . .  1.77 
2 . 1830 . . . . . . . . . . . . . . . . . . . .  2.00 
. . . . . . . . . . . . . .  3 SQUAD LEADER 2.11 
4 . FLIGHT LEADER . . .  . . . .  2.20 
5 . UP FRONT . . . . . . .  . . . .  2.24 
6 . RUSSIAN FRONT . . . . . .  2.33 
7 . MAGIC REALM . . . .  . . . .  2.44 
8 . EMPIRES IN ARMS . . . .  . . . .  2.45 
9 . FLATTOP . . . . . . . . . . .  . . . .  2.47 
10 . DUNE . . . . . . . . . .  . . . .  2.48 

Mapboard: 
1 . RUSSIAN FRONT . . . . . . . . . . . .  1.68 
2 . SQUAD LEADER . . . . . . . . . . . . .  1.69 
3 . ADVANCED SQUAD LEADER . . . . .  1.76 
4 . FLIGHT LEADER . . . . . . . . . . . . .  1.87 
. . . . . . . . . . . . . . .  5 MAGIC REALM 1.91 
6 . TITAN . . . . . . . . . . . . . . . . . . . .  1.95 
7 . RAID ON ST . NAZAIRE . . . . . . . . .  1.97 
8 . FLATTOP . . . . . . . . . . . . . . . . . .  2.12 
. . . . . . . . . . . . . . . . . . . . .  9 1830 2.39 

10 . THUNDER AT CASSINO . . . . . . . .  2.40 

hunters: 
1 . ADVANCED SQUAD LEADER . . . .  1.68 
2 . SQUAD LEADER . . . . . . . . . . . . .  2.06 
3 . EMPIRES IN ARMS . . . . . . . . . . . .  2.12 
4 . FLIGHT LEADER . . .  . . . .  2.20 
5 . 1830 . . . . . . . . . .  . . . .  2.32 
6 . 7th Fleet . . . . . .  . . . .  2.44 
7 . GLADIATOR . . . .  . . . .  2.56 

RUSSIAN FRONT . . . . . .  2.56 
. . . . . . .  . 9 UP FRONT . . . .  2.60 

. . . .  . 10 MAGIC REALM . . . .  2.63 

Ruhbodc: 
1 . ADVANCED SQUAD LEADER . . . .  1.92 
2 . 1830 . . . . . . . . . . . . . . . . . . . .  2.33 
3 . CIVILIZATION . . . . . . . . . . . . . . .  2.41 
4 . THUNDER AT CASSINO . . . . . . . .  2.64 
5 . BRITANNIA . . . . . . . . . . . . . . . . .  2.81 
6 . STORM OVER ARNHEM . . . . . . . .  2.82 
7 . 7th Fleet . . . . . . . . . . . . . . . . . .  2.83 
8 . PANZERGRUPPE GUDERIAN . . . . .  2.85 

UP FRONT . . . . . . . . . . . . . . . . .  2.85 
10 . El7 . . . . . . . . . . . . . . . . . . . . .  2.92 

DEVltS DEN . . . . . . . . . . . . . . .  2.92 
To my mind, as I've said before, the software- 

the rules and systems-of any game are vastly more 
important than the hardware-the components . The 
physical components of a game can be updated 

with relative ease; not so the intangibles . Often no 
amount of development skill can saw a game with 
unplayabla systems. vague and contradictory rules. 
or that is neither competitive nor enjoyable to play . 

Nothing is more exasperating for the novice (and 
the veteran too. for that matter) than rules which 
raise more questions than they answer. or that have 
flaws and faults obvious even to his untrained eye 
The newcomer could do no better than to look to 
the CaqMems.  -. E x c h m t  bvd and 
Play Balance categories on our RBG if he is enter- 
taining thoughts of making wargaming his hobby. 
and using our games as his vehicle Again. the lower 
ratings indicate a truly superior game for him to cut 
his teeth on. depending on which of these aspects 
he values most These categories. rather than judg- 
ing the artists' efforts. looks at the skills of the 
developers . Many game submissions. in the raw 
form that they arrive from the designers. are truly 
horrendous examples of fuzzy thinking and fractured 
English and ad nauseum trivial detail; but the 
developers here have developed the knack of look- 
ing past all this to see the gem that may be buried 
below . Their task is to retrieve it and polish it . When 
they succeed. you have games like the following: 

Completeness of Ruks: 
1 . CIVILIZATION . . . . . . . . . . . . . . .  2.03 

. . . .  . 2 ADVANCED SQUAD LEADER 2.11 
. . . . . . . . . . . . . . . . . . . . .  3 TITAN 2.66 
4 . DIPLOMACY . . . . . . . . . . . . . . . .  2.69 
. . . . . . . . . . . . . . . . . . . . .  5 1830 2.72 

. . . . . . . .  . 6 THUNDER AT CASSINO 2.75 
. . . . . . . . . . . . . . . . . . . . . .  7 8-17 2.83 

UP FRONT . . . . . . . . . . . . . . . . .  2.83 
. . . . . . . . . . . . . .  . 9 AFRIKA KORPS 2.84 

STORM OVER ARNHEM . . . . . . . .  2.84 

Pkyam: . . . . . .  1 NAVALWAR . . . . .  1.60 
. . . . .  2 CIVILIZATION . . . . .  1.72 
3 . WAR ATSEA . . . . . . . . . . . . . . .  1.87 
4 . AFRIKA KORPS . . . . . . . . . . . . . .  1.88 
5 . VICTORY IN THE PACIFIC . . . . . . .  1.91 
6 . 8-17 . . . . . . . . . . . . . . . . . . . . .  2.00 
7 . 1830 . . . . . . . . . . . . . . . . . . . .  2.04 
. . . . . . . . . .  8 BRITANNIA . . . . .  2.07 
9 . WIZARDS QUEST . . . .  . . . . .  2.15 
10 . WATERLOO . . . . .  . . . . .  2.21 

Excitement Level: 
1 . UP FRONT . . . . . . . . . . . . . . . . .  2.00 
2 . THUNDER AT CASSINO . . . . . . . .  2.24 
3 . RUSSIAN FRONT . . . . . . . . . . . .  2.36 
4 . ADVANCED SQUAD LEADER . . . .  2.37 
5 . FLATTOP . . . . . . . . . . . . . . . . . .  2.40 
6 . EMPIRES IN ARMS . . . . . . . . . . .  2.42 
. . . . . . . . . . . . . . . . . . . . .  7 1830 2.43 
8 . STORM OVER ARNHEM . . . . . . . .  2.52 
9 . SQUAD LEADER . . . . . . . . . . . . .  2.55 
10 . BRITANNIA . . . . . . . .  . . . . .  2.57 

Play Belenw: 
1 . CIRCUS MAXIMUS . . .  . . . . .  1.47 
2 . 1830 . . . . . . . . . . . . .  . . . . .  1.81 

TITAN . . . . . . . . .  . . . . .  1.81 
. . . . .  . 4 GLADIATOR . . . . .  1.93 

5 . BLITZKRIEG . . . . . . . . . . . . . . . .  2.08 
6 . WIZARDS QUEST . . . . . . . . . . . .  2.12 
7 . AIR FORCEIDAUNTLESS . . . . . . . .  2.20 
8 . ADVANCED SQUAD LEADER . . . .  2.32 

UP FRONT . . . . . . . . . . . . . . . . .  2.32 
10 . DOWN WITH THE KING . . . . . . . .  2.36 
For the historian-gamer, the "simulation" is the 

key to enjoyment . And, make no mistake, the 
historical aspects of our titles provide much of the 
fascination for novice and expert p l v r  alike. Avelon 
Hill has often been criticized for the "accuracy" of 

Conrinued on Page 48. Column 2 



Darn ... the British 
have done it 
to us again. 

1 They voted RuneQuest 

I "best role-playing system" 
at Games Day 5.. 
their equivalent to 

a GenConm Game Fair! 
That's embarrassing! RuneQuest is 
an American game. Apparently 

Americans don't know about it.. .yet! 
That's all going to change right now. 
Here is a role-~lavina svstem that ... - # 

"unites game and imaginative reality. " 

- 
L 

Now in its "3rd Edition," RuneQuest can be 
played within any fantasy world. Included 

I is the Players Book 
(chara,,,, ,,, ,, game system, combat skills); 
the Mcrgic Book (spirit magic, ritual magic, 
divine magic, sorcery); the Creatures Book 
(over 90 different ones); the Gamemaster's Book 
(civilization, gamemaster instructions, treasure 
ships, two scenarios, encounter charts); 
Introduction to Glorantha (dragonewts and 

Offersol 
chaos creatures, common knowledge, cult of 
Ernalda); Fantasy Europe (full-color map); 

Ieluxe RuneQuest $29.95 Mod Putlouts, Adventure and Character Sheets; and 
n!7e (nnnn ~ n n  

itandard Runeguest S 15 Monster Coliseum S I 6  ""6) ... all this for just $29.95 
Vikings $21 s Sk ---- - ----.-#-just S 15-is a no-frills version, 
Gods of Glorantha $18 but all you need to get started in this fabulous 

mrantnan' Bestiary $9 Griffin Island $16 role-playing system that picks up where other 
Apple Lane S I 0  Land of Ninja S I 6  systems leave off. Already, we offer enough 
inakepipe Hollow $10 modules and adventure supplements to provide 

you with a lifetime of role-playing pleasure- 
with more to come. 

For quick 
credit card 
purchasing 

call TOLL FREE 
-800-630-9292 



TACTICAL AIRPOWER DOCTRINE 
Guidelines for Managing Airpower in TAC AIR 

- 

By Gary C .  Morgan 

TAC AIR, short for TACtical AIRpower, was 
created to fill the void which has existed in modern 
operation wargames-they don't realistically repli- 
cate tactical airpower, including troop air defenses. 
Some games have approached a good simulation of 
individual jetlflight airpower and small company/ 
battalion air defense on the tactical level, but only 
covering the Close Air Support (CAS) role right on 
the front lines. Examples include aircraft like AlOs 
and MiG27s against man-portable shoulder-fired 
Surface-to-Air Missiles (SAMs), armored personnel 
carrier mounted infra-red SAMs of the SA-9/13 and 
Chapparal class, and an occasional ZSU 23-4 Self- 
Propelled Anti-Aircraft Artillery. 

Prior to the past couple of years, very little tactical 
airpower or opposing air defenses were seen in con- 
flict simulations. Airpower was a factor considered 
in the games, but highly abstracted and unrealisti- 
cally applied. It was considered as off-map artillery 
with some small regard to counter-air or air superi- 
ority, and little or no concept of penetrating an In- 
tegrated Air Defense System (IADS). TAC AIR now 
gives the wargamer all the classic tactical air 
missions, representative air units to use, and detailed 
troop air defenses for engaging hostile airpower, 
all on top of an intense mechanized ground battle! 
This article will describe the combat air functions 
that the game simulates, and should give you some 
basic guidelines for the tactical air missions your 
fighters will need to fly to achieve success in the 
game. 

THE GROUND WAR 
All air missions in some way support the soldier 

on the ground. Only the army can take and hold 
ground; aircraft only support these efforts. "If you 
take off and shoot down every MiG in the sky, 
return to your base and find a Soviet T-80 sitting 
in your aircraft shelter, you've lost the war, Jack!" 

The preceding is a favorite quote, and is certainly 
appropriate to lead off discussion on how the air 
battle and the ground battle interrelate. TAC AIR 
functions on two dimensions: first the ground war 
on the operational level, replete with armor, mech 
infantry, artillery and attack helicopters (which are 
a hybrid of the ground and air environment, and 
can be considered belonging to both). To comple- 
ment the ground battle, tactical fighters support their 
ground forces by performing the myriad classic air 
missions, and troop air defenses accompany the 
ground units to engage hostile airpower. This creates 
a second dimension of an air battle which overlays 
the ground battle and interacts totally. 

The player must think in both ground and air com- 
mander frames of reference. Fixation on one, to the 
exclusion of the other, will lose the game. This 
special feature makes TAC AIR a superb multi-player 
game. With at least two players to each side, one 
can act as air commander while the other acts as 
ground commander. Winning at TACAIR is accom- 
plished by refining the subtle cooperation required 
in the prosecution of modem air-land combat. It is 
highly challenging and difficult to master . . . but 
easy to learn. One can quickly appreciate the years 
of experience, judgment and vision required of a 
tactician in either the army or the air force. TAC 
AIR poses many of the decisions, challenges, and 
considerations these generals could face on the 
battlefield of tomorrow. 

While many GENERAL readers may feel con- 
fident playing mechanized ground wargames from 
World War I1 to modern day, some caution is 
advisable when playing TAC AIR'S ground battle. 
The Advanced Game adds command and supply 
units to the combat battalions of the Basic Game. 
These are very "soft" and are vulnerable to attack 
from either air or ground, thus creating the oppor- 
tunity to have penetrating missions ("Air Interdic- 

tion''). The player must keep them just far enough 
to the rear to preclude concerted attack by hostile 
maneuver battalions in a breakthrough attempt, or 
by artillery or aircraft. However, they must be far 
enough forward to perform their mission or the 
ground units they supportlcommand will lose their 
momentum and staying power. Similarly, air defense 
units are almost as soft if caught by maneuver 
battalions too far forward. They are critical protec- 
tion for your ground units against hostile air attack. 
Unlike many mechanized wargames, there is now 
some "tail" to the "teeth" of your divisions. You 
must now begin to think about logistics, C2 (com- 
mand and control), and air defense of your rear areas 
where in the past players focused on just their front 
lines. You can rest assured that your opposing air 
commander is watching as well! As you read the 
following information on the tactical air missions 
and how they are employed, keep also a ground 
commander's viewpoint on how hostile fighters will 
perform these missions against your own ground 
forces. 

THE AIR BATTLE 
Tactical air operations are divided into five com- 

bat air functions-Counter-Air, Close Air Support, 
Air Interdiction, Tactical Air Reconnaissance, and 
Tactical Airlift. The order of precedence of these 
five functions is dependent on the threat and the 
results desired. The fundamental principle is to 
neutralize the enemy threat having the most pro- 
found and continuing influence on the total battle 
situation. Normally, all five combat functions are 
performed concurrently because they are mutually 
supporting. 

Tactical airpower is employed to attain a com- 
mon objective. Selecting, and adhering to, a com- 
mon objective is critical to successful employment 
of tactical airpower. Plans need to be continuously 



evaluated for their contribution to attaining the 
objective, which must be clearly defined. Tactical 
airpower must take advantage of the principles listed 
below: , 

Initiative. It is necessary to create opportunities 
and to take advantage of those which present them- 
selves. Initiative enables airpower to apply force at 
the time and place deemed advantageous. The in- 
herent flexibility of tactical airpower enables it to 
rapidly shift between the various missions and 
exercise initiative. Keeping an enemy on the defen- 
sive may preclude his ability to mount offensive 
operations. 

Surprise. Surprise can be achieved through speed, 
deception, concentration, audacity and originality. 
Concentration of force at an unexpected time and 
place has a high probability of success. 

Concentration. Tactical airpower can concentrate 
power in precise times and locations due to the speed 
and mobility of flying platforms. Care must be taken 
not to needlessly concentrate more combat power 
than is necessary to accomplish the desired objec- 
tive, or conversely fail to commit adequate resources 
to get the job done. Air forces must be organized 
as an entity, and centrally controlled to enable them 
to be employed in a concentrated manner. 

Security. Adequate intelligence is required and 
the threat must be minimized for the opportunity 
of success to be realized in any air operation. 

Tactical air operations must be planned with con- 
sideration to the three factors listed below: 

Objectives. The objectives must be set by the 
ground commander based on the battle situation. 
Objectives for a force on the attack may differ from 
the objectives for a defensive stand. 

Threat. The threat drives planning. Operations 
must consider the best intelligence available to 
minimize the threat to the force. The advantage of 
tactical airpower is its capability to regenerate, by 
returning to base to refuel and rearm and repeatedly 
return into battle. Losses of aircraft have a geometric 
effect, since aircraft are not only lost for the cur- 
rent mission, but will also be unavailable for any 
future missions. 

Force Capabilities. The number and type of forces 
must be considered to attain the objective with 
minimal losses, particularly from SAM and air-to- 
air threats. The targets, routes, weather, defenses, 
aircrew skill, and weapon systems must all be 
factored in planning to insure adequate, but not 
wasteful, application of combat power. 

CO UNTER-AIR OPERATIONS 
The objective of counter-air operations is to gain 

and maintain air superiority, preventing enemy 
forces from interfering with friendly ground a@ air 
operations. This requires destruction or neutraliza- 
tion of the enemy's offensive and defensive air 
systems. Counter-air operations are targeted against 
the enemy air threat and may not necessarily directly 
relate to ground operations. Control of the air is 
desired. The absence of both hostile aircraft and 
missiles permits friendly aircraft freedom of move- 
ment and offers opportunities for offensive action. 
Air superiority may be total and permanent if the 
entire enemy air defense system is destroyed. 

Often, air superiority may be local, in a certain 
area for a certain time period. Suppression of Enemy 
Air Defenses (SEAD) involves, for the Americans, 
specialized "Wild Weasel" aircraft which can seek 
out ground-based electromagnetic emitters and 
destroy or disable them using standoff weapons or 
direct attack. This is considered an Offensive 
Counter-Air (OCA) mission, by seeking out and 
destroying hostile air power as close to its source 
as possible. Other OCA missions may include 
attacking airfields, command and control facilities, 
fuel and munitions storage for hostile aircraft or 
SAM systems, aircraft either flying or on the1 

ground, and SAM defense sites. Defensive Counter- 
Air (DCA) operations consist of employing an IADS 
of tactical fighter/intercqtor aircraft, SAM, and AA 
artillery, all controlled to protect friendly forces 
from hostile air engagement. 

Air operations over friendly forces require posi- 
tive coordinated airspace control to minimize inter- 
ference and fratricide, while efficiently identifying, 
intercepting and destmyinglnmtralizing any hostile 
air attacks. This is normally accomplished by con- 
struction of airspace control plans or orders and in- 
tegration of these orders and plans throughout the 
friendly AIDS. Counter-air operations take the form 
of several types of missions: 

Counter-Air Strikes against surface targets of the 
enemy airpower complex may be directed against 
defensive systems, but should concentrate on 
destroying the enemy's offensive air capability if 
feasible. 

Fighter Sweeps have the mission of finding and 
destroying enemy air forces in the air. As enemy 
fighters are destroyed, friendly air control increases 
and the threat of hostile air attack decreases. 

Fighter Screens restrict enemy air movement by 
placing airborne tactical fighters between friendly 
forces subject to hostile air attack and the threat, 
either in friendly temtory or along the line of 
contact. 

Combat Air Patrol (CAP). Fighters may be tasked 
to intercept and destroy enemy a i r d  in a localized 
area. CAPS are usually over or near the area/force 
to be protected while screens are imposed between 
the threat and friendly arealforce. 

Air Escort. Friendly air forces enroute to an 
objective area subject to enemy air attack may be 
accompanied by friendly tactical fighters configured 
for air-to-air combat. The escorting fighters will 
engage hostile aircraft in order to allow escorted 
aircraft to pursue their missions with minimal in- 
terference. 

Air Intercept of enemy and unidentified aircraft 
should be accomplished when hostile offensive air 
action is threatened. This interception is normally 
accomplished over friendly territory, but forward 
from vital target areas to permit defense in depth. 
Fighter aircraft and an integrated groundlair radar 
control system are normally essential. 

CLOSE AIR SUPPORT OPERATIONS 
CAS is air action against hostile targets in close 

proximity to friendly forces, and requires detailed 
integration of each air mission with the fire and 
movement of those forces. Tactical air forces are 
applied against targets of immediate concern to sur- 
face forces when surface combat cannot produce the 
desired effect with organic wdpons. The task of 
CAS is to provide selective and discriminate fire- 
power, when and where needed in support of ground 
forces. Thus, CAS must be available, responsive, 
integrated and controlled. 

Availability. The joint force commander (who 
commands both air and ground forces) daily deter- 
mines the proportion of tactical air effort to be 
applied to CAS. The air commander notifies the 
ground commander of the daily number of aircraft 
som'es (missions) he will commit to the CAS effort. 
The ground commander then prioritizes his CAS 
requests from each ground unit to correspond with 
the number of missions allocated. 

Responsiveness. CAS missions are flown to sup- 
port the ground force commander. Communications 
must rapidly process requests. Fighter wings must 
maintain aircraft on various states of alert to insure 
rapid reaction and immediate response. Alert air- 
craft may be selectively launched based on ordnance 
loaded and target characteristics. CAS missions may 
be either preplanned or immediate. Preplanned 
missions are targeted against fairly static targets, 
while immediate missions employ alert aircraft. 
against fleeting targets as they become available. 

Integration. CAS missions must be closely 
integrated with the organic fire of the ground forces 
to achieve mutual support. CAS must also be closely 
integrated with the movement of ground forces to 
insure air support is provided when and where 
required, and to minimize fratricide of friendly 
troops. This integration is accomplished by air and 
ground liaison/control systems. Air and ground units 
exchange personnel to perform these functions. 

Control. The mobility of ground forces and the 
fluidity of modem battle require positive control of 
CAS aircraft. Target area control is performed by 
a Forward Air Controller, who insures direct coor- 
dination with the ground unit being supported and 
target identification by the CAS aircraft. The Air 
Controller may be flying in special aircraft or may 
be on the ground with the supported ground unit. 

CAS aircraft are most effective against hard, 
mobile targets. Typical targets are enemy troop con- 
centrations, fixedlhardened positions, and 
mechanizedlairmobile elements in the immediate 
battle area. Favorable opportunities for CAS occur 
when enemy forces are on the move and exposed 
to air attack. There are several CAS Operations 
Concepts to govern the action: 

Support of W n s i v e  Ground Operations. Ground 
forces on the attack provide one of the best oppor- 
tunities for CAS. It can provide the firepower 
needed to breach enemy strongpoints, creating an 
ideal opportunity for exploitation by friendly ground 
units. Attacks are directed against strong defensive 
positions, enemy troop concentrations, suspected 
ambush sites, and other centers of resistance. The 
enemy must not be permitted to regroup or initiate 
a counteroffensive. 

Support of Ground Exploitation Operations. 
Breakthrough opportunities must be immediately 
exploited. Enemy forces on the move attempting to 
reinforce the breakthrough area will be vulnerable 
to air attack. 

Support of Defensive Ground Operations. CAS 
may be used to prevent friendly defensive positions 
from being overrun. CAS can also be used to cover 
forces pulling back in retrograde movements, and 
may also cover friendly reconnaissance elements 
probing into enemy temtory for information. These 
types of missions require positive identification of 
targets and maximum delivery accuracy to minimize 
friendly casualties. 

As for specific CAS missions: 
Airbome/Ainnobile Operations. CAS is essential 

for dropllanding zone preparation and suppressive 
fire since organic artillery is normally not availa- 
ble during the early stages of the dropllanding. CAS 
may be required to continue necessary fire support 
of light troops inserted by parachute or helicopter. 

Amphibious Operations. CAS may be necessary 
to support amphibious forces when they exceed the 
range of naval gunfire, or if naval gunfire is inade- 
quate or unavailable. Air attach are conducted prior 
to the assault to reduce enemy resistance. Further 
support for the establishment of the beachhead, and 
assisting the landed troops to break out, are addi- 
tional CAS tasks. 

Column Cover. Movements of columns may 
require air cover which can detect ambushes, pro- 
vide warning to the column, and attack the threaten- 
ing enemy forces while ground units deploy from 
column to battle formation. 

Counter-Mechanized Operations. CAS can dis- 
rupt and destroy hostile mechanized forces and 
formations. Special CAS aircraft are optimized with 
weapon systems effective against annored vehicles. 
CAS can attack mechanized forces which are 
enroute to the battle area, or while grouping together 
in assembly areas. 

AIR NTERDICl70N OPERAl7ONS 
Air Interdiction operations can destroy, neutral- 



ize or delay the enemy's military potential before 
it can be brought to bear effectively against friendly 
forces, and can restrict the mobility of enemy fay 
by disrupting their lines of communication. Air In- 
terdiction missions do not require detailed integra- 
tion with fire and movement of friendly forces since 
strikes are conducted beyond the range of ground 
artillery support. The effects of a concerted Air 
Interdiction campaign may not be immediately 
apparent; however, enemy forces wiU lose logistical 
resupply capability and cannot sustain high tempo 
offensive operations without appreciable supplies 
of POL, ammunition and replacement personnel and 
equipment. 

Identification of the enemy's lines of communi- 
cation is essential to a successful Air Interdiction 
effort. Air Interdiction may also delay or pin rein- 
forcements moving toward the front lines. Deny- 
ing the enemy the swift employment of exploitation 
forces may bring a breakthrough offensive to a halt, 
and will allow friendly forces to continue to engage 
first echelon enemy forces without being over- 
whelmed by the enemy's second echelon units in 
reinforcement. The objective(s) of Air Interdiction 
must be planned in relation to the ground situation, 
and will require good reconnaissance and intelli- 
gence support. Normally, only a limited amount of 
aircraft sorties are available for Air Interdiction, and 
must be concentrated against specific targets to have 
significant effect. Air Interdiction missions must 
penetrate into enemy territory and inherently are the 
riskiest since they may be engaged by the lid extent 
of the enemy's IADS. Penetration support and air 
escort may be required to give the Air Interdiction 
aircraft reasonable probability of survival. 

Air Interdiction may not achieve complete isola- 
tion of the area of conflict, but may rapidly reduce 
the enemy's battlefield reserves to critical levels and 
seriously limit his capability to continue effective 
action. When offensive friendly ground operations 
are conducted in combination with Air Interdiction, 
it accelerates the consumption of the enemy's 
material and capitalizes on his reduced combat 
effectiveness. 

Air Interdiction operations reduce the enemy's 
capability to mount an offensive, restrict the enemy's 
freedom of action and increase his vulnerability to 
friendly attack, and prevents the enemy from 
countering an increase in friendly strength. Inter- 
diction is never complete or permanent. Friendly 
ground action forces the enemy to use up what forces 
and material that do arrive. Once the Air Interdic- 
tion objective has been reached, the amount of effort 
required to maintain the campaign may be dis- 
proportionate to the results achieved. Enemy 
defenses eventually will be optimized against the 
Air Interdiction routes and targets. Air Interdiction 
takes the form of two types: Air Strikes and Armed 
Reconnaissance. 

Air Smmkes. Strikes against sfecific targets require 
target intelligence information for planning. The size 
of the strike force must be calculated along with 
target aimpoints, attacwnavigation routing, and 
appropriate weapons to be delivered. Targets may 
be preplanned (bridges, crossroads, etc.) prior to 
development of the battle. 

Armed Reconnaissance. Armed Recce missions 
are planned when the exact target location is not 
certain. Armed Recce missions are flown with the 
objective of locating and attacking targets of oppor- 
tunity. The objectives may be located in general 
areas, or along main lines of communication. 

TACTICAL AIR RECONNAISSANCE 
OPERA TZONS 

Tactical Air Reconnaissance (Recce) provides an 
airborne means for collecting intelligence for the 
ground commander. Classic Recce has utilized 
cameras mounted in high speed tactical fighters to 
overfly target areas, then have the film analyzed by 

SUPPLEMENTARY UNIm 2. Additional PACT Aircreft: The new 
MiG-23 (PACT 31-33) and MiG-27 (PACT 

TAC AIR depicts operational Air-Land battle 34-36) units can be added to the PACT forces 
in the VII Corps area of responsibility in the in any of the Master Scenarios ifthe French air- 
southeastern Federal Republic of Germany. The craft are also used. 
game includes the units most likely to engage 3. Future Aircr&: Air orders of battle are 
in combat in that area. Not included in the game, constantly changing as new equipment replaces 
but com@ing additional forces located near the old. These aircraft could be deployed in the near 
area are the 4th Canadian Mechanized Brigade future by both sides. 
and the French IlII Corps, and supporting 
French air units. SU-27 "Flanker" (PACT 25-30): This is a 

While the Canadian brigade may be used as new air superiority fighterlinterceptor cur- 

a reserve in the U.S. V or VII Corps areas, the rently deployed inside the Soviet Union. It 

French ground forces' appearance is more is the size of the F-15 and similar in capa- 

problematical. They could be used anywhere bility, although it looks more like an F-18 

along the Allied Forces Central Europe (AFCENT) in shape. It is capable of nighttall-weather 

front, depending on French commitment, strategy air combat operations and canies radar hom- 

and the progress of the war. Since the use of ing missiles on air control missions. Even- 

the Canadian brigade and the French air units tually, it should be deployed into the Central 

in the VII Corps area is the most likely possi- Region and could augment forces at war in 

bility , these are the extra units provided with The East Germany or Czechoslovakia. They can 

GENERAL. In addition, there are a number of all be added to PACT forces in Master 

new aircraft counters showing airpower which Scenario #12 ifthe NATO future aircraft are 

may find its way over the W Corps skies dur- used to replace older units in cases where this 

ing the next few years. is possible. Two units can be added (with the 
additional PACT aircraft above) in any of 
the Master Scenarios where the French air- 

ADDITIONAL TAC AIR UNITS craft are used. 

1. French Aircrafk If France fights near the Reconnaissance Drones (NATO 6 1-62 and 

VII Corps area, several types of French aircraft PACT 36): These units represent unmanned 

could augment the 4th Allied Tactical Air Force camera platforms and can be added to the 

(4ATAF). These French air units can be added forces of both sides in any desired scenario 

to the NATO forces in any of the Master when option 21 .O is used. The units must be 

Scenarios if the additional PACT aircraft (see used only with "RF" orders and gather "in- 

2. and the SU-27 entries below) are also used formation" the same as manned recon 

to counterbalance them: flights. Because these drones use television 
cameras for "real time" transmission, no 

Jaguar (NATO 51-53): The Jaguar flies in collected "information" is lost if the unit is 
the air forces of France and Great Britain, eliminated. Because of their small size and 
and would be a regular in the skies further low radar signature, radar air defense units 
north. The Jaguar is primarily an attack jet may not be used to engage them in air 
(DAS, Interception, and possibly SEAD defense combats and aircraft with radar hom- 
orders) which carries a limited bomb load. ing missiles cannot use them to attack drones. 
Mirage F. lC (NATO 54-55): The Mirage A drone unit is eliminated by a half-flight 
F. 1C is France's standard air defense inter- or entire flight combat effect, but abort 
ceptor. It is capable of nighttall-weather air results are ignored. 
combat operations and carries radar homing Additional Tornados (NATO 43-44): The 
missiles (see 11.4.1) on air control missions. West German F-104s were included in TAC 
Mirage F. lR (NATO 56): This is the recon- AIR largely for variety and historical interest. 
naissance version of the Mirage F. 1C. It is They may be replaced by these additional 
a dedicated recon aircraft that is used only Tornado units (which have the same numer- 
for reconnaissance missions (RF). ical designations) in any scenarios in which 

Mirage 2000 (NATO 57-58): The Mirage they appear. 
2000 is the replacement for the Mirage 3 and F4F ICE (NATO 33-36): The West German 
5 series, and is just entering French service. F4Fs are currently being updated with new 
Very flexible, it carries radar homing mis- wings and radar to permit their effective use into 
siles on air control missions, but is also use- the next century. The updated aircraft will be 
ful for close air support. able to carry radar homing missiles on air con- 
Alpha Jet (NATO 59-60): The French have trol missions. The F-4 ICE units can be used 
significant numbers of these combat-capable to directly replace the F4F units with the same 
trainers and they are the same as the West numerical designation in any scenarios in which 
German units already included in TAC AIR. they appear. 

J 



F-15E (NATO 21-22): The F-15E "Strike 
Eagle" is approaching "Initial Operational 
Capability" and should eventually be deployed 
to U.S. Air Forces Europe (USAFE). The 
F-15E has a two-man crew, has nightiall- 
weather capability, Synthetic Aperture Radar 
for almost photographic ground mapping ability, 
computer aided weapons delivery and naviga- 
tion, and an awesome weapons payload and 
range. Useful for close air support, the F-15E 
can alternatively be changed from mission-to- 
mission for use in recon (RF) missions, or can 
carry radar homing missiles for air control 
missions. The F-15Es can be used to directly 
replace the A-10 units with the same numeri- 
cal designation in any Tournament or Master 
scenario in which they appear. 
F-15G (NATO 10-11): Strike Eagle Follow-On 
Wild Weasel (FOWW) variant is also being con- 
sidered for the future. These follow the usual 
Wild Weasel rules except that they can exploit 
their large bomb load to launch an ARM attack 
up to every Air Round, rather than only once. 
The F-15Gs can be used to directly replace the 
F-4G units with the same numerical designa- 
tion in Master Scenario #12 only. 
F-117A (NATO 23-24): The supersecret 
F-117A "Ghostrider"1"Frisbee" stealth 
fighter, on which hard data is unobtainable, in- 
vites speculation regarding its probable capa- 
bilities. Hard to "see" electronically, it would 
have to carry a very limited load of ordnance 
to keep its low radar cross-section. Its relative 
invisibility would be useful while using its laser 
designator to guide other aircraft's attacks using 
laser guided bombs. The F-117As can be used 
to directly replace the A-10 units with the same 
numerical designation in any scenarios in which 
they appear. Special rules required for this 
unique aircraft are as follows: 

a) The F-117A basically can't be seen by 
radar, thus it cannot be attacked by radar air 
defense units or by radar homing missiles. 
Still a target for guns or infrared missiles in 
daylight, the planes are almost invulnerable 
at night or in bad weather. 
b) Despite its underlined "A" factor, the 
F-117A does not carry radar homing mis- 
siles. The underlined "A" factor is, in this 
case, to show that it can attack for air com- 
bat (fly air control missions) at night or in 
bad weather. 
C) To use its laser designator to guide other 
aircraft's laser guided bombs, an F-117A 
unit's "B" factor may be added to thattof 
any other single air unit's factor for air sup- 
port combat by that other air unit if the F19A 
unit is within two hexes of the target when 
the other unit attacks. This can be done 
repeatedly with different other air units and 
in addition to the F-117A's own attack. 

4. Canadian 4th Mechanized Brigade: This for- 
mation can be added to the NATO forces on in 
Master Scenario #12. 

Editor's Note: The counters for these new units 
are found on the accompanying die-cut counter sheet 
(enclosed for SUBSCRIBERS only). Those readers 
who are not subscribers may purchase the counter 
sheet-which contains 130 variant counters for up- 
coming articles in future issues as well-direct from 
The Avalon Hill Game Company (4517 Harford 
Road, Baltimore, MD 21214). Please specify the 
counter sheet "The GENERAL, Vol. 25, No. 2" 
and enclose $3.00 (usual shipping and handling 
charges apply). 

photo-interpreters. Photographic Recce is still a 
primary mission for most Tactical Air Reconnais- 
sance units. It is being supplemented by new sensors 
which can detect information at night or at greater 
distances than were possible with standard photo- 
graphic means. Also, new means of getting the in- 
formation back in real time, or near real time, have 
made it possible to minimize the delay inherent with 
a returning aircraft and photo processinglanalysis. 
Even if the aircraft is lost to enemy defenses, the 
information has already been sent back for utili- 
zation. 

More emphasis is currently being placed on 
unmanned recon drones which make smaller targets 
and can overwhelm adversary air defenses by sheer 
numbers. Modem technolorn has continued to in- 
troduce more strategic reconplatforms (such as the 
U-2, SR-71, FOXBAT, etc.) which collect imagery 
or electronic emmissions from deep battlefields at 
long range. With detailed airbome intelligence, 
ground and air commanders are better able to plan 
friendly operations and counter enemy offensives. 
Air reconnaissance supplements the intelligence and 
recon information derived from ground sensors and 
units such as Long Range ~ecofiatrols ,  electronic 
intelligence, forward observers, and combat reports 
from ground units in action. 

Tactical Air Reconnaissance is a dedicated oper- 
ational mission to many squadrons in air forces 
worldwide with specially configured aircraft mount- 
ing cameras and other recon sensors. Other air 
forces prefer to add this as an additional mission 
to attack or air superiority squadrons by mounting 
special recce pods on the aircraft when reconnais- 
sance missions need to be flown. 

The former concept offers usually more capable, 
dedicated aircarft and crews who excel in the recon 
mission. The latter concept offers flexibility by con- 
figuring aircraft for another role when it is not fly- 
ing Recce missions. Dedicated recce platforms 
usually need all the speed possible, and the phrase 
"Alone, Unarmed, and Afraid" has become the 
motto of reconnaissance. Aircraft flying recee pods 
may or may not be armed, and adversary fighters 
may avoid engaging such Recce sorties, mistaking 
them for armed aircraft on other missions. 

There are several Tactical Air Recon missions, 
among them: 

Battlefield Surveillance. Recon aircraft may be 
tasked to overfly or fly near suspected enemy 
assembly areas, to identify possible attacks. Over- 
flight of assault objective areas and routes may 
reveal th6 presence of enemy defenses, their type 
and strength. Reconnaissance missions over marshalling 
yards and along lines of communication may show 
enemy intentions for an upcoming offensive; or the 
flow of reinforcementslre~lacements in a  articular 
sector of the battlefield. 

Pre/Post Sm'ke Reconnaissance. Pre-strike recon 
is used for the "before", while post-strike recon 
is used for the "after" when airstrikes are planned 
and conducted against enemy targets. By compar- 
ing the condition of the target just prior to attack 
with its condition just after the attack, an accurate 
assessment of actual target damage can be con- 
cluded. 

Strike Control and Reconnaissance (SCAR). 
SCAR is a concept which puts a recon aircraft in 
the role of a type of flying forward air controller, 
only against interdiction-type targets farther behind 
enemy lines. The recce arrives in the target area 
first, identifies targets, and passes targeting infor- 
mation to the inbound attack aircraft for en- 
gagement. 

TACTICAL AIRLIFT OPERATIONS 
Tactical Airlift performs the obvious mission of 

aerial resupply. This may be the movement of 
material and men from airheads or ports to forward 

staginglresupply points. Other resupply may be to 
airborne, airmobile or amphibious forces who may 
depend totally on airlift for logistical support, having 
no other lines of communication. Tactical Airlift 
may also be used to evacuate wounded or troops 
cut off from any other form of retreat. Tactical 
Airlift's most direct contribution to combat is the 
airborne delivery of special forces, airborne or air- 
mobile troops-normally behind enemy lines. 

BALANCING THE TACTICAL AIR 
MISSIONS 

This article can't presume to tell you how to 
specifically employ your fighters in TACAIR. The 
above synopsis of tactical air doctrine will give you 
some general guidelines for smart ways to approach 
the problems. If you read and understand what has 
been presented above, you will have an advantage 
over an opponent who has never heard of these con- 
cepts and is unfamiliar with the missions over a 
modem battlefield. Doctrine differs from tactics in 
that it lists things to consider which should work 
well in the majority of situations. Tactics specifi- 
cally apply doctrine to the particular situation at 
hand. When you begin to formulate your own 
doctrine or apply that described in this article, bear 
in mind two things: what is happening with your 
own forces, and the enemy's forceslintentions. One 
of the secrets of successful employment of tactical 
airpower is second-guessing what the opponent has 
and what he's up to. 

The Advanced Game of TAC AIR has the full 
gamut of tactical air missions. We have tried to give 
you at least a small appetizer of each mission when 
possible in the Basic Game. Of vital significance 
even in the Basic Game is CAS! Whether you are 
the Soviets on the roll, or NATO on defense, CAS 
will be a major factor in the ground battle with 
immediately apparent results. Each side has a limited 
number of special CAS jets (A-10 or FROGFOOT). 
Major CAS efforts will necessitate drawing your 
other fighter-bombers away from Counter-Air or 
Air Interdiction missions. 

Tank and Mech Infantry battalions are fairly hard 
targets, and it will take some significant CAS assets 
to hurt them severely. Artillery is somewhat softer 
and CAS can damage it more effectively. Depriv- 
ing your opponent of his artillery will make a big 
difference! CAS attacks on soft command units can 
be deadly and can cripple a combat formation of 
brigadelregiment size. If brigadelregiment supply 
units poke too far forward, CAS can quickly 
eliminate them, causing maneuver units to lose their 
staying power. This is called "Battlefield Air 
Interdiction", which is a hybrid of CAS and Air 
Interdiction. When employing your CAS forces, 
watch out for the deadly troop air defenses! Con- 
centrations of mobile SAMs can quickly devastate 
your vital CAS aircraft. Also, watch out for major 
counter-air efforts by your opponent to clear the 
skies of your jets so he can begin his attack cam- 
paign. Remember the principle of concentration! 
Identify the big payoff CAS target(s) and put your 
forces there, along with some SEAD to keep the 
defenses down. You won't achieve much by spread- 
ing your CAS aircraft thinly all along the front. 

Before ground forces engage, one of the best mis- 
sions for your airpower is Counter-Air. The shallow 
depth of the TAC AIR battlefield doesn't depict the 
airfields in the rear areas, nor does it allow attack- 
ing them. TAC AIR was designed to show combat 
in the Forward Edge of the Battle Area (FEBA)- 
its former name as an Air Force game. With air- 
field attack out of the picture, you may elect to fly 
Fighter Sweeps with your jets loaded up for air com- 
bat, or you might try to conduct a SEAD campaign 
by knocking out some key SAM sites which will 
later take their toll on your CAS and Interdiction 
missions. If you think the enemy will be trying to 
soften up your forces in anticipation of an impend- 



ing attack, you may decide to send up some CAP 
flights to stay over your own lines and engage enemy 
attack flights. Again, concentration is essential. Task 
your strongest air combat jets in the ~ o u n t e d ~ i r  
role-normally jets are strong in either air combat 
(air-to-air) or air attack (air-teground), but usually 
not both. Newer aircraft like the F-16, F-18, F-15E 
Strike Eagle, and Mig-29 FLUCRUM are being 
produced with strong capability in both roles and 
offer the air commander ultimate flexibility. 

Air Interdiction and CAS both come into high 
demand once the battle has been joined, and the 
primary main effort has been identified. Counter- 
Air continues to be significant, both for intercept- 
ing and destroying enemy attack missions and for 
the escort of friendly attack missions against hostile 
intercept. Escorting fighters are limited in flexibility 
by being tied to the attacking aircraft, but can help 
insure the success of their mission against enemy 
engagement. Combining escorted attack forces with 
Fighter Sweeps will a v e  the hostile air commander 
a dual problem. Thesecret is to have enough good 
air combat jets to do both. You can't fly your jets 
every game turn; they must stand down the follow- 
ing game turn for fuel and ordnance. You must have 
a plan in mind for which jets will fly particular game 
turns. You can opt for constant air over the battle- 
field by rotating flights in the air and on the ground. 
Your other option is to surge and fly everything all 
in one game turn-"The Gorilla". 

Although you as the player can see most of what's 
going on down on the battlefield (unless you are 
playing an "Umpired" game), you would need 
some tactical intelligence about what is happening 
behind enemy lines to consider launching Air In- 
terdiction missions. While they have little or no 
combat power, Tactical Air Recon aircraft provide 
you with the capability to attack targets deep in 
enemy territory. Recce missions will detect targets 
behind the lines and allow you to plan Air Interdic- 
tion missions on following game turns. Again, you 
can attack hard combat units on roads moving 
toward the front and cause some minor disruption, 
or you can hit division command and supply units 
with catastrophic effects. Everything that was 
mentioned above about CAS is applicable with Air 
Interdiction, only it happens deep behind enemy 
lines. Air Interdiction flights are exposed to more 
SAMs, AA and enemy Counter-Air flights, so send 
enough airpower to get the job done, and give them 
some support so they can make it home. Expect 
some losses on a big operation. 

Don't forget about Electronic Combat (EQ air- 
craft. They can make a big difference against enemy 
air defenses. Putting your SEAD effort and jammer 
aircraft against the defenses on the route your Air 
Interdiction flights plan to fly may mean the differ- 
ence between hitting the target or abortinglbeing 
destroyed. Again, concentration is fundamental 
since your EC assets are very limited. Applying 
them piecemeal may result in barely any effect 
across the battlefield. If you expect to use your EC 
assets more than'one game turn, you'd better give 
them some air combat protection, either by launch- 
ing CAPS or escort. You can mount a major SEAD 
effort by tasking CAS flights to take out forward 
air defense units, and launching Weasel missions 
against areaslunits you feel will be troublesome to 
your attack flights. It is possible to strip a 
brigadelregiment or even a division of its air 
defenses, making it vulnerable to air attack later on. 
Don't forget to use your artillery and attack heli- 
copters if they can be spared to assist in the SEAD 
effort. 

Your whole air strategy will be driven by the 
scenario, what your adversary is doing, and the 
development of the battle each game turn, with 
objectives and priorities in a constant state of 
change. Further complicating the operation are the 
unpredictable elements of weather and airborne1 

airmobile forces. Just when you are ready to launch 
the big air gorilla, suddenly the weather grounds 
all of your jets! You can predict when the weather 
has a higher probability of being good and bad, and 
may plan accordingly. You may also see the effect 
of your limited numbers of NightIAll-Weather air- 
craft during night and bad weather game turns to 
keep constant pressure on the enemy. The possi- 
bility of an airborne or airmobile assault on your 
enemy's flanks or rear areas will definitely keep him 
on his guard. This is one of the most powerful trump 
cards you have. Even if you never use it, the threat 
of it will keep the enemy worrying. 

SUMMARY 
Hopefully, this article has given experienced TAC 

AIR players some food for thought on past successes 
and mistakes, and given the beginning players some 
hints for future play, and-most importantly-given 
those readers who haven't played TACAIR an idea 
of what is available in this revolutionary game. If 
modern day Air-Land battle is what you seek, TAC 
AIR should satisfy your desire for realism, authen- 
ticity and playability. Just about everything on the 
modem operational European battle is included in 
a game which is fairly easy to playlteach and won't 
take weeks to finish. It is especially suitable for the 
gamer who plays with several friends, although it 
can be played easily by two opposing players. It is 
the first game to offer all of the tactical air missions 
and detailed integrated air defense forces on both 
sides. The hints on play described above should con- 
vince you that TAC AIR is one game that will con- 
tinue to teach you lessons on the subtle 
considerations for employment of tactical airpower 
and ground forces, and you should find it challeng- 
ing for years as you perfect and refine your mastery 
of modem combined arms warfare. A 
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SERIES REPLAY 
TAC AIR, Scenario 1 
American Player-Bruce Korn 

Soviet Players-Jay Wissmann and Mike Montemorano 
Neutral Commentator-S. Craig Thylor 

In the past, we 've &led you with the brilliance 
of experienced players maneuvering skillfully in 
more "Series Replays" than we care to count. This 
is fine if you've mastered a game suficiently to 
follow the flow and understand what the heck the 
"experts" are talking about; but what if your level 
ofplay is less exalted (i.e., you've never played the 
game)? What can you really aped  from ajrst play- 
ing? %t's why Mr. Taylor decided to try some- 
thing completely different when Ipestered him for 
a SR for this issue. 

In this article, a bizarre eqeriment that slipped 
by a napping editor, we look at a dark side of war- 
gaming that few wargamers wish to discuss in mined 
company. Yes . . . we're talking less-than-brilliant 
play. Before anyone can play really good, even the 
most experienced gamer must first, sometime and 
somewhere, have played really bad-even if only 
in his first session with a new game. Any game is 
mastered through repeated playings and the hard 
knocks delivered by unforgiving opponents. This 
replay is the reporting of a game in which three 
experienced gamers flailed around until they had 
completed playing TAC AIR for the first time. Craig 
and they have aoncentrated less on their exact move- 
ments and tactics than previous replayers (although 
the chart reports all these), and more on first 
impressions: what the newcomers liked, what they 
disliked, and what they learned during their first 
playing. These obeservations might save the atten- 
tive readerfrom making the same common mistakes 
during his own first playing of this fascinating new 
game. 

Bruce Korn took the pan of American com- 
mander. The Soviet comments are the combined 
observations of Jay Wssmann (who commanded the 
Russian ground forces) and Mike Montemorano 
(who ran the air defense and air units). All three 
are long-time players from our weekly miniature 
game sessions, and though perhaps unfamiliar with 
this particular game as yet-have many years of 
gaming experience behind them. And all three are 
quick at thinking on their feet. Chig Taylor provides 
the voice of calm reason; his comments are in italics. 

TAC AIR integrates direct land combat, artillery, 
air defense, command and supply with air opera- 
tions through some unique mechanics and the 
sequence of play. Briefly, to help in understanding 
the game, these systems operate as follows: 

Preparation Stage: Basically, this is a "busy 
work" stage, with a number of steps. "Disruption" 
(combat hits on units) can be removed automatically 
(by being a headquarters unit or being adjacent to 
one) or by a die roll that can be made only if sup- 
plied (i.e., within the supply span of a supply unit). 
Supplied air defense and h l l e r y  units may be 
flipped from their depletedlfired sides. Air units are 
advanced on their readiness tracks (effectively, this 
means air units are available for operations every 
other game turn) and, if ready, moved into boxes 
that define their missions for the upcoming turn. 
Just before moving his own ground units, each 
player flips all the eligible ground and helicopter 
units to their "moving" side. Units which are 

Right: Initial placement of all on-board NATO and PACT units. 

beyond their headquarter's command span and all 
those with "2 + Disruption" must be flipped to their 
non-moving side. 

Maneuver Phase: One side does this, then 
resolves all resulting combats, followed by the other 
side repeating the procedure. During this phase, all 
ground and helicopter units capable of movement 
(flipped to their moving side) are moved. Helicopter 
units in range and line of sight of air defense units 
may be fired at as they are moved. Everytime an 
air defense unit fires, there is a roll for "depletion" 
to see if it expends its ammunition, but otherwise 

these units may fire as many times as desired and 
possible. Before maneuver combats (i.e., direct 
ground combats between adjacent units) are 
resolved, any artillery in range may be fired at 
involved units, or for the non-phasing side use 
"counter-battery fire" to neutralize firing enemy 
artillery. Since disrupted units cannot attack, 
successful defensive fire can seriously influence the 
odds of an attack (or even totally prevent it). 
Successful offensive artillery fire can result in extra 
disruptions on a defending unit and "set it up for 
the kill" when the ground forces roll in. Artillery 



may be fired only once per turn, after which it is 
flipped to its "fired" side. Ground and helicopter 
units may not be stacked-since every unit is in full 
view, this makes determining command control'and 
supply relatively quick and simple. 

Air Phase: After both sides have performed their 
Maneuver Phases, the Air Phase is performed in 
ten "Air Rounds". All air units must enter or and 
exit the mapboard from prescribed board edges dur- 
ing the course of this phase. During each air round, 
the players move their air units alternately. As with 
helicopters, air defense units may be fired at air units 
in their rangelline of sight as the air units are moved. 
Air units that were placed in the "Air Control" box 
during the Preparation Phase are basically used to 
intercept and attack enemy aircraft. Air units that 
were placed in the "Close Air Support" box dur- 
ing the Preparation Phase can have a variety of air 
missions (air defense suppression, reconnaissance, 
interdiction, etc.), but in a scenario of this size are 
most likely to have a "Direct Air Support" mission 
to attack enemy ground units. An air unit may be 
used to attack only once per turn, and there may 
be one or two air units per hex. A "Direct Air 
Support" mission requires a cavalrylrecon, head- 
quarters or helicopter unit close enough to the enemy 
target to act as a "forward air controller" for the 
attack. This FACunit was secretly noted during the 
Preparation Phase (if eliminated, the air units can- 
not attack). 

Probably the most unusual feature of TAC AIR 
is the number of times a unit may be attacked in 
one turn. The same target unit can be blasted by 
artillery, directly attacked by ground units, then 
repeatedly bombed by air units. Four disruptions 
equal an elimination. Other important factors for 
players include taking a close look at the command 
and supply structures and the locations and ranges 
of the air defense units of the enemy force-looking 
for vulnerable targets for air attacks that can greatly 
affect his play. New players frequently concentrate 
their air support on enemy frontline units but, as 
Bruce shows on Turn 3 of this game, there are often 
more valuable and more vulnerable targets. 

INITIAL OBSERVATIONS 
After cleaning out the Taylor larder like so many 

ravenous wolves, the players arrange themselves 
carelessly around the table and prepare to play 
Scenario 1. Ignoring the i m ' o n s  toplay the Basic 
Game first, the players are going right into the 
Advanced Rules. 

American: The game appears pretty challenging. 
I'm impressed by the overall look of the game, 
especially by the amount of information on the 
counters. Unfortunately, Carig's lighting system 
throws a glare and the map and hex numbers are 
somewhat hard to read here. [Someone must like 
these cheap dining room chadeliers; there S been 
one in almost every apartment thai I've ever rented.] 
The game system looks pretty straightforward, but 
I wish I knew the rules better before playing a 
"game of record". 
Soviee: Neato! The game system seems an interest- 
ing mix of old reliable concepts and new innova- 
tive ones. Simulating the mixing of air and land units 
has always been difficult at best. One either gets 
generic "air points", or-at the other end of the 
spectrum-provides ground units only as targets for 
plunder. TAC AIR looks like it may be a bit more 
. . . we shall see. 

SET-UP 
The Americans are set U D  first in this scenario. 

followed by the Soviets. &e>encedplayers of this 
scenario.fal1 into two schools of thought for setting 
up the NATO forces. One school fa6rs~sem'ng up 
a forward defense (the strategy adopted by Bruce 
in this game) for muximum delay but risking unit 

losses; the other favors a tight defense around the 
objective that is easier for the air units to support 
(but risks a quick defeat with no room for maneuver 
and the consequent Soviet capture of the objective). 

American: I will attempt to set up a perimeter 
defense, "collapsing" (hopefully, not a poor choice 
of words) toward the objective hex T22. The engineer 
can be used to stiffen the defense of the town at Q15, 
then fall back to blow the bridges around T22. I 
foresee problems in my air defense, since I have 
only the one unit-although it is very long-ranged. 

Soviets: 6th Guards Tank Division Briefing stresses 
that Hex T22 is the objective hex. Each ground unit 
we can push through it is worth a victory point. The 
biggest problem is the large section of "dirty" 
terrain in the center of the board. The possible 
approaches are: 1) the road M 11 through Dreisech- 
seckigdorf to T12,2) the road R6 to T22,3) a wide 
right hook through Hassfurt, or 4) breach the Main 
at Lichtenfels and motor down the left bank. Option 
1 runs through a three-hex city, so we'll avoid that. 
Option 2 has merit-maybe. Option 3, running 
around grandmother's house with a time limit- 
no, not tonight. Option 4 sounds good, especially 
coupled with a secondary force using Option 2 to 
keep the capitalist swine off our right flank. 
Americans (Again): Oops! Mistake number one. 
As the Soviets set up, I realize that the corner of 
Board A is actually part of East Germany and is, 
in fact, eligible for enemy unit placement. 

The Soviets move first in this scenario. 

Preparation Phase: Not much to do during this 
phase at the game's start. The Soviets give both 
MiG-29 flights direct air suppor? orders. The 
American puts F-16flight #I4 into air superiority 
and gives direct air support orders to A-I0 flight 
#I 0. 
Soviet Maneuver Phase: The 315 1 Tank Battalion 
is moved adjacent to the Main River, and the 2/51 
Tank and 3/22 Motorized Rifle units are threaten- 
ing the C12C Armored Cavalry Squadron with 
encirclement. The only weak point is our holding 
the west flank with just the recon troops. No combat. 

American Maneuver Phase: Some adjustments to 
cover those forces coming out of the corner that I 
didn't realize was East Germany. I'm using my 
helicopters to cover the Main River approaches. 

Soviet Air Phase: Entering at hex Y1, the two 
MiG-29 flights operate together. I'm sending them 
in to lift some scalps in front of our heroic ground- 
pounders. They take their lumps (a half-flight loss), 
bomb the C/2C unit (one disruption) and clear out 
before the F-16 can intercept them. 
American Air Phase: The F-16 fails to catch the 
MiG-29s and the A-10 unit attacks 2/51 Tank 
Battalion and misses. At least my air defense unit 
managed to fire three times and took out a half-flight 
of MiGs. There is a lesson here: keep plane types 
together (i.e., two flights per hex) to maximize their 
effect for each mission type. If I had sent both A-10 
flights in together, I would have gotten a hit. 

The NATO defense line looks veryporous. Bruce 
is trying to hold a very long line and may get some 
units encircled. 

Preparation Phase: The 2/C2 Armored Cavalry 
Squadron is unable to remove its one disruption (a 
unit with one disruption cannot attack). The Soviets 
give direct air support orders to both SU-25 units 
and the American decides to keep his two available 
flights on the ground while the aircraft used on Turn 
I are readied. 

Soviet Maneuver Phase: Bruce is moving to cover 

my approach but, perhaps, not quickly enough. 
CI2C's disruption remains-we anack! The 216 
Artillery Battery blasts C/2C-a miss. Then the 115 1 
and 215 1 Tank Battalions attack C/2C in maneuver 
combat-a "D2", yeah! This makes for a total of 
three disruptions, so C12C is in big trouble. The 
116 Artillery misses the enemy 2C helicopter unit, 
but the maneuver combat against it by the 3/51 Tank 
causes "D2" (on a roll of " 1 "). However, the 
American sky artillery fired defensively to put a I 

"D2" on our own Hind unit (the 6th Helicopter) 
and took it right out of the attack. [Any number of 
disruptions prevents a unit from attacking.] 
American Maneuver Phase: Unit C12C is start- 
ing to look like it's commanded by Custer, and now 
the 2C helicopter unit is in trouble. Two disruption 
levels means that the unit cannot move or attack and 
loses its zone of control; it also had to be flipped 
to its non-moving-weaker-side. At least a disrupted 
unit doesn't have to attack adjacent enemies due to 
its lack of a ZOC. 
Soviet Air Phase: Drat! I missed the moving 
Apache helicopter unit with my SA-13s (air defense 
unit 51) as Bruce moved it during his Maneuver 
Phase. My capitalist-seeking air defense missiles 
must get revenge for that lost MiG-29, but frankly 
I get scared everytime the air raid klaxton goes off. 
My Frogfoots manage to avoid the Hawk air defense 
unit (A/3/7) this time and get a "Dl" on the 2C 
Armored unit. 

American Air Phase: No air movement this turn. 
It's amazing how even one disruption can turn a unit 
in this game in a "munitions magnet". Can I blame 
this one on the dice? 

Preparation Phase: Since C/2C has three disrup- 
tions and is in an enemy zone of control, disrup- 
tion recovery is impossible (a die roll of " I "  is 
required to remove a disruption level of D3 and a 
" + I  " modi$er applies when in an enemy zone of 
control). The American 2C Armored unit sheds its 
one disruption, and the 2C helicopter unit recovers 
one disruption level (retaining one). Soviet air (since 
a hay-flight cannot be used, there is only one 
MiG29 flight available for operations this turn) 
remains on the ground. Both fights of both the A-10s 
and F-16s are given direct air support orders, and 
the 223 helicopter unit as their FAC. 

Soviet Maneuver Phase: Knowing that no air units 
are on the way, the American has no hesitation in 
blasting my 6th helicopter unit when I exposed it 
to a shot, and he gets one disruption. The 116th 
Artillery blasts the 2C helicopter unit for "Dl", 
followed by a ground attack using the Engineers and 
51ZSU units that scores only another "Dl "-for 
a total of three disruuptions on the Apaches, but 
missed the elimination. Drat! The engineer officer 
responsible has been shot by our fun-loving Com- 
missar. Meanwhile the 3/51 Tank attacks the 223rd 
helicopter and gets an "Al" (attacker gets one dis- 
ruption) result. The 3/22 Motorized Rifle, 1/51 
Tank and 22nd ZSU units all attack the battle-weary 
Joes of C12C. The accursed American artillery puts 
a disruption on 22nd ZSU, taking them out of the 
attack. The dice result is "Bl" (both sides get one 
disruption). This finally kills off C/2C, and I put 
the Soviet disruption on (my choice of involved 
units) the 3/22 Motorized Rifle Battalion. The 216th 
Artillery blasts B12C with no effect, and the 215 1 
Tank and 2/22 Motorized Rifle battalions then 
attack, getting a "Al" (which I put on the 2122nd). 
American Maneuver Phase: Well, my 2C heli- 
copter unit survives for another turn, but just barely. 
My line is certainly "collapsing", but not as I had 
hoped. However, there is a chink in his armor that 
I hope to exploit during the Air Phase. His 51 SAM 
unit missed my moving helicopters again-guess 



he'll just have to shoot the battery commander. My 
223rd helicopter attacks the 116th Artillery Supply 
unit [each artillery battalion has its own supply unit, 
and a supply unit with two or three disruptions can- 
aot be used to flip the artillery unit from its fired 
side-i.e., no supply] and puts "D2" on it [both 
supply and hadquarters units have lowfactors, being 
"sofi targets" and almost any combat unit can easily 
get a good anack on rhem], as well as moving within 
six hexes of their division headquarters (i.e., close 
enough to "see" it, so acting as a FAC). 

The Soviets have nothing in the air this turn. The 
.Americans have all four flights ready to attack in 
two groups-one with the two A-I& and one with 
rhe two F-16s. 

Soviet Air Phase: I just came to the horrible reali- 
zation that we left the divisional headquarters back 
too far. It's not covered by our air defense umbrella 
and the entire USAF seems to be coming in loaded 
for bear this turn. 
.4merican Air Phase: Using my 223rd helicopter 
unit as my forward air controller, I figure there is 
about a one-third chance that I can destroy the Soviet 
division headquarters and stop his advance in its 
tracks. [The Soviet division headquarters is the 
Soviet's "overall" headquarters in this scenario. 
I f  eliminated, the other subordinate Soviet head- 
quarters will have to beflipped to their non-moving 
sides and lefr there for the duration. Although this 
will not totally stall the Soviets, it will prevent any 
of their combat unitspom advancing beyond the ten- 
hex command spans of these immobile headquarters 
and greatly restrict the Soviet ability to maneuver.] 
The F-16s lose a half-flight to his only in-range air 
defense unit, but go in and get "Dl" on the head- 
quarters. Then, the A-10s roll in and get "D2" on 
the headquarters-a total of three disruptions, but 
I missed the essential elimination. 

Preparation Phase: The Soviet divisional head- 
quarters automatically removes one disruption 
level-it will not be able to move this turn, but still 
exists. Die rolls also remove a disruption from the 
6th helicopter unit. A11 other die rollsfil or recovery 
is not possible and the units maintain their disrupted 
status. 

Soviet Maneuver Phase: The KGB pushes me for- 
ward, ignoring the 223rd helicopter unit. I surround 
it from a distance. cuttine it off from its headamrkrs 
so it won't be able to &ove anymore. My ittacks 
have some small success, and the American cavalry 
should now retreat precipitously. 

American Maneuver Phase: The 223 helicopter 
unit is cut off and unable to move: the 2C helicoster 
unit, now with three disruptions, is doomed, bucwill 
last a turn longer than I thought. My engineer also 
absorbed three disruptions-they're great fighters 
in towns but (with these die rolls) in woods they 
have the defensive skills of typists. Craig thinks we 
have enough for a fair article now fill scenario 
length is eight turns] so I am allowed to surrender 
gracefully. 

FINAL COMMENTS 
Bruce: To paraphrase, "Getting there is half the 
fun." I liked the game, but was really expecting 
TAC AIR to be more in the mold of FLIGHT 
LEADER. More accurately, it should be titled "OP 
(for Operational) AIR". The game definitely has 
some unusual features. The rules are well written, 
which is frustrating to the dedicated "rules lawyer". 
Many of the optional rules look very interesting. 

Without simultaneous movement, the side with 
the initiative gets essentially an extension of their 
air mission ranges. Thus, on Turn 1, the Mig-29s 
were able to come on, bomb, and get away before 

my air control F-16 could reach them. For this 
scenario, this may make it more attractive for the 
NATO player to set up south of row 17. 

The inability of units with two or more disrup- 
tion levels to move (to retreat, in my case) takes 
some getting used to. In combat, the attackers seem 
to have quite a large advantage. The worst that can 
happen to an attacking ground unit is an "Al" 
result. This enables a single battalion to "soak off '  
any number of defenders, while other attackers mass 
to get large "D" results. 

All-in-all, with just a little imagination, it is easy 
to see that the key to this game is combined arms 
attackslmultiple air attacks. This can eliminate units 
in large numbers. Pure defense has to be combined 
with judicious counterattacks for the Americans to 
win this scenario. 
Jay: In general, my initial impressions were borne 
out. TAC AIR displays the interaction of air and 
ground units. I do have some reservations (I served 
for two years with the 11th Armored Cavalry 
Regiment in Germany) concerning the cavalry's 
ability to disengage. I think that the flank selected 
for our attack is the best for this scenario, but I'll 
reserve final judgment until I've tried the others in 
future games. 
Mike: I think the result would be very different if 
we were all more familiar with the system. I think 
Jay picked up the mechanics more quickly than any- 
one else, and coupled with his magnificent die- 
rolling that magnified Bruce's early errors, it 
showed in the final result. Next time, we could 
easily leave the countryside littered with burning 
BMPs. Of course, the invaluable assistance of Mad- 
man Michael, the Commissar, was priceless. I'm 
going to play this again soon, and next time I'll 
remember to cover the headquarters with air defense 
units. Even Russkies can learn from their mistakes! 

TURN-BY -TURN POSITIONS 
The following charts shows the hex location of 

each unit-NATO and PACX-following movement 
during their respective half of each game turn. 
NATO Initial Turn: 
Unit Set-Up 1 2 3 4 

PACT 
Unit 
&UmCDIVrrQ 
6th Beoon 
6th Englneer 
6th Helicopter 
116 Aaillory 
1/6 Aft. &pp$ 
216 Artillery 
216 An. Sum13 

2ad A k w @ A - r  
22nd Air Def (ZSU. 
1122 Mot. Rifle 
2m m, TCia 
3n2 1UtKafk 
22nd Supply 
51st GTR HQ 
5 1 s t 8 t  W [I! 
51s~iswe 
1/51 Tank 
2/51 Tank 
361 Tanl 
5lst sum 

Initial Turn: 

R4 T10 W12 W12 W13 
WM BW TI2 Wf4 Wl5 

15 CC;8 CC1OICAIZBAl2 
Q5 T8 T10 S14 S14 
04 R6 T8 S12 S12 

Well, there you have it-the likes, gripes and 
lessons learned in the initial contact with an innova- 
tive new game. Despite the fact that I was present 
at the game, the boys picked up on it very quickly 
and I had few questions to answer. As a matter of 
fact, I spent most of my time reading a book. As 
stated at the start, this rype of article is a new 
approach to Series Replays, so we'll be very 
interested in seeing how it rates with the reader- 
ship. In some ways, even though he lost, Bruce did 
much better than I did the first time I played TAC 
AIR, but I'll just end this article on that observa- 
tion and not elaborate. * 
CONTEST #I44 

Every wargamer knows how important the 
initial set-up can be, and for TAC AIR this may 
be even more true than usual-especially when 
playing the oft-outnumbered NATO forces. As 
the Series Replay in this issue points out, an 
overlooked factor can lead to a disaster that even 
the best play cannot avoid. Game-winning strategy 
demands efficient use of all assets, and this begins 
with the set-up. The premise of this contest is 
fairly straightforward: set up the NATO ground 
forces for Scenario One of TAC AIR in the best 
possible manner to win. All rules of the game 
and for "Deployment" for this scenario must 
be adhered to in crafting a set-up. (Note that, 
while there is no "perfect" or "correct" set- 
up, there are certain precepts of good strategy 
we will be using in judging the entries.) 

The answer to this contest must be entered on 
the official entry form (or a fascirnile) found on 
the insert of this issue. Simply indicate the hex 
location of each NATO unit in the space availa- 
ble. Ten winning entries will receive a merchan- 
dise credit voucher from The Avalon Hill Game 
Company. To be valid, an entry must include 
a numerical rating for this issue as a whole and 
a listing of the three best articles in the judg- 
ment of the contestant. The solution to Contest 
144 will appear in Vol. 25, No. 3 and the list 
of winners in Vol. 25, No. 4 of The GENERAL.. 

.. 
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Dear Editor, 

I realize of course that The GENERAL is 
primarily a wargaming magazine, and as such 
concentrates primarily on the "games" aspect of 
wargaming-as well it should. But in Vol. 24, 
No. 6, Jon Mishcon's "Squad Leader Clinic" 
strayed into the realm of reality when he 
described how hollow- and shaped-charge 
weapons work. Unfortunately, he left readers 
with the wrong impression on how HEAT really 
works. 

The first thing one must realize is that 
"HEAT" is just a useful acronym and shaped 
charges do nor bum through anything. Ask a 
welder or anyone who makes their living with 
an oxy-acetylene torch how long it would take 
to melt or burn through the armor plate of an 
AFV. 

Like I said at the outset, The GENERAL is 
foremost a wargaming magazine and perhaps 
technical accuracies can be glossed over. 
However, I'd venture to say that most wargamers 
are in the hobby as much for the simulation of 
reality as for the gaming. If you're interested, 
what follows is how a HEAT round actually 
works: 

When a HEAT projectile strikes a target, 
detonation is initiated and a wave passes through 
the explosive and collapses a hollow cone toward 
a hollow axis. Molten metal. plus the detonat- 
ing wave and explosive gases, all center on this 
axis and jet forward at tremendous speed (about 
3300 fps for a modern RPG-7 round) and pierce 
the target by sheer momentum-not heat. 

Mr. Mishcon is correct when he says that 
proper positioning, rotation of the projectile, etc. 
all affect the effectiveness of HEAT projectiles. 
This is why you'll often find sandbags, wire mesh 
fence, and other common items on tank turrets, 
as this increases the standoff distance for HEAT 
rounds. He just got the reason wrong. 

Tom Slizewski 
Thornton. Colorado 

***** 
Dear Sirs, 

In Val. 24, No. 6 you list the "correct" 
response to Contest #141. This answer works 
fine, but there is another, higher scoring possi- 
bility. If one proceeds as in the actions listed in 
the first possibility. Blue can win. By killing both 
Harald and Harold, William will become sole 
king by Rule 12.5. The Normans now hold three 
areas (Devon, Cornwall. Avalon). The Norwegians 
with five areas cannot contest the kingship. This 
then gives the Blue player the win. This was cer- 
tainly a challenging contest; thank you for the 
fun. 

Jared Roach 
Ithaca. New York 

Rex: 

Since I've not hesitated to give you a lash- 
ing when I think the magazine deserves it, I'll 
give you my compliments on your most recent 
Issue. Holy c o w ! - A m ,  THIRD REICH, 
8-17, ASL. P G  GUDERIAN! I own these! These 
are actually war-games, and I haven't hit the 
jackpot like this since the days you guys only 
made ten games. Keep more of this type of stuff 
coming, and the hell with MYSTIC WOOD and 
MOONSTAR. I was so "moved" by this issue 
that I honestly pulled ANUO and PC GUDERIAN 
off the shelf and looked through them-and, after 
all, that's what's supposed to happen, right? 
Good job! Except that a third of the print devoted 
to one article is a bit much; perhaps two articles 
on the same game is better. 

Lindsey Murillo 
Nuremburg, Pennsylvania 

Gentlemen: 

1 am the owner of E&E Games and very in- 
terested in the future of my business. On an aver- 
age, I sell at least three to eight Avalon Hill 
games a week, not to mention The GENERAL 
magazine. I started asking my customers ques- 
tions on what their likes and dislikes were in the 
hobby. subjects they like, what they played 
regularly, etc. 

I asked if they filled out the "So That's What 
You've Been Playing" questionnaire and mailed 
it. Most said that they didn't want to because they 
didn't want to tear up the magazine (loses its 
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value) and go through the trouble. What I've 
done therefore is xeroxed (several) sheets of the 
questionnaire and had my regular customers fill 
them out as they wished. Many of the customers 
play the game AIR FORCE and DAUNTLESS 
here at the store on Saturdays, as you can tell. 
Other games played here are ANZIO, UP FRONT, 
TOBRUK, SQUAD LMDER. SUBMARINE and a 
few other games from other companies. I hope 
this helps in some way for future projects and 
the continuation of a fine product. 

E Visnowski 
Los Angeles, California 

Iris all too rare thar gamesrare owners and 
operarors are also wargamers, and even rarer 
rhar rhey make any efforr ropromore rhe hobby. 
Mr. Visnowski has expended a few cents and 
some rime, and in rhe process helped a number 
of gamers make rheir views known ro rhe designers 
here. And his suppon for wargaming doesn 'I end 
there, as his reference to a gaming session in his 
srore indicates. I feel rhar it rs imponanr ro 
acknowledge his effon. for only by suchfrom the 
retail merchants-in addition ro those by the 
game manufacruren and hobbyists-will war- 
gaming continue ro expand and prosper. Unlike 
so many of his compatriots, Mr. Visnowski has 
refused to simply sir back and decry the dererio- 
rarion of our hobby. Insread, he makes every 
arrempr to fosrer irs growrh, perhaps recogniz- 
ing rhar the healrh of the hobby cannor but mean 
the health of his business as well. 

Dear Don: 

I agree with most everything you had to say 
about the Avalon Hill Championships. I like tour- 
naments where I can compete against the best 
players, but I no longer have the tlme to commit 
to a PBM tournament. I like the comraderie of 
a small group of veteran gamers like Bumo 
Sinigaglio, Phil Evans, etc. 

I t w  prefer the atmosphere of college cam- 
puses to downtown convention centers. I have 
no desire to attend a holiday weekend conven- 
tion in a busy tourist area like Harborplace. A 
number of veteran gamers, including myself, did 
not attend the July 4th weekend convention in 
Baltimore this year primarily for this reason. 

I prefer Avalon Hill game toumaments- 
primarily of the older, more established titles. 
I prefer true double-elimination tournaments, but 
have no problem with two or three single- 
elimination ones. As I'm sure you are aware. 
grognards like myself have no prblem with play- 
ing two games at one time. One of the events I 
would most like to see is a tournament where the 
participants would have to play more than one 
 game.^ true champion sho"ld-be good at more 
than one title. or even one side of a sinele eame. - - 
Such a tournament could consist of several 
classics, plus RUSSIAN CAMPAIGN. Where 
possible, a player could not repeat a game or side. 

Robert Beyma 
Pocomoke, Maryland 

Unfonunately, a s  we delved deeper into the 
matter, economic considemtions forced us to 
forego holding any AH Championships in 1989. 
Perhaps next year, with a bit more lead time to 
operate in, we can look at  hosting such an 
exrravangance for rhe hard-core comperitors. 

Dear Mr. Rex Martin, 

I have to admit I was amazed at the fact that 
you responded to every point in my previous 
letter to you. I thought you put those kind of 
letters in your circular file. Even though you did 
not agree to anything I had suggested, it's nice 
to know you cared enough to write back. Thank 
you! 

Before I get to the reason I'm writing this 
letter, let me tell you a little bit about what has 
been going on in the Chicago area this past year. 
In December of 1987,I ran an ad in The GENERAL 
wanting to start a club in my area. A year later 
we had 50 members, with acurrent roster of 45. 
We call ourselves the "Windy City War- 
gamers". We are going to meet twice a month 
in three different locations in 1989. While look- 
tng over the games we have played in the past 

year. I see that 98% of them are Avalon Hill 
prodcuts. Five of us (myself included), if we put 
our games together, own over 200 of your 
games. 

Now the reason for this letter. The members 
of Windy City Wargamers would like to help you 
out if you ever need playtesters in the future. We 
also have a request. We print a newsletter 18 
times a year, and would like to know if we could 
get some inside info on what's going on at "the 
Hill" This would be shared with our members 
through 6ur  newsletter. Are you interested in 
receiving this newsletter? Again, thank you for 
your time. 

Rich Wiet 
Schaumberg, Illinois 

To Mr. Wier, and ro all rhe other club news- 
lener editiors, many thanks for your interest in 
our doings. I am always willing to drop a shorr 
note to any who may wish to write; a t  rhe very 
least, I can keep you appraised of some of our 
ongoingprojecrs, calls for playtesring, and new 
releases. I have always felt that the mark of a 
healrhy hobby is a healthy amateurpress, for it 
is rhese rhar make our common inreresr much 
more personal. And it works both ways. I would 
cerrainly like ro receive any club newsletters; 
these keep us abremr of your doings and your 
likes and criticisms. 

Dear Editor. 

After receiving Val. 24. No. 6 of The 
GENERAL, and being informed that my subscrip- 
tion had expired. 1 immediately sent in my 
renewal-as I have for the past 13 years or so. 
I like a lot of things about The GENERAL-it's 
"first class'' in artwork, writing. etc. In fact. I 
was truly honored when you selected my article 
"CIVILIZATION-Quo Vadis" for publication 
in Val. 21. No. 5 and was elated when it was 
voted 3rd best in that issue! 

However, I am sometimes hesitant to renew 
my subscription. There are a few things that 
bother me, one of which I have written about 
before. Here they are: 

1) Do not concentrate too much on one 
game. Vol. 24, No. 4 on ST. NAZAIRE was 
almost useless unless one owned the game. In- 
stead, spread the wealth among many games- 
no more than two articles per game. 

2) Your announcements are premature. For 
example, about a year ago, you said you'd have 
an ALAMO game out early in 1988. I was really 
looking forward to this one--but I'm still wait- 
ing. Also. in Vol. 24, No. 5 you stated that 2nd 
Edition KINGMAKER rules were for sale. I sent 
in my check within a week, and was sent a 
voucher stating the rules weren't ready yet! If 
they weren't ready, why were they advertised? 

3) Ywr new game annournmenu aren't always 
very descriptive. For example, in Val. 24, No. 
6 you advertised KREMLIN with no indication 
of its complexity, or how many people are needed 
to play it, or if it's suitable for solitaire (meaning- 
ful for me). I bought S T E M  CONQUESTnot 
knowing these things, and wound up giving the 
game to Goodwill because it was totally bad for 
solitaire and had a very onerous record-keeping 
system which detracted from the game's being 
fun. 

Despite the above, I renewed again-and 
look forward to six more issues. 

Daniel Ferens 
Fairborn, Ohio 

While pleading guilty on some counts (nota- 
bly thar our advenisements don 'r always give all 
the derail apotential buyermight wish), I would 
like to make a couple of poinrs. First, readers 
must remember that l a m  dependent upon rhe in- 
formation and writing of a grear many other folk 
in rhis company; despire my besr efforts, I 
couldn'r possibly set down every word in this 
magazine. n u s ,  rhe advenisements are ofen the 
work of orhers, as  is much of rhe information on 
new products (the new KINGMAKER rules 
edition, and Bruce's announcement of his effon 
on the proposed Alamo game). While I try my 
besr ro insure that rhe information is correct. I 
have no conrrol over the production schedule of 
such new items and cenainly nor over the actions 
of the designers/developers here (Bruce's depar- 

rure broughr rhe Alamo projecr to a halt). As for 
rhe arricle mix, rhar is squarely on my shoulders. 
and especially on afeorured game I will print all 
rhat I rhink is necessary ro give rhe readershrp 
the mosr complete basis for judgment possible. 
Indeed. I willpoint out rhar such arricles give the 
readers, berrer than any ad, the type of informa- 
rion ro satisfy all rheir questions on a new pur- 
chase (number ofplayers, complexity, systems, 
amuork. and some of the orher rhings Mr. Ferens 
menrions). Of course, with rhe expansion of rhe 
magazine, rhis complaint of over-sarurarion may 
be lessened. 

Dear Rex: 

Enclosed is our 1988 RBG ratings sheet. 
Sorry about the delay in filling it out. We want 
to take thc opponunlt) of sending you the ratlngs 
to make a few comments about The GENERAL 
as well as give you some feedback on recent 
games. 

After a period where we were seriously con- 
sldering allowing our subscriptions to lapse (had 
it expired four issues ago. George probably 
would have), we have become much more 
pleased with The GENERAL (we have separate 
subscriptions). The change is largely due to the 
nature of your coverage and we would like to see 
it continue. As you can see from the game rat- 
ing sheet, George owns a hefty percentage of AH 
games- probably 70 or more-and I own many 
others. Yet for a long time, we were finding few 
or no articles that interested us (despite owner- 
ship of SL/ASL, our dislike for the game means 
articles on those games aren't interesting). While 
we recognize that empirically we should not 
expect to find issues constantly laden with ani- 
cles on the game we own (or play), the dearth 
of such articles contrasted with the many on ASL, 
THIRD REICH and the modem game was annoy- 
ing. We realize that there are many ardent 
admirers of these games (they certainly have 
differing opinions of many on the games we 
enjoy), but our desire to get The GENERAL 
waned after the prolonged monopoly of the 
magazine by these games. 

Over the last four issues, however, we have 
observed a much broader coverage of our games 
in The GENERAL. Leading articles on 
DIPLOMACY, BRITANNIA (which George does 
not own, but nevertheless enjoyed the article), 
THUNDER AT CASSINO and RAID ON ST. 
NAZ4IRE were a refreshing contrast. In fact, the 
articles prompted George to buy RSN and may 
lead to the purchase of BRITANNIA at a later 
date. In addition, the other articles were much 
more diverse than they had been. We should note 
that some of this commentary may relate in- 
d~rectly to the games you have been publ~sh~ng 
recently as much as your ednonal policy, but we 
perceive the overall article mix to bc much better. 

Michael Dworkin and George Young 
Haverhill, Massachusetts 

Dear Rex: 

Thank you for passing my ideas for FIRE- 
POWER expansions to Craig Taylor. The 
economic situation has certainly not been good 
for wargaming, and it's a shame that the kinds 
of projects that Craig and I envisioned for FIRE- 
POWER cannot be practically and profitably 
implemented as they might have been ten years 
ago. 

I do have one piece of positive hobby news 
that you might want to include in the magazine, 
depending on demands for space and the publish- 
ing schedule. I'm going to be teaching an adult 
education class for the Community College of 
Allegheny County, geared spec~fically toward 
gettlng novlce gamen Into the hobby wlth as l~ttle 
trauma as possible. It will meet for I5  weekly 
sessions starting on Tuesday, February 7 from 
7:00 to 10:OO PM at Beattie Technical School in 
the North Hills suburb of Pittsburgh. Informa- 
tion can be obtained from: 

Continuing Education Department 
CCAC Center-North 
1130 Perry Highway 
Pittsburgh, PA 15237 

With all that's been said and written recently 
about the dearth of new gamers and the difficulty 
of getting new people into the hobby, I'm glad 
to have the opportunity to do something about it. 

James Werbaneth 
Allison Park, Pennsylvania 



THE LAAGER 
South Africa's War and FIREPOWER 

By James P. Werbaneth 

To say that South Africa faces difficulty would 
be a grave understatement. Apartheid, its system 
of institutionalized white supremacy, has provoked 
the progressive radicalization of the country's black 
majority and has drawn global condemnation and 
ostracism. If it were practical, the Republic of South 
Africa would probably be run entirely out of the 
international community. However, South Africa's 
fortunes are tied less to the ovemated force of world 
opinion than to its own vast natural Ilesources and 
the tenacity of the Afikaner people. Inconvenienced 
the South African government may be by world 
opinion and sanctions; still it is in control of its own 
destiny. 

The foremost South African natural resource is 
its location on the Cape of Good Hope. The first 
Dutch settlers came to the Cape in 1652 to estab- 
lish a way station for ships plying the trade between 
the Netherlands and the East Indies. Today, 
enormous amounts of oil flow from the Middle East, 
around the Cape, and to ports in Europe and North 
America. Though domestic politics might make it 
expedient for the United States and Western Europe 
to sever all contact with South Africa and watch 
dispassionately as varied ethnic and ideological 
factions vie for control, the Cape is strategically too 
important to concede to other parties possibly hostile 
to the West and its economic interests. Thus, despite 
all of the West's anti-apartheid rhetoric and talk of 
divestment, South Africa enjoys at least its tacit 
support. 

South Africa's underground resources are similarly 
vital and increase its importance. It is the world's 
leading source of gold, producing three-quarters of 
the non-Communist world's output during the 
seventies. Diamonds are another leading asset, as 
are strategic minerals such as chromium, manganese, 
nickel and uranium. These fuel an economy that, 
despite periodic slowing, is the strongest and most 
vibrant in sub-Saharan Africa. This makes it a 
profitable and generally safe area for foreign invest- 
ment. Divestment may make good sense to many 
people on moral grounds, but South Africa can be 
a very good place to make money. Furthermore, 
South African mineral exports are too important to 
Western industry to allow human rights to be the 
only concern of foreign policy. 

The South Africans have adroitly used the blessings 
of nature to insure the security of their country. 
The economy is an excellent example. There are 
other countries in Africa with comparable natural 
resources, but they lack the cohesiveness and 
economic aptitude of the South Africans, white and 
black. States such as Zaire, the Sudan and Angola 
labor under the burdens of rampant tribalism, 
economic misinvestment and mismanagement, and 
(especially in the case of Zaire) rampant conuption, 
as well as the tribalism and ethnic competition that 
is present over nearly the entire continent. Even if 
one allows for the factor of intrusive foreign in- 
fluence, the bottom line is that South Africa has 
proven far more capable of tapping its resources than 
any other country south of the Sahara. Unpalatable 
as it may be to white South Africa's many oppo- 
nents, it is a major reason for its continued existence. 

As well as a major economic force, South Africa 
is a regional military juggernaut. It has been able 
to circumvent international arms embargoes, and 
what it has not been able to purchase abroad it has 
manufactured at home. Furthermore, Afrikaner 
identity and cultural traits give the South African 
Defence Force (SADF) a high degree of cohesive- 
ness and excellent morale. Together with excellent 
mobility, flexibility and firepower, these make the 
SADF Africa's best military establishment. 

South Africa's population is 33,241,000 (1986 
estimate). Whites number only 18%, but are the 
only people to enjoy full citizenship and completely 
dominate the country. Asians, primarily Indians, are 
3 % of the population; and mixed-race "Coloureds" 
are 10%. The tri-cameral legislature has separate 
houses for Asians and Coloureds, but only the 
whites have the power to pass nationally significant 
legislation. Blacks constitute 68 % of South Africa's 
people. They are denied both enfranchisement and 
the rudiments of citizenship, and their role in the 
economy is primarily one of cheap and abundant 
menial labor. The objective of apartheid is to 
perpetuate this situation and prevent the blacks from 
effectively challenging the whites for any type of 
power. 

Officially, South Africa tends to blame all facets 
of its conflict with most of the rest of the world on 
the struggle between Western liberty and capitalism 

and Communism. To an extent, this is true-as the 
USSR and its allies are interested in the Cape and 
its resources, simple because anything so important 
to the West would attract the attention of its rival. 
But the primary factor is ethnicity. Blacks generally 
want citizenship and meaningful power in South 
Africa, and the Coloured and Asian populations 
wish to improve their own subordinate positions. 
The Afrikaner-led whites aim to forestall the blacks, 
make minimal concessions to the others, and 
preserve their status as the rulers and owners of 
South Africa. Communism does play a part in the 
struggle in South Africa because ethnic conflict 
provides a perfect opportunity. Race is, without 
doubt, the undependent variable. 

Moreover, there are ethnic divisions that affect 
social dynamics within even the black cause. The 
blacks are divided into distinct ethnic groups (for 
example, the Zulu, Xhosa, Tswana and Sotho). 
Ethnic considerations can have profound effects on 
the prospects for black unity. The most important 
example of tribalism in politics is the ongoing feud 
between Inkatha, the Zuludorninated movement led 
by the Zulu chief Gotsha Buthelezi, and the most 
powerful black organization, the African National 
Congress (ANC). Relations between Inkatha and the 
ANC have long been strained, and there have been 
instances of violent clashes between members of 
both organizations. 

Likewise, the white population is hardly an ethnic 
monolith. Some 57 % of white South Africans are 
Afrikaners, 39% are of British extraction, and 4% 
belong to other ethnic groups (such as Portuguese 
and some non-British Jews). Though other white 
groups are vital to South Africa, it is the Afrikaners 
who dominate it. The Afrikaners are so inexorably 
tied to South Africa that Afrikaner nationalism and 
South African nationalism are virtually one and the 
same. 

AFRIKANERS AND APARTHEID 
The Afrikaner nation has its roots in the seven- 

teenth century, when colonists from the Netherlands 
landed at the Cape of Good Hope. In the centuries 
to come, the Dutch, isolated from the far more 
settled and liberal mother countries, evolved a 
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separate culture with even a language (Afrikaans) 
that departed from the European Dutch. 

The most striking feature of Afrikaner culture is 
a collective siege mentality. Its positive traitd are 
cohesiveness, a fiercely guarded independence, and 
an enduring ideal of self-sufficiency. On the nega- 
tive side, the Afrikaner people have demonstrated 
a close-mindedness and occasional contempt for 
non-traditional ideas of external origin, and re- 
curring self-righteousness and chauvinism. It is no 
coincidence that Afrikaans has been identified 
among blacks with white supremacism. 

It must be remembered that the combative, insular 
pride of the Afrikaners is not the result of some 
original sin of arrogance. It is the result of nearly 
three centuries of often brutal competition for their 
African homeland and their very survival as a 
people. The Afrikaner people have developed a 
siege mentality because, throughout their history, 
they have had very good reasons to view themselves 
as under siege. 

The British were long a bane of the Afrikaners. 
The Boer Wars between Britain and the Afrikaner 
republics of the Orange Free State and the Transvaal 
are only the best known and most dramatic examples 
of this. However, the conflict was seldom so overt, 
and tended to be more of a cultural than a military 
conflict. After the Cape region passed to British con- 
trol in 1806, the new rulers enacted policies that 
the Afrikaners viewed as attempts at cultural sub- 
version and assimilation. English was established 
as the official language, and the British encouraged 
liberal institutions, especially those regarding 
blacks, that infuriated the far more conservative 
Afrikaners. Interracial education commenced, and 
the Pass system that regulated the movements of 
Coloureds was dismantled-though in 1828 it was 
extended to the Khoikhoi (Hottentots) and incom- 
ing Xhosa. Indeed, the British truly were trying to 
Anglicize the Afrikaner people. That the blacks were 
also subjects of the same British cultural chauvinism 
was of no comfort. The Afrikaners rebelled in 1806 
and in 1812, in neither case with any success. 

However, the armed revolt was not the archetypal 
Afrikaner response to British domination. The 
response most vivid in the collective Afrikaner 
memory is the "Trek". The Trek was less an act 
of rebellion than one of escape, in which the 
Afrikaner people pulled up stakes and migrated into 
the as-yet ungoverned interior. To South Africa, the 
trek wagon is even stronger a national symbol than 
is the very similar Conestoga wagon to the western 
Americans. 

The Voortrek, the single greatest migration of 
Afrikaners from Cape, took place from 1834 to 
1856. Although general British superiority was the 
underlying cause, the specific issues driving the 
Afrikaners north was race. Britain halted the 
importation of West African slaves in 1807 and 
extended some protection to.blacks the next year. 
Emancipation came to the Cape in 1833, and some 
Afrikaners promptly left. The trekkers represented 
a distinct minority of the Cape's Afrikaner popula- 
tion, and were mainly the poorest farmers from the 
northern frontiers. In the 1850s, the two countries 
founded by these trekkers, the Transvaal and the 
Orange Free State, were recognized by Great 
Britain. 

The relationship between the Afrikaners and the 
blacks is of crucial importance. The traditional 
Afrikaner view assigns blacks to two types of roles: 
subordinates or enemies. The first colonists brought 
West African slaves with them. In 1707, there were 
1100 slaves to only 1800 Dutchmen. By 1795, 
slaves came to outnumber whites by about 17000 
to 15000. (By this time the whites were thinking 
of themselves as Afrikaners, and not just as Dutch- 
men who happened to live outside the Netherlands.) 

Blacks continued to serve as inexpensive labor 
even after the end of slavery. Menial labor became 
the domain of blacks (even as it did in the United 

States), and unbecoming the dignity of the white 
man-who after all saw himself as born to rule. The 
corollary was that the better jobs were unquestion- 
ingly reserved for whites. In the nineteenth century 
this was connected with the linguistic practice of 
calling black Africans skepsels ("creatures") as 
opposed to m e  ("people"). The Dutch Reformed 
Church in South Africa supported the subjection of 
blacks as "theologically justified" into the 1970s; 
and even the rejection of this doctrine was done in 
such a way as to hardly be mistaken for an unequivocal 
endorsement of racial equality. 

The second essential view of the black is as a 
mortal enemy. As the Afrikaners trekked north, they 
encountered migrating blacks that desired the same 
land. The blacks had the advantage of numbers and, 
especially the Zulus, could be well-organized and 
competently led. Nor did the Afrikaners have a 
monopoly on courage. 

If the first view of the African blacks has a basis 
in contempt, the second has its roots in fear. Enemy 
blacks are perceived as subhuman hordes, terrible 
foes of God's chosen people, who in the end might 
be overwhelmed. The enduring cultural image of 
the response to black enemies is the laager. 
Literally, the laager is the circling of the trek 
wagons, which then form a wooden fort. On another 
level, it reflects the stubborn resolve of the 
Afrikaners to band together and fight against a fear- 
some and barbaric enemy. Retreat is not an option. 
No allies are going to come and save the day (as 
the U.S. cavalry did for beleaguered American 
wagon trains in the movies). All depends on the 
ability of the people within the laager to persevere. 
This image applies as readily today, as the 
Afrikaners see themselves surrounded by a multi- 
tude of determined enemies, as it did during the 
voortrek era. 

One Afrikaner characteristic must always be borne 
in mind when analyzing events in South Africa. The 
Afrikaner homeland is Africa. They have not been 
Dutch since sometime in the eighteenth century, and 
the Netherlands is even less of a homeland for the 
Afrikaners than England is for the Americans. There 
is no longer a place for them to trek away from their 
problems, and there is no retreat to Europe. Today's 
Afrikaner nation is no less determined to survive 
than at any other time in its history, and when South 
Africa's foreign opponents have moved on to newer 
and trendier moral outrages, the Afrikaner survival 
urge will not have diminished. 

Apartheid is the reason why South Africa has 
become a pariah state. It is the political and legal 
enforcement of the white race's dominance in South 
Africa. It is a peculiarly Afrikaner problem. It is 
much more than simple segregation or institution- 
alized racism, however. Apartheid and the very 
efficient enforcement of its sometimes draconian 
strictures are major components of the modem 
laager. It defends the status quo, simultaneously 
recognizing black Africans as needed workers and 
as dangerous rivals. 

Apartheid has its roots in the early nineteenth 
century, when internal passports were first required 
of blacks. It was formalized in the early 1950s as 
a coherent official policy. The first of two critical 
laws establishing apartheid was the "Group Areas 
Act of 1950", which allowed the government to 
create segregation where it did not previously exist 
by forcing people in the "wrong" areas to move. 
The "Bantu Authorities Act of 1951" established 
the ethnic-based "homelands" for blacks. For the 
most part, blacks are excluded from living in cities. 

The "Bantu Education Act" represented a con- 
certed effort to divide South African blacks along 
ethnic lines. It set up eight separate black educa- 
tional systems, one for each tribal "nation". In the 
early grades, education is conducted in the tribal 
vernacular, not English or Afrikaans. The goal is 
to strengthen ethnic identification at the expense of 
broad racial consciousness, thus inhibiting intertribal 

resistance to white rule. Thus far it has worked to 
perfection. 

Naturally, blacks are excluded from voting or 
holding political office. Until 1966, they were also 
bound by a hated system of internal passports called 
"Passbooks", severely limiting their choice of 
working and living areas. Blacks could be arbitrarily 
banished to homelands designated by the passbooks- 
places that could have been just as arbitrarily chosen. 

Apartheid's "official" goal is the guidance of the 
Africans toward full partnership in governing South 
Africa. In 1961, Prime Minister Dr. Verwoerd 
named three alternatives for the future of his 
country: 1) surrender of white South Africa, with 
whites remaining under a possible black dictator- 
ship or "evacuate the country to their forebears"; 
2) make incremental concessions, leaving it to future 
generations to cope with the "final racial confron- 
tation"; 3) "There is another method, however . . . 
live and let live-apart!" 

This paternalistic version of apartheid should fool 
no one. Apartheid is intended to preserve white 
power, not prepare anyone else to share in it. 
Nobody is about to open a gap between the wagons. 

THE SOUTH AFRICAN DEFENSE FORCE 
South Africa's military may be fairly small, but 

it meets very high standards, despite foreign arms 
embargoes and chronic manpower shortages. It is 
the best in the region, and one of the best in the 
world. 

The SADF's manpower is divided into four 
categories according to terms of service. The "Per- 
manent Force" is its professional core and, although 
it consists overwhelmingly of white males, includes 
some white female and black units. Instituted in 
1968, "National Service'' is the category of white 
men aged 18-25 serving their compulsory two-year 
initial military duty. Upon discharge from National 
Service, they go into the "Citizen Force" for twelve 
years. This is a reserve that also includes some 
volunteers. ' 'Commandos " are local defense units 
in the tradition of the Afrikaner militias. White men 
must serve until age 55 in the Commandos, which 
also includes many white women and black volunteers. 
Of the Citizen Force and the Commandos, the 
former provides most of the trained part-time 
military forces and supplies units to the army, navy 
and air force. All service categories underwent 
massive expansion during the 1960s and 1970s. 

Table 1: SADF Expansion 
1960 1%7 1974 1977 1979 

Permanent Force 11500 13000 21500 28000 40000 
National Service* 11M)O 23000 26000 27000 60000 
Citizen Force 2000 30000 120000 180000 230000 
Commandos 48500 75000 90000 120000 150000 

*: Before1968, National Servicemen were selected by a ballot 
system. 
source: Richard Leanhard, South Afn'ca at War: White Powrand 

the Crisis in Swrh Afn'm (WestpoR: Lsmnce Hill. 1983) 

The South African Defense Force is divided into 
four branches. The army constitutes 80% of it and 
is the backbone of the SADF. Other arms are the 
air force (founded in 1920) and the navy. In July 
1979, the South African Medical Services became 
the SADF's fourth arm. 

The army benefits from an effective combination 
of firepower and mobility. It has a large tank force, 
assembled in the seventies, consisting of Centurians 
acquired from Spain and India (now known as 
"Oliphants"). Equally important is a large force 
of armored cars, which are highly effective in a 
region where much of the terrain is unkind to 
tracked vehicles. These are principally the French 
Panhard and the very similar South African Eland. 
For training purposes the South African army also 
has Soviet-built T-34/85, T-54, T-55 and PT-76 
tanks, as well as some BRDM-2 armored cars. 

The army's fire support is centered on advanced 
155mm howitzers. Italy has reportedly sold South 



Africa American M-109 howitzers, and an American 
company has supposedly sold extended-range guns 
capable of firing nuclear shells. South Africa also 
manufactures its own G-5, which uses ammunition 
developed with American and West German help. 
It is also entirely possible that South Africa has 
acquired a nuclear capability. Difficult as South 
Africa may be to overcome militarily now, tactical 
nuclear weapons combined with a dependable 
delivery system such as 155rnrn artillery could turn 
such an effort into a horrific bloodbath. 

The South African army also possesses an excellent 
mechanized transport capability. Its tracked vehicles 
include M-113A1 armored personnel carriers pur- 
chased from Italy and Portuguese license-built 
Commando V-150s. Again, wheeled vehicles are 
more commonly used. Finally, the SADF has an 
excellent airmobile capability provided by the air 
force. The army is sufficiently flexible that it is not 
permanently wedded to its motor and air transport, 
however. When operational needs call for it, South 
African units readily opt for foot movement. 
All helicopter and fixed-wing transports are under 

the control of the air force's transport command. 
"Strike Command" includes all primary combat air- 
craft; "Maritime Command" conducts offshore 
patrols; and the "Light Aircraft Command" per- 
forms low-level reconnaissance, liason and evacu- 
ation missions. In addition, there are thirteen Air 
Commando squadrons, in which reservists train in 
their own light planes, which they fly operationally 
if their units are called up. 

South Africa bought the Mirage 111 and Mirage 
F-1 from France, and now builds the Mirage 111 
domestically. In 1966, it began buying the Macchi 
MB 326 basic jet trainer, modified for a ground 
attack role, from Italy. It is called the Impala 11 in 
South Africa, which now manufactures it also. The 
"Simonstown Agreement" with Great Britain 
allowed the acquisition of the Hawker Siddeley 
Buccaneer strike aircraft and Wasp helicopters, as 
well as parts and maintenance for Canberra light 
bombers and Shackleton maritime patrol planes. 
Besides the Impala II, Italy provided the SADF with 
Piaggo P-166 light transports, American-designed 
Lockheed AL-60 and AM-3C light planes, and 
civilian models of the Augusta Bell "Huey" heli- 
copter. France sold Transall heavy air transports 
and Super Frelon, Puma and Alouette copters to 
South Africa. 

The navy is the smallest arm of the SADF. It was 
formed in 1946 with ships provided by Britain, and 
the 1955-75 Simonstown agreement with the UK 
has permitted it to operate with the Royal Navy, 
and informally with NATO. In return, the British 
had access to the vital base and facilities at Simons- 
town. With the passage of the United Nations arms 
embargo in 1977, South Africa declared a naval 
policy shift in which regional defense would take 
precedence over insuring the security of the Cape 
sea lanes. 

The South African navy's most important asset 
is not its seagoing capability. It is the Silvermine 
electronic intelligence center at the Cape of Good 
Hope. This enormous complex allows the monitor- 
ing of wide areas of the South Atlantic and Indian 
Oceans, and will be of immense value to any country 
with access to it in a future naval war. 

The SADF has three types of special warfare 
units. The army has reconnaissance Commandos 
(Recce), which function as special forces, as well 
as a brigade of paratroopers. In addition, in 1979 
South Africa created a force of marines; their 
mission is primarily harbor and port defense. 

The SADF's material needs have been largely ful- 
filled by Western Europe, with France as the chief 
arms supplier. But increasingly South Africa has 
been able to provide its own needs through the giant 
arms manufacturer Armscor. With its subsidiaries, 
Armscor is able to build weapons as sophisticated 
as the Mirage III. More prosaically, it also developed 

the R4 5.56mm assault rifle, a weapon very similar 
to the Israeli AR Galil and which has been replac- 
ing the FAL and G3. Too, Armscor builds the M4 
Commando, a 60mm mortar of local design, and 
is augmenting its electronic capabilities. 

Manpower has been a far more serious problem. 
White South Africa has a small population, putting 
a definite premium on white manpower. One method 
of alleviating shortages is the sort of universal, white 
male conscription that the country currently 
employs. Another is to increase the role of non- 
whites in the SADF. 

This is understandably a very serious issue to the 
South Africans. There is a precedent for non-white 
military service, however, as blacks served as sup- 
port troops, gunners and sailors during World War 
II. They were demobilized afterward and excluded 
from service. The Cape Coloured Training Corps 
was reactivated in 1963. The navy also began to 
recruit blacks, and by 1979 a fifth of its Permanent 
Force personnel were Coloured or Indian. 

The army began training black volunteers in 1974, 
but a year later this program only included 35 native 
Africans. In 1975 the army nevertheless managed 
to form a black battalion, the 21st, which had 575 
blacks up to the rank of corporal. Plans call for the 
formation of more black units in the 1980s. Still, 
the SADF remains overwhelmingly white: 

Table 2: Racial Make-up of the SADF, 1981 
Race Percentage 
White 92.00% 
African 1.05 % 
Coloured 5.86 % 
Indian 1.09% 

Source: Peter Randall (ed.), Survey of Race Relations in South 
Africa, 1982 
(Johannesburg: South African Institute of Race Relations, 
1983) 

A 1982 White Paper on defense and armament 
supply stated that the SADF was mainly dependent 
on white males for manpower. It added that this 
would not be in the national interest in the future, 
and that members of other races and white women 
would become important too. 

Exacerbating ethnically-based pemnnel problems 
was Afrikaner domination of the SADF. In 1975 
the South African government reported that 85 % 
of the army's permanent staff was Afrikans, 75 % 
of the air force's, and 50% of the navy's. This left 
English-speakmg whites feeling "not wanted" and 
with little opportunity for advancement. The South 
African Financial Mail reported in February 1980 
that: "It was not uncommon [in the 1970~1 for an 
English-speaking officer to remain unpromoted for 
17 or 18 years, and the result was that the cream 
of the Defense Force left in disgust." This was 
remedied during the seventies by policy changes and 
massive military expansion. 

NAMIBIA 
A lot is at stake in Namibia, also known as South- 

West Africa. Besides forming an expansive buffer 
between South Africa and hostile, Marxist Angola, 
it is another treasure trove of natural resources. 
Namibia is the world's leading producer of gem 
diamonds and is Africa's prinicipal source of base 
metals. It is also so rich in uranium that it supplies 
about a sixth of the West's production. 

Germany established a colony in South-West 
Africa in 18M and almost immediately began 
skirmishing with the Herero prople. Open revolt 
broke out in 1904. Three years later 65000 out of 
the original Hereros were dead, with losses in the 
thousands also inflicted on the Namas and Damaras. 
The rich diamond fields were discovered in 1908. 

With the passing of the German overseas empire, 
the new League of Nations gave a mandate for 
South-West Africa's administration to South Africa. 
The mandate came into question when the League 

officially ceased to exist in 1946. The United 
Nations insisted that it has succeeded to the super- 
vision of the South-West Africa mandate, something 
that South Africa vehemently denies. 

Unrest again flared in South-West Africa. The 
South-West African People's Organization (SWAPO) 
was founded in 1960, and became the strongest 
opposition to rule from Pretoria. SWAPO formed 
a military wing, the People's Liberation Army of 
Namibia (PLQN) and commenced an initially 
ineffectual guerrilla war in 1%6. In that same year 
the UN, acting as the suceessor to the League of 
Nations, revoked the South African trusteeship. 

On 6 March 1972, Kurt Waldheim went to South 
Africa with a Security Council mandate to estab- 
lish dialogue regarding Namibia. This was the first 
direct contact between a UN Secretary-General and 
a South African Prime Minister (B. John Vorster). 
The year before, the International Court of Justice 
had declared the South African occupation of 
Namibia illegal, and in 1973 the UN General 
Assembly had recognized SWAP0 as the legitimate 
and authentic representative of the Namibian people. 
Thus, even as Waldheim tried to negotiate toward 
a political settlement of the Namibian dispute, the 
UN worked toward the establishment of the greatest 
Afrikaner bogeyman-a militant African govern- 
ment in Namibia. An abortive 1974 attempt to expell 
South Africa from the United Nations could not have 
helped matters further. 

In 1977 the five Western members of the Security 
Council (the United States, Britain, West Germany, 
France and Canada) put pressure on South Africa 
to withdraw from Namibia. The reason was that 
there was no SWAP0 participation in the 'hmhalle 
"interim government", which was essentially a 
creature of South African policy. In fact, SWAPO's 
leadership had been rounded up from the Namibian 
capital of Windhoek in 1968 in response to the 
organization's unsuccessful attempt to militarily in- 
filtrate the territory. Negotiations with the five 
Western powers culminated in an 25 April 1978 
agreement by which free elections would be con- 
ducted for a Constituant Assembly that would, in 
turn, draft a constitution for an independent 
Namibia. However, the agreement foundered when 
the UN, which would supervise the elections, 
unreasonably refused to monitor SWAPO bases out- 
side of Namibia. Voting took place anyway and 
South Africa's favored party, the Democratic 
Turnhalle Alliance (DTA) of course won. 

This did not happen in isolation from the military 
conflict. The South African garrison was strength- 
ened, particularly after the ICJ's 1971 ruling. As 
the initial SWAPO incursion came across the short 
border with Zambia, the Caprivi Strip was rein- 
forced. This diminutive panhandle is an anomaly 
ceded by Britain to Germany in 1890 to provide a 
transportantion link between South-West Africa and 
German East Africa by way of the Zambezi River. 
Forgotten were the Victoria Falls, which render the 
river unnavigable. 

SWAPO fortunes improved dramatically with the 
Portuguese withdrawal from Angola and the estab- 
lishment of a Marxist-Leninist regime there. For 
South Africa's intervention in the Angolan civil war, 
Citizen Force and Commando units were called into 
Namibia to bring South African presence up to 
almost 50000 troops. The SADF presence was not 
reduced after the South African retreat from Angola. 

Despite these hefty reinforcements, the war 
appears to have been going badly for South Africa. 
rite I'Tmes of London stated that some South African 
strategists felt that the critical northern region of 
Ovamboland would be overrun in 48 hours if their 
forces were withdrawn. Defence Force morale 
declined when one of its cornerstones, the excel- 
lent medical services, were strained by action in An- 
gola and Namibia. South Africa reacted to the crisis. 
A one-kilometer free-fire zone was declared along 
thg northern border. In 1976 reserve call-ups for 



"border duty" continued. The next year saw the 
initial period of National Service extended from one 
year to two. 

Matters did not improve for South Africa in 1978. 
Early in the year SWAPO was said to be mounting 
mortar-supported attacks by as many as sixty 
guenillas against South African bases. SADF units, 
it was reported, were on nearly constant "search 
and destroy" operations, though with the unsatis- 
factory kill ratio of 2: 1. 

The turning point against SWAP0 seems to have 
come in 1978. South Africa began to re-enter 
Angola for the first time since its abortive interven- 
tion, with the objective of attacking SWAPO's 
refuges. In May, an airborne assault was launched 
against the SWAPO refugee camp at Cassinga, 150 
miles across the frontier. Mirage fighters strafed and 
bombed the camp, followed by paratroopers, who 
overwhelmed the defenders and wrecked the facil- 
ities. This marked the beginning of a far more 
aggressive South African strategy. 

The National Union for the Total Independence 
of Angola (WflA), a defeated contender in the civil 
war, resumed operations at about the same time. 
An alliance with South Africa was inevitable. As 
a result, Angola's border security deteriorated 
rapidly and the tide shifted in South Africa's favor. 
Since then it has been SWAPO that has struggled 
on the defensive. 

UNITA contributes a great deal to Namibia's 
security. By controlling southeastern Angola, it 
effectively cuts in half the border that the easily 
overstretched SADF has to guard. Between UNITA's 
resurrection and South African operations north of 
the border, events in Angola are of decisive impor- 
tance to the war in Namibia. 

SWAP0 has one natural ally in the climate of the 
region. In the spring, rains cover the normally dry 
border region with lush vegetation that lends 
excellent cover to infiltrating guerrillas. The low 
cloud cover of the season also hinders South African 
aerial surveillance. Spring is therefore the preferred 
time for SWAPO to attempt the frontier crossings. 

As in the rest of Africa, ethnic considerations are 
of crucial importance to Namibia. Ethnicity and 
population distribution are two of the most crucial 
considerations in the South African-SWAP0 war. 

Table 3: Ethnic Affiliation in Namibia, 1981 
Group 
Whites 

Coloured Groups: 
Coloureds 
Namas 
Rehoboth Basters 

Native Groups: 
Ovambos 
Kavangos 
East Caprivians 
Damaras 
Hereros & Kaokas 
Tswanas 
Bushmen 

Number 
75600 

43500 
49500 
25800 

516000 
98000 
39500 
76800 
77600 
6800 

30000 

Percentage 
7.3% 

4.2% 
4.7% 
2.5% 

49.7% 
9.4% 
3.8% 
7.4% 
7.5% 
0.7% 
2.9% 

Source: Survey of Race Relations in South Africa, 1982 

Over five times the sue of any other group, the 
Ovambos are by far the most important ethnic group 
in Namibia. They are concentrated along the northern 
border, leaving the rest of Namibia very sparsely 
inhabited. Their traditional settlement is a cluster 
of circular huts within a kraal of labyrinthine stick 
walls. An inheritance from early tribal conflicts, the 
interior walls can be moved to change the passage 
to the headman's hut, foiling raiders. They were 
largely left alone by the Germans and South Africans 
alike but for the missionaries (the reason why about 
80% of the Ovambos are Christians). 

They are also the backbone of SWAPO. Since the 
organization depends on Ovambo support and the 
majority of the people live in the border region, their 

territory is the battleground between the SADF and 
SWAPO. Although guerrillas were, at their peak, 
able to penetrate to the white-dominated central 
plateau, Ovamboland has been superceded as the 
area of conflict only by Angola. 

Ovambo pre-eminence in SWAPO has led to sus- 
pecions of Qvambo supremacism by other Namibians. 
The best example of ethnic conflict in the rebel camp 
involves the Caprivians, a people long inculcated 
with British culture and the English language. In 
1964 an independence movement called the Caprivi 
African National Union ( C A W  was founded under 
the leadership of A.M. Muyongo. CANU subse- 
quently merged with SWAPO, in which Muyongo 
became vice president. Combined forces conducted 
a severe mortar and artillery attack on the Caprivian 
town of Katimi Mulilo in 1978. But in 1980, SWAPO 
expelled Muyongo and his staff for complaining of 
Ovambo discrimination against Caprivians. By 
1982, the Caprivians were pressing for greater 
autonomy from South Africa than that wanted by 
the DTA, but were not ardent SWAPO supporters. 

Other groups have also aligned politically. The 
Hereros, with their sour memories of armed re- 
bellion, are among the strongest supporters of the 
DTA. SWAPO support is also hard to come by 
south of the densely populated border strip due to 
fears of Ovambo domination. 

Native troops are an important component of the 
South African war effort. A San Bushman battalion 
(the 3 1st) was raised in West Caprivi in 1974. An 
elite hunter-killer unit, the 31st Battalion exploits 
San talents for skilled and tireless tracking, and their 
proficiency and ruthlessness in ambush. Other 
ethnically-based battalions were subsequently formed 
in Kavangoland, East Caprivi and Ovamboland. An 
integrated battalion (the 41st) was raised in 1977. 
From its inception, it included whites, Darnaras, 
Rehobothers, Narnas and Tswanas. Also, elements 
of the Cape Corps Service Battalion have been in 
Namibia since 1976, and the black 21st Battalion 
was deployed there two years later. 

Anticipating the granting of Namibian independ- 
ence on South African terms, South Africa 
announced the reorganization of the territory's 
security apparatus. This led to the 198 1 creation of 
the South-West African Police (SWAP), a heavily 
armed and paramilitary force. SWAP not with- 
standing, South African police units remain. 

The battalions raised in Namibia were formed into 
the South-West African Territorial Force (SWAT) 
in September 1979. Conscription for blacks was in- 
troduced in January 1980. Because of their ethnic 
affiliations with SWAPO insurgents, however, re- 
quirements were waived for Ovambos, Kavangos 
and Caprivians. By 1983 SWATF consisted of six 
regular, tribally-segregated battalions trained in 
counterinsurgency. It further included a conven- 
tional brigade consisting of the motorized 41st 
Battalion, a reserve armored car regiment, and a 
reserve artillery regiment. Local defense is provided 
by 26 "area force units" similar to Commandos. 
SWATF has its own support units, training units 
and headquarters, as well as a mounted motorcycle 
and tracker unit called the 1st South-West Africa 
Specialist Unit. The Namibian air component con- 
sists of a single reserve light aircraft squadron. Its 
1983 manpower was estimated at 20000, half of it 
white. This would indicate that its support, head- 
quarters, leadership and mechanization functions are 
performed almost exclusively by whites. Both the 
SWAP and SWATF remain under tight South African 
control. 

If South Africa's aggressive forward strategy in 
Namibia has a vulnerable point, it is logistics. The 
main supply burden is borne by a single railroad 
and one running from Upington, South Africa to 
Windhoek to the border area. Another road through 
Botswana links the Caprivi strip to South Africa. 
Should SWAPO or the Angolans manage to con- 
sistently interdict these l i b ,  the South African 

cause would be dealt a massive blow. Likewise, the 
South African air force must be able to maintain 
air superiority over the Cuban and East German 
pilots who fly Angola's planes. 

Another feature of the transportation infrastruc- 
ture complicates the chances of a negotiated settle- 
ment. Walvis Bay is the best deepwater port in 
Namibia, but became an integral part of South 
Africa in 1910. South Africa is determined not to 
relinquish control of Walvis Bay to an independent 
Namibia although (and apparently because) lack of 
the port would hinder Namibian economic independ- 
ence and development. 

ANGOLA 
The end of Portugal's African empire was due 

to two causes. Insurgencies in Angola and Mozam- 
bique, especially the former, taxed the Portuguese 
garrisons. In Angola, the Europeans relied on 
defended villages called aZdeamentos and airpower 
to hold off the guerrillas. But despite the consistent 
Portuguese ability to attain tactical superiority, there 
were never enough airplanes or helicopters to rnain- 
tain adequate surveillance. The other factor in the 
equation was the restoration of democracy in 
Portugal itself. After the 1974 coup, recovering 
from a long night of dictatorship was viewed as far 
more vital than waging expensive colonial wars far 
away. 

Of the three Angolan insurgent groups, the strongest 
was the Poeple's Movement for the Liberation of 
Angola (MPLQ), founded in 1956. The MPLA even- 
tually merged with the Communist Party and other 
radical revolutionary groups. Its ties to Cuba were 
cemented in 1965 with a meeting in Congo- 
Brazzaville between MPLA president Agostino Neto 
and Che Guevara. At that time Guevara was in- 
tensely interested in exporting the Soviet model of 
socialism to black Africa. The MPLA was the lead- 
ing military challenge to Portuguese rule. Between 
1964 and 1975, it took most of the valuable territory 
around the capital of Luanda, and many of the 
coastal industrial centers. 

The National Front for the Liberation of Angola 
(FNLA) succeeded an organization called the 
People's Union of Angola, a separatist movement 
in the northern Bakongo region. Although both the 
FNLA and the People's Union abandoned separatism 
in 1958, neither could escape the influence of 
ethnicity. The FNLA's ideology was a primative 
melange of tribalism, anti-white and anti-Coloured 
racism, and anti-Communism. 

An original member of the FNLA, Jonas Savimbi, 
formed the National Union for the Total Independ- 
ence of Angola in 1966. Based in the south, it peace- 
fully co-existed with the MPLA through the sixties 
and into the seventies. Following in the FNLA 
tradition, what passed for UNITA ideology was 
racism and tribal populism. During the Portuguese 
era it trailed the MPLA in military power and was 
the equal of the FNLA. 

Civil war began in 1974 between the three in- 
surgent groups. The USSR and Cuba supported the 
MPLA; the United States clandestinely aided the 
FNLA through the CIA, and Zaire also supported 
the northerners. When the anti-MPLA coalition 
started to falter, South Africa increased it support. 
South Africa intervened directly on 23 October 
1975. In "Operation Zulu", 5000 SADF troops 
crossed the border from Namibia, advancing 500 
kilometers in a single week. Fearing the loss of 
Luanda, the MPLA appealed to Havana for troops 
to defend it on 4 November. A Cuban battalion 
arrived by air the next day. From then until March 
1976, 18000 to 24000 Cuban soldiers were sent to 
Angola. 

This decided the outcome of the war. By mid- 
December 1975, the South Africans had been halted 
and an MPLA-Cuban offensive launched in the 
north. The United States refused to deliver on pre- 



vious promises of assistance to the FNLA and 
UNITA. This left South Africa in the lurch, and the 
SADF pulled back to Namibia. UNITA was soundly 
routed and the remnants of the FNLA took refuge 
in Zaire. 

The MPLA triumph resulted in a fundamental 
change in the balance of power in southern Africa. 
Instead of a Portuguese colony to the north of 
Namibia, South Africa now faced the People's 
Republic of Angola. The new regime enjoyed 
excellent relations with Cuba, whose expeditionary 
force did not leave, and had an economic depend- 
ence on the USSR that caused Soviet domination 
of foreign policy. Even worse, Angola provided a 
haven for SWAPO. Whereas the SADF once had 
to guard only a short border with Zambia from in- 
filtration, now the entire northern frontier had to 
be screened. A decline in South African fortunes 
was inevitable. 

But Angola's border security deteriorated badly 
in 1978. The May SADF attack on Cassinga signalled 
the beginning of a new South African aggressive- 
ness, something that Angola's armed forces could 
not counter. Also, UNITA underwent a revival in 
the southeast. This significantly reduced the SADF's 
burden of protecting the border and established an 
indigenous military opposition to the Marxist- 
Leninist regime in Luanda. 

Ethnic animosities have been instrumental in the 
resurrection of UNITA. Its power base is among 
the Ovambo who are the source of SWAPO's 
strength. Regardless of ideology, they resent 
government by the peoples to the northwest. There- 
fore, UNITA is not any sort of democratic resistance 
to Leninist tyranny, but a tribal and regional entity. 

SADF pressure increased. "Operation Protea" 
in August 1981 was the largest South African 
incursion to that point. Mechanized and airmobile 
forces thrust 150 miles into Kunune province, 
occupying virtually all of it, including the capital 
of N'Giva. Neighboring provinces were also struck. 
Angola claimed 45000 South Africans had massed 
on the border and that 15000 had actually invaded 
with tank, armored car, 155mm artillery and air 
support. Even if Angola's claims are inflated, Oper- 
ation Protea was a major undertaking. South Africa 
claimed that at a cost of ten dead SADF, a thousand 
SWAPO and Angolan troops were killed and $200 
million of war material destroyed. Another major 
push into Angola occurred in November. 

Yet the SADF effort was not limited to two big 
operations. According to the European Economic 
Community, South Africa conducted a total of 200 
operations in Angola in 1981, and that the SADF 
displaced 13000 people and inflicted severe economic 
damage between 1975 and 1980. SWAPO's claim that 
the SADF was a constant presence in Angola was 
probably the truth. 

South Africa would be overjoyed to inflict a mili- 
tary defeat on Angola or cause its government grief 
of any kind. Yet the MPLA regime is not the target 
of South African operations in Angola. The SADF's 
primary objective is to make Angola a dangerous 
place for SWAPO's forces and to destroy its units 
before they have the chance to attempt infiltrating 
the border. The war in Angola is actually the war 
for Namibia, waged elsewhere. 

Angola and SWAPO are not entirely without ad- 
vantages of their own. If South African forces in 
northern Namibia are at the end of a long and fragile 
supply line, those in Angola are beyond the logistical 
pale. South Africa's decreasing ability to support 
its forces as they move north limits the SADF more 
than does the Angolan army and SWAPO. The 
second advantage is the Cuban force has yet to go 
home. Its chief mission is to form a defensive line 
from Lubango in the south to Melanje in the north, 
protecting the vital coastal region. Consistent 
penetration of the west, especially the northwest, 
by UNITA or the SADF could well mean the end 
of the People's Republic of Angola. The Cubans 

are the bulwark against this. Although their mission 
is mainly defensive, they have taken the offensive 
at times and have engaged the SADF from time to 
time. 

An example of how the SADF fights in Angola 
to disrupt SWAPO is 1982's "Operation Super". 
South African and Namibian security forces learned 
that a SWAPO infiltration force was training at 
Cambena, just north of the Kunene River that 
divides northwest Namibia from Angola. The 
SWAPO force was in a valley in the midst of broken 
terrain, making it difficult to attack on the ground. 
On 13 March, about forty men of an SADF counter- 
insurgency battalion struck from helicopters, tak- 
ing the defenders by surprise. The battle lasted for 
eight hours as the South Africans chased the flee- 
ing guerrillas down a series of ravines. The SWAPO 
troops there encountered South African "stopper 
groups" that effectively blocked them. According 
to South African sources, 201 SWAPO members 
were killed and about 40 escaped to the hills, leaving 
behind caches of "sophisticated arms of Russian 
origin, mostly new." The same report counted 
SADF dead at three. 

While the SADF's high quality and aggressive- 
ness are beyond question, the same cannot be said 
of UNITA. One South African journalist wrote that 
in the early 1980s UNITA was large and copiously 
supplied, and controlled 40% of Angola. But there 
were questions at the time about its proficiency and 
resolve. Trevor Edwards, a Briton commanding the 
3rd Battalion of the South African army, said: 

"The point is that UNITA are a lot of crap. They 
hang around in the south-east where their tribe 
is and they can defend themselves, but they can't 
go out and take a place like Savate [Angolan town 
captured by Edward's unit, then handed over to 
UNITA]. We do it for them because it improves 
their bargaining position, gives them more talk- 
ing power." 

UNITA's actual character probably combines 
aspects of both accounts. It has been able to con- 
trol large areas of Angola, or at least deny them 
to the government. Edwards is entirely correct in 
pointing out its ethnic orientation. Also, a force can 
combine good, plentiful hardware with a serious 
lack of initiative when it might count the most. 
UNITA benefits from the support of the SADF and 
does not need the same degree of determination that 
it would without its alliance with South Africa. 
Undoubtably it would also be in far worse straits 
if the SADF did not stand between it and the 
undivided attention of the Angolan army, or if the 
Cubans were freed for a prolonged offensive against 
UNITA. 

South Africa and UNITA have essentially 
detached the Ovambindu-populated areas from 
Angola. This is not an especially serious threat to 
the regime's continued existence, as the MPLA 
never had any real support or a ground presence 
there. Furthermore, the region is less economically 
important than the west coast or the diamond- and 
coffee-producing regions of the north. More serious 
is that UNITA, despite its generally suspect initia- 
tive, has been able to periodically infiltrate the 
western MPLA heartland. By September 1984, 
towns as close to Luanda as Caxito were being 
raided. Huarnbo and Bie in the west-central high- 
lands were also struck. Only if UNITA can expand 
its actions there from quick raids to an enduring 
presence can it hope to bring the war home to the 
MPLA. 

The MPLA and its allies have tried during the 
eighties to erode the South African and UNITA 
position. The introduction of Soviet-built tactical air 
support enabled the Angolans to stop UNITA en- 
croachment on the west, then force it into its own 
core areas with a successful offensive. In July 1986 
Angolan and Cuban troops, with Soviet support, 
staged an offensive against UNITA's headquarters 

at Jamba, as SWAPO attempted to infiltrate Namibia 
by way of Zaire. 

Another offensive, this time without the Cubans, 
occurred in September of the same year. Twelve 
government brigades, each accompanied by a com- 
pany of Soviet advisors and technicians, and with 
a brigade of 96 T-55 tanks, deployed on the Lomba 
River. An initial assault across the river failed when 
one brigade, which had established a bridgehead, 
was thrown back across. A four-day battle starting 
on 6 October saw the government troops once more 
repulsed with heavy casualties. An important reason 
for the UNITA victory was the presence nearby of 
South Africans, who provided artillery support with 
their G-5 howitzers. 

Combined Cuban and Angolan forces, again with 
Soviet help, fought South African units in south- 
eastern Angola in late 1987, during the southern 
hemisphere spring. Although early reports of the 
fighting were sketchy, the South African defense 
minister (General Magnus Malan) hinted that the 
SADF may have suffered heavy losses. He placed 
the blame for the battle on the United States, which 
he said had lain South Africa open to Communist 
expansion by helping to isolate it. 

The objective of South Africa's enemies in Angola 
is to extend the length of the Namibian border that 
the SADF and SWATF have to guard. Offensives 
north of the border are not intended to extend the 
area of Angola under Luanda's control as the 
primary objective, but to hopefully overextend South 
Africa's forces and facilitate SWAPO infiltration. 
But the war in Angola is wearying and expensive 
for Angola as well as for South Africa. Besides the 
direct costs of waging the conflict, Angola has 
suffered terrible economic damage. The main east- 
west railroad to Benguela is attacked by UNITA just 
as it was raided by the MPLA before independence. 
Worse, the war has arrested the rapid economic 
development that occurred during the last years of 
Portuguese rule. Recovery is dependent upon peace. 

This last issue has divided the MPLA into two 
factions. One espouses a hard line and is more will- 
ing to fight UNITA to the bloody finish. The other 
is willing to enter into negotiations with Savimbi. 

Just as the war in Angola is dependent on the war 
in Namibia, so peace is dependent on South Africa's 
willingness to withdraw. As long as SWAPO is 
based in Angola and the Namibian dispute is yet 
to be resolved in South Africa's favor, this is highly 
unlikely. Moreover, South Africa insists that a pull- 
out is out of the question unless Castro's legions 
are first withdrawn. That will not happen so long 
as the Cubans are the best insurance policy for the 
continued existence of the People's Republic of 
Angola. 

RESISTANCE IN SOUTH AFRICA 
Understandably, white rule and apartheid have 

earned the hostility of wide sectors of South Africa's 
black population. So far the bulk of the struggle has 
taken the fonn of political action, riots and general 
unrest. 

Sometimes a specific government action or policy 
is enough to set off a round of disturbances. One 
of the most famous and important cases of this 
occurred in June 1976, when the government 
announced plans to use Afrikaans in all schools. 
Riots exploded in the teeming black township of 
Soweto, and continued even after the government 
rescinded its policy of teaching blacks the language 
so closely identified with the Afrikaner nation and 
apartheid. About 500 blacks and two whites were 
killed in the violence. A work stoppage, with a 70% 
absentee rate, was enforced by black vigilantes who 
burned down the houses of people who kept on 
working. Johannesburg was denied of its black 
menial labor-at least for a time. 

More serious than occasional episodes of black 
rjoting is the chronic hostility that increasingly 



simmers among the black population. The white 
minority needs the acquiescence, if not the active 
support, of the blacks. Despite apartheid and its 
authoritarian enforcement mechanisms, South 
Africa cannot function on coercion alone. 

Places like Soweto are breeding grounds for the 
sort of militancy that is fast replacing the former 
collective passivity of past eras. The 1976 Soweto 
riots were an indication of this phenomenon. One 
resident said during the mid-1970s, "We are the 
last generation . . . who will ask for a dialogue, and 
if it does not come about, we can expect something 
worse than riots." Renewed unrest in this decade 
further attests that white South Africa faces major 
problems in the townships. 

Although the anti-apartheid movement is con- 
stituted by a wide spectrum of groups, ranging from 
the clergy to Communists, one is dominant. This 
is the African National Congress. Undoubtably, it 
would rule Azania (as South Africa would be 
renamed by a black regime). A 1982 newspaper poll 
indicated that 40% of the blacks in Cape Town, 
Durban and Johannesburg would vote for an ANC 
representative for parliment. Nelson Mandela, the 
jailed ANC leader, was supported by 76% of the 
sample, with support coming from every class, sex 
and age group. The ANC is the group best able to 
capture the imagination of black South Africans, and 
in Mandela it has an excellent revolutionary martyr 
for both domestic and foreign consumption. 

For a radical revolutionary o r g e t i o n ,  the ANC 
has unlikely origins. It was founded in 1912 by con- 
servative, foreignedwxted Africans with traditional 
tribal leaders. It emphasized passive protest until 
the rise of a more militant younger generation in 
the 1940s. The ANC declared in 1943 that its aim 
was "to attain the freedom of all African people 
from all discriminatory laws whatsoever," and its 
Bill of Rights in 1954 demanded full citizenship. 
In 1949, the ANC's Programme of Action called 
for the end of cooperation with the government and 
the start of boycotts, strikes and civil disobedience. 
The government responded with stiff measures 
against passive resistance. In 1960, the ANC, in- 
creasingly restricted by the government, was 
proscribed altogether. 

Another important organization was founded that 
same year. The Pan-African Congress (PAC) re- 
jected the multi-racialism of the ANC, from which 
its founders broke. It planned a campaign of "posi- 
tive non-violence" to end white rule by 1963, 
followed by the establishment of a black socialist 
state. The PAC too was outlawed in 1960. 

Both organizations have military components, and 
neither has been able to spark an insurgency in South 
Africa. Countering possible inliltration is a program 
in which white paramilitary farmers in border areas 
report suspecious movements by radio, bringing in 
a mechanized or airmobile force. In addition, the 
high quality of the SADF and police make opera- 
tions within South Africa highly difficult and 
dangerous under any circumstances. 

African revolutionaries have hardly helped their 
own cause with recuning internal strife. The PAC's 
military arm, the M a n  People's Liberation Army 
(APLA) suffered a damaging episode in which a 
group of dissident guerrillas was detained by its 
hosts in Tanzania. Apparently in all seriousness, the 
Tanzanian government qualified that the APLA 
members were simply "undergoing re-education 
with help from the Tanzanian People's Defense 
Force. " 

Parallelling the war in Namibia, denying foreign 
sanctuary to the ANC and PAC is a keystone of 
South African policy. That neighboring countries 
have many thousands of citizens working in South 
Africa fosters economic dependence that gives 
Pretoria a great deal of leverage. In addition, South 
Africa promises immediate reprisals against countries 
that are the origin of infiltrators-and has delivered 
militarily on this promise. Botswana, Lesotho and 

Zimbabwe have all been intimidated into compli- 
ance. Military actions against Mozambique and 
guerrilla bases there led to a 1984 South African- 
Mozambique non-aggression pact. But regardless 
of the treaty and the Marxist state's creeping 
rapproachment with the West, South Africa con- 
tinues to support an extremely repulsive insurgency 
against Mozambique. 

The policy of keeping South African blacks as 
divided as possible helps guard against united sup- 
port of armed revolt, even if the organizations 
advocating it are very popular. The divide-and-rule 
strategy has worked, as shown by the recurring 
ethnic battles and the Inkatha-ANC feud. A black 
population unified by the concept that revolutionary and 
violent change is preferable to traditional allegiances 
and parochialism could be the decisive factor in the 
defeat of white South Africa. White South Africa 
is perfectly aware of it. 

The capstone of official ethnic division is the 
granting of bogus independence to African home- 
lands. KwaZulu, Transkei, Ciskei, Venda and other 
"Bantusrans" are justifiably recognized by no 
country but South Africa. They represent not only 
attempts to encourage tribal division, but the sub- 
stitution of devalued citizenship for that of South 
African. 

CONCLUSIONS 
The Afrikaner people and the country they 

dominate are beset by enemies. Of the two 
archetypal Afrikaner reactions, the trek is entirely 
out of the question; there is no more unclaimed 
wilderness to migrate into, and the modem world 
abhors conquest even more than the denial of basic 
human rights (at least among countries in the public 
eye). As the Afrikaners' home country is in Africa, 
there is no retreat to Europe, as was available to 
the Portuguese and as might be an option for the 
English-speaking white South Africans. 

The alternative is the laager. The Afrikaner nation 
is committed to defending its place in Africa and 
to surviving as a people. In fact, in the face of 
growing black unrest and foreign condemnation of 
apartheid, support for it is actually growing in South 
Africa itself. An important lesson of South African 
history is that if the ultimate contest for the country 
is a match of willpower, the Afrikaners will win. 

South Africa appears too strong to defeat militarily, 
at least at present. But two major factors may erode 
the SADF's power in coming years. 

One is technological. The Republic of South 
Africa has shown that it can supply most of its own 
material defense needs, and that it can develop 
weapons of both excellent quality in the field and 
technological sophistication. The G-5 155mm howitzer 
is a good example. (Hopefully, it will never be 
known if South Africa's ability to produce fine con- 
ventional weapons extends to nuclear arms.) But 
South Africa is in danger of being outclassed by the 
introduction of new weapons systems to its enemies. 
The Mirages and Oliphants may be very effective 
in the hands of South African pilots and crews, but 
they are aging designs. Whether they could stand 
up to upcoming generations of Soviet weaponry is 
open to question. The SADF needs updated weapons 
systems. Tanks and aircraft are the most obvious 
requirements, but progress in defense electronics 
are also made imperative by progress in this field 
elsewhere. The international opprobrium and sanc- 
tions that hinder Sodth Africa's ability to purchase 
its defense needs abroad mandates that it shoulder 
its own reserach and development burden. Armscor 
has taken a step in this direction by augmenting its 
electronics capabilities. A new South African jet 
fighter or main battle tank would be important 
achievements toward future security. 

More important a problem than technology is 
manpower. Even if South Africa is not ready or able 
to significantly tap its black manpower potential, 

it has a crying need for greater use of Coloured and 
Asian personnel. But these groups face discrimina- 
tion and possess limited franchise, which prevents 
them from fighting for South Africa with the same 
ardor as the Afrikaners. Conscription would alienate 
them further, perhaps irreparably, and would be 
highly counterproductive. 

All problems stem from ethnicity and the Afrikaner 
approach to it. Apartheid has fanned the hostility 
of non-whites within its borders and earned the con- 
demnation of most of the world. Still, one wonders 
what would have happened if the Afrikaners had 
colonized North America or the empty spaces of 
Australia, or if the native populations there had been 
larger, more resistant to disease, and better able to 
stand up to European arms and military organiza- 
tion. Perhaps the Afrikaners would be criticizing 
the United States and Canada for oppressing their 
Indian majorities. This is no excuse for apartheid 
of course, but a necessary requirement of judgement 
is to measure the understanding of the judged. To 
do so without it is to run the risk of missing the main 
point of the moral lesson that one wishes to affirm. 

Few issues are as subject to moral judgements as 
apartheid and the white rule that it reflects and per- 
petuates. This is only right, as few issues so clearly 
frame the concepts of h u & n  rights and equahty held 
dear bv Western civilization. It demeans them to 
condemn South Africa because it is stylish, or 
because one expects vastly and subtly different 
cultures to instinctively embrace all one's national 
values. The first is posturing; the second conceit. 
Following the dictates of conscience to a rejection 
of apartheid and its underpinnings may be noble. 
Letting the consciences of others do all the work 
is just plain wrong. 

Too, the issue of South Africa exemplifies the 
classic conflict between concern for moral right and 
national power considerations. Despite its sanctions 
and hostile rhetoric, the West puts up with white 
South Africa because it needs it. South Africa's 
location and resources make its control an issue of 
extreme importance. The Republic of South Africa 
is not only a state eager to establish and maintain 
economic and political ties with the West, but 
harbors a fundamental hostility towards the West's 
Communistic rivals. From a perspective limited 
strictly to national power, South Africa is too good 
to be true. From a perspective limited equally 
strictly to human rights, it may be too awful to 
tolerate. Do the moral considerations outweigh those 
of national interest, which in itself has ethical 
connotations? That deceptively complex question is 
definitely one for the individual conscience. 

SCENARIO DESIGN GUIDELINES 
Most of South Africa's military engagements take 

place in the Namibian-Angolan border region, in 
both countries. The western end contains some 
rough terrain, in Kaokoland on the Namibian side 
and Kunune province in Angola. Vegetation is 
sparse but for the spring rainy season. Significant 
watercourses are rare in Namibia, but more common 
in Angola. Namibia is bounded on its western side 
by the Namib desert, and the Kalahari projects into 
the east-central part of the territory. Both are 
extremely hostile to military operations. The border 
region contains the bulk of Namibia's population. 
Kraals and other traditional domiciles contain more 
people than the few towns, although there are more 
towns on the Angolan side. Roads are scarce on both 
sides of the frontier. 

The Angolans, SWAP0 and UNITA use the 
standard assortment of Soviet-made weapons. The 
quality of squad-level units appears to have remained 
fairly constant since 1975; it is in terms of quantity 
and larger unit cohesion that these forces have im- 
proved or deteriorated. The Cuban units are the best 
in the Communist coalition, although their defen- 



sive mission and the presence of the SADF have 
prevented them participating in a maximum number 
of engagements or from disposing of UNITA. The 
South Africans are excellent, both in material 
and in human terms. Commandos are organized 
similarly to regular infantry units. The SWATF is 
also very effective and has seen important duty in 
northern Namibia. In equipment it differs from the 
SADF in a greater propensity for Soviet weaponry, 
especially in the counterinsurgency units. 

Squad Groups (Points Computed for 5-Turn Game) 
SWATF Infantry Squad (Counterinsurgency; 
1974 on): 412; IS, 1A; lXLMG3, lXMPL20, 
1 x RFLl (204 points; Group 8) 

SWATF Infantry Squad (Counterinsurgency; 
1974): 412; IS, 1A; 1 xLMG3,9xRFL4 or RFL5 
(264 points; Group 11) 

SWATF Infantry Squad (Coventional41st Battalion; 
1977 on): 412; IS, 1A; 1 xLMG3, 7 xRFL5 (200 
points; Group 8) 

SADF Infantry or Motorized Infantry Squad 
(1976 on for infantry; 1977 on for motorized in- 
fantry): 512; IS, 1A; 1 xLMG3, 10XRFL4 or 
RFL5-Dismounted from Rate1 (323 points; Group 
13) 
SADF 81mm Mortar Squad (eight in heavy 
weapons company): 313; 1s; 1 xMRT12,3 X R F L 4  
or RFLS (1 71 points; Group 7) 
SADF Machine Gun Squad (four in heavy 
weapons company): 512; IS, 2A; 2xMMG1, 
7 x RFL4 or RFL5 (326 points; Group 14) 

NOTE: Ihe RFL4 replaces RFLS in SADFfrom 1981 
on; the RFZA more likely to be found in frontline 
units than reserve units. 
SWAPO Guerrilla Squad: 313; 1s; 1 xLMG12M 
1 xMPL20, 8xRFLl (212 points; Group 8) 

SWAPO Guerrilla Squad: 412; 1s; 1 xLMG12, 
1 x MPL20, 8 XRFLl (I89 points; Group 8) 

South AfricanISWATF Weapons: FTRl; GLR2 
(few); GMC3 (MAG); LCW3; LMG15 (L4 Bren); 
LPL6 (a few obtained C. 1980); MMGl 
(M1919A4-MG4AA); MPL4, MPL5. MPL7, 
MPL20, MPL21; MTR6, MTR7 (M4 Commando), 
MTRl2 (M3); PST2 (HP35), PST3 (Super Star); 
RFLl, RFL4 (R4 replacing others after 1981), 
RFL5 (FAL), RFLl 1 (few); SMG7 (Uzi), SMGlO 
(Sten, Sterling). 

South AfricanlSWATF Vehicles: APC4 
(M-113A1); IFV11, IFV12, IFV13 (Ratel-11 
passengers); LTKl (weapon 16), LTK2; MBT2 
(Oliphant-weapon 29 replaced weapon 23 in late 
1970s-91 points), MBT9 (M-47; few); RCVl 
(EIM and EIVM Eland and Panhard), RCV2 (-EIM 
AND IV Eland and Panhard), RCV4 (Mk.213); 
TRK2 (weapon 31). 

NOTE: Don not use HGNI, HGN2 and RGNI. 
Types are than "G" are rare. 

MPLA, SWAPO, FNLA and UNITA Weapons: 
Use Angola equipment list; few vehicles outside of 
TRKl and TRK5 (except for MPLA after taking 
power). 

The following optional rules are strongly recom- 
mended: 

16.2-Assorted Optional Firing Modifiers 
16.4-Suppression by Non-Automatic Weapons 
16.6-Pinned and Inactive Status 
16.7.2-Optional Nightsight Rules 
16.8-Extra Major Personal Weapons 
16.9-Standing Behind "2" Height Cover 
2 1 .-Fires 
23.-Wounds and Cover 
24.-Morale 

Victory Conditions in all scenarios are consistent 
with the Victory Conditions rules on Page 42 of the 

FIREPOWER Battle Manual. For all scenarios, each 
player receives one victory point for each wounded 
or eliminated enemy soldier and two points for each 
taken prisoner. 

SCENARIOS 
The following scenarios represent actual battles 

and campaigns in Angola and Namibia between 
1975 and 1987. 

"OPERATION ZULU 1975" 
Alarmed at the prospect of a Marxist-Leninist 

regime in Angola, which would serve as a base for 
SWAPO and possibly others to subvert Namibia, 
South Africa intervened in the Angolan civil war. 
In this scenario, mechanized elements of the South 
African army engage unprepared MPLA units in the 
early stages of the invasion. 

A. MAPBOARD TERRAIN: Ignore all walls, 
hedges, buildings and well. Hills are height "1" 
and depressions are height " - 1". Roads are 
unpaved. 

B. SPECIAL RULES: Game length is 5 Turns. 
MPLA units may only exit the north mapboard edge, 
and SADF units may only exit off the south edge. 
MPLA player sets up first within four hexes of the 
north board edge; South African player sets up 
second within four hexes of the south board edge. 

WEATHER: Normal. 

VISIBILITY: Condition 1. 

FIRES (OP): Wet. 

C. OPPOSING FORCES: 
a. MPLA: (410-340-70 points). 

1st MPLA Guerrilla Squad: 312; lC, 1s; 
lxLMG20, lxMPL20, 6xRFLl.  
2nd MPLA Guerrilla Squad: 312; 1C; 
1 xLMG20, 1 XMPL20, 6 XRFLI. 
3rd MPLA Guerrilla Squad (-): 312; 1C; 
1 xLMG20, 5xRFL1. 

Extra Equipment: 50xHGN3 ("G" only), 
10 X MPL20AMO 

b. South African Motorized Infantry Squad (in- 
cludes Panhard crew): 412; IS, 1A; 2 x LMGl5, 
7xRFL5,  2xSMG10, 1 xRCV2; 1 XSCP, 
l l x H G N 2  or andlor HGNS ("G" only) 
(410-396-14 points). 

D. VICTORY CONDITIONS: Each side receives 
two points for each surviving, unwounded soldier 
on the opposite (i.e., past the mapboard fold) side 
of the mapboard at the end of the game. The Panhard 
armored car counts as five soldiers, not including 
the crew. If all soldiers of one side are panicked 
at the end of Turn 5, the other side wins regardless 
of the victory point count. 

"TROUBLE IN OVAMBOLAND 1978" 
The MPLA victory in Angola resulted in a crisis 

for South Africa. Although an excellent force, the 
SADF was easily overextended and a long, hostile 
border between Angola and Namibia did just that. 
SWAPO infiltration increased dramatically, and the 
organization reached the peak of its power and 
offensive capability. Here a SWAPO force assaults 
a South African outpost in Ovamboland during the 
wet season. 

21 
A. MAPBOARD TERRAIN: All buildings are of 
wood plank construction. Ignore all fences, hedges, 
walls and well. Hills are height " 1 "; ignore depres- 
sions. Trees on panels 2 and 3 are stumps. Roads 
are unpaved. 

B. SPECIAL RULES: Game length is 4 Turns. 
SWAPO units may only exit the north mapboard 
edge, and SADF units may only exit off the south 
edge. The SWAPO player receives two "bonus" 
impulses to enter the mapboard. Any desired actions 
may be perform& during these bonus phases, 
following which the normal draw of sequence chits 
commences. 

WEATHER: Normal. 

VISIBILITY: Condition 3 (Night). 

FIRES (OP): Normal. 

C. OPPOSING FORCES: 
a. Attackers: SWAPO Guemllas enter onto the 
north edge via bonus impulse phases (634-512-122 
points). 

1st SWAPO Guerrilla Squad (+): 412; lC, 1s; 
1 xMRT6, I xPST3, 1 xLMG21,l xMPL20, 
8XRFL1. 

2nd SWAPO Guerrilla Squad: 412; 1s; 1 xLMG21, 
1 xMPL20, 8xRFL1. 

3rd SWAPO Guerrilla Squad: 412; 1s; 1 xLMG21, 
1 xMPL20, 8 xRFLl. 

Extra Equipment: 3 XRDO, 8 xMRT6AM0, 
5 XDMC, 7 xPST3 (for MRT, LMG, MPL), 
70 X HGN3. 

b. Defenders: South African Army soldiers set up 
in any whole hex on panel 3; defensive units (DFX, 
TWR, DWR, WIR, PMN) may be set up on any 
whole hex on panel 3 or on panel 2 south of hex- 
row 4. (45 1-348-103 points). 

SADF Infantry Squad: 512; lC, IS, 1A; 
lxLMG3, lOxRFL5, IxSMGlO. 
Ovambo Local Defense Squad (-): 312; 1s; 
6 X RFL5. 
Extra Equipment: 1 x NST, 40 x HGN3 andlor 
HGNS ("G" only), 4xRGN2 andlor RGN4 
("G" or "U" only), lXPST2 (for LMG); 
4 XDFX, 1 XTWR (sandbagged), 5 XDWR, 
7xWIR, 4xPMN1. 

D. VICTORY CONDITIONS: Each side receives 
two victory points for each building controlled at 
the end of the game. 

"BUSHMEN AT WAR 1979" 
In 1974 the San Bushmen became the first 

Namibian ethnic group to be recruited by the South 
African Defense Force. The 31st Battalion exploits 
the tracking and ambush abilities of the San soldiers. 
In this action, elements of the 31st ambush a 
SWAPO unit attempting the increasingly difficult 
border by night. 
A. MAPBOARD TERRAIN: Only mapboard 
ppnel 2 is used. 



within four hexes of the west board edge; UNITA the long sides on Turn 3. The SWAPO player 

4 ATTACKER units within four hexes of the east board edge. automatically wins, regardless of victory points, if 

WEATHER: Normal. the South African squad is panicked at the end of 
the game. 

VISIBILITY: Condition 1. 

All trees are height "2", offering " - 1" conceal- 
ment and no cover, becoming clear terrain upon des- 
truction. "H" weapons may be fired through them. 
Hills are height " 1 " ; depressions are " - 1 " . Ignore 
all fences and hedges. Roads are unpaved. 

B. SPECIAL RULES: Game length is 3 Turns. 
Attackers exit off either side or both short sides of 
the mapboard. Defenders exit off either or both long 
sides of the mapboard. Players decide on which side 
the attacker enters by agreement or competitive die 
roll. Defender sets up secretly as per "Ambush" 
special rules (on page 45 of FIREPOWER Battle 
Manual). Attacker enters in accordance with the 
same set of special rules. 

WEATHER: N o d .  

VISIBILITY: Condition 3 (Night). 

FIRES (OP): Dry. 

C. OPPOSING FORCES: 
a. Defenders: 31st Battalion Squad: 412; 1s; 
lxLMG15,  lxMPL20 ,  7XRFL5; IXBPD, 
5 x MPL20AM0, 2 x PST2 (for LMG, MPL), 
20HGN3 andlor HGN5 ("G" only) (190-157-33 
points). 

b. Attackers: SWAPO Guerrillas (441-345-96 points). 

1st SWAPO Guerrilla Squad: 412; lC, 1s; 
1 xLMG12, 1 xMPL20, 7xRFL1, 1 xPST3. 
2nd SWAP0 Guerrilla Squad: 412; 1s; 1 xLMG12, 
1 x MPL20, 7 x RFL1. 
3rd SWAP0 Guerrilla Squad: 412; 1s; 1 xLMG12, 
1 xMPL20, 7xRFL1, 1 xRFL8. 
Extra Equipment: 6xPST3 (for LMG, MPL), 
60 x HGN3 ("G" only), 15 x MPL20AMO. 

D. VICTORY CONDITIONS: Each side receives two 
points for each surviving, unwounded soldier that exits 
the mapboard during Turn 3. And each receives one 
point for each wounded but surviving soldier that so 
exits. Defending soldiers must exit off the long sides 
of the mapboard and attacking soldiers off the short sides 
to receive these points. 

"UNITA RESURGENT 1980" 
UNITA was soundly defeated by the MPLA dur- 

ing the civil war following Portuguese withdrawal 
from Angola. But it rebounded in the later seventies 
and early eighties, assisted by Ovambindu tribalism 
and an alliance with South Africa. The Cuban army 
has been the MPLA's shield since the first, frantic 
appeal for help during Operation Zulu. In this 
scenario, UNITA guerrillas, on their way to raid 
a target on the edge of the MPLA heartland, meet 
a Cuban patrol. 

A. MAPBOARD TERRAIN: All dark green 
hexes, as well as tree hexes, are trees. Hills are 
height "2"; depressions are " -2". Ignore all build- 
ings, fences, hedges, walls and well. Roads are 
unpaved. 

B. SPECIAL RULES: Game length is 5 Turns. 
UNITA units may only exit off the east edge; Cuban 
units off the west edge. Order of set up is deter- 
mined by a competitive die roll. Cuban units set up 

FIRES (OP): Normal. 

C. OPPOSING FORCES: 
a. Cuban Infantry Squad: 413; IS, 1A; 1 xLMG21, 
1 xMPL20,6 x RFL1; 1 xBNC, 2 x PST3 (for LMG, 
MPL), 7 XMPL20AM0, 30 XHGN3 (289-242-47 
points). 

b. UNITA Guerrilla Squad (+): 313; 1s; 1 xLMG12, 
1 xMPL20,lO xRFL1; 5 xMPL20AMO,27 xHGN3 
("G" only) (289-252-37 points). 

D. VICTORY CONDITIONS: Each side receives two 
points for each surviving, unwounded soldier on the 
opposite (i.e., past the mapboard fold) side of the map- 
board at the end of the game. If one squad has panicked 
at the end of the game, the other automatically wins 
regardless of the victory point count. 

"OPERATION SUPER 1982" 
South Africa has both the will and the means of 

fighting SWAPO in Angola instead of Namibia. 
Operation Super was an airmobile attack on an 
assembling SWAPO infiltration force in Angola, just 
north of Kaokoland. Taken by surprise, the SWAPO 
guerrillas fled down a series of ravines. There they 
met SADF "stopper groups". 

A. MAPBOARD TERRAIN: Only mapboard 
panel 1 is used. 

Hills are height "3"; depressions are " -2". Roads 
are unpaved. 

B. SPECIAL RULES: Game length is 3 Turns. 
Attackers exit off either side or both long sides of 
the mapboard as well as hexrow GG; defenders may 
exit off any side. Defender sets up secretly as per 
"Ambush" special rules (on page 45 of FZRE- 
POWER Battle Manual). Attackers enter on hex- 
row A in accordance with the same set of special 
rules, except that they may move through any 
ground-level or depression hexes. 

WEATHER: Normal. 

VISIBILITY: Condition 1. 

FIRES (OP): Normal. 

C. OPPOSING FORCES: 
a. Defenders: SADF Infantry Squad: 512; IS, 1A; 
1 xLMG3, 10xRFL4; 1 xBNC, 1 xPST2 (for 
LMG), 35xHGN3 and/or HGN5, 1 XPMNl 
(23 1-192-39 points). 

b. Attackers: SWAPO Guerrillas (462-401-61 
points). 

1st SWAPO Guerrilla Squad: 313; lC ,  1s;  
lXLMG20, 7xRFL1, lxSMG7. 
2nd SWAPO Guerrilla Squad: 313; 1s ;  
1 X LMG20, 1 X MPL20, 7 XRFL1. 
3rd SWAPO Guerrilla Squad: 313; 1s ;  
1 X LMG20, 1 X MPL20, 7 X RFL1. 
Extra Equipment: 1 x BNC, 5 x PST (for LMG, 
MPL), 6 x MPL20AMO,3 x BPD, 40 XHGN3 
("G" only). 

D. VICTORY CONDITIONS: The South African 
player receives two victory points for each SADF 
soldier exited off the long sides of the mapboard, 
and one for each exited off hexrow GG, on Turn 
3. The SWAPO player receives two victory points 
for each soldier exited off hexrow GG at any time 
during the game, and one point for each exited off 

"OPERATION PROTEA 1981" 
Operation Protea was a SADF August 1981 air- 

mobile and mechanized offensive against Kunune 
and neighboring Angolan provinces. In this 
scenario, Angolan troops defend a small village 
against a South African mechanized column. 

A. MAPBOARD TERRAIN: All buildings are of 
wood plank construction, and all fences are of log 
construction. Hills are height "1 "; depressions are 
" - 1 " . Roads are unpaved. 

B. SPECIAL RULES: Game length is 4 Turns. 
Angolan units may only exit off the east edge; SADF 
units off the west edge andlor any other which they 
enter the mapboard. Angolan units and fortifications 
must set up first within four hexes of any building 
hex; non-fortification units and mines may be placed 
anywhere except within four hexes of the south, 
west and north mapboard edges. At least one SADF 
motorized infantry squad must enter on the south 
edge of the board; others may enter the south, west 
or north edges. The South African Eland mortar 
vehicle may be withheld from the map, in which 
case it may be use indirect fire at maximum range. 
South African radios do not require a clear line of 
sight to communicate, although a clear LOS must 
still exist between the spotter and the target hex. 
South African units entering the north or south map- 
board edges receive one "bonus" impulse phase, 
and may activate mines at this time; units entering 
on the west edge receive two "bonus" impulse 
phases. 

WEATHER: Normal. 

VISIBILITY: Condition 1. 

FIRES (OP): Normal 

C. OPPOSING FORCES: 
a. Defenders: Angolan Army (556-388-158 points). 

1st Angolan Infantry Squad: 412; lC,  1s;  
lxLMG21, lxMPL20, 7xRFL1, lxPST1. 
2nd Angolan Infantry Squad: 412; 1 s ;  
1 x LMG2 1, 1 x MPL20, 7 x RFL3. 
3rd Angolan Infantry Squad: 412; 1 s ;  
1 x LMG2 1, 1 x MPL20, 7 x RFL3. 
Extra Equipment: 1 x BNC, 4 X PST3 (for LMG, 
MPL), 14 xMPL20AM0,  75 xHGN3;  
2 xBPD; 2 XDFX, 2 XSFX, 1 XPBX, 5 XWIR, 
2xPMN1, 2xVMNl .  

b. Attackers: South African Army (704-642-62 
points). 

1st SADF Motorized Infantry Squad: 512; lC ,  
IS, 1A; lxLMG3,  7xRFL4. 
2nd SADF Motorized Infantry Squad: 512; IS, 
1A; lxLMG3,  7XRFL4. 
SADF Ad-hoc Vehicle Squad: 512; 1s ;  
lxIFV11, l x R C V l  (Eland), 5XSMG7. 
Extra Equipment: 4 x BNC, 2 x PST2 (for 
LMG), 50xHGN3 andlor HGNS ("G" or "M" 
only); 1 XSCP, 2XRDO. 

D. VICTORY CONDITIONS: Each side receives 
two points for each building controlled at the end 
of the game. 



"A DEFEAT FOR THE SADF? 1987" 
South African forces have frequently fought the 

forces of SWAP0 and Angola. Less frequent are 
encounters with the Cubans. A battle in southeast 
Angola in the local spring of 1987 between the 
SADF and a combined Angolan-Cuban force may 
have resulted in a South African bloody nose. 

A. MAPBOARD TERRAIN: Hills are height " 1 "; 
depressions are " - 1 " . Ignore all buildings, walls, 
fences, hedges and well. Roads are unpaved. 

B. SPECIAL RULES: Game length is 5 Turns. 
Cuban units may only exit off the west edge; South 
Africans off the east. South African units set up first 
within four hexes of the east board edge. Cuban 
units set up second within four hexes of the west 
board edge. 
WEATHER: Normal. 

VISIBILITY: Condition 1. 

FIRES (OP): Normal. 

C. OPPOSING FORCES: 
a. SADF Infantry Squad: 512; IS, 1A; 1 XLMG3, 
lOxRFL4; 1 XBNC, 1 xPST2 (for LMG); 
33 xHGN3 andlor HGN5 ("G" only) (358-323-35 
points). 
b. Cuban Infantry Squad (+): 413; IS, 1A; 
lxLMG21, lxMPL20, 6xRFL1, lXRFL19; 
1 xBNC, 2xPST3 (for LMG, MPL); 
5 x MPL20AM0, 37 x HGN3 (358-308-50 points). 

D. VICTORY CONDITIONS: Each side receives 
two points for each surviving, unwounded soldier 
on the opposite (i.e., past the mapboard fold) side 
of the mapboard at the end of the game. If one squad 
has panicked at the end of the game, the other auto- 
matically wins regardless of the victory point count. 

BIBLIOGRAPHY: 
British Broadcasting Corporation. Summary of 

World Broadcasts: Part 4, the Middle East, 
Afnca and Latin America. 

Ellis, William S. "South Africa's Lonely Ordeal", 
in National Geographic Vol. 15 1 (June 1977), 
pp. 780-819. 

Hepple, Alex. South Afn'ca: A Political and 
Economic History (London: Pall Mall Press, - .  

1966). 
Hodeson. Bwan. "Namibia: Nearly a Nation" in 

Gatiohl ceographic Vol. 161 (june 1982), pp. 
755-797. 

Jane S Armour and Artillery 1985-1986. (London: 
Janne's Publishing Company, 1985). 

Jane S Infantry Weapons 1985-1986. (London: 
Janne's Publishing Company, 1985). 

Jaster, Robert (ed). South Afnca: Regional Security 
Problems and Prospects (Aldershot: International 
Institute for Strategic Studies, 1985). 

Keegan, John and Wheatcroft, Andrew. Zones of 
Conflict: An Atlas of Future Wars (New York: 
Simon and Schuster, 1986). 

Leonhard, Richard. South Afn'ca at War: White 
Power and the Crisis in South Afn'ca (Westport: 
Lawrence Hill & Company, 1983). * 

KICK 
By Jim I 

Once again, it's football season, and time to dust 
off the football games which have been packed away 
since last fall. On of the games which may have 
collected the most dust is FOOTBALL STRATEGY. 
If there is a reason for this, it may have to do with 
age. This game is approaching 30 years old, a 
fantastic record for a game of its kind! There are 
definitely signs of age when you open the box. Pro 
football is just not what it once was. As a game, 
however, FOOTBALL STRAEGY still is one of the 
best for a quick simulation of football, and is still 
a favorite at tournaments. In order to give the game 
the rejuventation it needs and to bring it in line with 
the game as it is played today, a few changes are 
necessary. 

First, let's concentrate on the game's strong 
point-the play matrix. Pro football has indeed 
changed, but you still run and pass to advance the 
ball. The simulation of scrimmage plays is the heart 
of the game system, and a much copied feature. 
There is really nothing that can be altered here 
without taking a chance on imbalancing the entire 
game. The shifts in theory and rules over the years 
have pretty much kept the passinglrunning balance 
of the game as it was when FOOTBALL STRAmGY 
was first designed. If there is any perceived 
imbalance in the charts, it is in the "Long Pass" 
game. Present zone defenses have lessened the 
chances of this type of gain, but it is the excitement 
factor in the all-or-nothing approach that demands 
that offensive choices "17" through "20" be 
retained. 

The same cannot be said for the two punting 
choices. The kicking game, with its associated 
special team players, has changed the way punting 
fits into the modern game. The substitute matrix 
below will handle six cases: a normal fourth-down 
punt, a fake punt, an out-of-bounds punt, a quick- 
kick, a short punt attempt, and an all-out block 
attempt by the defense. The procedure is as follows: 

1. For a non-fourth down punt, use the "Quick 
Kick" column. If the defense has chosen card 
"C" or "H" (the blitz cards), the kick is auto- 
matically blocked. 

2. On fourth down, the defense must still choose 
a card. If the offense is running a fake punt, 
resolve the play normally. If the offense punts, 
the offensive player will indicate which type of 
punt is to be attempted (Normal, Out-of-bounds, 
Short). If the defense has card "C" or "H", 
use the "Rush" column. 

3. After determining whether the punt may be 
returned (any punt to the goal or beyond may 
not), the receiving player may make a roll on 
the "Return" column. Note that this is optional; 
a "fair catch" may be made. Players will also 
note that two dice are now required for resolution- 
this to give a better spread of results and to make 
room for more variation. 
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4. A player may take an automatic fair catch 
rather than attempting a punt return. The ball 
is dead at the point of reception. 

5. Recovery of a blocked punt will still result 
in a change of possession on fourth down. 

Figure 1: Punting TaMe 

Die Normal 018 Short Rush Quick Return 
RoU Kick Kick Kick Kick Kick Yards 

12 Block Block Block Block Block Fumble 

O/B=Out of Bounds 
FC=Free Catch 
Penalty (Rush)= + I0 Yards (Roughing) 
Penalty (Return) = - 10 Yards (Illegal Block) 

The kick-off procedure is modified as follows. 
The receiver will choose a defensive card. Either 
"C" or "H" (to conform to the punting rules above) 
will indicate that an onsides kick is expected. The 
kicker will then choose either "Onside" or "Normal". 
If both players expect a Normal kick, use the "Normal" 
column. The return will then be resolved on the 
Return column. If the kicker indicates an Onside 
kick, use the Onside column. If the kicker selects 
"Normal" and the receiver has picked "Onside", 
the receiver gets the ball at the 20. An Onside kick 
is not returned. An out-of-bounds kickoff is re-rolled 
and five yards added to the result. The OIB result 
gives the receiving team the choice of the ball at 
a point 10 yards from the kick, or a re-kick with 
a 5-yard penalty. 

For convenience, the Long Gain table is listed 
here. Also, introduced is the Other Return table. 
This column is used for attempts to return fumbles 
or blocked kicks. In the case of a "Fumble", the 
recovering team may also take a chance on advanc- 
ing the ball, using another dice roll on the same 
column. A player may elect to take the ball at the 
point of the play rather than attempting the return. 

Figure 2: Kick-off and Long Gain Table 

Die Normal Onside Kick-off Long Other 

12 OIB OIB +20 ~urnMc 25 Fumble 

O/B=Out of Bounds 
*=Receiving Team's 45 
**=Kicking Team's Ball (Receiving Team's card not C or H) 
***=Kicking Team's Ball 



Field Goals are also modified. Refer to Figure 
3 to resolve field goal attempts now. The return 
result uses the kick-off return table and is computed 
from the goal line. 
Figure 3: Field Goal Table 
Die Extra 
Roll point 0-10 11-20 21-30 31-40 41-50 
2 G/+f O/+S G1+5 G1+5 G1+5 GI+S 
3 G o o d G m d G o o d G o o d G o o d G o a l  
4 Goal Gmd Good Good Good Goal 
5 Good Good Good Good Good MISS 
6 Good G d  Good Good MISS MISS 

11 -5 P -5 P MISS Mlss MISS Block 
12 MISS Block Block Block Block Return 

G/+5=Good, or accept 5-yard Penalty (Kicker's Choice) 
-5 P=5-yard Penalty 

The greatest change in the game, however, occurs 
in using the new time chart below. While there have 
been no real changes in the way plays are timed in 
the NFL, the greater reliance on the passing game 
and the greater outside speed of both offense and 
defense have resulted in the way plays consume 
time. Indeed, the critical observer might have some 
suspicion that up-the-middle running plays are 
merely attempted to gain a bit of rest for all con- 
cerned. While the number of plays run in a game 
has increased in recent times, a pile-up in the middle 
of the field seems to take an inordinate amount of 
time to unstack and resume play. 

The changes to be made are fairly simple. Your 
time chart is broken up in 15-second increments. 
We will subdivide this into 7.5-second intervals, 
giving essentially eight boxes per minute. The 
record keeping for this is simple. When required 
to mark off 7.5 seconds, put a " \ " through the 
box. To complete the box (either for a full 15 
seconds or for a second 7.5 seconds), put a "1"- 
resulting in an "X". The full time Chart is given 
in Figure 4. Note that a player wishing to spend less 
time at the end of the half may institute a "hurry- 
up" offense. These plays will use less time due to 
the lack of unstacking time. If a player runs the same 
play as the preceding in a hurry-up offense, the play 
consumes only 7.5 seconds (no time wasted in 
making the call). One more option is the "ground- 
ing" play. This simulates the intentional ground- 
ing pass in the NFL. This play takes no time, gains 
no yards, but does use a down. 
Figure 4: Time Table 

Plav Time (seconds) 

I include two other optional rules here for those 
who want a bit more realism. These are recom- 
mended only for those players who wish to add more 
"chrome" to ther FOOTBALL SlRAEGY games 
at the expense of quicker play. 

First is the "Measurement Rule". Any time a 
possible first down, touchdown or safety is made 
by exactly the yardage required, two dice are rolled. 
If the result is even, the offense has barely made 
the yardage; if odd, the defense has held by inches. 
Note that a 10-yard gain on first down would only 
be another lirst down if the subsequent dice roll were 
even. Also note that, a zero gain running play causes 
another dice roll, but an incomplete pass does not. 
Consecutive 5-yard penalties are always a first 
down. It is possible to be on either the 0-yard line 
(an odd result on the opposite goal is a safety). 

Contemporary Designs 
By John Huff 

This was the theme for this month's GENERAL, 
and the theme I was requested to write upon. All 
well and good, but we do not have any games on the 
new release list related to modem warfare. There are 
some new projects in the works that will fill in this 
gap (as well as some modem variants of existing 
games) but the releases for 1989 jump from World 
War I1 to the near future, conveniently avoiding 
the modem. So, rather than write on this, I would 
like to use the opportunity to open some lines of 
communication with those readers who are computer 
game enthusiasts. One way is to give you some of my 
ideas on what makes a good computer game and see 
how they relate to your own. 

Start with the age-old question: what makes a 
good game (or more precisely, a good computer 
game)? My attitude is that there are four overall 
elements to a computer game (and a lot of technical 
elements which 1'11 go into at another time) which 
comprise a good game. They arefun, ease ofplay, 
originaliry and finesse. I'll quantify these a bit more. 

FUN-No matter what anyone tells you, this is 
the most important facet of the game. If people have 
to put up with a dull game just because it is on a 
theme they are interested in, it is not the success 
it should be. People generally know when they are 
enjoying themselves. In fact, when they are not, they 
will let you know by not buying your games. 

One index of how fun a game is has to be how 
many times you tell yourself, "Just one more turn 
and then I'll save it and go to bed." Another is how 
much time you spend talking about it with your 
friends, and what kinds of things you say about it. 
In any event, you know when you are enjoying 
yourself. 

As a game designer, it is important to play many 
games (even games unrelated to your specific 
interest) and try to figure out why you're having 
fun. This is not an easy thing to do, for by the time 
you are wrapped up in the game you don't wish to 
stop and be clinical-and those are the games you 
want to dissect. 

EASE OF PLAY-Think about this one. Com- 
puters were designed to take care of repetitive tasks 
and to store large amounts of information indexed 
for easy access. There is no reason that the player 
must do this, is there? Moving pieces around the 
board and attacking other ~ieces should be no more 
difficult than moviGg the &eces in a checkers game. 
Movement points, strength points and related values 
shoud be taken care of by the computer so that all 
the player need do is to say to the computer, "Take 
this piece and occupy this location." If the move 
is legal, the computer will allow it; if not, it won't. 

Not that the information should be concealed from 
the player (unless the game system dictates that it 
should be), but the need to have that detailed infor- 
mation just to put in orders is not desirable. As a 
player, I find that when the computer requires an 

elaborate command string or accepts an order which 
is not legitimate and then just ignores it, I am 
irritated. If used properly (in terms of strategy 
games), the computer should free the player to con- 
centrate on the problem at hand rather than trying 
to figure out the mechanics of the game. 

ORIGINALIT-This is pretty simple to see, but 
is often missed by game developers. Originality does 
not mean just to find a subject nobody has touched 
upon before, but to take an approach no one else 
has yet. The game can be on any subject, the level 
of game play can be anywhere from single-player 
simulators to multiplayer global strategies. No 
matter what, if the approach is fresh and bright, the 
game will be fun and entertaining (and lucrative for 
the designer hopefully). Naturally, there is the trap 
of mistaking an obscure approach with a new 
approach (imagine a Civil War game that gave you 
battle reports in heliograph4 Morse code). This 
common affliction of game designers can be avoided 
if you remember that you must keep the game easy 
to understand and play. Frequently this can head 
off a stupid approach to the game. 

FINESSE-Just because a game is easy to play 
does not mean that it should be easy to win. A 
tactical game must allow the player to use local ter- 
rain to hide actions; a strategic-level game should 
be flexible enough to allow the player to use believ- 
able diversions and feints. "Finesse" is that quality 
in the game that lets the player set up elegant 
strategies and see a positive reaction to them. Then 
a sense of control comes into the play. A feeling 
of control adds a whole dimension to any game. One 
example is taken from three years ago when the sub- 
mission for the SPITFIRE 40 flight simulator was 
first received. I was flying along, amused by the 
game (but not sold on it) when a BF-109 appeared 
in my rearview mirror. Instinctively I kicked the 
rudder port and rolled starboard to watch the enemy 
plane move into my right forward quarter, snapped 
around in a tight turn and flamed him. This was the 
first time I had ever flown a simulator where this 
worked! Up to then, the programs I had seen 
precluded skidding, the split "S" turns didn't work 
correctly, and many other artificial limitations were 
placed in the program. Computers (by now) are so 
sophisticated that finesse should be a standard part 
of all games; unfortunately, the designers and 
programmers are only beginning to grasp this. 

One of the approaches to design I have found that 
is verv successful is the "Electronic Sandbox". This 
is a system whereby the laws of the universe you 
create are imbedded in the structure of the game. 
On a practical level this means that you don't need 
a lot of special rules-just one global rule (like 
gravity, line of sight, etc.). This is a much more 
difficult way to program a game, but does not place 

Continued on Page 31, Column 3 



INTO THE JUNGLE 
Player's Notes on PLATOON 

By James P. Werbaneth 

PLATOON is designed to be "user-friendly" for 
the novice wargamer. It has only two pages of 
standard rules, and these are relatively simple. Com- 
bat consists of easily-resolved fire with personal 
weapons (similarly with grenades and off-board 
artillery) and melee. The map has only two main 
terrain types, clear and jungle, with trails and a 
stream that aid or hinder movement respectively. 

Yet for all its apparent simplicity, PLATOON 
demands an extraordinary care and tactical thought- 
fulness. Moving soldiers around at random and 
shooting at every target that looks good for the 
moment is seldom enough to win a scenario. 
PLATOON proves that simple rules do not neces- 
sarily make for a simple game. 

At the core of its deceptive complexity are the 
aspects of limited intelligence and the denial of 
omnipotence to both players. Employing the expedient 
of placing counters upright on plastic stands so only 
the owner can see them, the limited intelligence rules 
test a player's ability to guess and estimate the 
identities of unrevealed units from those that have 
been revealed previously. 

The game uses a system of impulses similar to 
Craig Taylor's earlier released FIREPOWER- 
although simplified greatly. In PLATOON each 
player may perform one action with one soldier (or 
group of soldiers with a leader) for each drawn chit. 
Often a minority of soldiers on both sides will do 
the decisive fighting, due to the incremental pace 
dictated by the impulse system. 

Fields of Fire 
One of the most important lessons for the 

PLATOON player is the absolute necessity of 
maintaining clear and optimally lethal fields of fire. 
A player who blocks his own machineguns and 
grenade launchers with Fakes (blank counters used 
to confuse the opponent) or + 1 fire-modified rifle- 
men without a compelling reason does a lot to help 
his enemy. Soldiers with these weapons should be 
deployed to take best advantage of their firepower 
and range. The same holds true for +3 fie-modified 
riflemen and "Bunny", with his sometimes devastat- 
ing shotgun, and North Vietnamese RPGs. These 
units do have much shorter ranges and smaller fields 
of fire, and leaders with these traits such as 
"Barnes" and "Elias" are normally better suited 
to lead groups or direct fire support. 

Terrain is equally important in determining fields 
of fire. Jungle is a great equalizer in that it can cut 
the range of a machinegun or M79 grenade launcher 
to that of a shotgun. The +3 target modifier of a 
jungle hex effectively diminishes the firepower of 
all weapons firing into it, and the reduction of range 
can make unsupported soldiers vulnerable to melee. 
On the other hand, clear terrain is an excellent place 
to be eliminated. The combination of undiminished 
weapon range and lack of target modifier makes it 
quite dangerous, and generally a good place to 
avoid. A single soldier with at least a +2 fire- 
modifier and a clear field of fire over open ground, 
with a willingness to commit an action chit to fire, 
can effectively deny that clear terrain to the enemy. 

Units covering open ground are very difficult to 
overwhelm if they are in jungle or defensive works 
and the enemy is forced to enter the field of fire 
to get at them. The limitation of one action per im- 
pulse and the uncertain draw of the chits threatens 
to cause an advance across open ground to be 
erratic, with the soldiers picked off one by one. 
Furthermore, a player who expends action chits try- 

ing to neutralize one or two troublesome soldiers 
likely does so at the expense of potentially more 
productive efforts elsewhere. 

The best example of open ground's lethality is 
also the one first encountered by many players. In 
the "Protect the Flank" firefight, one American in 
hex TI0 can deny about two-thirds of the clear 
terrain on board B to the North Vietnamese Army 
player. As the victory conditions reward the NVA 
for exiting units through TI0 and the adjacent clear 
hexes, this has a profound and immediate effect on 
play. In fact, "Protect the Flank" can be an exercise 
of "Elias" staying in T10 and stopping waves of 
NVA single-handed, while the other three Americans 
guard the jungle to his left. "Elias" often is the 
only American soldier to f i e  his weapon. (See 
Illustration #I .) 

Soldiers should be kept in the jungle at almost 
all times. As they are crucial for masking one's dis- 
positions and intentions, Fakes should likewise re- 
main in the jungle. Although they cannot fire or 

initiate melee, Fakes have a unique value of their 
own and are not to be squandered. A foxhole or 
bunker can make a clear hex just as safe as one in 
the jungle. But a defensive work in the jungle can 
be practically impregnable to fire instead of only 
adequately safe, as it would be in the open. 

Shooting at Shadows 
For the player there is seldom a clear picture of 

the other's dispositions and intentions. Instead he 
faces a nebulous mass of blank counters, each of 
which could be a soldier, a group of soldiers, a 
Fake, or a claymore mine or booby trap (depend- 
ing on the nationality). The substitute card can in- 
dicate the size of any groups on the map, but Fakes 
can be used to deceive here too. What one guesses 
to be a formidable group can prove to be less than 
overwhelming, and vice versa. 
Illustration Ul: Elias' Field of Fire in "Protect the Flank". Clear 
hexes within the field of fire are effectively denied to the NVA 
player. 



This lack of intelligence is a two-way street. In 
every scenario, both players have to penetrate the 
"fog of war" while minimizing the opponent's in- 
telligence. Though it sometimes works more for /one 
side than he other, it is always important-just as 
much so as firepower. 

Finding the best targets for fire combat can be 
difficult. Again, "Protect the Flank" contains the 
most obvious example. In that scenario, half of the 
American order of battle consist of Fakes. Unless 
the NVA player knows for certain that his target is 
an American soldier, there is a fifty percent chance 
that he is wasting his action and only revealing the 
identity of his own soldier or group that shoots at 
a Fake. 

Players should engage in fire combat with no more 
units than are prudent. This is especially important 
early in the game, when intelligence is at the highest 
premium. Each unit that reveals its identity is a 
bonus for the other side, especially if it does so 
repeatedly. 

But the best units should not be kept quiet overly 
long in the interest of keeping them hidden. The best 
results are to be had from the best units, and one 
man with a machinegun or grenade launcher can do 
more than a greater number of average riflemen. 
In addition, a good unit can draw enemy fire and 
thereby acquire more targets for himself. A 
machinegun in a good defensive position and cover- 
ing a large field of fire likely to be entered by enemy 
soldiers can be the most valuable unit that one can 
have. But its value drops to nothing if it sits idle 
when it might decide the game with fire. 

Fakes are vital components of the order of battle. 
They can imitate soldiers and groups to draw enemy 
fire without the risk of ensuing enemy victory 
points. Fakes can also be used to make groups look 
larger. And they can also imitate more than just 
soldiers. They can be dummy booby traps and clay- 
mores. Normally an opponent has to guess which 
are just Fakes and which are nasty surprises. The 
only sure ways of discovering which are which are 
by subjecting the hex to fire combat or by moving 
soldiers into them to conduct melee. The first means 
expending an action chit and revealing at least one 
soldier, and the second is a major gamble that the 
hex indeed contains a Fake. 

There are forms of combat that combine accept- 
able firepower with minimized intelligence revela- 
tions. Effective and always available are grenades. 
If there are two or more friendly counters next to 
a hex attacked wih grenades, the opponent cannot 
determine from which hex the attack originates. In 
any case, the attacker does not have to reveal the 
identity of the attacking unit as he would in regular 
fire combat. Of course, both sides have grenades, 

Illustration m. Grenade Attack and Limited Intelligence. In one 
action, two American soldiers in A7 and C7 make grenade attacks 
against the NVA soldier in B7. The NVA player knows that either 
American counter is a substitute for a leader and at least one soldier. 
The other hex contains a soldier, a fake, or a group. The NVA player 
thus continues to have only a limited picture of American 
dispositions. 

and the incremental nature of PLATOON can enable 
units in a hex to be attacked to throw grenades of 
their own immediately after the enemy moves 
adjacent. (See Illustration #2.) 

Fire support is an extremely useful asset when 
it is available. Its +7 fire-modifier can eliminate 
units in even the strongest defensive positions, and 
against soldiers outside of foxholes and bunkers it 
is truly deadly. It also gives away the least infor- 
mation of any kind of attack. In fact, al l  that a player 
under attack by a fire mission has to know is that 
within sight of the target hex there is a group con- 
taining a leader and a radioman. 
Fi support has one great danger. If it falls short, 

friendly fire can be the enemy's best weapon. The 
enemy gets a +7 fire attack that is not only free, 
but costs its target an action chit! Therefore, the 
American player should call in fire support only with 
a +2 and +3  fire-modified leader. All too often 
Lt. Wolfe reprises his disastrous fire mission in the 
film. 

The NVA player receives fire support only in 
"Down in the Valley". Then he should keep his 
+3  leader with the radioman to do nothing but call 
in fire missions. This leader can contribute more 
to the NVA cause by directing defending fire sup- 
port than by leading groups that lack the advantages 
of a successful fire missions. 

Illustration W3: Claymore Attack in "Night Ambush". NVA Group 
A has tripped the American claymore in D7. The American player 
elects to direct the blast toward B6 and D5, thus catching Group 
B in B6 and the RPD aunner in D6. Thus the American olaver is . . 
able to launch a + 5  fire attack against seven NVA soldiers, includ- 
ing both leaders-all without expending an action. The NVA player 
might not have been able to prevent the claymore attack, but 
certa~nly could have reduced the hazard by not bunching up so many 
valuable units. 

Melee also inhibits the opponent's acquistion of 
information. It too carries dangers to the initiator. 
There is the frequent risk that a hex subjected to 
melee contains enough soldiers to eliminate the 
original attacker. Even if the hex contains a single 
soldier, the attackers may be repulsed and subse- 
quently attacked themselves with grenades. Worst 
is if the hex contains not soldiers or Fakes, but a 
claymore or booby trap. 

In melee, all that is revealed is the number of 
soldiers in the hex, and any Fakes are eliminated. 
Like grenade combat, melee is an equalizer. A group 
of four SKS rifleman and a leader counts the same 
as a numerically equal group of RPD gunners and 
RPG men, and the American player cannot tell the 
difference. SKS-armed North Vietnamese and + 1 
fire-modified Americans are among the best candi- 
dates to initiate melee. Because of their lack of fire- 
power, it is generally not worth expending an action 
to engage in fire combat with them. And their loss 
is seldom felt as severely as more valuable units, 
although no player would throw victory points to 
the opponent without a strong reason. 

Booby traps and claymores can be extremely valu- 
able assets. Not counting misdirected fire missions, 
these are the only means of attacking enemy units 
without allocating an action. 

The NVA player possesses booby traps only in 
"Return to the Black Virgin". In that scenario, the 
Americans are on the defensive and unlikely to trip 
a booby trap unless trying to retrieve an eliminated 
soldier cut off by the NVA advance. Even then their 
presence serves to discourage the American player 
from counterattacking too far forward. Since he 
must stage a fighting retreat to win, booby traps are 
less effective than if they were permitted to be placed 
along the more probable paths of American units. 

American claymores have a lower fire-modifier 
but are much more effective. In "Night Ambush" 
and "Down in the Valley", they can be placed 
where most likely to catch advancing NVA. One of 
the claymore's most important attributes is its blast 
zone. Not only are units in its hex attacked, soldiers 
up to two hexes away can be caught in the blast. 
A claymore is a compelling argument for the North 
Vietnamese player not to bunch important groups 
too close to each other. Also, the American can 
deliberately trigger his own claymore by expend- 
ing an action chit, so NVA units do not have to enter 
its hex to be cut down by a blast of pellets. (See 
Illustration #3 .) 

One optional rule that should be adopted by 
players immediately after mastering the basic 
PLATOON system is that for hidden claymores and 
booby traps. This is much more realistic and changes 
the character of the game. Fakes no longer can be 
confused with mines, and are decoys only for 
soldiers. Hidden booby traps and claymores do not 
hinder the lines of sight and do not break up fields 
of fire. Perhaps most important, there are fewer 
clues of their placement and their activition comes 
as an even bigger surprise. If no other optional rule 
is ever used in your games, this one should be. 

The War of Increments 
PLATOON is truly a game of increments. The 

limitations of one action per impulse turns familiar 
fire and movement tactics into a series of micro- 
actions likely to be interrupted by the draw of an 
enemy chit and his own successes. Although a single 
impulse's fire combat can wreak havoc, the game 
system allows less of a "master stroke" than most 
others. The player should think of the impulses as 
little pieces of a turn, not little turns in themselves. 

The impulse system also hinders players from 
adhering to their own tactical plans. It is one thing 
to maintain a coherent plan over the course of four 
game turns; it is quite another to do so through sixty- 
four friendly and enemy impulses. An impulse can 
bring unexpected successes or improbable reverses. 
Though one should always be ready to adapt to 
changing situations, it is vitally important to dis- 
tineuish between the decisive event and the merelv 
eph'emeral. As noted in the game's "Hints on playv', 
it is necessary to keep one's objectives in mind; the 
ultimate objective iskways &ching one's victory 
conditions. 

In three scenarios the NAV player can win by 
exiting soldiers, either by fulfilling a minimum exit 
requirement or by accruing victory points. There 
can be great opportunity to exit soldiers before the 
final stages of the game, but this is often counter- 
productive. An exited soldier can no longer gain 
victory points by eliminating enemy units. It is nor- 
mally better for units to stay on the map and con- 
tinue fighting and gaining victory points, at least 
until they run the risk of elimination themselves or 
the firefight ends. 

Eliminating enemy units is always a goal. Unless 
one's opponent is unskilled or unlucky, enemy 
losses tend to be the result of sound tactics and an 



ability to cut through the "fog of war". Casualties 
represent the most frequent direct route to victory, 
especially for the Americans, and certainly affect 
the NAV player's ability to exit soldiers. 

NAV victory conditions in "Return to the Black 
Virgin" may appear anomalous, but are really not. 
The evacuation of eliminated Americans is a func- 
tion of their elimination. The only difference 
between this scenario and the others is that some 
eliminated Americans are worth more than others, 
depending on the NAV player's follow-through. 
NAV tactics may change to prevent evacuation, but 
the victory conditions remain essentially the same. 

Conclusions 
PLATOON rewards tacticians and punishes 

players whose understanding of the game is no 
deeper than the letter of the rules. Play is often a 
matter of firing at shadows and coping with limited 
intelligence; comprehending the deeper intricacies 
of the game system is necessary to surmount these 
obstacles and the incremental structure of the turns. 
For instance, the possibilities of regulating enemy 
intelligence are great, from inducing the opponent 
to confuse Fakes with more lethal units to using only 
one soldier in a group in fire combat to conceal the 
presence of a leader. 

Herein lies the core of its sophistication. 
PLATOON is not (nor does it pretend to be) the last 
word on small unit operations in Vietnam. It is in- 
tended as a bridge for interested and intelligent mass- 
market gamers to enter wargaming. Yet the 
dynamics of PLATOON are surprisingly complex. 

PLATOON is one of the best examples of how 
a wargame is played on two levels. On the objec- 
tive level, there is a mapboard and a set of counters, 
which are moved rationally and in concert on the 
mapboard toward given objectives understood by 
both players. No less important is the subjective 
level. This is that plane of guesses and estimates 
based on limited knowledge of an opponent who 
cannot do everytlung he wants to at once. It is where 
PLATOON becomes a "shell game", as revealed 
units move among others and other units open fire. 
The subjective level accounts for Fakes that are quite 
convincing as large groups and groups that move 
unhindered because the opponent thinks that they 
are Fakes. 

All wargames have this dual nature, whether or 
not it is readily apparent. It is one of the primary 
attractions of all games of strategy and tactics, from 
chess to ADVANCED SQUAD LEADER. Even a 
game without limited intelligence rules operates on 
the subjective level, as both players have to spadate 
to some degree on each others' strategies and luck. 
Only solitaire gaming lacks these subjective aspects, 
and this absence is sorely missed. 

Somewhere on both levels and between them is 
the impulse system. Players quickly learn to act 
according to what probability states will be the next 
chit drawn. For example, in a firefight in which both 
players have eight chits, an American who has seen 
seven straight NVA chits drawn will generally 
assume that he is in for a run of American impulses 
and will plan for a limited North Vietnamese ability 
to react. On the flip side are those who will gamble 
against probability on the next draw. 

Its objective simplicity is what makes PLATOON 
look like a simple game for the novice wargarner. 
In fact, Craig Taylor combined simple mechanics 
with complex dynamics to make it look easy. * 

MBT(Main Battle Tank) will soon be the newest 
addition to Avalon Hill's growing series of modern- 
era games. MBTis a tactical level simulation of com- 
bat in Western Europe between the forces of the 
United States and West Germany against their War- 
saw Pact counterparts. Combat units represent in- 
dividual vehicles, fixed-wing aircraft, rotary-wing 
aircraft, artillery batteries, infantry squads, and a 
myriad of support units. In total, forces of company- 
and battalion-sized formations, along with their 
supporting assets, can be fielded by the opposing 
players. Over 55 vehicles, 25 aircraft, and assorted in- 
fantry, guns and crew-sewed weapons are included in 
the 400+ two-sided counter mix. Examples of some 
of the units included are the MIA1 Abrams, M2A2 
Bradley, M901 Improved TOW Vehicle, AlOA 
Thunderbolt 11, AH-64A Apache, UH-60A Black- 
hawk, Leopard 2, Marder, the Jagar 1 and 2, 
M48A2GA2 Tank Destroyer, Gepard, BO-105 
PAH-1, Tornado IDS, T-80A, T-72M1, BMP-1, 
ASU-85, SA-13 Gopher, ZSU-24(4) Shilka, Mil 
Mi-24 Hind-E and the Su-25 Frogfoot. 

All combat units are represented by individual 
"Data Cards" that include all the pertinent infor- 
mation necessary to simulate the highly detailed 
nature of modern combat. The specific information 
for vehicle units include, for example, speed, 
maneuverability, weapon types, ammo options, 
armor, defensive capabilities, size and extensive 
notes. This level of detail has also been extended 
in the representation of the aircraft and infantry 
units. 

In addition to the counters and data cards, the 
game will include four mounted mapboard panels, 
terrain sheet, combat information cards, an introduc- 
tory rules folder, a battle manual and ten-sided dice. 
The "Battle Manual", while containing the bulk of 
the Advanced and Optional rules, also includes over 
400 possible TO&Es ("Tables of Organization and 
Equipment") that are currently fielded by the 
antagonists of MET. 

The four geomorphic map panels can be used to 
simulate a wide variety of terrain types, from heavily 
wooded to urban to virtually open terrain. A series 
of colors will be used to represent the major terrain 
types. By designating these colors as different terrain 
from scenario to scenario, a wide variation is 
achieved. In addition, the map panels can be joined 
to form many different combinations. 

The introductory rules folder, which is a scant 
four pages, carries all the information necessary to 
get an MBT engagement underway quickly. The 
Battle Manual expands on the introductory rules. 
MBT offers the advantage of placing the level of 
complexity in the hands of the individual players. 
Each scenario can be made as simple or as com- 
plex as desired. 

Speaking of scenarios, MBT includes an exten- 
sive mix of "what-if' engagements that take 
advantage of the wide variety of combat units in- 
cluded in the game. Multiple variations of meeting 
engagements, defensive battles, mobile assaults and 
airmobile assaults have been devised. In addition, 
the game lends itself very well to the design-your- 
own approach. The extensive list of TO&Es should 
cover just about all possible combinations. 

The scale is 100 meters per hex, along with a fluid 
time frame that represents from 30 seconds to five 
minutes of real time per turn. The game system 
utilizes a quasi-simultaneous movement system that 
is based upon command order chits-no written 
orders are necessary for all the basic commands. 
Of course, options such as artillery fire, ammo and 
fuel limits, and target acquisitions do require a 
certain degree of writing. But these options are just 
that-they are employed only if desired. 

I feel MET accurately represents the unique nature 
of modern combat. The rule today is to spot the 
enemy before he spots you, since virtually all units 
have the capability of knocking out any other unit 
on the battlefield. Very few units possess the degree 
of immunity that seemed to prevail during WW2; 
Tiger 11s are a thing of the past (although the MIA 1 
Abrams certainly comes close). 

Command control is just as important as conceal- 
ment on the modern battlefield. MBT effectively 
presents the complexity of the modern command 
process. A command "point" system, in combina- 
tion with the command order chits, is utilized to 
simulate the frustrations the modern commander 
must face, yet does not overly complicate the game 
to the determent of its playability. A wide variety 
of combat headquarter and headquarter formations 
have been included in the TO&Es to facilitate the 
command control function. Again, since single units 
are utilized in MET, COs and XOs and support 
commands are represented as individual units. 

Doctrine plays as important a role as command 
control, especially in fielding the Warsaw Pact 
forces. That doctrine is much more rigid than the 
American or West German. The doctrine limitations 
can have far-reaching effects on the degree of flex- 
ibility these units can employ during a battle. Yet, 
the Warsaw Pact player will more than likely have 
a numerical advantage-there are trade-offs for 
everything. 

The sequence of play is straightforward, yet 
effectively encompasses all necessary aspects of 
combat. The sequence of play includes: 

Comand Phase 
First Aircraft Phase 
Direct Fire Phase (including steps for gun and 
ATGM weapons) 

Movement Phase 
Second Aircraft Phase 
Artillery Phase 
Adjustment Phase 

Depending on the level of complexity desired, 
some of these phases may not even be necessary. 
If aircraft and artillery are not used, for example, 
three of the seven phases could be eliminated. 

Some other aspects of modern combat included 
in MET: specific vehicle facing and armor locations; 
specific ammo types (APFSDS, SPDS, HEAT, 
HESH); ovenvatch fire; reactive armor; camouflage; 
rangefinder systems (from optical to CO, lasers); 
individual ATGM speeds and the ability to dodge 
missiles; visual andlor infrared screening smoke; 
night fighting; and adverse weather and ground con- 
ditions; thermal imagers, image intensifiers, and 
sgarchlights; troop quality; area and point effect 



w e a p o n s ;  radio j a m m i n g ;  c r e w  losses ;  t r a n s p o r t e d  
u n i t  bai l-out;  b u i l d i n g  d e s t r u c t i o n  a n d  f i r e ;  m i n e s ;  
q u i c k m a r c h ;  special fo rces ;  a r t i l l e ry  m i s s i o n s  (YE, 
S m o k e ,  I C M D P ,  F A S C A M ,  C L G P ) ;  c o u n t e r -  
b a t t e r y  fire; a n d  m a n y  t y p e s  o f  a i r c r a f t  w e a p o n s  
(c lus te r  b o m b s  t o  c h a i n  g u n s  t o  smart bombs). I n  
shor t ,  MBTpromises to be o n e  o f  t h e  m o s t  accura te ,  
p l a y a b l e  a n d  e x c i t i n g  s i m u l a t i o n s  o f  m o d e r n  c o m -  
b a t  y e t  p u b l i s h e d .  
J i m  D a y  
J a n u a r y  1 9 8 9  * 
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ALL-STAR REPLAY 
For t h o s e  readers w h o  f o l l o w  M r .  B u r n e t t ' s  

c o l u m n  "Sports Spec ia l "  b u t  w h o  m a y  n o t  be 
f a m i l i a r  w i t h  t h e  d e f u n c t  ALL-STAR R E P L A Y ,  
i t  w a s  a n  i r r e g u l a r  p e r i o d i c a l  e d i t e d  (at  v a r i o u s  
t i m e s )  b y  B r u c e  M i l l i g a n  or Joe B a l k o s k i .  T h e  
f o l l o w i n g  is a l i s t ing  o f  the c o n t e n t s  f o r  the n i n e  
i s s u e s  o f  ALL-STAR R E P L A Y  f o r  w h i c h  b a c k  
i s s u e s  r e m a i n  in s t o c k .  C o m m o n  a b b r e v i a t i o n s  
are u s e d  f o r  the sports g a m e s ,  t o  wi t :  B a s e b a l l  
Strategy-BbSt;  B a s k e t b a l l  Strategy-BkSt;  
B o w l  Bound-BB; C h a l l e n g e  Bridge-CB, Foot- 
b a l l  S t r a t e g y - f i s t ;  Payd i r t -PD;  P e n n a n t  
Race-PR; Pro Gol f -PG;  Speed Circuit-SC; 
Statis-Pro Baseball-SPBb; Statis-Pro Basketball- 
S P B k ;  Statis-Pro F o o t b a l l - S P f i ;  S u p e r s t a r  
Baseball-SB; T i t l e  Bout-TB; U S A C  A u t o  
Racing-USAC; W i n ,  P l a c e  & S h o w -  W P & S .  
T h e  s u b j e c t  c o d e  is a l s o  f a i r l y  s t r a i g h t f o r w a r d :  
HistoryIStat is t ics-H; Play-P; Variant-V; 
Design-D; Strategy-S. W e  s h o u l d  n o t e  t h a t  
m a n y  o f  t h e s e  i s sues  c o n t a i n e d  n e w  c a r d s l c h a r t s  
f o r  u s e  w i t h  a pub l i shed  variant .  R e a d e r s  w i s h i n g  
t o  o b t a i n  o n e  o r  m o r e  o f  t h e s e  b a c k  i s s u e s  o f  
A L L S T A R  R E P L A Y  m a y  ob ta in  them di rec t  f r o m  
T h e  A v a l o n  Hi l l  G a m e  C o m p a n y  (4517 H a r f o r d  
R o a d ,  Balt imore,  M D  21214)  f o r  $4.00 e a c h  p lus  
the  usua l  1 0 %  shipping a n d  handling.  (Mary land  
residents ,  p lease  a d d  5 %  s ta te  sa les  tax.) 

Vol. 2, #1: SPBb-H, V; SB-D; SC-V; CB-P; BB-H. V; 
FbSt-P; SPBk-V 

Vol. 2, #2: FbSt-P. V; BE-P, V; SPBk-V; BkSt-V; 
SC-V; CB-P; TB-V. H; BbSt-V; USAC-D; WP&S-V 

Vol. 2, M: TB-V, H; BE-V, D; SPBb-V. P; CB-P; 
SC-V, P; SPBk-V; WP&S-V 

Vol. 4, #l: PG-H, V, D; SB-P; WP&S-V; TB-V; EkSt-P 
Vol. 4, #2: SPBb-H, V; SPBk-P; WP&S-V; TB-V; 

FbSt-P; SC-H 
Vol. 4, #3: PD-H, V; SPFb-P, V; WP&S-V; TB-V; 

SC-H 
Vol. 4, #4: WP&S-V, P; TB-V; PR-D. V; SPBb-P; 

PG-D; PD-V; BE-V 
Vol. 4, 115: PR-H, V; WP&S-V; PG-P. V; SC-P, V; 

TB-V; SPFb-V; BkSt-V 
Vol. 4, 116: SB-H, V,  P; PR-P, V; WP&S-V; TB-D . 

COPY SERVICE 
If  the  reader should need  a copy of a n  article f r o m  

a n  out-of-print b a c k  issue of  T h e  GENERAL or o n e  
o f  the Wargamer's Guides ,  The Avalon Hi l l  Game 
C o m p a n y  d o e s  p r o v i d e  a p h o t o c o p y i n g  s e r v i c e .  
T h e  c h a r g e  f o r  this se rv ice  is $1.00 per page, w i t h  
a m i n i m u m  order o f  f i v e  pages r e q u i r e d .  P l e a s e  
s p e c i f y  the a r t i c l e  title, v o l u m e  a n d  n u m b e r  i t  
a p p e a r e d  i n ,  and t h e  pages o n  w h i c h  i t  c a n  be 
found;  T h e  G E N E R A L  Index is invaluable f o r  this 
($4.50 f r o m  Ava lon  Hil l) .  T h i s  s e r v i c e  is a l s o  
e x t e n d e d  to o u r  o t h e r  pub l ica t ions ,  past a n d  
p r e s e n t  - ALL-STAR R E P W  a n d  H E R O E S .  
S t a n d a r d  Ava lon  H i l l  G a m e  C o m p a n y  postage 
r a t e s  o f  1 0 %  o f  the a m o u n t  o f  t h e  o r d e r  m u s t  be 
i n c l u d e d  f o r  d o m e s t i c  o r d e r s  (20% f o r  C a n a d i a n  
o r d e r s  a n d  3 0 %  f o r  o v e r s e a s  o r d e r s ) .  
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BACK ISSUES 
O n l y  t h e  f o l l o w i n g  back i s s u e s  o f  T h e  GENERAL r e m a i n  i n  stock; price is $4.00 per i s s u e  ( p l u s  

the u s u a l  s h i p p i n g  and h a n d l i n g  charges) .  Due to the l o w  quan t i t i e s  o f  some b a c k  i s sues ,  i f  o r d e r i n g ,  
p l e a s e  spec i fy  a l t e rna t ive  select ions.  B e l o w  is a l i s t ing  o f  each in-stock back i s s u e  b y  s u b j e c t  matter; 
game a b b r e v i a t i o n s  are i t a l i c ized  a n d  s t a n d a r d  (a p a r t i a l  l i s t ing  m a y  be f o u n d  o n  the " O p p o n e n t ' s  
W a n t e d "  form o n  the i n s e r t  o f  this issue). Type o f  article is ind ica ted  b y  the f o l l o w i n g  abbrev ia t ions :  
H-Historical, DN-Designer 's  Notes ,  V-Variant, SR-Series R e p l a y ,  S-Strategy, Q--Questions, 
P -PBM (postal) ,  Sc-Scenarios,  A-Analyt ical .  The f e a t u r e d  game f o r  e a c h  i s s u e  is a l w a y s  the 
first o n e  l i s t ed .  T h o s e  p r i n t e d  i n  red i n d i c a t e  o n e - c o l o r  r e p r i n t s  o f  p r e v i o u s l y  ou t -o f - s tock  i s sues .  

143: AIW-H, DN, S, Q; TRC-S; 3R-S; STAL-SR: WAS-V: PB-Sc 
14-5: SL-H, A, DN. Q; M I M - A ;  TRC-S; MD-S; SST--S; 3R-S 
15-2: PL-V, SC; STAGV;  3R-V; DD-DN; RB-S; VTrP--S 
16-1: AZ-Sc, S, DN; 3R-S; NP-S; PB-SR; 1776s; DIP-S 
16-6: DUNE-A; DIP-V; OS-V; AZ-DN, Sc, SR; PB--A, PBM 
17-4: FE-S, P, DN, V; MD-V, Q; COI-SR, VITP-S; 1776-Sc; WO-A, SST-V; NAP-S 
17-5: CM-S, V, Q; RW-V; SL-V; STAL-V; PL-S; 3R-S, SR; CAE-V; KM-S; MR-S 
17-6: STAGS;  WSdrIM-V, Sc; WAS-V; 3R-SR; SGS;  TLD-Q; CL-S; VITP-S; TRC-S 
18-1: F m - A ,  Q; BIS-S; SGS;  DUNE-V; DIP-S; AK-A; PB-SR; A G S ;  W&P-S 
16-2: AF-A, Sc, Q; AK-V; 3R-DN; TB-V; SL-S, Sc; AN-V; VITP-S; DIP-S; DD-S 
18-3: WA-S, DN, V, Q; AOC-V, Sc; AK-S; VITP-V; S G S ,  Sc; WSdJM-SR, P; DIP-S 
18-5: 3R-S, A, V, DN, Q; SL-S, A, Sc; TRC-V; TB-V; RW-V; CL-A; DUNE-V 
184 FT-A. Sc, V, DN; VITP-V, Q; MD--S, Q; SOW-A, Q; SUB-Sc; EL-V 
19-1: SOA-A, V,  DN, SR, Q; TLD-A, Q; 3R-S, Q; D m - D N ;  TB-A 
19-2: BE-H, Sc, S, DN; TLD-A, Q; SL-V; 3R-S; SOA-SR 
19-3: GSL-A, Sc, V, SR, Q; DIP-A; RW-Sc; GE-V; 1776Sc; LRT-V, Q; SL-A 
194: CIV-A, V, DN; CM-V; DIP-A; G G V ;  A G V ;  TR-Sc; WO-Sc; SLA; 3R-S, Q 
19-5: SON-A, S, H, Q; W&P-S, Q; DIP-A; WAT-V; WS&IM-Sc; SL-A 
194 VITP-PBM, SR; 3R-V, Q; DIP-A; FT-V; BIS-V; NW-A; SL-A, Sc; SUB-V, Sc 
20-1: GI-S, A, DN, V, Q; VITP-SR 
W2: TT--A, DN, S, Q; MR-V; LRH-A; SGSc;  W&P-V; WA-S, Q; DIP-A; PL-V 
u)-3: FRED-S, V, Sc, Q; PB-A; I77bSc; D m - S ,  V, Q; DIP-A; CON-V, S 
20-5: BR-SR, S, H, Q; LRT-S; DIP-A; G S G S c ;  GE-A; WS&IM-Sc; SON-Q 
206: B-17-A, V, SR. Q; AF-V; LW-S; DL-S; FE-S; DIP-A; MD-S; BR-SR; WA-Sc; SL-A; PL-Q 
21-1: UF-S, A, SR, DN, Q; SOA-S; GI-H, S; TRC-S; D L S  
213: NAB-S, DN; WM-S, A, Q; NAP-S, Q; DIP-A; FR-S; FE-S; 3R-S; BFI-S; 177643; S G A  
21-3: BE-S, SR, Q; 3R-S; SL-A, H; SOW-V; DIP-A; FRELLS; FE-S, Q; SST-S; TLD-S; PL-Sc; In6-Q; SOA-Q 
214: PGG--S, SR; PB-A; 3R-S; TRC-S, V, Q; DIP-A; STAGV, S; SGSc;  PK-Q 
21-5: HW-S, V, A; MR-S, Q; OR-A; DIP-A; 3R-A; RB-S; CON-V; CW-S; SL-A 
21-6: FP-H, V, SR; AN-S, Sc; EL-V; TAC-V, Q; SL-A; PK-Q 
22-1: PM-A, S, Q; Ig-A, V; DWIX--DN; TR-V; GSGPBM; DIP-A; AOC-S; WAS-S, Q; AK-V; CIV-S; 3R-S, Q 
22-2: B S A ,  SR, Q; FT-A, S; SUB-Sc; VITP-S, Q; AK-Q 
22-3: PB-SR; P G S c ,  V, Q; SOA-S; 3R-V; DIP-A; CIV-A; UF-Sc, Q; AIW-S; WA-A, Q; 7LD-A 
224: RF-A, V, S; TRC-V; PK-S, Q; DIP-A; 3R-V; SUB-V; PPG-S 
22-5: DEV-S, A, Q; GSL-Sc; BR-S; DIP-PBM, A; SC-V; F G A ;  ASGSc, Q 
22-6: ASL-A. Sc, DN. Q; FP-Sc; FE-S, Q; WAS-A; DIP-A; SL-S; TLD-S 
23-1: FL-A, V; D G V ;  517-V, DN; H W S ,  Q; VITP-V; 3R-S; TT--V; LW-V; SST-V; RW-V 
23-2: ASL-A, S, Sc, Q; BY-SR; UF-S; DIP-A; PL-A 
23-3: SUB-V, Sc; ASL-S, Sc; BV-SR; HW-V; EL-V, Q; BE-A 
234: EIA-S, DN; W&P-V, S; WS&IM-Sc; SC-V; NAP-S; YS-S; 3R-S, Q 
23-5: KOTA-DN, Sc, Q; WAT-V; 8-17-V, Q; 3R-S; RW-V; ASL-S, Sc; VITP-S 
23-6: 1830-DN, S. V, Q; FP-Sc; RB-S; DEV-PBM; CIV-S; MR-S 
24-1: ASL-V, S, Sc, Q; SOF-SR; TRC-S; FP-Sc; RF-S, DN; PGG-S 
24-2: A S G A ,  S, Sc, Q; SOF-SR; P G S ;  3R-S; DD-S; FE-S 
24-3: DIP-S, A. H; HW-V, S; EIA-S; DE-S; W-Q; KOTA-Q 
24-4: RSN-H, D, A, SR, V, Q; A S G V ,  S, Sc; FE-S; 3R-S 
245: BRIT-A, DN, S; CAE-S; CL-S; GL-V; CIV-S; SOJ-DN; KM-V. S; MR-S, Q 
24-6: GISS-H, S, SR, Q; B-17-V; ASL-S, Sc, Q; AZ-S; PGG-S; 3R-S, Q 
25-1: 25th Anniversary Issue; K R E M S ,  Q; DINO-S; MOV-DN; ASL-DN, Q 

h 



THE CASE 

Surely no one is better qualified to author a 
discussion of play-by-mail techniques than Tom 
Oleson. Author of Awlon Hill's "Code of Conduct" 
rules by which AREA play has been governed for 
the past decade, Tom has been playing wargames 
by mail longer than many of the readership has been 
alive. l7ze only AREA competitor to reach the triple- 
Z qualifier in 15 years, Tom has nonetheless 
amassed an enviable numerical score by playing vir- 
tually all corners at pracrically any game while 
others tend to submrmt only their best games to rating. 
His experience is by no means limited to Avalon Hill 
games, having sampled a wide range of what the 
hobby has to offer in terms of varying publishers 
and periods. Gamers who feel that they are not 
getting as much out of gaming as they used to due 
to lack of time or capable opponents owe it to them- 
selves to listen to Tom's sage advice on the "other 
way to play". 

Apart from the obvious difference in subject 
matter, what is the difference between a game like 
Monopoly, and the typical wargame? There are 
several not obvious at first glance. I doubt that any- 
one has a keen interest in Monopoly without actually 
playing the game. In contrast, some of the most 
celebrated figures in our hobby rarely play. For 
example, I would be surprised if Richard Berg, Jim 
Dunnigan or Rodger MacGowan have actually 
played a wargame in a decade, and yet they are 
among the most deservedly respected names in the 
hobby. Another difference is that I doubt very much 
if any one plays Monopoly solitaire, and yet many 
enthusiastic wargamers like, or even prefer, solitaire 
play. 

So if you are one of the many enjoying our hobby 
without actually playing against an opponent, this 
article is not for you. Then again, maybe it is espe- 
cially for you. I've tried some of the games designed 
for solitaire play and must admit they are pretty 
good. However, despite the recent advances in the 
design of solitaire wargames, I dare say none that 
I've seen can compare with the excitement of play- 
ing a skilled opponent. Regardless of your time 
available or geographic location, the perfect oppo- 
nent is as close as your nearest mail box. 

That's where Play By Mail (PBM) comes in. It 
is the best way I know to contact that opponent with 
the perfect temperment who will make wargaming 
really come alive for you because it greatly multi- 
ples the number of opponents available to you from 
which to choose. Joe down-the-street doesn't like 
Civil War games? No bother, Bill in Tennessee 
loves them. Bill hasn't learned the new impulse- 
movement games; so what, Jeff in Georgia knows 
his stuff. Of course, this is not the only advantage 
of PBM. You can do a PBM turn at the most con- 
venient moment for you and your family, who may 
have different ideas about how daddy or fiance 
should spend the evening or weekend, something 
other than an all-day Face-To-Face (FTF) wargam- 
ing session. I don't know anyone so henpecked he 
can't slip away for an hour while his wife watches 
the latest "Dynasty" episode to do a PBM turn, and 
it is so much more exciting than today's TV! 
Moreover, given the length of many of our war- 
games, it is often more convenient to reduce them 
to bite-size proportions by taking one turn at a time 
rather than trying to finish them all at once in one 
marathon session. Moreover, you never have to 
worry about Joe Gamer sneezing in your face, eat- 
ing you out of house and home, or wanting to play 
on your bowling night. You play when you want. 

FOR PLAYING BY MAIL 
An Introduction to PBM 

By Tom Oleson 

All the convenience of the computer or solitaire 
game's built-in opponent, but with infinitely more 
challenging programming. 

The case for PBM Qes not end with convenience. 
How many of your old games do you still play? 
Games that you enjoyed not all that long ago gather 
dust on your shelf for lack of opponents. Probably 
all your local friends are too busy playing the latest 
releases to hark back to those old classics that got 
you into this in the first place. Why let it gather dust 
when you can be playing a turn or two a month and 
reliving some of that past excitement you first 
experienced when the shrink-wrap was freshly 
removed? 

One turn at a time too "bite-sized" for you? 
Who's to say that you have to play only one game 
at a time? Many PBMers play several games at once 
so that they can take several turns with each exchange 
of letters. Indeed, the ultimate balance solution to 
any wargame is to play two games sirnultanwusly- 
one as each side. Don Greenwood and I have been 
doing just that for many years and he tells me that 
the four turns he takes every other weekend in our 
four different games nicely fills up his available time 
while satisfying him with four separate situations 
to resolve at each setting. For him, it's like play- 
ing a mini-wargame every week. 

Many gamers tell me that the new games they are 
interested in just aren't suitable for PBM. It is cer- 
tainly true that the greater number of phases called 
for in more recent games makes PBM more incon- 
venient, but with a little ingenuity they can still be 
played by mail and with considerable enjoyment. 
I dare say no game is more detailed than ASL and 
I've encountered many people who play it by mail. 
Certainly more enjoyment is derived from playing 
them this way than by not playing them at all. PBM 
doesn't have to be limited to those games with pub- 
lished PBM systems. Once you've gotten the hang 
of PBM, you can devise a method to play almost 
anything by mail. PBMers are an innovative lot and 
where there's a will there's a way. Don Greenwood 
and I are playing THUNDER AT CASSZNO by 
mail-one of those games wherein each player takes 
turns moving a single unit or group of units. Given 
the number of possible impulses in each turn, the 
game could go on far past our respective lifetimes; 
but by using some common sense bending of the 
rules, sealed envelopes bearing conditional orders, 
and a bit of the honor system we are making good 
progress. This is one of those games that I would 
not PBM alone, but it makes for a quick turn to sup- 
plement our AhZIO moves in each mailing. 

Strange as it may seem, I number social contacts 
as one of the chief advantages of PBM. While many 
surely dismiss PBMers as hermits unwilling to play 
FTF, I've always enjoyed the comradeship of mak- 
ing new friends in different parts of the world. I 
have PBM'd with opponents from every continent 
except Antarctica [and that's only because penguins 
can't write]-including some behind the Iron 
Curtain-and treasure the contacts thus made. The 
well-known Egyptian actor Omar Sharif is a cham- 
pion bridge player, and in a recent BBC interview 
he commented that with a deck of cards and the 
ability to play bridge, you could make friends any- 
where in the world. As one who has lived in many 
different countries, I can attest that the same is true 
of wargaming. While every pursuit has its share of 
stinkers and nice guys, I believe wargaming has 
more than its share of the latter and it has been a 
pleasure to make their acquaintance through our 
mutual love affair with wargames. Through the 

years, I've greatly enjoyed meeting my postal 
correspondents in person. Many of those I play 
have told me that their main interest in attending 
ORIGINS each year lies in meeting those far-away 
opponents at last and giving each letter writer a face. 
It's all made possible for the price of a stamp, 
through PBM. Even in today's world of high tech 
pleasures, PBM remains one of the most satisfying 
and inexpensive pastimes. 

But when push comes to shove, the real advan- 
tage to playing by mail for me is to improve my 
skill. If you own a car, chances are it can exceed 
100 mph. Most cars will these days, although it is 
just as likely that you rarely use more than half of 
that performance. Wargames are like that, too. 
Those of us intimately familar with a game realize 
that most of those games gathering dust on our 
shelves have subtleties of play few have ever dis- 
covered, let alone practiced against a skilled oppo- 
nent. The only way to harness that skill for yourself 
is to play the game against as many different oppo- 
nents as possible-players who may have very 
different ideas about how to best play the game be- 
cause they've had different experiences than you. 
It's also not uncommon to discover that you've 
actually been playing the game incorrectly when you 
play someone outside your immediate circle of 
friends. When this happens, a re-reading of the rules 
may result in you seeing an entirely different in- 
terpretation of how the game should be played. 

Some players are put off by the frequency of 
errors in PBM which require returning the move 
for a "redo". Since moves aren't commonly record- 
ed in live games, the "clerical" aspect of PBM can 
be annoying. Admittedly, such annoyances aren't 
present in FTF games. However, there's another 
side to that question. How many error-free games 
have you played FTF? All of them? Are you sure? 
The funny thing, when you stop to think about it, 
is that errors in FTF play are probably more fre- 
quent, but less noticed. Another hobby veteran, 
George Phillies, the "Stalingrad King", made an 
observation about the now waning fad of "double 
blind" games which illustrates the problem. He 
remarked that one of the drawbacks of this type 
game (where you do not observe your FTF oppo- 
nent's move to preserve the "fog of war") is that 
the players may understand the rules differently, but 
not realize it because they move unobserved. In 
actuality, few, if any, FTF games are played as 
"legally" (i.e., within the framework of the mles) 
as those played by mail, simply because every move 
is readily verifiable without the overbearing 
presence one would have to use in checking the 
legality of an opponent's moves in a "live" game. 
Who among us has not been annoyed by the live 
opponent who uses the creative "shift" so prevalent 
in FTF play-whether consciously or not-where 
a unit is moved, the player changes his mind, returns 
it and moves it again. "Let's see now, the 16th 
Panzer was here, right?" 

The question of legalities aside, the real advan- 
tage of PBM for me and countless others has been 
what it has done for our undentanding of the games 
themselves-the development of our skill. Putting 
aside for the moment the lessons one gets simply 
by expanding one's circle of opponents, a PBM turn 
offers a player the opportunity to "try on for size" 
countless variations of a response to any given turn. 
"What if we put the 16th Panzer in Napoli? No, 
that won't do, how about Cassino?" This type of 
"mulling over" of a move and constant juggling 
of pieces is both impractical and socially unaccept- 



able in FTF play. How many of you have sworn 
off playing someone again because he took "for- 
ever" to make a move? In PBM you can take all 
the time you want without inconveniencing your 
opponent, and in the process you will discover 
countless tricks and superior strategies not readily 
apparent before. 

ELECTRONIC MEDIA 
In this age of high tech, Play By Mail can take 

many forms. Moves can be made by telephone, 
FACS machines, or computer modems with any of 
the numerous electronic Bulletin Board services that 
are available for user fees. The medium doesn't 
really matter. The important thing is that they each 
allow you to bridge great distances to reach an 
opponent who wouldn't otherwise be available to 
you, and allow you to take your turn at your leisure. 
While the above methods tend to be more expen- 
sive, they have the advantage of getting your moves 
to their destination faster. Given the more leisurely 
pace of PBM, I've never considered this much of 
an advantage-although I can see where two fellows 
on opposite sides of the country who wanted to play 
each other an entire game during the course of a 
weekend might find great advantage in the instant 
communications these electronic media provide. I 
understand some of the electronic bulletin board 
services even provide random number generators 
for the resolution of combat. Certainly this is a form 
of PBM we will hear more of in the future, but you 
don't have to be well versed in the computer 
revolution to use the telephone. 

Gamers in major urban areas can especially use 
the telephone to good advantage to play "by mail" 
faster and more cheaply than they could through the 
mails. Don Greenwood is currently playing the new 
STAWNGRAD game one impulse at a time with a 
friend on the other side of Baltimore. They live more 
than 50 miles apart and see each other infrequently; 
but because it's still a local phone call, they exchange 
impulses daily for free. The impulse system games 
are especially good for play-by-phone because so 
few units are actually moved each "turn" and the 
problem of slurring or writing grid-coordinates is 
lessened. Dice rolls can be resolved simply by stat- 
ing a page number from your common phonebook. 
Your opponent then responds instantly with a 
column and a number-so quickly that it removes 
any doubt that he has had time to actually look up 
the page and column in question. You can then both 
look up the page quoted, go to the proper column, 
and count down the cited number to the randomly 
selected phone number. Use the divide-by-6 method 
to determine a random number from " 1 " to "6" 
by dividing the last four digits of that phone number. 
Any other dice rolls required can be taken in order 
down the page provided you've specified them in 
advance. If you live in the same television viewing 
area or even the same state, you might want to use 
the numbers picked daily in televised state lottery 
shows. A simpler solution is just to use the Random 
Number sheet method described later in this article. 

WHERE TO KEEP THEM 
Regrettably, I must concede that PBM is not for 

everyone. You will probably rapidly come to the 
same conclusion if your PBM debut is attempted 
without a place to leave the game set up between 
turns. Although there are many fine PBMers who 
don't leave their games set up between turns, it is 
not recommended. Not only is it a nuisance and time 
consuming to have to reset each turn, but the 
possibilities for error are multiplied. So if you 
absolutely don't have a place where you can leave 
games setup perhaps you had best forget about 
PBM. But don't be so quick to use this as an excuse! 
With a little effort and very little expense, most 
living space situations can be adjusted so that leav- 
ing one or more games set up need not be cumber- 

some. The most frequent solution is simply to leave 
games setup on a rec room's long neglected ping 
pong or pool table; but then what do you do when 
Uncle Sid comes over for a game of billiards? There 
are lots of simple solutions and they are very handy 
to have on hand for the growing number of war- 
games that can't be finished live in one sitting. 

A game cabinet is not as expensive as it sounds. 
This doesn't have to be a piece of fine furniture 
(although I've seen some that qualify for that 
description). A game cabinet is simply a box big 
enough to slide drawers into that will hold standard- 
sized gameboards. A good-sized cabinet can be con- 
structed from one 4 ' x  8 ' sheet of % " plywood. 
Shelves can then be cut from 'k " sheets in the 
amount desired by the individual and rested inside 
the "box" on struts positioned about 4 inches apart 
on the sides of the box. This allows you to remove 
each shelf to carry the gameboard from room to 
room without disturbing a single piece. When 
you've finished your move, return it to the cabinet 
secure in the knowledge that it is safe from the 
ravages of wife, kids and pets. A project like this 
with eight shelves cost me about $20.00 more years 
ago than I care to remember, but I imagine the cost 
is still relatively inexpensive. Regardless of your 
woodworking skills, it is a good idea to varnish the 
whole thing and soap the strips of wood which pro- 
vide the support for the drawers to prevent sticking. 

A game cabinet lends a whole new outlook to your 
play. Instead of forgetting about a move after you've 
mailed it off, you are always tempted to pull out 
the board and study it for fresh approaches every 
day until that next move arrives. Such contempla- 
tion has made more than a few players "see the 
light" in a particular game and made better players 
of them. You also no longer have to rewsition each 
unit every time you recgive a move. -YOU already 
have his last move before you. Moving units to their 
new location and checking the legality of the move 
becomes one and the same. The only drawback to 
a game cabinet that I've discovered is that those 
games with larger mapboards such as ANUO or 
AFRZKA KORPS need to be cut along the fold to 
fit into a standard-sized cabinet. Of course, if you 
also still play these same games FTF or have more 
than one PBM match of the same game going at a 
time (and most PBMers do), you'll need to purchase 
extra boards and counters to get the most utility out 
of your cabinet. 

An easy alternative for those lacking woodworking 
skills is to simply make custom trays for any game 
you want to PBM. Merely cut a flat rectangle of 
'k " plywood to the dimensions of the board in ques- 
tion with an extra inch allotted around the perimeter. 
Then take four strips of plywood %" wide by one 
inch high, and nail or glue them to the bed area. 
These raised strips around the side make it possible 
to stack a number of games without disturbing the 
counters. Game trays are less prone to sticking than 
the shelves of a game cabinet, and more versatile 
for odd-shaped boards. On the negative side, they 
are more prone to the ravages of any passerby. Both 
the game cabinet and game trays can be stored under 
that ping pong or pool table alluded to earlier to con- 
sume less space and increase their protection from 
accidental bumps. 

To increase the protection of units from random 
bumps, many garners use a form of artist putty avail- 
able in most stationary stores. A tiny ball of the stuff 
can be applied to any counter to make it stick to 
the board or another counter with little discernible 
damage to either the board or the counter-although 
over a period of time it will wear off the printing. 
The stuff is easily removed, balled up again, and 
reusable when it comes time to move the unit. I've 
dropped whole gameboards while using this stuff 
and only had to relocate a few errant pieces. 

A more elaborate method of the same thing is to 
magnetize your game. Unmounted mapsheets for 

most games can be ordered from AH for the same 
price as the mounted versions and hung on any 
metallic surface. The units can then be magnetized 
by applying magnetic "tape" (also available from 
AH). A ten-foot strip of this tape sells for $7.50 
and is sufficient to magnetize 240 95 " counters. This 
treatment requires a bit of work, however, as you 
need to cut the tape into % "pieces with a razor blade 
and then permanently mount it on the counter back. 
Obviously, this treatment has its drawbacks when 
using two-sided counters; you must make a dupli- 
cate set of counters for the backs. Consequently, 
I recommend it only for those games with one-sided 
counters. On the plus side, mounting a gameboard 
with movable pieces in place on the wall really 
makes a snazzy looking gameroom. If you have a 
permanent wargame domain and a favorite game or 
two, you might well want to try this. Otherwise, 
it's really not necessary. 

Another disadvantage of the magnetic tape AH 
uses, is that unless you thin the counters before 
application, the magnetic bond is usually strong 
enough to only hold four or five counters in a 
horizontal stack. There is a company called Shield 
Laminating which offers a product called "Counter 
Clips". The advantage of these is that counters are 
ins'erted inside a magnetic body that surrounds the 
counter on three sides. Counters can thus be re- 
moved from the clip and reinserted back side up 
which is a real plus for games with two-sided 
counters. They also offer a stronger magnetic bond 
because the magnets actually adhere to each other 
rather than attracting through the width of the 
counter. They come in % "  size as well as 'h ". On 
the negative side, they are about three times as 
expensive and the edges can block the view of the 
printing on the edges of the counter. I've also heard 
that the edges break off easily, making them worth- 
less thereafter. If so, their utility for use with two- 
sided counters is much less. 

RECORDING LOCATIONS 
Now that you have a place to leave your game 

setup between moves, the chance of a gamedelaying 
error is lessened but not eliminated. The most 
common PBM error is incorrectly recording the 
location of a unit. Most games have the grid co- 
ordinates printed in every hex nowadays, but for 
those that don't it's not a bad idea to take the time 
to actually print them on the board. You need not 
print the location in every hex, but place them at 
regular intervals so that you can easily determine 
the co-ordinate of each hex. Whatever grid system 
is in use, be sure to check your move after you've 
recorded it to ascertain that those units are actually 
where you think they are. Get in the habit of 
changing the facing of counters by rotating them 
90 degrees after recordinglchecking their location 
so that when you are done they all should be facing 
in the same direction. Any that are "out of step" 
may have been skipped. You'll also find that doing 
this will cause you to reassess your move as you 
go along, opening up new possibilities and the in- 
spiration for an improved move may well come to 
you while checking your clerical work. Lastly, get 
in the habit of printing your moves. Many gamers 
have handwriting that rivals an MD's prescriptions. 
Make sure your moves are legible. Many a game 
has been delayed, lost, or ended in acrimonious dis- 
pute because someone innocently mistook a "3" 
for a "5".  

RANDOM NUMBER SHEETS 
No discussion of PBM aids would be complete 

without touching upon Random Number Sheets. Use 
of a Random Number Sheet system for die roll 
resolutions does away with a whole category of 
potential PBM problems by putting the stock market 
system out of mind although it adds a few new ones. 
AHIKS members can obtain free Random Number 



sheets for use in club matches. (Despite the 
similarity of the name, AHIKS has no connection 
with Avalon Hill so if you have a problem with them 
don't take it up with the boys on Harford Road.) 

The real beauty of Random Number Sheets though 
is that virtually anyone can get one for the price of 
a newspaper. As explained in the accompanying 
Code of Conduct article, the listing of New York 
Stock Exchange transactions, printed in most papers, 
can easily be used to generate dice rolls. However, 
you need not use them in the traditional manner in 
conjunction with a CTD-thus requiring ready 
access to virtually any paper. 

Get in the habit of saving a few newspaper stock 
listings. Pick one out-the older, the better. At this 
point, pick ten stocks and add their total sales-in- 
hundreds. Advise your opponent of your ten stocks 
and their total sales. This constitutes a "fingerprint" 
for your newspaper sheet. It is unlikely that any two 
stock lists for different days will have this same total. 
Thus, your opponent is assured that you will be 
using the same Random Number Sheet throughout 
the game. 

It must be acknowledged that this system is not 
without its flaws. An industrious and unscrupulous 
player could cheat by spending hour upon hour 
pouring over old stock results until he found one 
that matched your finger print. By providing your 
opponent with only the total sales of your ten stocks 
rather than the individual sales of each stock, the 
cheater must really work to discover your newspaper- 
laboriously totalling columns of numbers trying to 
find the right combination. Frankly, anybody who 
wants to win this badly is really sick and has my 
pity. I gladly concede the win to anyone handicapped 
by such an under-developed conscience. However, 
you needn't be so generous. It is easy to remove 
even this small element of doubt. Here's how. When 
a player selects a stock for resolution, he includes 
with his selection a digit between 0 and 5 as an 
additive randomizer. The result for combat resolu- 
tion is the "sum mod 6" of the stock volume and 
the additive randomizer. For example, suppose the 
player selects AT&T as the stock entry and 4 as his 
additive randomizer. If the AT&T final sales result 
is a "2", the result is 2 +4 =6. This way, even if 
your opponent can predict the next stock you will 
select, you have the opportunity of unknowingly 
changing the result. 

A bigger drawback to my mind is what happens 
when your wife inadvertantly throws out your old 
newspaper with the spring housecleaning? That 
takes some pretty tall explaining . . . "uh, sorry 
Rolfe, we'll have to do that last bunch of attacks 
over again-I lost my Random Number Sheet". 
When that happens, you must in good conscience 
offer to resign the game-and don't be upset when 
your opponent accepts. 

Another drawback to the use of Random Number 
Sheets is the lack of immediate verification. When 
you use the CTD method, you verify every attack 
result automatically when you return your 
newspaper clipping with your next move. Doing so 
with a Newspaper Random Number Sheet would 
destroy the sheet each time you resolved combat. 
Consequently, you do not verify results until the 
end of the game-or more frequently if you prefer- 
at which time you exchange Random Number 
Sheets. If your opponent finds a discrepancy in the 
results you must gladly concede him the win. Many 
gamers do not like this system because they don't 
want to jeopardize a win to an error in basic math. 
Personally, I prefer it. With calculators so cheap 
today, there is no excuse for even the most pathet- 
ic mathematician being unable to correctly divide 
a three- or four-digit number by six and then 
multiplying the result by six to double-check his 
work. 

Many of the same rules for the selection of stocks 
when using the CTD method apply also to a stock 

random number sheet. For example, if a certain 
stock is missing or lacks a three-digit result, use 
the next unused suitable stock. Be sure to mark off 
on your sheet stocks you've already used in one 
color so that you won't repeat them in a later turn. 
Circle the sales-in-hundreds results used by your 
opponent with a notation of the die roll each 
generates in a second color. This aids your oppo- 
nent's eventual verification and guards against his 
using the same stock twice. If you wish to really 
be helpful you might note the turn each die roll was 
generated in the margin in still another color. 

There has been much discussion of possible pit- 
falls in using the "do-it-yourself' Random Number 
Sheet. If the precautions above are taken-and they 
only require a few minutes per game-the problems 
are minimized. The advantages are that it is cheap 
and very convenient. If you happen to be playing 
several people simultaneously as most PBM'ers do, 
you don't have to worry about them picking the 
same CTD and thereby requiring you to scurry about 
getting extra copies of the same paper as verifica- 
tion. Regardless of any delay in receiving your 
opponent's turn, your die roll sheet is right there 
waiting. * 

CONVENTION CALENDAR 
The GENERU. will list any gaming convention in this space 

free of charge on a space available basis provided that we are 
notified at least four months in advance of the convention date. 
Each listing must include the name, date, site, and contact 
address of the convention. Additional information of interest 
to our readership such as tournaments or events utilizing The 
Avalon Hill Game Company's games is solicited and will be 
printed if made available. 

The Avalon Hill Game Company does not necessarily attend 
or endorse these gatherings, nor do we guarantee that events 
usin The Avalon Hill Game Company's games will be held. 
~ e a f e r s  are urged to contact the listed sources for further 
information before making plans to attend. 

MARCH 17-19 
OWLCON X, Houston, Texas 
Contact: Jon Benignus, RSFAFA, P.O. Box 1892, 
Houston, TX 7725 1. 
Note: Tournaments in DIPLOMACY and CIVILI- 
ZATION among others. 

APRIL 14-16 
PENTECON, Ithaca, New York 
Contact: Robert Kurzban, Cornell Strategic Simu- 
lations Society, 5553 North Campus #5, Cornell 
University, Ithaca, NY 14853. 

APRIL 15-16 
WINDS OF WAR '89, Winston-Salem, North 
Carolina 
Contact: Piedmont Area Wargamers, P.O. Box 72, 
Kernersville, NC 27285. 
Note: ASL Regional Tournament. 

APRIL 29-30 
UMF-CON, Farmington, Maine 
Contact: Table Gaming Club, Student Life Office, 
5 South Street, Farmington, ME 04938. 

MAY 26-29 
GAMECAUCUS 11, Concord, California 
Contact: Mike Wilson, P.O. Box 4867, Walnut 
Creek, CA 94596. (415) 228-0764. 
Note: Tournaments include TAC AIR, UP FRONT, 
TITAN, B-17 and 7th FLEET among others. 

JUNE 16-18 
MICHICON '89, Southfield, Michigan 
Contact: Bany Jensen or Mike Bartnikowski, Metro 
Detroit Garners, P.O. Box 656, Wyandone, MI 
48192. (313) 591-2300. 

JULY 28-30 
DIP-CON XXII, San Diego, California 
Contact: Larry Peery, P.O. Box 8416, San Diego, 
CA 92102. (619) 295-6248. 
Note: The premier DIPLOMACY tournament in the 
States, featuring individual and team and variant 
competitions. 

HEROES 
Back Issues 

A number of folks have written to us lately 
requesting a listing of the contents of HEROES, 
Avalon Hill's defunct role-playing magazine. For 
those readers who may not be familiar with 
HEROES, it was a bi-monthly, 48-page period- 
ical edited (at various times) by Bill Peschel or 
Richard Snider. The following is a listing of the 
contents for the ten issues of HEROES that 
appeared. Common abbreviations are used for 
the role-playing games, to wit: Powers & Perils 
-P&P; RuneQuest-RQ; James Bond-007 
Lords of Creation-U)C. Many issues also con- 
tained one or more articles on one of Avalon 
Hill's science-fiction or fantasy boardgames; 
these have not been abbreviated. The subject 
code is also fairly straightforward: Fiction1 
Background-F; Scenario-Sc; Variant-V; 
Design-D; Strategy-S. Readers wishing to obtain 
one or more of these back issues of HEROES may 
obtain them direct from The Avalon Hill Game 
Company (4517 Harford Road, Baltimore, MD 
21214) for $4.00 each plus the usual 10% 
shipping and handling. (Maryland residents, 
please add 5% state sales tax.) 

Vol. 1, %I: RQ-F, D; P&P-D; LoC-Sc; Amoeba Wars-S 
Vol. 1, m: W7-D; LoC-V; RQ-F, V; P&P-Sc; Elric-F, Sc 
Vol. 1, .W3: W7-V, D; LoC-V; RQ-V; P&P-V. S; Mystic 

wood-S 
Vol. 1, W4: RQ-D, F, Sc; LoC-V; 007-S, V, D; Freedom 

in the Galaxy-S, D 
Vol. 1, W5: W7-V; RQ-D, F, V; PAP-V. F; LoC-V; 

Wizards-S, D 
Vol. 1, W6: RQ-F, V. Sc, D; 007-D; Dragon Pass-D 
Vol. 2 ,  #l: RQ-F, Sc; P&P-Sc 
Vol. 2, m: RQ-D, S, V; LoC-V; P&P-F, V; Freedom 

in the Galaxy-S 
Vol. 2, W3: RQ-Sc, V; P&P-V. F 
Vol. 2, W4: RQ-S, D, V, F; 007-V; P&P-S 

1 I 
Computer Corner . . . Cont'd from Page 24 

artificial bamers to player actions. (Doesn't it really 
burn when the computer won't allow a move for 
no other reason than that the designer never figured 
someone might want to do that?) 

The electronic sandbox is just that. The player 
should be able to perform any action that might 
occur to him, excluding those specified as impos- 
sible through common sense. It is inherently obvious 
that an armored vehicle cannot change elevations 
unless the ground does; it is not, however, obvious 
that the same vehicle can be denied entrance to a 
given location because an enemy unit is occupying 
the same 100 meter hex. It should simply mean that 
one or the other unit will be driven off or destroyed 
by superior firepower andlor position. 

Built into the structure of the game shoud be the 
rules that govern actions. In this way, the game can 
more readily handle a greater range of conditions. 
The aternative method is an easier programming job, 
but is based on the premise that the players are less 
intelligent than the designer (not the case at all, I 
assure you) and should be limited only to the tactics 
the designer and programmer can think of. A good 
rule of thumb is this: if the designer can easily win 
the game, then it is probably not very good. Like 
any Frankenstein's monster, to some extent the 
game should synergistically game a little of its own. 

The only partial exception to this is in the case 
of a direct translation of an existing boardgame to 
computer format. If the design is a sufficiently 
popular one, then the translation for damn sure 
ought to allow the same sort of successful strategies 
that work in the board game to work on the com- 
puter. But, even in the case of a direct translation, 
there is no excuse for sloppy design. * 



THE REVISED AREA BRIEFING 
Changes to the AREA System 

By Don Greenwood 

The AREA Player Rating system is now enter- 
ing its 15th year of existance. Although it can't be 
said to have achieved its avowed purpose of com- 
pletely culling the bad guys from the ranks of postal 
play, neither has it been a dismal failure. There are 
still incidents of poor sportsmanship and outright 
fraud, not to mention disappearing opponents who 
drop out of sight when games start to go bad. 
However, judging from the number of such reports 
received in recent years, it would appear that the 
frequency of these instances has decreased. Whether 
this relative calm upon the waters can be attributable 
to the "Big Brother is watching you" syndrome of 
AREA or simply the graying of the hobby is a matter 
of opinion. It does appear likely however that the 
publication and widespread acceptance of a code of 
ethics regarding postal play where none existed 
previously has had at least a contributing effect. No 
matter how distasteful it may be to "snitch" on an 
errant opponent, the possibility of being reported 
to a neutral higher authority and dismissed in dis- 
grace must influence at least a few to adhere to the 
straight and narrow. Playing someone with an ex- 
tensive AREA background is not a guarantee of an 
enjoyable game played to conclusion, but it is cer- 
tainly a better percentage bet than trying someone 
with no track record at all. 

Skill and personality aside, one of the best qualifi- 
cations an opponent can have is humility. All too 
often PBM rookies take defeat personally or as a 
test of their gaming "manhood". Learning to lose 
graciously is what sets aside the practiced, mature 
competitor from the "win-at-any-cost" mentality 
of someone trying to feed his ego. A player with 
an extensive AREA record is someone who has been 
through the wars already and probably met defeat 
before and knows that it is nothing to be ashamed 
of. The real reward in these games is not just 
winning, but the friendly comradery of a hard- 
fought contest. In that sense, AREA has been a 
success and because of it we are embarking on a 
new era of AREA play in which we are attempting 
to shore up its shortcomings and give it a new, more 
active role. This, and the accompanying articles on 
PBM and Playing Aids, kick off our campaign to 
give AREA the facelift it needs to carry it into the 
'90s and help revitalize competitive gaming in our 
hobby again. 

Heretofore AREA'S shortcomings could be lumped 
into three general categories: 

I. LACK OF PUBLICITY: Despite administering 
the system and publicizing the AREA Top 50 list, 
we did little to actually relate what AREA was on 
an ongoing basis. In 15 years of existance, this 
article marks only the third time that the system has 
been extensively explained to the readership. All 
references to it must have been somewhat mystical 
to new readers not versed in what AREA does. Con- 
sequently, hereafter we will be publishing a regular 
AREA AFFAIRS column by leading AREA com- 
petitor Don Burdick to keep the readership posted 
of AREA activities and actions on a regular and 
detailed basis. 

2. NON-ITFAPPEAL: AREA was designed with 
the Play-By-Mail (PBM) garner in mind and did little 
to appeal to those interested only in live Face-to- 
Face (FTF) play. With the growing sophistication 
of the "state-of-the-art", new games that are easy 
to play by mail have been few and far between- 
which contributed to a declining rate of postal wars 
being conducted. For all of its virtues, PBM has 
one big drawback: the time it takes to bring games 

to a conclusion-as so vividly demonstrated by the 
two-round AREA postal tournaments, some of 
which have not yet finished years later. Obviously, 
if AREA is to be a force in the mainstream of the 
hobby it must do a better job of catering to FTF 
players as well. Some year, we hope to address this 
shortcoming with an annual Championships conven- 
tion. 

3. LACK OF DETAIL: In trying to cover all facets 
of Avalon Hill gaming, we spread ourselves too thin 
and didn't give enough attention to detail. The 
system as presently construed rates a player for all 
reported games played; but because the system does 
not presently distinguish between the games played, 
a rating does not tell anything about which games 
a player is proficient at-only that he has played 
some game(s) a specific number of times. A great 
TACTICS I2 player may be a terrible RUSSIAN 
CAMPAIGN player. It is possible that the highest 
rated AREA player has gained his place on the Top 
50 list playing nothing but TACTICS 11 and under 
his own terms. We are now going to address that 
shortcoming as well. 

For longtime readers who are familiar with AREA 
and PBM procedures or who have no interest in 
them, we apologize for usurping so much of your 
magazine with what is essentially a rehash of pre- 
viously printed material. Humor us though-once 
in 15 years is not too high a price to pay to have 
all of this information at your fingertips and refresh 
the memory of the hobby at large as to the delights 
of these subjects. Who knows, you might find it 
opening new vistas of gaming pleasure for you too. 
And even if you think you've seen it all before, pay 
attention. There are some very important-and we 
think exciting-differences in the information 
presented below and in the accompanying articles. 

DEFINING THE ACRONYM 
"AREA" is short for the Avalon Reliability, 

Experience, and Ability player rating service. The 
service draws its name from the Avalon Hill Game 
Company which originated it, maintains it, and 
whose games form the medium for its competition. 
Games of other manufacturers are not subject to 
rating because they do not subsidize the maintenance 
of the service. 

The Reliability part was necessitated by the need 
to measure not only a player's skill, but his maturity 
in being willing to finish a game he has started rather 
than simply fading away and not owning up to a 
loss. The "fadeaway" opponent has been the chief 
gripe of those who play by mail ever since the postal 
hobby got its start in the 60s. AREA can't force 
people to play to conclusion, of course, but they 
can admonish those who don't and remove them 
from the rating service. More importantly, through 
the use of additional qualifiers attached to a player's 
numerical rating, a competitor's record of finished 
games can be worn like a badge of honor proclaim- 
ing to one and all that he has a verified record of 
finishing what he starts. 

That's where the Experience part comes in. The 
AREA rating service does more than just give 
players a numerical score to determine how many 
games they've won. Through the use of alpha- 
numeric qualifiers appended to their score, a rating 
also tells in an instant how many rated games the 
individual has played, against how many different 
opponents, and the number of those games played 
by mail. 

The Ability part is where we have the most 

trouble. Unfortunately, some people get hung up 
on amassing points-forgetting that the object is to 
have fun and cornradership with a like-minded com- 
petitor. Nevertheless, the numerical rating serves 
a very useful purpose in that it can prevent the em- 
barassment of overmatching an inexperienced player 
with a highly skilled one. That sort of match-up is 
rarely satisfying for either party. The numerical 
ratings allow players to pick adversaries of approx- 
imately equal skill and thus result in the most 
exciting matches. Unfortunately, in the past we have 
measured only a player's ability in all rated games 
as a group-rather than in specific games. That 
shortcoming is about to be corrected. 

NEW STARTING POINT 
The numerical system is similar to that used by 

the United States Chess Federation, but the use of 
alpha-numeric qualifiers gives it some unique 
qualities all its own. All new players start out with 
1500 points and no qualifiers. The latter have to be 
earned through rated games. Originally, new 
entrants got to pick their opening level-ranging 
from 1600 for those who viewed themselves as 
experts to 900 for those who saw themselves as the 
rawest rookie. This led to problems however when 
the "900" players encountered difficulty finding 
opponents who would play them for fear of losing 
too many points or not winning any due to their low 
rating. Consequently, we now start all new entrants 
at 1500 and allow competition to decide their true 
level. In reality, an AREA rating means nothing 
until it is "verified" by having played ten rated 
games. Until then, a player's rating is considered 
"provisional". 

Scoring is simple. Players agree to play a rated 
game, exchange a signed Code of Conduct agree- 
ment containing all the details of the match, and at 
the conclusion the loser signs the winner's Victory 
slip, adding the date and his membership number. 
The winner then sends the Victory slip to Avalon 
Hill to be fed into the rating system. Points are won 
and lost according to the dictates of the Provisional 
Numerical Rating Chart. 

PROVISIONAL NUMERICAL RATING CHART 
Subtract ratings of If higher rated If lower rated In case of 
the two players: player wins: player wins: a draw: 

high player gains high player loses high player loses 
Difference in low olaver loses low  laver pains low daver gains . . . .  - . .  - 
rating points: this many points: this many points: this many points: 

7 0 1 t  0 140 70 

Any Verified player (10 rated games) loseslgains half these points 
(fractions rounded up)-regardless of whether he played a Verified 
or Provisional opponent. 

EX4MPLE: Assume a 900-rated Provisional 
player beats a 1200-rated Provisional player. The 
winner gains 95 points to 995 while the loser drops 
95 to 1105. Had the higher player won his rating 
would be 1245; the loser's 855. Let's further assume 
that the 1200 player was Verified. If he won he'd 
have gained half of 45 (23) to 1223, but the loser 
who was Provisional would still drop 45 to 855. 



A Verified player's gainsllasses are halved to give 
his rating more stability. Provisional players ratings 
are kept volatile on purpose so they can reach their 
true level of competition faster. 

Starting in 1989, AREA will also rate multi-player 
games. The only additional requirement is that the 
winner must collect a signed victory slip from each 
player, staple them together and forward them as 
a unit to the AREA technician with a statement that 
all of the slips compose a single ratings claim for 
an X-number multi-player game. Each loser should 
write the word "multi-player" across his conces- 
sion slip. The Area technician will then award and 
subtract points as he would for a single two-player 
game except that all points wodlost are divided by 
the number of players in the game (fractions rounded 
UP). 
EXAMPLE: Assume player A with a verified rating 
of 1600 wins a four-player game of KREMLIN. The 
losers are rated 1500, 1400, and 1300 respectively 
but player B's 1500 rating is provisional (less than 
ten recorded games). Player B loses 17 points (.25 
of 65), player C loses seven (.25 of 28; as a verified 
player his point gaidloss is halved, and player D 
loses six (.25 of 23). Player A who is verified will 
gain nine points from B, seven from C, and six from 
D for a total gain of 22 points in one game. 

FORFEITS 
Forfeited games do not result in victory points 

for either side. A "Forfeit" is defined as any game 
in which a player refuses to finish a game which 
has been started with the mutual understanding that 
it will be submitted for rating. Players may success- 
fully terminate a game at any time by signing their 
opponent's Victory slip. Players are urged to report 
those AREA members who forfeit so that they can 
be warned that such behaviour requires their removal 
from the AREA system. (See "Grievances" below.) 

NEW SPECIFIC GAME RATINGS 
Now for the first time, AREA memberships come 

in two flavors: General and Specific. Every AREA 
member gets a General membership when he joins. 
This allows him to submit any regular Avalon 
Hill wargame played against another consenting 
AREA member for rating. Unfortunately, ability in 
one game implies very little about a player's skills 
at another. While there is some overall correlation 
between skill at one game and abilities at another, 
in general a player's skill will vary in direct cor- 
relation to his experience at that particular game. 
Consequently, the General membership just records 
his abilities at virtually all of the games that he sub- 
mits to rating as a whole. As a player need submit 
only those games which he wishes for rating, it is 
assumed that the player feels relatively competent 
at any game thus submitted. All games submitted 
are lumped into one overall rating. 

However, players who wish to keep separate 
records of their prowess in individual games or com- 
pete for "Top 10" honors in specific games may 
augment their General AREA membership with a 
specific AREA membership. By an 
additional $6.00 membership, a player can have all 
of his rated games for a spt&ific-titie kept separate 
from his ~enera l  AREA rating. Rated played 
in an individual's s~ecialtv affect both his General 
and Specific Areaarating: Any other games sub- 
mitted would affect only his General rating. For 
example, let's assume Tom Gamer has a General 
rating of 1600 but because he wants to compete for 
national honors and recognition in ANZIO, he has 
also purchased an ANuO membership. Any 
WATERLOO games he submits for rating will affect 
only his General AREA rating, but any points won 
or lost at ANZIO will be added or subtracted equally 
from both his General and ANZIO ratings. It makes 

no difference whether your opponent is playing for 
General or Specific ratings. The fact that he is play- 
ing only for General rating does not prohibit you 
from registering both General and Specific ratings 
for the same game. A player may purchase as many 
Specific AREA memberships as he wishes by simply 
paying the $6.00 fee for each and specifying the 
game that he wishes the membership for. A player 
cannot purchase a Specific membership without a 
General membership. All current members of the 
system already have their General membership. 

Unfortunately, games already rated as part of a 
current General membership cannot be counted 
towards establishing a Specific membership. There- 
fore, all Specific memberships must be Provisional 
until a player has played ten rated games in that 
specified title. We will be printing "Top 10" lists 
of rated gamers in The GENERAL for each game 
as they become available. Rated members will 
receive top seeds and/or byes at the future Avalon 
Hill Championships. We believe this system offers 
exciting new opportunities for players to earn recog- 
nition in their hobby while publicizing just who the 
best players are and setting up "dream" matches 
between players of equal skill. 

CHOOSING SIDES 
AREA does not get involved in assigning opponents 

or sides. Starting a rated game is up to the initia- 
tive of the individual player to find an AREA rated 
opponent with similar desires. The GENERAL want 
ads are a good place to start. Failing that, you can 
obtain a listing of four other AREA members in your 
vicinity by sending a self-addressed, stamped 
envelope and a $1.00 fee. There is no guarantee that 
the members listed will be still active in AREA play 
or receptive to your proposals or even previously 
unknown to you. No refunds or alternate names will 
be furnished. 

When setting up a match it is always best to list 
the optional rules or play balance refinements with 
which you wish to play and then offer your oppo- 
nent his choice of sides. Failing that, the best solu- 
tion is to agree to play two games--one with each 
side. If playing by mail, such a series should prob- 
ably be done simultaneously rather than trusting the 
other fellow to be in the mood for a rematch at the 
end of what may be a game lasting several years. 

QUALIFIERS 
The letter qualifiers appended to a player's 

numerical rating tell the story behind the numbers. 
They tell in a brief form how the player has arrived 
at his rating in terms of the number of games that 
he has played for rating, the number of different 
opponents, and how many games he has played by 
mail. 
QUALIFIERS FOR AREA RATING SYSTEM: 

Qunllkier Fkquency Opponents PBM Games 

EXAMPLE: An AREA rating with a Qualifier of 
CCB has been rated in 11-15 games against 4-5 
opponents of whom two have been played by mail. 

GRIEVANCES 
No one wants to be in the uncomfortable position 

of blowing the whistle on someone else, but there 
are times when it is necessary-if only to prevent 
the same misfortune from befalling another AREA 
member who does obey the rules. Players are urged 
to work out their problems amongst themselves in 
a friendly manner remembering that good sports- 
manship is more important than any win. However, 
in those inevitable situations where the best efforts 
of diplomacy and fair play have failed to get an 
opponent to live up to his obligations, AREA 
encourages you to report the offender so that we 
can officially inform him that such behavior is not 
tolerated in the AREA player pool or advise you 
that you are in the wrong. When filing a grievance, 
always complete all of the following steps. 
1. CODE OF CONDUCT: Furnish proof of the 
circumstances under which the game was started by 
providing us with a copy of the Code of Conduct 
agreement exchanged by both parties prior to the 
start of play. If no such agreement was signed, you 
have no recourse for complaint. You need not 
exchange a Code of Conduct agreement for every 
game played. Longtime acquaintances will seldom 
go to that formality. However, if you have not 
exchanged such agreements specifying the terms of 
your game, do not expect AREA to be able to read 
minds and render a decision regarding your com- 
plaint. If you did not exchange such an agreement 
beforehand you cannot make a cornplaint. Your only 
recourse is to chalk up the game to experience and 
scratch that opponent from your list of compatible 
playing partners. 

2. WARNlNG: Never complain to AREA unless you 
have first tried to resolve your problem with your 
opponent to no avail. If that fails, always give your 
opponent a warning that your next action will be 
to file a grievance and give him two weeks to 
respond before doing so. 
3. OPPONENT'S COPY: When filing a grievance, 
always send a copy of that grievance to your oppo- 
nent. If you expect a reply of any kind from AREA, 
enclose a self-addressed, stamped envelope. Other- 
wise, you will never hear the outcome of your 
grievance. 
4. MEMBERSHIP NUMBER: Always include the 
complete Membership Number and address of both 
yourself and your opponent when filing a grievance. 

For the record, if we decide your grievance is 
valid, we will warn your opponent by mail to com- 
ply. Failure to do so constitutes a forfeit and removal 
from the system. Again, no points are earned for 
a forfeit-no matter how lop-sided the situation 
when the game terminated. Any game which does 
not end with a signed Victory slip is not a completed 
game and earns no points or qualifiers. Victory is 
not the most important part of a rated game; com- 
pletion of it in a friendly manner is. 

PROCEDURES 
I .  MEMBERSHIP CARD: Each AREA member gets 
a membership card containing his membership 
number and 40 Victory slips. The rating is entered 
in pencil so that you can update it. Your member- 
ship card should be safeguarded as replacements 
must be purchased. If you change your address, you 
must report it and purchase a new membership 
card-which will probably result in a new member- 
ship number as well. There is a $1.00 fee for this 
service for each membership card changed. Do not 
submit victory claims/losses with an invalid address1 
membership number. 

Continued on Page 38, Column 2 



CODE OF CONDUCT 
Official AREA check list for AREA matches 

Avalon Hill suggests you make photocopies of this form to fill out and exchange with your opponent 
prior to the start of every AREA postal match. 

Name Name 

Address Address 

AREA Number: AREA Number: 

Phone Number: Phone Number: 
(Include Area code & preferred local time to call) (Include Area code & preferred local time to call) 

Date: Date: 

Approximate AREA rating: Approximate AREA rating: 

I have read the article "RULES OF CONDUCT" by Tom Oleson, which appeared in Vol. 25, No. 2 of 
The G E N E W ,  and agree to abide by its rules for good postal play. Apart from the general rules, we agree 
to the following specific arrangements: 

1. Game & Edition: 

2. Scenario & applicable options: 

3. Side each is playing: 

4. Errata agreed to: 

5. Other Agreements (such as second game wlexchange of sides): 

6. Judge to handle disputes if other than AH: 

7. Permitted time limit between the receipt of your opponent's turn, and the postmark of your reply: 
1 week 2 weeks 3 weeks 4 weeks Chess Clock [ Days per Side] 

8. Timeouts allowed to each side: one two three other (specify): 

9. Time Span of timeouts: 2 weeks 4 weeks 2 months 3 months other (specify):- 
It is understood that violation of the above agreed upon time limits will be cause for a concession and 
signed victory slip regardless of cause. 

10. The possible combat and movement thereafter results of each turn must be fully specified in advance 
when the turn is mailed. Note here any deviation permitted from this rule: 

11. Combat Resolution System: divide by 6 special PBM base 10 table other (specify):- 

12. If using a back issue newspaper stock sheet as a random number sheet, specify: 
A. Name & edition of newspaper: 
B. "Fingerprint" of sheet you are using: 

C. Any special procedure for selecting stocks: 

13. If using a current date newspaper stock sheet for each turn, specify: 
A. Name & edition of newspaper: 

B. Minimum intewal between postmark of letter and CTD of stocks: 
C. Alternative CTD if invalid CTD chosen: next valid CTD other (specify): 

14. Attacks to be resolved by: 
defender attacker in subsequent letter using CTD after postmark of last letter other (specify): 

15. Penalties for returned moves: none bonus die roll return of same move for correction three 

times results in concession. 

16. Special Arrangements not covered above: 

17. Signatures of both players: 

THE LAST RESORT 
Official AREA Complaint Form 
All complaints regarding AREA play an to be filed on a photo- 
copy of this form or a typed or printed facsimile. All infor- 
mation contained on this form is required to file a grievance 
with AREA. All AREA grievances are resolved in accordance 
with the Code of Conduct article printed in Vol. 25, No. 2 
of The GENERAL. Do not expect help from AREA if your 
problem is caused by conduct other than that listed in the afore- 
mentioned article. 

ACTION TAKEN: I understand that I cannot gain AREA 
points by gaining a forfeit win over my opponent. All that can 
be gained is a possible prompting of my opponent to fulfill 
his AREA obligations and consequently to resume our game, 
or failing that, his disqualification from the AREA rating pool. 

REQUREMENTR 1. To file a complaint you must first have 
written your opponent trying to resolve your problem at least 
twice without success at two week intervals and must send him 
a copy of this complaint. 

2. Do not file more than one complaint per form or per 
attached separate piece of correspondence. 

3. If an AREA response is requested. a SASE is necesmy. 

Please print or type 

Your Name 

+dress 

AREA Number 

Opponent's Name 

Address 

AREA Number 

Game Being Played: 

Date Begun: 

Number of Turns Played: 

Date of last correspondence from opponent: 

Date of last unanswered comspondence to opponent: 

Number of unanswered inquires sent at bi-weekly intervals: 

NATURE OF COMPLAINT: Explain below or per attached 
correspondence. If a Code of Conduct agreement was made 
at the start of the match, attach same as proof of claim. In its 
absence, send other poof (such as letters from opponent agree 
ing to rules, etc.) 

I certify that the above information is comct to the best of 
my knowledge, and &at this claim is filed as a last resort and 
in the best interest of fair play in the AREA Rating Pool. 

Signature 
: 



CODE OF CONDUCT 

Tom Oleson 's ''Rules of Conduct" for PBM play 
werejirst published nearly a decade ago in Vol. 16, 
No. 6 of The GENERAL and have been the official 
bible of AREA play ever since. While they are not 
without their detractors-as evidenced by the 
accompanying article advocating a stricter set of 
guidelines for use in RUSSIAN CAMPAIGN (printed 
here only for contrast)-it is safe to say that they 
have been widely, if not universally, embraced by 
the PBMfratemity during the past decade. Having 
had the unpleasant experience of being the main 
arbitrator in more PBM disputes than I care to 
remember during that timespan, I can safely say that 
these rules are the only ones that Avalon Hill will 
ever endorse as the standard for AREA play wherein 
we are called upon to render service as an arbitra- 
tor of disputes. 

The issue containing these rules has been out of 
print for some time, so new PBM advocates have 
had nowhere to turn for the official rules of AREA 
PBMplay. Consequently, we hope longtime readers 
will forgive us for reprinting here a modijied version 
of the same article. While we t e  added a few new 
interesting tutsts, the rules which follow do not make 
exciting reading. Those who have not tried PBM 
should not be put off by the degree of "legalese" 
put forth here. A discussion of the benejits of PBM 
can be found in the accompanying article present- 
ing the case for playing by mail. The points dis- 
cussed herein have become second nature to most 
veteran PBMers, and most play their games without 
need to refer to these rules at all. Just as most of 
us think we know the rules of baseball well enough 
to understand the game, none among us (including 
more than a few Major League umpires) really has 
that book of jine print containing the rules of the 
game committed to memory. A longtime subscriber 
to the theory that good fences make good neighbors, 
I hereby take advantage of the current AREA face- 
lijting to once again present the rulebook for AREA 
postal play. 

Before beginning, let's take time to state what 
should be obvious but which is nonetheless the most 
important rule: Be a good sport. The purpose of 
wargaming is enjoyment. We are playing games. 
Nothing more. Of course we take them seriously 
and wish more people did likewise, but it is more 
important to gain the respect of a fellow gamer than 
to win any game. When faced by someone who 
doesn't subscribe to this theory, don't give in to the 
impulse to treat him in kind. Continue to play and 
give him the same respect and courtesy that you 
would like to receive. Then, after concluding the 
match, mark him off your list of opponents. There 
are many mature gamers out there looking for a 
good PBM match; there is no need to continue your 
association with someone whose personality you 
find abrasive. m e  ultimate end to any game should 
not necessarily be a victory, but rather the hearty 
congratulations of the loser while asking for another 
game. If you don't get that, then you really haven't 
won anything. 

THE GAME AND ITS RULES 
I. Be sure that you are both using the same edition 

of the rules. 
2. In case of a rules disagreement, the Avalon Hill 

ruling will apply, unless you have agreed otherwise 
in advance. For example, you may agree to have 
a dispute resolved by a third party, such as a club 
judge. 

The Rules for AREA 
By Tom Oleson 

3. It is your responsibility to know the rules. You 
have no cause for complaint if a legal move catches 
you unawares. Should such a misunderstanding put 
you in an untenable position, resign the game grace- 
fully and offer to begin another, wiser for the 
experience. 

THE FORMAT FOR PLAY 
Since the end product of playing wargames is 

enjoyment, if you aren't enjoying it, you are likely 
to stop. My experience is that most PBM matches 
are conducted under an unspoken understanding 
based on common sense which just evolves between 
the players. If their styles are incomptible (whether 
because one is too slow, writes illegibly, makes too 
many mistakes, the difference in skill level is too 
great, or whatever), the first match is likely to be 
the last. The most unusual reason for a match com- 
ing to a halt which I have had was a PBM game 
with the well known designer Jack Radey. We ex- 
changed political salvos with each turn, and when 
I argued that I preferred South Korea to North 
Korea, the match dribbled to a halt! It's still your 
turn, Jack! 

But if you prefer a precisely defined format, here 
it is: 

I .  TIME LIMITS: Agree on time limits, date your 
turn, and also indicate which game turn it is. A 
common interval is one or two weeks. The interval 
doesn't matter as long as you agree beforehand. 
Don't consider such intervals sacrosanct. The pur- 
pose of time limits is to keep a game going-not 
to see if you can win on a technicality. Don't cry 
foul if an opponent violates your weekly intervals 
by taking eight days. But if those weekly intervals 
start becoming bi-weekly or monthly, it's time to 
remind him of his agreement and suggest that he 
take a timeout, or resign, or perhaps that you should 
re-negotiate the required time interval. 

2. TIMEOUTS: Rare is the gamer who can 
invariably reply within a week (or whatever time 
interval has been agreed), so specify a number of 
"timeouts" and their duration. No one should 
expect his opponent to ignore vacations, work or 
any of the multitude of life's problems in order to 
keep to a PBM schedule. However, every gamer 
has the right to expect his opponent to show him 
the courtesy of dropping him a card stating that he 
will be unable to continue for a month or so. The 
frequency and duration of such timeouts should not 
be excessive but each gamer must decide for him- 
self what is excessive. If you're not willing to delay 
a game for more than a month, state so in advance. 
If you violate the agreed time limits, offer to resign 
without complaint. 

3. CHESS CLOCK SYSTEM: An alternative to the 
timeout system for those a little more serious about 
keeping a game going is the "Chess Clock'' system. 
FTF players often dread playing someone who 
seemingly takes forever to make his moves. The 
problem is no less annoying in PBM. The solution 
in FTF play is readily available if players agree to 
use a Chess Clock. Chess Clocks do not limit the 
time you have to make any given move. Rather, they 
keep a running total of all the time a player uses 
during the course of a game. So a player who makes 
a move very quickly is rewarded with additional 
time which he can use later in a subsequent move. 
However, once the clock reaches a pre-agreed time 
limit the game is over and that player has lost. The 
Chess Clock system can be adapted to PBM quite 

easily. Players agree in advance on a reasonable time 
frame for the game, say six months for a PANZER- 
BUZZ game. Each player is then given half of that 
period with which to make all of his moves (ten in 
this case). In this example, each player would have 
90 days to make a total of ten moves. A Chess Clock 
log is kept on a separate sheet of paper which is 
sent back and forth with each move. Upon receipt 
of a move, each player records the turn number and 
the date of postmark of his opponents letter. He then 
subtracts the total number of days that have elapsed 
since the last entry on the log and enters the new 
total of days remaining for his opponent on the 
Chess Clock log. He must return the postmark of 
his opponents' letter as proof of the date. Should 
the postmark be missing or illegible, he must enter 
the date of the turn as recorded by his opponent. 
Using this system, one does not have to bother with 
negotiating timeouts or reminding an opponent who 
exceeds the time limits. Every time he does so, he 
is hurting his own chances. However, delays of 
more than a month should still require contacting 
the opponent to make sure that nothing is amiss. 
This system keeps a game moving promptly as there 
is real incentive to move quickly, but detracts from 
the convenience and leisurely pace of PBM. How- 
ever, by agreeing to a sufficiently long playing time 
at the outset it need not detract unreasonably from 
a leisurely paced game. 

4. TELEPHONE: Exchange phone numbers and 
a suggested time to take calls. No one is requiring 
you to make a long distance phone call, but you may 
discover that you want to during the course of a 
match to correct a move rather than returning it. 
Then too, with foreign postal strikes, rising postal 
rates, and falling long distance phone rates it is no 
longer considered exorbitant. Do use some common 
sense though. If you forget the difference in time 
zones and phone your opponent at 3AM local time 
he, or more likely his wife, may not appreciate it. 
Generally speaking, it is a good idea to invest in 
a phone call to try to resolve any problem before 
referring it to Avalon Hill in the form of a com- 
plaint. 

5. RECORDS: There are many different PBM 
styles. Some are very casual, using any scrap of 
paper or postcard. Others regard such informality 
with disdain, and use elaborate OoB sheets such as 
those sold by Avalon Hill. If you do insist on a cer- 
tain standard of record keeping, make that clear in 
advance. Otherwise, you have no complaint as long 
as the move is legible. 

Print your move in ink. Invest in some carbon 
paper and keep a copy of every move so that your 
opponent doesn't have to return your move. If he 
does likewise, you'll both have a complete record 
of the game, and should a move go astray there will 
be no problem in restarting the game from the point 
of interruption. 

This is a good point to mention AHIKS-the 
oldest wargaming club in existance-which consists 
primarily of those who play by mail. Among other 
services, they provide detailed OoB sheets for PBM 
and Random Number Sheets for the resolution of 
dice rolls. The current membership secretary is Bill 
Salvatore (19985 Wild Cherry Lane, Waters' Land- 
ing, MD 20874-1015). 

6. ORDER OF ATTACKS: Apart from the differ- 
ent ways in which you may record your turn, there 
are numerous ways to play a PBM turn. Avalon Hill 
supplies instructions for PBM in general and specific 
rules for a few of their older games that are espe- 



cially suitable for PBM. One of the differences be- 
tween FTF and PBM is that in FTF you must decide 
the consequences of each combat (such as casualtjes, 
advances, retreats, etc.) before proceeding to the 
next, although you could vary the order in which 
you resolve a series of combats, as you proceed with 
combat resolution. When the FTF turn is done, it 
may become apparent that the decisions you made 
as combat resolution proceeded were not optimum, 
based on the results of later attacks. 

In PBM, all combat is resolved simultaneously. 
Therefore, at least in theory, one could decide the 
results of each individual combat with the advan- 
tage in hand of knowing the results of all combats. 
Also, theoretically, one could, after the fact, con- 
sider each combat to be taken in the most convenient 
order. To my knowledge, no one actually PBMs this 
way. Rather, it is customary to arrange the PBM 
turn to approximate a FTF game as nearly as pos- 
sible. Therefore, when you mail your PBM turn, 
you should: 

A. List the order in which combats will be 
resolved, even though the combat results may 
make this not the most advantageous order. 
B. List in advance all the possible results of each 
combat. This can be quite elaborate, particularly 
in a complex game with a number of combats. 
If you do not mention a possibility, you lose it. 
For example, if you intend to advance after com- 
bat or foresee the possibiity for a second com- 
bat, you must so specify in advance. If 
anticipating all results is burdensomely complex, 
you may agree on one of the following alter- 
natives: 
1. A separate mailing for each combat. This is 
so inconvenient that it is rarely done. Games 
with more than one combat phase almost invari- 
ably require additional mailings. 
2. Permitting the player whose turn it is to mail 
his turn, leaving to specify later the results of 
one or more combats. He then consults the news- 
paper for combat results and enjoys the con- 
venience of specifying the outcome of one or 
more combats, after knowing the results of all 
other combats. This is a reasonable compromise 
between the flow of FTF play and PBM, but re- 
quires using the stock CTD system rather than 
a Random Number sheet unless you're willing 
to wait to hear back from your opponent as to 
the results of your first attack(s)-an incon- 
venience rarely asked. It is quite common to per- 
mit this "after the fact" delineation of just the 
final combat. However, if a number of combats 
can be separated into groups which are indepen- 
dent, perhaps because of geographic separation, 
there is no reason why the final combat in each 
such group could not be left for specification 
after other results are knawn. The point is to 
try to make the flow of a PBM turn similar to 
a FTF turn, to the extent convenient. 

7. INCREASED PHASES: As the design of war- 
games has evolved, the degree of interaction be- 
tween players has increased. The older, simpler 
games specifically divided each player's responsi- 
bilities to actions taken only during his own turn. 
During your turn, all your opponent had to do was 
watch. Today's games often require decisions or 
actions by the opponent during your move. That 
hasn't deterred PBM'ers from devising elaborate 
schemes to play such phase-loaded monsters as ASL 
on their own-often requiring some degree of 
application of the honor system. Due to the com- 
plexities of such systems, Avalon Hill has not 
encouraged PBM of these games. Veteran PBMers 
may doubtless try them on their own but please don't 
expect Avalon Hill to sort out any problems that 
result from such systems-whether they appear in 
the GENERAL as articles or are systems of your own 
design. 

8. CONCESSION: The loser should submit his 
signed AREA slip directly to the winner. If you have 
lost, do not send in the claim yourself. There is a 
presumption of trust in any PBM match or it 
wouldn't have started in the first place, but it is 
unnecessary to take it on faith that your victory has 
been recorded. It has sometimes happened to me 
that my opponent acknowledges his loss, but for 
some reason does not send the concession slip. 
Sometimes I have had to send repeated reminders 
over quite lengthy periods to obtain the slip. In 
theory, I guess the game continued. The temptation 
was to get a little annoyed over the lack of courtesy, 
perhaps to resort to sarcasm or harsh words, and 
perhaps that was justified. Instead, I have found that 
in most cases friendly persistence has eventually 
paid off, particularly if accompanied by a stamped, 
self-addressed envelope and an AREA slip ready 
to be signed. It might seem like a lot of trouble, 
but this way you don't lose a friend. I have had this 
happen only to go on to another quite normal match 
with the same person. (As a personal aside, I recall 
a match I had with buddy Richard Berg. Particularly 
after he caught me with my guard way down in an 
ANZIO match, I treasure a SQUAD LEADER victory 
chit over him. I wouldn't like to say how much coax- 
ing it took to get it signed! Sure Rich, morally you 
won, I haven't forgotten. No wonder he doesn't play 
any more!) 

RESOLVING COMBAT 
I .  HONOR SYSTEM: There are several forms of 

honor system ranging from "rolling your own" to 
composing a Random Number Sheet from a news- 
paper stock exchange listing. There is a major dis- 
advantage to such systems, and it is not dishonesty. 
Any experienced gamer knows that bizarre streaks 
of luck-both good and bad-occur. If, at a key 
moment, you roll three "l"s, what do you do? If 
you honestly report them to your opponent, you can 
lose the trust and respect of a friend, or at least sow 
a seed of doubt. If you worsen your own die rolls, 
you are cheating yourself. What then if you roll 
three "6"s? For that reason, no matter how much 
you trust your opponent-don't use the honor sys- 
tem; there are simple and readily available alterna- 
tives. If you don't want to use the CTD method of 
stock results-and many don't-resort to a Random 
Number Sheet. In my article "The Case For PBM" 
elsewhere in this issue you'll find an extensive dis- 
cussion of the subject. 

2. DZVIDE BY SZX: The most common form of 
die roll resolution uses the stock exchange listings 
in the daily paper. The Sales-in-Hundreds column 
is consulted for a particular stock on a given date 
to arrive at a random number. The cited date is 
referred to as the Closing Transaction Date-thus 
the usual name for the system: CTD. However, as 
most games use based charts to conform to dice 
rolls, the number must be divided by six to arrive 
at a based number. The remainder is the equiva- 
lent of a base six die roll; treat a remainder of 0 
as a die roll of "6". A few games have base-10 
PBM charts provided in the PBM kits that AH sells. 
Either system can be used as long as it is agreed 
to in advance. 

2A. EDITION: I can't stress too strongly that it 
is imperative to agree in advance exactly which 
edition of which newspaper is to be used. Don't just 
say "the morning paper". Keep in mind the dif- 
ferent time zones involved. Be sure that the news- 
paper you specify will have stock results printed 
after the person using it has mailed his letter select- 
ing which stocks will be used. The reason why you 
must be so specific about the paper is that the same 
stock will not always show the same Sales-in- 
Hundreds in different papers, or even different 
editions of the same paper. If you just say "Friday's 
paper", you are giving an unscrupulous opponent 
the opportunity to pick and choose among several 

different dice rolls-not every time, but often 
enough to matter. 

2B. VERIFICATION: When you send your 
opponent the newspaper clipping verifying the dice 
rolls, be sure it includes the printed date and name 
of the paper on the same clipping. Note which stocks 
usually appear near the top of the page next to the 
date and name of the paper and use them to avoid 
having to stuff an entire newspaper page into an 
envelope. Someone who selects AT&T and Xerox 
as his stocks every turn is unknowingly guilty of 
bad gaming etiquette. 

Have you ever had one of those carnival photo- 
graphs taken with your head super-imposed on 
Rarnbo's body? It hasn't happened to me, but more 
than one gaming acquaintance has complained that 
they have received "verifying" newspaper clippings 
about as convincing. The fear is that some un- 
scrupulous character would find favorable stock 
numbers, and tape them together with the date you 
were supposed to use. I have run across gamers who 
do not get a daily paper and have relied on library 
copies. Of course, defacing a library copy to get 
a clipping isn't a good idea, so if you're in this boat 
you should be using a Random Number Sheet in- 
stead of a CTD system. Don't ask an opponent to 
believe in the sanctity of a photostat. Most will 
accept such verification with no questions asked but 
some won't (and with valid reason), so why strain 
the relationship? 

2C. WHO RESOLVES?: Decide whether to send 
your opponent your turn for him to resolve combat 
at his end using his paper, or whether you may first 
mail your turn a few days later resolving combat 
at your end, then mailing him the results with a copy 
of your paper. Doing so at your end is an option 
usually employed only in double-impulse movement 
games or when you wish to see the results of a 
preliminary attack before designating the orders for 
subsequent attacks. It is also a viable option if one 
of the players has trouble gaining access to a 
paper-although it is rarely employed because it in- 
volves twice as many mailings. 

2 0 .  C72): The Closing Transaction Date specified 
means that combat will be resolved using the sales 
figures at the close of business for the date specified. 
The paper will state "closing prices", or a similar 
phrase. This phrase should be included in the part 
you clip out to mail. Some papers go to press at 
an hour when closing prices are unavailable, so they 
print volume figures corresponding to another hour. 
It may be inconvenient to get a paper with closing 
figures. You can use the transactions at an hour 
other than the close if it is clearly agreed to in 
advance. Using a non-closing stock list without 
notifying your opponent of that fact before he selects 
his CTD is not allowed. 

2E. EXCUSES: Sometimes there is an unexpected 
problem: the market may close early, there are 
transmission problems, etc. It is understood that in 
such a case, you will use whatever figures are pub- 
lished. Invariably the paper will note on the stock 
sheet the reason for the discrepancy which should 
be included in your verifying clipping. On the other 
hand, telling your opponent that the dog ate your 
paper for that day just won't cut it. If the paper 
unexpectedly prints results from a different hour or 
doesn't print results at all, that is unexpected and 
verifiable. Even if you genuinely couldn't get the 
paper, you can't prove it. In this case you have to 
inform your opponent that he is free to provide the 
results for the cited CTD from his end using his 
paper, or failing that specify a new CTD. If this 
kind of commitment bothers you, you should be 
using a Random Number Sheet and not the CTD 
method. To facilitate your opponent getting the stock 
results, note how long it usually takes your letter 
to reach him and allow a few extra days between 
mailing your letter, and the date he must get the 
paper to check stocks. That way he knows in 



advance to latch onto the paper before his wife wraps 
the fish in it. 

2F. POSTMARKS: The essential difference 
between using stocks to generate dice rolls and an 
honor system is that you must select the stocks 
before knowing what their Sales-in-Hundreds result 
will be. Therefore, it is essential that you mail your 
turn so that the envelope will be postmarked at least 
the day before the date chosen to generate the dice 
rolls. Err on the side of safety and choose a date 
at least two days after you anticipate mailing the 
letter. There is probably little hann in using a post- 
mark with even the same date as the CTD but why 
add that element of doubt? Infrequently the post- 
mark is illegible. In such a case, return the unopened 
letter (after checking the back for that elusive post- 
mark). A hassle? You bet. Another good reason to 
use a Random Number Sheet. Occasionally a letter 
bearing the results of a turn will arrive before the 
letter containing the turn, which, in a perfect world, 
the post office would have delivered first. In such 
a case, you need only check the postmarks. If they 
are in the proper sequence, then the inverted 
delivery is not your opponent's fault, and you have 
no cause for complaint. If the postmarks prove that 
the proper interval between turn and results has not 
been observed, return them to your opponent for 
a complete redo of the turn. 

2G. SUNDAY SUMMARIES: There is no reason 
not to use the weekly summary of stock transactions 
appearing in the Sunday paper provided you've 
checked with your opponent to make sure he 
regularly gets one. It's quite convenient, as many 
Sunday papers are available Saturday, so it gives 
your opponent most of the weekend to do his turn, 
if he wishes. When using a Sunday summary, your 
letter should be postmarked no later than the preced- 
ing Thursday. 

2H. CONTINGENCIES: Sometimes a CTD is 
selected for which there are no figures-usually 
because it is not a working day. In this instance, 
it is understood that the same stocks should be used, 
but for the very next day that the market trades. 
Another common error is forgetting to name a CTD. 
In this case use the next available date in which the 
market trades after the postmark on the letter in 
which the turn was mailed. Were it not for the 
problem of illegible postmarks this might well be 
the method of choice for selecting CTDs. If there 
is no legible postmark on the envelope, return the 
move for a redo but be sure to return his envelope 
too to verify the lack of a postmark. 

21. STOCK SELEClTON: There are several things 
to keep in mind when selecting stocks. First, it is 
understood that the list used is that of the New York 
Stock Exchange, absent agreement to the contrary. 
To avoid confusion, use stocks which appear only 
once. For example, there is only one "Playboy" 
but there are seven different classes of "Philadelphia 
Electric" stock traded. Of course, if you do not 
name specific stocks, but describe how to find them 
(e.g., start in the "P" column and proceed down 
the list, using only stocks with at least three digits 
sales-in-hundreds), you can and will use stocks such 
as the many classes of "Philadelphia Electric". 
Some garners have alleged that certain lightly-traded 
stocks generate non-random dice rolls, and it is true 
to a small degree that very inactive stocks will 
generate more lower numbers than higher ones. To 
avoid this problem, select stocks which consistently 
trade in three or more figures. Any stock with sales- 
in-hundreds less than 100 (10000 shares) is con- 
sidered invalid and replaced with the next suitable 
stock beneath it in the listing not already cited for 
use during that turn. If a stock listing has the nota- 
tion "z", that means that the sales figure is not in 
hundreds, but rather the total sales. Such stocks are 
also inv'alid. This contingency agreement also comes 
into play when the selected stock is garbled or 
deleted. 

It also happens that in the excitement of making 
a move, a player will forget some of the clerical 
details and forget to list one or more stocks for the 
combats he has specified. Rather than return the 
move for that information, players using the CTD 
method should understand that it is accepted AREA 
practise to use the listing of "Most Active" stocks 
for that day's transactions to select any necessary 
stocks. If only one such stock is required, use the 
most active stock to resolve it. If more than one, 
use them in declining order of volume-skipping 
any stocks which may have been specifically named 
for other resolutions. The Most Active List must 
then be part of the clipping you send your oppo- 
nent for validation. 

HOW TO HANDLE MISTAKES 
A number of systems have been used by garners 

to cope with errors in both PBM and FTF sessions. 
Behind these systems are two basic divergent 
philosophies. At one extreme are those who argue 
that if you make a mistake, you are stuck with it. 
War is hell. If a commander writes down an order 
incorrectly, he is responsible for the consequences. 
Wargames simulate war, so your ability to play 
without error should enhance your success and vice 
versa. 

At the other extreme are those who say that the 
important thing in wargaming is sportsmanship, 
cornradery and the excitement of a well-played 
match-nbt the clerical precision with which it is 
recorded. Therefore, mistakes shouldbe corrected- 
not punished. Of course, most wargamers would 
take a stand somewhere between these two extremes, 
but finding someone who agrees exactly with you 
on where that point should be is often difficult. 

The official AREA Code of Conduct requires that 
if you receive a turn with an error in it, you must 
return it for correction. You are free to play AREA 
matches by any other covenant you wish, but be 
advised that if a dispute arises which you wish to 
have Avalon Hill resolve, their one and only answer 
will be that incorrect turns are returned for correc- 
tion. Even this simple policy could stand some 
elaboration: 

I .  DEFINITION: The AREA definition of a legal 
turn is as follows: 

A. All units in the OoB of the player whose turn 
it is are located, and only those units. 

B. The location of all units conforms to the rules 
of the game. 

C. All combats, or other events requiring dice 
rolls, are correctly listed correctly calculated and 
conform to the rules. 

D. Any other information required in the turn 
in question, for example declaration of a game 
option, is listed. 

E. The turn is done in the agreed format, as 
already explained in great detail. 

A legal turn is not necessarily a well-done turn. 
If you send your opponent a turn conforming to the 
above definition, but containing an error in judg- 
ment, he is under no obligation to return it because 
errors in judgment are never clearcut. For example, 
you may mis-note the hex grid of a unit in such a 
way that the result is a legal move which leaves a 
gap in your front. Among opponents who are also 
friends, it is customary to return such a move for 
correction, even though it is a legal move. Suppose, 
however, that you failed to attack a weak point 
which your opponent had feared you would. This 
may be almost as silly a mistake, but it is much less 
obvious that even your best friend should return that 
turn for a redo. Even the U.S. Supreme Court might 
have trouble deciding just which legal turns should, 
on moral grounds, be returned-so don't complain 
when your opponent doesn't cut you a break! 

2.  REDO: If you receive a turn not conforming 

exactly to the definition above, it is an illegal turn 
and you are obliged to return it for a complete redo, 
including completely new dice roll resolutions. 
Changes to all legal parts of the turn are permitted 
as well: it may be completely or partly redone, as 
the erring player prefers. The word "exactly" is 
stressed because turn mistakes come in all shapes 
and sizes. Some are great whales; others tiny min- 
nows. We can't get into the morass of trying to 
decide what is trivial and what is significant. In 
AREA, a mistake is a mistake is a mistake; all are 
equal. You are free to play AREA-rated games 
without abiding by this policy, but don't refer dis- 
putes to us if any develop and you have not followed 
these procedures. Don Greenwood and I have been 
playing each other AREA-rated games postally for 
over a decade and we both make more than our share 
of errors. We rarely return a move for a redo be- 
cause we both trust the other to correct obvious 
errors in the other's best interests. That kind of trust 
usually doesn't come early in a PBM relationship. 
It comes from years of camradery and placing the 
spirit of the game above the importance of winning. 
Until you've developed that network of compati- 
ble opponents, you would do well to stick to the 
letter of the rules. 

3. APPROVING ILLEGAL TURNS: Suppose that 
you receive an illegal turn, but do not realize that 
it is illegal, or prefer to deliberately ignore it- 
perhaps because the illegality is in your favor. You 
then play on that turn, sending your own turn to 
your opponent. There are two possible outcomes: 

A. If your turn is legal, or has an error that could 
be corrected independently of your opponent's 
turn preceding, then you have lost your chance 
to insist that your opponent correct his immedi- 
ately preceding, illegal, turn. By using it as the 
basis of your own move, you approved it. 

B. If your turn is not legal, and you can prove 
that it cannot be corrected without correcting the 
preceding opponent's turn to which it is a sequel, 
then your turn and the preceding opponent's turn 
must both be corrected. 

To put it another way, the maximum number of 
turns which may have to be redone as the con- 
sequence of an illegal move is two--one by each 
player. Errors going further back than that are no 
longer grounds for complaint. Sometimes it is hard 
enough to notice your own mistakes, let alone your 
opponent's, which may be overlooked, and not 
because it helps to do so. Nonetheless, let it be 
clearly understood that when you receive an AREA 
turn, you are morally obliged to conscientiously 
check it for errors and to return it for a complete 
redo if any turn up. The word "morally" is stressed 
because there is no practical way to prove whether 
you failed to notice an error deliberately, or in- 
advertently. 

4. PENALTIES: Constantly returning moves for 
correction is a hassle no PBMer enjoys and an 
opponent who regularly makes such mistakes is not 
often appreciated. The problem is where do you 
draw the line as to what a suitable penalty should 
be for inconveniencing your opponent? No one, in- 
cluding AREA, can make that decision for you. It 
is a matter for each gamer to decide between him- 
self and his opponent the degree to which the cause 
of such inconveniences should be penalized, if at 
all. However, it is wise to come to an agreement 
beforehand on this subject. Otherwise, if you make 
no pre-match agreement on errors, you'll have to 
suffer in silence through the antics of any bumbling 
opponent you have the misfortune to play. Follow- 
ing are two possible recommended courses of action. 

4A. BONUS DICE ROLLS: Whenever an oppo- 
nent makes an error requiring that a move be 
returned for correction, that inconvenience has 
earned you a bonus die roll. You earn one bonus 
dice roll for each turn returned, not for each error 
that turn contains. Should you fail to point out one 



or more errors while returning a move for correc- 
tion of other faults, you may not earn additional 
bonus die rolls for later pointing out that same efror 
if the redone move still contains it. Bonus die rolls 
must be used as soon as possible. A player who has 
a bonus die roll coming to him specifies his use of 
it by listing two stocks. Only the best of the two 
results applies. No more than one bonus die roll may 
be applied per resolution and all must be predesig- 
nated. A player cannot see the result of a die roll 
before stating that he wishes to use his bonus die 
roll to change it. A bonus die roll can be carried 
over from one turn to the next only if he makes less 
die roll resolutions during that turn than he has 
accumulated bonus die rolls. 

4B. CONCESSION: If you have to return the same 
turn to an opponent for correction more than twice, 
even if not for the same error each time, your error- 
prone opponent has just lost the game and will sign 
your Victory slip as his apology for inconvenienc- 
ing you. Again, errors that existed in a previous 
move returned for correction of other faults which 
you failed to point out at the time cannot be con- 
sidered cause for a return resulting in concession. 
While this may seem harsh, an agreement of this 
sort is really necessary if you intend to take on all 
comers in AREA play. There aren't many bad eggs 
in AREA, but like every activity it has attracted a 
few who rather than concede a game would con- 
tinue to send moves with deliberate errors in an 
attempt to delay an inevitable loss. 

While these penalties provide incentive for players 
to double check their moves, they will not eliminate 
errors altogether. Moreover, there is a negative side 
to their use-some players will use them to achieve 
an advantage-searching for trivial errors so that 
they can win by a technicality. Others, more 
disposed to friendly play, will not want to invoke 
penalties-preferring to win "on the field" as it 
were. Were this a perfect world where we all 
embraced sportsmanship to the same degree, this 
would not be a problem. Unfortunately, no two 
human beings ever look upon anything in exactly 
the same light. Falling back upon rules like these 
is the best solution we poor mortals have come up 
with so far. 

Since these rules were originally published, the 
procedure explained in this section has been criti- 
cized as arbitrary, and for that reason, in practise 
seldom used. The criticism has merit, but the solu- 
tion escapes me. Most wargamers would like to 
retain the respect and good will of their opponents, 
and for that reason they do not want to be arbitrary. 
Even rules much longer and more elaborate than 
these could not truly reflect the actual conduct of 
a game, whether PBM or FTF, since that is done 
under an unspoken understanding based on common 
sense. This is true for most contests. Any football 
referee will tell you that holding could be techni- 
cally called on virtually every play. Basketball isn't 
supposed to be a contact sport, but you couldn't 
prove that by watching a game. These are the rules 
if you want to use them, and if you want to insist 
that your opponent does, it is your right. 

5. CONTRACT: On Page 34 of this issue is a 
checklist which summarizes the rules which have 
just been explained. We urge all AREA members 
to make photocopies of this form and keep them 
readily available. When you start an AREA game, 
you and your opponent should by mutual agreement 
fill out this form, and exchange signed copies. 
Having done so, you'll have agreed upon the 
parameters of how the game will be played and have 
put your fences in order. It is unlikely that you will 
then have any problems. But if you do have a dis- 
pute, don't bother to bring your complaints to 
Avalon Hill to resolve unless you can also send a 
photostat of this properly filled out form. It serves 
as proof that both players entered the match fully 
aware of all restrictions and options. 

WHEN COMMON SENSE FAILS 
Most wargamers are aware that the last decade 

has been at best a holding operation for our hobby, 
which has lost many respected figures to economic 
necessitv. What I think manv mav not realize is the 
extent to which the very existence of the hobby is 
made possible by the sacrifice of those who try to 
make a living publishing the games and magazines 
which comprise it. Nobody is getting rich in war- 
gaming, and most of those who work in it could 
do better elsewhere. If a typical wargaming profes- 
sional were to calculate his true per-hour pay, the 
minimum wage might look attractive. For those 
whose pay is low and hours long, only the satisfac- 
tion of doing something they like makes it all 
worthwhile. 

Something which the people at Avalon Hill don 't 
like is sorting out problems relating to AREA play. 
Avalon Hill loses money on AREA and the whole 
system continues only because of the enthusiasm of 
a few people there who love the hobby. For that 
reason, if we want AREA play to continue, we 
should turn to Avalon Hill to sort out our problems 
as little as possible. And what are those problems? 
First, rule interpretations; second, unsportsmanlike 
conduct. 

We've all seen the standard policy statements 
Avalon Hill regularly prints in their games regard- 
ing the submission of questions. Mundane as they 
seem to be, I am told they are ignored with regularity. 
Yet, those same garners are incensed when the 
answers to their questions are delayed. Perhaps the 
list bears repeating. 

1. If you expect a reply of any kind, you must 
enclose a stamped, self-addressed envelope (SASE). 
If living outside the U.S. with no access to U.S. 
stamps, purchase an International Reply coupon 
from your local post office. Do not send foreign 
currency or checks as the cost of collection is pro- 
hibitive. 

2. If you are going to discuss more than one 
subject, you'll need to send a separate SASE for 
each. Let's pause for a moment to consider why. 
As the number of games grows and the faces at 
Avalon Hill change, those once familiar with a cer- 
tain title are often no longer available to answer your 
inquiries. AH tries to maintain a list of volunteers 
willing to answer queries on old games that their 
current staff are no longer familiar with, but that 
requires forwarding your letter. If you've asked 
questions on five different games in the same letter, 
your SASE may be making a round-the-world-trip 
stopping in every port. Above all, keep such cor- 
respondance separate from orders which are handled 
by different people in a different location. 

3. Keep your game questions simple and pose 
them so they can be answered in a "Yes" or "No" 
format. Do not refer to grid coordinates unless you 
provide a diagram of the situation. Usually a 
photostat of the gameboard will suffice. Make no 
mistake about it. If a game's rules are ambiguous 
or contradictory, Avalon Hill wants to hear about 
it-especially in the case of newer games-so that 
they can publicize the answers to your legitimate 
queries in the GENERAL Question Box and correct 
subsequent editions. However, the vast majority of 
questions they receive are clearly answerable by 
someone taking the time to reread the rules. If you 
are too lazy to double check the rules on your end, 
you're just taking away their time from designing 
the next great wargame for you to enjoy. * 
AREA Briefing . . . Conr 'd from Page 33 

2. VICTORY SLIPS: Games can be reported only 
on official AREA Victory slips. No copies or 
facsimiles will be accepted. Additional Victory 

claim sheets may be purchased in quantities of 40 
for $5.00 ppd at any time from the AREA system 
c/o Avalon Hill. Each victory claim must be signed 
and dated by both members and contain both mem- 
bership numbers plus information for the four 
categories: "Game Played", "Verified or Provi- 
sional", "Live or PBM", and "Rated previously 
vs same opponent". It is the winner's duty to report 
the game. If the game played is one of the players' 
Specific Membership games he should use his 
Specific Membership Number for that game; other- 
wise he should just use his General Membership 
Number. If you wish to be informed of your new 
rating or receive any other type of reply you must 
submit a stamped, self-addressed envelope with your 
victory slip. 

3. RATING CHECKS: You may request a check of 
your own current rating or that of an opponent at 
any time by sending the obligatory, stamped, self- 
addressed envelope. However, every additional 
check beyond one per envelope will require a $1.00 
service charge. 
4. PAYMENTS: As a matter of convenience, players 
may pay any service charge in US postage stamps 
rather than sending currency through the mail. 

5. SASE: Always include a separate stamped, self- 
addressed envelope when you expect a reply from 
AREA of any kind. Replies cannot be sent with 
orders for merchandise, answers to game questions, 
etc. 
6. VERIFIED: Remember, once you've played ten 
games you lose your Provisional standing and be- 
come Verified. Sign your Victory slips accordingly. 

7. APPEALS: All decisions of the AREA technician 
are final. There is no appeals process for what you 
may feel is a mistake in your rating. 

8. CODE OF CONDUCT: Players may play rated 
games by any set of standards or rules they can agree 
to. However, the only format that AREA recognizes 
as binding is that put forth in the Code of Conduct. 
Briefly put, the Code of Conduct requires that any 
PBM move containing an error must be returned 
to the opponent for a complete redo including new 
resolution of "dice rolls". Players who do not abide 
by those standards must not bring their disputes to 
AREA for a solution. 

9. INACTIVITY: Bamng unethical conduct, AREA 
membership is granted for the lifetime of the in- 
dividual. However, players who remain inactive 
with no games reported for a period of two years 
or more may be removed from the service or the 
Top Player listings at the discretion of AREA. 

10. QUALIFIERS: The Top Player listings compiled 
in The GENERAL will be based on minimum Quali- 
fiers established by AREA as well as their numerical 
rankings. The lack of postal qualifiers will be waived 
only in the case of individuals who have played in 
the Avalon Hill Championships. 

11. PBM: Matches played by telephone, computer 
modem, or other form of electronic media are con- 
sidered PBM only if the players do not reside in 
the same city. Otherwise, they are considered FTF 
games. 

12. VOID MATCHES: Bamng a draw between 
equally rated opponents, any game that does not 
result in an exchange of points is considered invalid 
and will not earn Qualifiers. 

13. ACTIVE LISTS: To promote play among active 
members, any AREA member may purchase a 
photostat of all games reported in the preceding 
month for a specific game which will include the 
players names, addresses and ratings, and whether 
the game was played live or by mail. Each such list 
costs $1.00 and a stamped, self-addressed envelope. 
There is no guarantee as to how many games will 
be reported on each list. If none have been reported, 
the $1.00 will be refunded. * 



PLAY CONVENTIONS FOR 
RUSSIAN CAMPAIGN 

Plugging the Holes in PBM 
By Robert J .  Costelloe 

Living as we do in an imperfect world there are 
some questions in life which simply have no right 
or wrong answers. From now to eternity, people will 
be diametrically opposed on certain issues, and 
vehemently so. It should not be surprising then that 
not all players can agree on PBMprocedures. So, 
to be fair, we must concede that not all adherents 
of postal play warmly embrace the AREA'S Code 
of Conduct. Witness Robert Costelloe S following 
description of it as a "non-system". Avalon Hill 
in no way agrees with his assessment of AREA or 
endorses his alternative system, but in the best 
traditions of Voltaire, we'll defend his right to 
present it . . . perhaps not to the death but . . . at 
least we've given him a forum. Having done so, 
allow us to present our reservations in advance. 

Although not professional engineers like Mr. 
Costelloe, the Code of Conduct authors are veterans 
of postal play who can count over 50 years of 
experience between them. During that time, Tom 
Oleson served as judge for AHIKS and Don Greenwood 
has handled all manner of AREA complaints with 
varying degrees of success. Needless-to-say, they've 
been witness to more acrimonious disputes than 
they care to count, and while they agree that Mr. 
Costelloe's system does provide incentive to 
eliminate errors, the potential for abuse and hard 
feelings following the inevitable game error is not, 
in our opinion, worth the gain in carefully checked 
moves. Human nature being what it is, Mr. Costelloe S 
system also provides an incentive to search out 
errors just so as to benefit from the penalties im- 
posed. And if the real benefit in eliminating errors 
is in speeding up the game, why would anyone want 
to engage in negotiating penalties for that error- 
a process in the worst tradition of the U.S. court 
system that can drag on long past the time required 
for a move returned for correction? Truly, this is 
a system that only a lawyer could love-and without 
anyone paying his fees, probably few of them. Far 
be it from us to dictate how you should play, but 
ifyou do make use of this system, please don't refer 
any resulting disputes to Avalon Hill. 

Newcomers to play-by-mail gaming, especially 
those used to playing tournament chess, are likely 
to enter wondering how to handle gaming errors. 
Unfortunately, their bewilderment is only likely to 
deepen as they discover that there is really very little 
in the way of established systems to assist them. This 
is a state of neglect which has cost the hobby dearly. 
And, in fact, it goes a long way toward explaining 
the relative "under-popularity" of the hobby's PBM 
segment. Sadly, too many games end prematurely- 
and on sour notes-and too many gamers leave the 
hobby disillusioned because of disagreements over 
handling game errors. 

I am a registered professional engineer, trained 
to be perceptive to system inefficiencies and prac- 
ticed in creative solutions to remedy them. It is not 
surprising then that a year ago, when I started to 
play wargames by mail, it quickly became appar- 
ent that a system was needed to handle errors. It 
was also clear that the official AREA position, that 
errors were "unacceptable", was nothing more than 
a cop-out, an evasion of the issue. It is hard to get 
data on a subject such as this one. But from discus- 
sions I've had with the gamers with whom I cor- 
respond, plus the many I spoke to at ORIGINS '87, 
there seems little doubt but that there's a great deal 

of PBM gaming (and follow-up game sales) that 
does not occur because of the lack of standards for 
handling errors. 

As a case in point, consider THE RUSSIAN 
CAMPAIGN, one of the favorites of PBMers. 
Although The Avalon Hill Game Company provided 
instructions with THE RUSSIAN CAMPAIGN play- 
by-mail (PBM) kit, they are not nearly adequate to 
cover the situations which inevitably arise from 
player oversights and errors. The guides and con- 
ventions which I devised are intended to fill this need 
in an optimum manner (i.e., in a way which is 
reasonably uniform and with the intent of keeping 
the game flowing, if possible). They also provide 
a competitive incentive for minimizing player error. 
But what they cannot be is a substitute for the sense 
of fair play and cooperation, without which a 
gaming relationship cannot prosper. Communica- 
tions, then, is still the key ingredient for making 
this system a success. 

The error-handling conventions which I've 
enclosed are designed to remedy the failings. These 
are designed exclusively for TRC, but they can pro- 
vide a framework for other games as well. Although 
this specific set of conventions has not been exten- 
sively playtested, it is being tested now-and it is 
not a one-shot effort. I have been formulating and 
playing different methods of handling errors ever 
since I started playing by mail. Playing six to eight 
games simultaneously gives me some ability to do 
this, although frankly I'm not trying to sell myself 
as a seasoned gamer. But there is such an obvious 
need in this area that someone must begin. The 
significant aspect about this work is not so much 
the detailed elements of the convention mechanics 
themselves, but rather the error handling philosophy 
which underlies them and which is set forth in the 
section under the heading Premises. 

Perhaps, at this point, a bit of background would 
help. My research indicates that there are three basic 
error handling systems in common use. The first 
is the "non-system" officially espoused by the 
AREA. No move can be accepted that contains an 
error. Although this sounds pure and simple as I 
write it, it is utterly unworkable in practice. The 
reason is that there are simply and inevitably too 
many errors in a game like TRC for there to be much 
else going on besides return mailings. Very few 
gamers adhere strictly to this system. Those that do 
face enormous pressures toward leniency in some 
form in order to keep the game moving. Then, once 
such leniency does occur, hard feelings are likely 
to eventually develop over when to be lenient and 
when not. ("Gee whiz, Jake; I don't understand why 
you returned my last impulse over this piddly little 
movement error. It's exactly like the last one of 
yours that I overlooked.") 

The second system, and by far most common in 
use, is what I'll call the "buddy-buddy" system. 
Here a player tries to actually correct his opponent's 
errors by trying to deduce what he intended. Or he 
makes some correction which is relatively "revenue 
neutral" in terms of who benefits. The big advan- 
tage that this system has over the "non-system" is 
that it tends to keep the game moving. And without 
too much effort the gaming relationship can be kept 
on friendly terms. This system is widely used be- 
cause it can be made to work. But it does have its 
weaknesses. It is hard to apply the corrections in 
an even-handed way. And many gamers have a hard 

time resisting the temptation to take advantage of 
a system which is so unstructured and lenient. I'm 
reminded of a game (true story here) in which Player 
A received an impulse with the stock CTD specified 
incorrectly for Wednesday, November 1 1. But the 
1 lth was a Monday. He had received the mailing 
on that Tuesday; the combat results, using Monday 
as the CTD, were terrible for his opponent. Upon 
phoning, Player B assured him that he had meant 
to mark Wednesday, November 13 as the CTD; and 
that's how they played it. But Player A eventually 
waxed resentful. He suspects to this day that his 
opponent took advantage of him by conniving a way 
to get two attack opportunities against a key objec- 
tive. And, needless-to-say , the gaming relationship 
didn't last through the game. 

The third type of system, conventions like the one 
I've devised, appear to be rarely used. Based on my 
own play experience thus far, they offer big advan- 
tages over the other systems. They tend to keep the 
game flowing smoother, and they provide a sys- 
tematic and even-handed way of dealing with errors. 
But they are no panacea. The conventions provide 
a starting point and a framework for handling errors, 
but they cannot be complete enough to handle every 
error situation. No convention can succeed without 
a strong sense of fair play, compromise and a will- 
ingness to negotiate. 

The most innovative aspect of these conventions, 
and their keynote feature, is the "penalty" system. 
It has also been the most controversial. Some gamers 
have objected, mainly on philosophical grounds, to 
being penalized for errors or to benefitting from the 
errors of others. Mv answer is that the svstem is 
reasonably objectivlin application; it actuaby gives 
the gamer more choices in error situations; and, let's 
face it, penalties for error is much more realistic 
in modelling the wartime situations which our games 
try to simulate. There is no "buddy-buddy" system 
in warfare. If generals have to live with their own 
and their troops' errors, shouldn't wargamers also? 

These conventions are not without their disadvan- 
tages, the main one being their complexity. They 
are, after all, yet another set of rules with which 
gamers must familiarize themselves. Proper ground- 
work and study is definitely required. The only 
instances of hard feelings that have arisen in using 
conventions of this type have occurred when one 
of the players couldn't be "bothered" to understand 
the results and hence was shocked and dismayed to 
find that he had to live with the consequences of 
his errors. The manner in which the TRC conven- 
tions are written is designed to combat this problem. 

I need to mention two other gaming benefits, not 
anticipated, that have become apparent in playtest- 
ing the system thus far. One is what I'll call the 
"competitive impact". Under this system, the abil- 
ity to avoid errors has competitive significance. 
That, and the process of negotiating over errors, 
adds a whole new competitive dimension to the 
game which many find exciting. The competition 
can definitely be enhanced by proper use of this sys- 
tem. The other benefit is the effect on the number 
of errors. In every case that this or a related sys- 
tem has been playtested, the frequency of errors has 
plummeted. And this certainly has improved the 
quality and timeliness of my PBM. 

As you might suspect, these conventions were not 
born fully developed. They have evolved as a result 
of play-testing various arrangements over a period 



of 18 months. This specific system has been tested, 
but not as extensively as I would like. The system 
which follows, then, can be a substantial help and 
improvement if the players are willing to invest their 
time and effort in it. However, as mentioned above, 
my system can surely be improved upon. The author 
would appreciate any suggestions from readers as 
a result of play experience. 

THE RUSSIAN CAMPAIGN 
Play and NonOptional Error Conventions 

This section contains conventions which players 
should apply uniformly and without option. 

1) Postmark same as CTD is acceptable. This is 
justified in the Central and Eastern time zones 
because by the time that the financial data are avail- 
able, the Post Office has already gone to the next 
day's AM postmark (usually around 7 PM). 

2) On Mud moves, when a "Contact" combat result 
is obtained, unless otherwise instructed, use the 
same stock and next day CTD from first impulse 
CTD. 

3) In case a specified stock is not listed (usually only 
the 1500 most active are listed) or an opponent 
forgets to specify any stock, go to the top of the 
alphabetical list (usually starting with AARs). But 
skip any stocks already used, or to be used that im- 
pulse. Use this procedure in the order specified on 
the combat sheet (e.g., first stock for Archangel if 
forgotten, second stock for first battle's stock which 
wasn't listed, etc.). 

4) In case the Axis player forgets to specify stock 
and CTD for the Archangel die roll as part of his 
second impulse (or first impulse on mud moves), 
then the Soviet player goes to the top of the alpha- 
betical stock listing (as in the convention "3" above) 
with the same CTD as specified by the Axis player. 
Also use this convention for forgotten weather rolls. 
If no CTD was specified, then the player must make 
an additional mailing (or phone call), informing his 
opponent of which future CTD he will use. 

5) A player is always entitled to disqualify a stock 
listing which is in any way misspelled or misspeci- 
fied. He would then use the convention for miss- 
ing specified stocks (see "3" above). 

6) Loser normally has choice of sides in any 
rematch. 

7) If a player hasn't received a return mailing (with 
a move) in four weeks or more from the date of the 
mailing of his last turn, or he has not received a 
second impulse mailing in this time frame, then he 
is entitled to send his opponent written notification 
of the situation. The offended player is then entitled 
to a forfeiture (with full AREA points awarded) if 
the opponent hasn't gotten an impulse mailing to 
him within two weeks of the day he mailed his 
notice. 

8) Illegally placed partisans are simply removed 
from play for the duration of the turn. 

9) If a player hasn't used all of his rail capacity, 
and he makes a move which could only be legal if 
he had moved that unit by rail, then the movement 
is allowed. 

Premises for the Conventions: 

First, errors are an inevitable part of any human 
endeavour and competition. 

Second, although it is futile and counterproduc- 
tive to "condemn" wargaming errors, error-making 
should entail a penalty appropriate to the situation. 
Such penalties are designed to benefit the opposing 
player and to provide a competitively stimulating 
incentive to minimize errors in play. 

Third, there is value in employing conventions 
which not only deal with the errors themselves but 
to do so in such a way as to minimize lost time and, 
if possible, to keep the game in motion. This is 

preferable to simply demanding a game be halted 
to correct any error whatsoever. 

Fourth, players may wish to consider (and this 
convention in fact proposes) that garners be free to 
accept "gift" errors (i.e., those that benefit the 
offended party). An example would be an oppo- 
nent's incorrect computation of his own first im- 
pulse combat die roll as a "2" when it was actually 
a "6". Such a contention would be consistent with 
the overall system presented here. And, in sub- 
stance, it is no different than accepting a chess piece 
left en prize. 

Protocol for Dealing with Errors: 

The offended player always has the first and over- 
riding option of accepting any error as "fair play". 
He may accept some or all errors committed against 
him on a given impulselturn. However, in the event 
of the necessity of redoing a turn, all aspects of the 
impulselturn are redone and must be accepted. 

If the offended player elects not to accept some 
or all of his opponent's errors as fair play, then the 
players must mutually agree on a course of action. 
generally, three courses are available: 

A) Players may agree, or may have previously 
agreed, to use the conventions presented in this 
article, if applicable. 
B) Players may agree to redo a turn or an im- 
pulse (in which case the new version takes prece- 
dence as stated above). 
C )  Players may negotiate a settlement, includ- 
ing penalties, which fit the unique error situa- 
tion and which best satisfy player needs. 

If the offended player elects not to accept errors 
as "fair play ", then the offending player always has 
the option of a redo, provided he is willing to accept 
the penalties. Errors against an opponent are auto- 
matically and permanently forgiven unless the player 
takes action to do otherwise before mailing off his 
own next impulselturn. (Players are always better 
off discussing any errors by phone.) 

The Redo Penalty: 

An error or errors requiring that an impulse or 
turn be redone requires a two replacement factor 
penalty. These factors are added to or subtracted 
from the next turn normal Soviet entitlement on a 
one-time basis. Redo penalties are cumulative: one 
costs two factors, two in the same turn cost four. 
Note, the penalty for redoing an entire turn is two 
factors; the penalty for redoing a second impulse 
is also two factors. 

THE RUSSIAN CAMPAIGN 
Optional k o r  Conventions 

It is best recognized at this point that many types 
of first impulse errors are not amenable to automat- 
ically applied conventions because such action 
would be too disruptive to the second impulse. First 
impulse errors will therefore more often require 
player dialogue. However, the conventions which 
follow can serve as a guide for settlement-and some 
are suitable for automatic application towards second 
impulse errors as well. 

1) In case of a conflict between what a player 
specifies on his OB chart (front page) and what he 
specifies in his attacks (back page), the OB chart 
always takes precedence. Combat odds may have 
to be recalculated, and retreat routes may be affected. 

2) If the opponent overstacks units in a hex, then 
the offended player removes units of his choice to 
bring the stack back within legal limits. Removed 
units re-enter the game as replacements on the 
opponent's next turn. 

3) If the opponent specifies a movement which is 
illegal, then the offended player has the choice of 
the following options: 

a) He may, of course, forgive the error and allow 
it to stand. 
b) He may specify that the offending unit be 
removed from the board for the remainder of 
the opponent's turn. Such removed unit(s) 
re-enter the game as replacements on the 
opponent's next turn. 
c) He may specify that the offending unit remain 
at the last position it occupied before the error 
in movement occurred. 

Note that in all of the above options, battle odds 
and retreat routes may be affected. 

Players may also wish to consider this conven- 
tion for the situation in which a player overspecifies 
his rail movement capacity. Thus, if a Soviet player 
specifies six units to move by rail instead of the 
allowable five, then his opponent could elect to 
apply this convention to the sixth unit listed. 

4) If a player forgets to specify or illegally speci- 
fies retreats for any of his second impulse battles, 
then his opponent is entitled to specify retreats which 
are in his own best interests. 

5) If a player overspecifies the number of replace- 
ment factors that he is entitled to, then his oppo- 
nent may specify that next turn he is to subtract the 
amount of the overage plus 50% (fractions rounded 
up) as a penalty. If insufficient replacement factors 
are available, then reinforcements must be sacrificed 
as required. 

6) If a player incorrectly specifies combat odds, 
composition, or results on the second impulse, then 
his opponent is entitled to correct the error, being 
sure to inform the offending player in his next 
mailing. 

7) Illegal use for second impulse combat of those 
units already used for first impulse automatic victory 
attack is a situation which usually requires negoti- 
ation. One suggestion would be to award penalty 
replacement factors equal to 150% of the combat 
losses suffered as a result of attacks by such offend- 
ing units. 

Optional Special Rules: 

l a )  In 1941 only, a "Mud" roll in SeptlOct is 
played as "Lt Mud" and a "Clear" roll in NovlDec 
is played as "Lt Mud"-OR 

lb )  In 1941 only, always play SeptIOct as "Clear" 
and NovlDec as "Snow". 

2) Modified Campaign Victory Conditions: To win 
a player must either: eliminate the enemy leader and 
occupy the enemy capital, or occupy the enemy cap- 
ital and control every other city on the mapboard 
except one. * 

BINDERS 
"Out with the old; in with the new." In short, 

the old style of binder for your precious copies 
of The GENERAL (those with the metal rods 
locked into a spring at top and bottom) are no 
longer available. As part of our expansion of 
Avalon Hill's magazine, a new binder was 
developed to hold the six thicker issues comfort- 
ably. Both higher and wider than the old version, 
the new binder makes use of the patented "Max- 
Text" post lock mechanism. This utilizes short, 
plastic posts to hold an issue firmly, without 
crimping or tearing the pages as occurred at 
times with the older style binder. Only the new 
binder is available, and may be ordered direct 
from Avalon Hill (4517 Harford Road, Baltimore, 
MD 21214) for $7.00 each (plus 10% for 
shipping and handling). 



STORM IN THE PACIFIC 
Strategy and Tactics for 7th FLEET 

-. 

By Jim Eliason 

7th =.ET extends Joe Balkoski's popular series 
on modem naval warfare games begun by 6th ELEET 
and 2nd FLEET Its scale is strategic since the three 
map sheets cover the western Pacific from Guam to 
China and from Kamchatka to Vietnam; however, 
its feel is very tactical in play. Units represent in- 
dividual submarines, individual surface ships (patrol 
craft and corvettes are in flotillas) and squadrons 
of 10-20 planes. What really gives the game its tac- 
tical feel is not the number of men and machines 
each counter represents, but the wide variety of the 
strengths and weaknesses of the various units. Some 
subs are armed with an impressive array of anti-ship 
and cruise missiles but are badly overmatched by 
enemy subs. Other subs are fast, quiet, and good 
at torpedo and ASW attacks, but have no long-range 
attack capability. Interceptors usually have high air- 
to-air strengths but short ranges. Long-range 
bombers are very effective against ships and bases 
but are dead meat when opposed by enemy fighters. 
Some ships, like the liconderoga or the Kirov-class 
cruisers, are excellent and others, like the Canadian 
frigate Kbotenay, should stick to chasing cod 
poachers. 

I'm sure this description makes it sound like the 
game is an unplayable monster-but it isn't. It is not 
a game for beginners, but all of the nine basic 
scenarios use only one map and can easily be com- 
pleted in an afternoon. The four advanced scenarios 
use all three maps and almost the whole counter mix, 
but will seldom take up more than a long weekend. 

The essence of good tactics is to keep your units 
doing what they do best and to prevent your opponent's 
units from using their strengths. The essence of good 
strategy is to force your opponent to fight in situa- 
tions where you have the tactical advantage. The pur- 
pose of this article is to give some initial thoughts 
on how to turn these truisms into winning play. For 
those who don't have the game, I'll describe some 
of the key rules as I go along. For those who do, 
don't complain if the explanations don't seem quite 
right-I've oversimplified in places for clarity. 

TACTICS 
I'll discuss tactics first, starting with the plays one 

can use to take maximum advantage of the sequence 
of play. Play in 7th FLEETis organized in "threes": 
three turns per day and three Action Segments per 
turn. In addition, each turn has Detection and CAP 
Launching Phases before the Action Segments and 
CAP Landing and Detection Removal following 
them. Several special phases (including strategic air 
missions) occur before the first turn of each day and 
others (including base repair) occur after the third 
turn. Many of these other phases apply only in the 
Advanced Game. 

The Action Segments are well named, since all 
movement and most combat occurs then. In each 
segment a die is rolled to determine which player 
goes first. The first player then "activates" (moves 
and/or attacks with) all of his subs (one at a time) 
or all of his airplanes (from one base, one to four 
units at a time) or all of his surface ships (one hex 
at a time). The other player then has the same choice. 
Each player must activate a different unit class in 
each of the three Action Segments of a turn and the 
two players can activate their classes in a differing 
order. 

The choice of which unit class to activate first is 
often crucial and is influenced by several factors. 
The first player in the first Action Segment has a 
chance to strike some hard blows before his opponent 

can respond. There are several ways to take advantage 
of this opportunity. Some targets are available at 
once, but will not be there after your opponent has 
had a chance to move. For example, a weakly de- 
fended convoy has just been detected by a strategic 
air mission and is one turn from port. It should be 
attacked in the first Action Segment with whatever 
class of unit can deliver the most potent attack. 
Hammer it as many times as necessary to sink as 
many ships as you can. If you wait for the second 
Action Segment, your opponent can activate surface 
units in his half of the first segment and receive the 
convoy's large cargo of victory points. Perhaps the 
convoy is out in the middle of the ocean, but is 
between a pack of your subs and its destination. If 
you don't move the subs before the convoy, it will 
move out of range and you won't be able to attack 
it this turn, nor next turn unless you get to move 
first again. Always look for targets that are about 
to move into port, out of range, or into the protec- 
tion of air cover, a powerful surface group, or a close 
defense hex, and attack them before they get away. 

A variation of this theme is often available to the 
Allied player with his powerful carrier-based air 
groups. If an important enemy task force (TF) is 
just out of range of an air strike, activate surface 
units before air units and close the range before 
launching. This guarantees an attack if the enemy 
TF has already moved, but is also good if you are 
moving second in an Action Segment. In the fol- 
lowing Action Segment, you may get to move first, 
thus getting a double move and getting off your 
strike before the enemy has a chance to escape. 

There are often times when a target is guaranteed 
to be there for the whole turn; but it is still impor- 
tant to attack it as soon as possible. Suppose now 
that you are the owner of the weak convoy, that it 
is two turns from port this time, without air cover, 
and in range of several enemy bomber units loaded 
with deadly missiles. You can't attack the planes 
directly, but you can damage their base, which pre- 
vents them from being activated. If you can launch 
a reasonable attack against the bomber's base, you 
should do so immediately to try to prevent the attack 
on your convoy. Opporhmities for this kind of 
preemptive strike occur every turn. Always be 
aware of which enemy units are threatening you the 
most and do unto them before they do unto you. 

While it is usually good to move first in the first 
Action Segment of a day, it is often even more im- 
portant to move last in the last Action Segment. The 
reason for this is that it allows you to maintain 
detection of key enemy units or to let your units 
break contact. Units must be detected to be attacked. 
Bases and airborne air units are always detected. 
Surface ships and subs are detected in essentially 
identical fashion, except that surface units are 
automatically detected when the conditions for 
detection are satisfied while subs are detected only 
after a successful die roll, and usually only if the 
detecting units have an ASW strength of "6" or 
more. Detection comes in two forms: local (which 
lasts for the rest of the turn at least) and strategic 
(which lasts the rest of the day). Strategic detec- 
tion usually occurs as the result of strategic air 
missions [more on that later]. 

Local detection can occur at the start of a turn, 
or during the Action Segments. Basically, a naval 
unit adjacent to an enemy naval unit at the start of 
a turn is detected. A ship is detected if it attacks 
an adjacent enemy unit or moves from a hex adja- 
cent to an enemy naval unit to another hex adjacent 

to the same unit. Actually, all the pieces are on the 
board in full view of both players. Presumably there 
is enough information available from satellite recon- 
naissance to give the rough location of enemy ships, 
but since each hex represents over 1600 square miles 
of ocean, more detailed information is needed for 
a "firing solution". After the third Action Segment, 
local detection markers are removed from units that 
are not adjacent to enemy units. Any detected units 
that move last in that segment can break off con- 
tact simply by moving away from all enemy units. 
In the following turn they will not be detected and 
will be safe from attack. Conversely, any enemy 
units can be detected for the following turn simply 
by moving next to them after they have moved. A 
typical situation is ,for Russian submarines to play 
"cat and mouse" with Allied TFs, spotting them 
for long-range bombers as well as for themselves. 
The Allies often delay moving surface units till the 
third segment, hoping to move last and break con- 
tact, while the Russians will delay moving subs till 
last hoping to maintain contact. 

Of course, there will be conflicting demands on 
your resources and you may want to move the same 
class of unit both first and last (e.g., because you 
want to launch a cruise missile attack from some 
subs to damage a base, but you also need to main- 
tain contact with an enemy convoy). Sometimes you 
can get everything you want without breaking the 
rules if you are clever, or if your opponent makes 
a mistake. The best way to do this is to present your 
opponent with the same kind of hard choices. For 
example, if you want to maintain contact with a key 
surface group, encourage your enemy to move sur- 
face units early in the turn. Put an expendable TF 
just out of reach of your opponent's carrier-based 
air units so he will be tempted to pursue it and launch 
an air strike. Position a sub just behind a key TF 
so that TF can evade attack from that sub this turn 
if it moves before your subs. You lose one sub's 
attack this turn, but may gain more attacks next turn. 
If he doesn't bite and moves surface units in the last 
half of the third Action Segment, you can attack this 
turn and have lost nothing. If your opponent can 
derive a significant advantage by activating a cer- 
tain class of units early in a turn, set things up so 
that it will cost him dearly in another part of the 
board. 

For example, the U.S. player has two convoys 
at sea, each with a group of Russian subs buzzing 
around it. One is detected but only one turn from 
port, while the other is undetected and in the middle 
of the ocean. The Russian gets to move first and 
can attack the detected convoy with either subs or 
aircraft, either of which can cause about the same 
amount of damage. In most cases it pays to attack 
with the air first since it can never be used to spot 
targets for next turn; but in this case the Russian 
should attack with the subs first, since he can then 
guarantee two attacks. The subs attack the detected 
convoy and surround the undetected convoy so that 
it cannot move without being detected. If the U.S. 
player moves his damaged convoy into port, the 
undetected convoy must move now (allowing air 
attacks on it this turn) or not at all (it is guaranteed 
to be detected for the following turn). The U.S. 
player could delay moving surface units, hoping to 
move the undetected convoy after the Russian air 
moves, but then the detected convoy is finished off 
instead. 

I have discussed attacking convoys a lot and it's 
hjgh time to discuss how to do it. In attacking con- 



voys it sometimes pays to attack the escort before 
the cargo ships. This strategy takes advantage of 
the mechanics of combat. Whenever surface ships 
are attacked, they get to make a "defense roll". If 
a sub is launching a torpedo attack, the sum of the 
three best ASW values of the ships in the target hex 
is cross-referenced with the defense roll to deter- 
mine the negative modifier that the attack suffers. 
A key modifier to the defense roll is the number 
of defending ships. If there are four or more defend- 
ing surface combatants (a task force), the defense 
roll gets a bonus of " +2", while if there are less 
than two ships, the defense roll is penalized by 
" -2". The modified combat roll gives a result from 
"0" to "9". If the result is equal to or greater than 
the defense value of the target (not the ASW value 
of the hex), the target is sunk; if it is half the defense 
value of the target, it is damaged. And if it is less 
than half, there is no effect. A damaged ship that 
is damaged again is sunk. If there are four frigates 
escorting several cargo units and you will be able 
to make many attacks on the convoy before it can 
get away, it will be to your benefit to attack the 
escort first. As the defense weakens, your attacks 
will suffer smaller negative modifiers and your hits 
will pile up with accelerating frequency. If you will 
be able to get in only a few licks, then hit the cargo 
ships since they are more valuable. 

As an aside, I should mention that the second hit 
on a unit is more valuable than the first. Damaging 
a ship doesn't give any victory points (thought it 
reduces the VP value of a cargo ship that reaches 
port by 25 % to 33 %)-which is fair enough. How- 
ever, I was very surprised by the obvious game 
design decision to reduce the combat values of 
damaged ships only slightly. In no case is a damaged 
ship's speed or attack values reduced to less than 
half of the undamaged values. Reductions of only 
one-third are common, and many damaged ships 
lose no speed at all. After a single hit (plus a dud), 
the USS Stark had the combat value of a bathtub; 
and the British lost several ships in the Falklands 
to single hits. Modem ships are very good at avoid- 
ing hits, but not very capable of functioning well 
when damaged. 

After you have decided which type of ship to 
attack, you now have to decide how many-and 
which ships in particular. Since the attack points 
of the attacking unit(s) can be split up in almost any 
way the attacker desires, this is not always an easy 
decision. For attacking convoys, subs are the most 
straightforward, since only two targets can be 
selected, and the defensive combat value is not 
dependent on which ships are attacked. Hit the 
highest priority target at the highest possible column 
on the CRT, and use any remaining attack points 
against the best ship among those with the lowest 
defense value. The secondary attack is almost sure 
to fail, so just give yourself the best chance to hit 
something. Of course, ships with defense values of 
"3" are the same as those with "4" for this pur- 
pose, since a result of "2" is required to hit either. 
Splitting the attack strength more equally is seldom 
good play, and is a bad gamble against anything 
other than two unescorted cargo ships. If you elect 
to attack the escort, attack the ship that is contribut- 
ing most to the defense. If most of the subsequent 
attacks will be from the air, attack the ship with the 
best AA strength; while if attacks will be by subs, 
knock out the best ASW vessel. Don't automatically 
use subs to improve their own chances. Make them 
be team players; the bombers are more powerful. 
Occasionally the choice is also dependent on defen- 
sive considerations. If one of the escorts carries 
cruise missiles, attack it first. 

The same principles apply when attacking carrier 
battle groups, but the defense and ASW values of 
the carriers are so high that it is necessary to reduce 
the escort before subs have a realistic chance of suc- 
cess. For example, the USS Vinson can repel the 
strongest Russian torpedo attack (22 attack points) 

88 % of the time without any escort at all (the realism 
of this is certainly highly questionable) and 99% 
of the time with the escort provided in the Advanced 
Game. For the weakest carrier, the Midway, the cor- 
responding numbers are 70% and 94% 

In missile combat, attack and defense values are 
usually higher and the tactics for both sides are more 
subtle. The defense strength is the sum of the area 
AA values of all ships in the target hex, the base 
AA (if applicable) and the close AA values of tar- 
get ships and the ships stacked directly under them. 
Unlike torpedo combat, a missile attack can hit up 
to half of all the ships in the target hex, but the 
choice of targets is not completely free. The 
defender divides his force in half and a die roll 
determines which half the attacker can choose his 
targets from. There are two basic philosophies for 
setting up the defense to a missile attack. The first 
is to stack the units with high close AA values under 
the targets you want to protect the most; this can 
increase the defense modifier. The other is to put 
all the important targets in one half of the stack and 
hope that the attacker can't hit that half. The former 
works best when you have a strong TF undergoing 
a weak attack and you can hope to prevent any 
damage at all. The second works best when the 
attacker can "deep-six" any one or two ships that 
he likes. Of course, a combination of these two 
tactics is also possible. Whenever possible, do not 
put two lucrative targets adjacent to one another. 
The attacker can then hit both and face close AA 
fire from only three ships. If he wants to hit two 
non-adjacent ships, four ships can fire close AA. 
For weak attacks, lucrative targets are ships with 
low defense values that have high attack values, high 
VP values, or are already damaged. For strong 
attacks, important targets are carriers, cargo ships 
and ships with strong attack values, regardless of 
their defense values. 

Missile attacks can be as strong as 200 attack 
points. In the absence of any defense modifiers, a 
single Russian bomber squadron could automatically 
sink two frigates every turn. With this kind of power 
in hand, it is tempting to attack everything. Some- 
times this is the best course; sometimes not. The 
more targets you attack, the stronger the defense 
is and the higher the chance of complete failure. 
However, the chances for a big victory are increased 
as well. Take a simple case and suppose that a Back- 
fire squadron is attacking a relatively weak task 
force consisting of five Japanese destroyers (each 
of defense value "3", area AA "0" and close AA 
"7") that has been hunting submarines east of Japan 
and has foolishly strayed beyond the range of air 
cover. If the bomber unit uses all 75 of its attack 
points against one DD, it misses only 6% of the time 
and sinks the target fully 80%, getting an average 
of 1.74 "hits" (counting two for sinking and one 
for damaging). If it allocates 46 points againt one 
DD and 28 against another, it misses everything 
17 % of the time, but sinks both DDs 17 % as well, 
and gets an average of 1.95 hits. In this case it pays 
to split fire, especially since sinking two DDs has 
the added advantage of eliminating the bonus (of 
"2") to future defense rolls (even later in the same 
Action Segment) for having four or more combat 
ships in the defending group. Other ways of split- 
ting these attack points exist: 58 and 15 gives 1.62 
hits; and 36 and 36 gives 1.60 hits. Note that there 
were always a few factors left over. This is a func- 
tion of the attack points columns on the CRT. These 
points could have been used to attack a third target 
assuming that the "half' of the task force attacked 
was the one with three DDs, but that would have 
increased the defense modifier to no good purpose. 
In those cases where the extra attack doesn't cause 
the total AA value to increase to the next CRT 
column, make the attack and hope for good luck. 

Different tactics are best when attacking a for- 
midable opponent. For example, the Russian TF in- 
cluding the CGN Riga and CV Novorossiysk that 

starts the Advanced Game at sea has been stripped 
of is CAP by the Midway air group and is being 
attacked with missiles by the B-52s from Guam. The 
area AA is 58 and the U.S. Player has 75 attack 
points that can be allocated only among the three 
DDs (defense value "4", close AA "6" or "7"). 
Attacking one DD results in a 30% chance of sink- 
ing it and 1.0 expected hits. Attacking two with 46 
and 28 attack points results in 0.8 expected hits and 
only a 0.3 % chance of sinking both DDs. The moral 
of the story is to split your attack when the defense 
is weak, but concentrate when the defense is strong. 
Note that all the ways of allocating attack points are 
nearly equally effective. A lot of thought went into 
that deceptively simple CRT. Note also that a 
defense more than three times as strong reduced the 
damage by less than a factor of two. The best 
defense is still a good offense. 

If you have a stack of missile units, you can launch 
one large attack or several small ones. For causing 
general mayhem, one large attack is best since the 
enemy AA only gets to fire once. However, if there 
is one high priority target in a weak TF, several 
weak attacks may be better since one strong attack 
has only 50% chance of being able to hit. 

Bombing attacks have the best characteristics of 
both torpedo and missile attacks. There are no 
restrictions on the number or choice of targets. 
Many more airplanes can make bombing attacks 
than missile attacks (though BMB units can attack 
ships only with missiles) and bombing attacks tend 
to be stronger. A U.S. camer air group can bring 
up to 205 attack points to bear. However, unlike 
torpedo or missile attacks, the attacker can take 
losses if defense roll result is "4" or more. Attack 
and defense tactics are the same as for missile 
combat, except that the ploy of hiding all the 
vulnerable targets in one-half the stack doesn't work. 
If you plan on attacking an enemy TF with both 
bombs and missiles in the same Action Segment, 
attack with missiles first to soften up the defenses 
and reduce the risk of bomber losses. In general you 
should think nothing of launching a weak missile 
attack against a strong enemy. It usually costs little, 
and you might get lucky. A bombing attack should 
have a good chance of success to make the risks to 
AA fire worthwhile. 

ASW attacks are usually very straightforward 
since there is never a defense roll and only one sub 
can be attacked at one time, but there are a few 
things to consider. Since a sub can only be attacked 
once in a surface or air Action Segment, it is im- 
portant to get the optimal attack. If more than one 
TF can attack the sub, make sure that you use the 
best one, consistent with your larger goals. It never 
pays to detour with a convoy escort to hunt subs. 
If you have several ASW aircraft at the same base 
and several spotted subs, make several weak attacks 
if the subs are weak, and make fewer concentrated 
attacks if the subs are strong. One ploy that can make 
life more difficult for enemy subs trying to mass 
against a large TF is splitting the TF and recom- 
bining. At the start of the surface Action Segment, 
split the TF into task groups of three ships, the max- 
imum that can be used in any one ASW attack, and 
have each task group attack one sub. Organize your 
groups carefully to take advantage of the attack point 
columns on the CRT. At the end of the segment, 
recombine the groups into a single TF to provide 
maximum mutual defense. 

One attack that comes up more often in the 
Advanced Game than in the basic scenarios is the 
"airbase" attack. It is the best way of eliminating 
air units, but in most of the basic scenarios the air 
groups are too small and it doesn't pay to risk the 
AA fire. It also takes three results of "4" or more 
to destroy any base, and no air units are destroyed 
if the base is merely damaged. In any scenario it 
can be worthwhile to damage a base to prevent its 
air units from activating, but it is seldom worth- 
while trying to destroy one in a basic scenario. 



In 7th FLEET the only ways to attack air bases 
are with cruise missiles and bombers. Cruise mis- 
siles can only attack bases and Harpoons can only 
attack ships. Cruise missiles are few in number and 
fairly weak, but the only defense against them is 
to sink the ship that carries them before they can 
be launched. Bombers are strong but must risk CAP 
and AA fire. If your opponent is serious about 
defending a base, knocking it out will often require 
using both. Start with a dawn cruise missile attack. 
At the end of the turn, the CAP must land and can- 
not take off again until the base can be repaired at 
the end of the night turn. If the cruise missiles miss 
or are unavailable, or if CAP from a nearby base 
can also defend it, send a fighter escort along with 
your bomber strike. Since only four units can make 
up the combined mission, this often results in a weak 
escort or a weak strike, or both. If a strong escort 
defeats the CAP, a weak accompanying strike may 
not be likely to damage the base; but follow-up 
strikes in the same Action Segment can then hit the 
base with no CAP to worry about. The attacker's 
problem is that CAP cannot be forced to fight, and 
can simply refuse to engage a strong escort, trust- 
ing to the base AA to repel the weak bombing attack. 
The defender's problem is that he often doesn't 
know if the escort is strong or weak, since most 
interceptors can be used as fighters or bombers. (The 
rules make it clear that the attacker must specify 
which role the interceptors will play when the 
mission is launched, but do not say when the 
defender is informed of the decision; I recommend 
that the CAP must commit before finding out.) 

When attacking a TF or base defended by CAP, 
check out the air-to-air values of the CAP and your 
own units carefully and assign your interceptors to 
fighter, fighter-bomber and bomber roles to max- 
imize your bombing value consistent with getting 
good odds against the CAP. If you need three of 
four air units at a base for a good attack, send all 
four. Allow for surprises and losses to AA fire. The 
single remaining unit will not be likely to make a 
good attack on its own. Bluff occasionally by send- 
ing all your interceptors in the fighter or the bomber 
role. The CAP opponent may make a disasterous 
decision. If the attacker controls an airbase within 
four hexes of the target, he is in a much better situ- 
ation. In 7th FLEETa CAP mission of the attacker 
can join any air-to-air combat within four hexes of 
its base. Thus, a carrier that moves to within four 
hexes of an enemy base can send up a CAP of two 
F14s, an F18 and an E2 to act as "escort" for a 
strike force of an F18, an A6 and EA6 (which gives 
a " -2" modifier to both the air-to-air and AA die 
rolls). This attack is a heavy favorite to defeat any 
single squadron on CAP and is enough to get the 
best possible bombing attack on the CRT even if 
the A6 is damaged by the base AA fire. If enemy 
air units have not moved yet, this attack can be risky 
since losing the air-to-air combat leaves the carrier 
without air cover for the rest of the turn. In some 
Advanced Game scenarios the strong Allied air 
forces in South Korea can often destroy the whole 
North Korean air force in a couple of days by a 
similar method, even if every available North 
Korean interceptor is placed on CAP. 

Strategic air missions are vital to successful play 
since they are the only way of locating enemy units 
without risking detection in return. The most im- 
portant strategic air missions are Reconnaissance 
and Interception. Recon missions are launched to 
find enemy units in one of the 14 large areas on the 
three maps. Each air unit on recon can detect one 
enemy surface group or attempt to detect one sub. 
If successful, the detection lasts for the ensuing three 
turns, eliminating the need to remain adjacent at the 
end of the third Action Segment to maintain con- 
tact. Interception missions repel enemy recon mis- 
sions. If both sides have interceptors in the same 
area, the interceptors have air-to-air combat. The 
winner gets to make his reconnaissance unimpeded, 

while the loser gets his recon missions "bounced" 
before they can see anything. 

Since detection is so important, it is tempting to 
insure it by putting the bulk of your air units on 
strategic missions. This is a mistake. It is just as 
vital to retain enough air assets to maintain CAP 
and a strong strike capability. Units on strategic 
missions cannot be activated in the following three 
turns, and there is no point in detecting so many 
enemy units that there are not sufficient forces avail- 
able to attack them all. Leaving enemy units 
undetected and waiting to pounce on them with a 
large air force can deter attacks on your own ships, 
since a less than overwhelming attack will likely 
leave your enemy detected and subject to a devastat- 
ing series of counterstrikes. 

There are also two other strategic air missions: 
Tactical Coordination and Mining. The latter is an 
optional rule; and the former is seldom used, 
especially by the Allied player. A tactical coordi- 
nation mission allows you to add one to your die 
roll for one attack; I would, however, much rather 
have the use of the unit for three attacks of its own 
during the day. The only good candidates for this 
mission are the Russian recon planes that have no 
attack capability at all, and I would rather use them 
for recon missions. The best use for this mission 
is in low-probability, high-payoff attacks-like 
attacks on carriers. I prefer the tactical coordina- 
tion rule from Balkoski's old "Task Force" game 
(which in most ways is much inferior to 7th FLEEZ) 
which provides an advantage when the same target 
is attacked multiple times. I suggest that a tactical 
coordination mission cause a + 1 modifier to the 
attack roll for each attack on its target after the first, 
that it last the whole turn, and that a maximum of 
one be allowed per target. Also, a tactical co- 
ordination mission could be required to use the 
coordinated air strike optional rule, which allows 
air units from more than one base to combine in 
the same attack. 

The choice of which squadrons to use for strategic 
missions is important. Searching for surface units 
can be done by any kind of air unit except electronic 
warfare (EW). Don't automatically use recon units. 
Airborne early warning airplanes are vital if carrier 
CAP is to fight more than one hex from the CV; 
but if this isn't necessary, AEW squadrons make 
good recon planes. The North Korean S77s don't 
have the range to attack ships more than six hexes 
from their base, but can be used on recon missions 
to locate enemy ships anywhere in the Sea of Japan. 
Consider sending an EW squadron with especially 
important interception missions. It will aid the air- 
to-air combat and guarantee that enemy recon units 
will be turned back if the enemy interceptors are 
defeated. It is vital that you keep prying eyes away 
from your convoys. The Russian player has con- 
voys to protect too, and has to decide whether to 
use his few long-range interceptors to gain tem- 
porary air superiority over his own convoys or those 
of the Allies. The proper interceptor force to send 
to an area is highly dependent on what your oppo- 
nent has sent there. Since each player must allocate 
all his strategic air missions before knowing what 
the enemy has done, no hard and fast rules can be 
given for deciding. Strategic mission planning, more 
than any other part of 7th FLEET, requires that you 
know your opponent. 

Surface units have many special qualities and their 
proper use is crucial, especially for the Allied 
player. Unlike air and submarine units, these can 
make two attacks per Action Segment (though only 
one of any given type). Use this capability whenever 
possible. 

When strong air units are present, the primary 
consideration in deploying surface units is the avail- 
ability of air cover. This cannot be overemphasized. 
This does not mean that all surface vessels need to 
stay in port or travel in a TF with an aircraft carrier. 
CAP can be used to restrict the movement of enemy 

bombers rather than actually fly over the ships they 
are protecting. Japanese surface groups can oper- 
ate safely in the Tsushima Strait area under the 
umbrella of CAP from Iwakuni and Kangnung. Be 
very careful here. The ships aren't immune unless 
all hexes within the bombers missile range are 
covered by CAP. This is especially important if subs 
are available to give midcourse correction for long- 
range attacks. CAP cannot prevent an attack on the 
northwestern three hexes of Tsushima Strait by the 
T30 Blackjack (whose missiles have a range of 
"4"). The East China Sea can also be made rela- 
tively safe by the Harriers carried by USS Wasp and 
CAP emanating from Okinawa and Kyushu, and can 
be turned into an Allied "lake" in the scenarios 
where the Chinese and Taiwanese join the Allies. 
Interceptors on strategic interception missions are 
also effective air cover if there are no enemy subs 
around. CAP from carriers in the Hokkaido and Sea 
of Okhotsk zones can force Russian Backfires to 
detour so far out of the way that they will be unable 
to reach their targets. The Russians do not have the 
advantage of geography possessed by the Allies and 
will have to cover their ships directly. Except for 
the two carrier based Y36 squadrons, this air cover 
can only protect the small strip of the board on the 
northwest side. 

U.S. carriers are an important part of the Allied 
offensive capability and can deliver considerable air 
power to wherever it is needed. Think ahead about 
where you want to deploy them, however, since the 
board is very large and it takes many turns to go 
from one side to the other. It is easy to get into a 
situation where most of a carrier's time is spent in 
transit from one crisis point to another, and its planes 
spend most of the time on deck. The Allied carriers 
need defense, but their sheer size (reflected in the 
defense value) and their own inherent CAP and 
helicopter ASW will make them very hard to attack 
successfully. Be aggressive with them, but not 
reckless. 

Soviet carriers are far less useful, and more 
vulnerable. If Balkoski's picture of naval warfare 
is to be believed, small carriers are good for little 
except convoy escort. The single Y36 squadron is 
very useful as a mobile CAP since it makes its TF 
immune to unescorted airborne missile attacks, but 
it is weak and must usually decline combat against 
enemy interceptors. It is very vulnerable to an air 
strike using an all bomber bluff. Since the Soviet 
carriers are powerful surface ships in their own 
right, they can operate successfully anywhere except 
where strong enemy interceptors are encountered. 
Unfortunately for the Soviets, Allied advantages in 
geography and carrier air groups make these areas 
small or remote from the main action. 

Convoys are important for victory points. In the 
Advanced Game, landing a single convoy unit in- 
tact is worth as many VP as sinking four Russian 
diesel subs-and a typical convoy contains three 
such units! The assortment of frigates that are 
usually assigned to protect them may not be 
adequate. Consider reinforcing the escort when you 
can. The Russian CVs and the USS Wmp make ideal 
escorts since they provide a modest CAP. Generally 
move them toward their destination as quickly as 
possible. In the basic scenarios you don't have much 
time to waste, and in the advanced scenarios the 
game can end any day after the Negotiations 
Progress Box is reached. Sometimes it is necessary 
to make a detour to avoid detection, but don't stray 
too far for any other reason. 

In the Advanced Game, other surface ships play 
primarily defensive roles in support of carriers or 
convoys. These escorts do plenty of attacking-but 
usually just counterattacking the subs, missiles and 
aircraft that are trying to hurt their TF. Otherwise, 
the only other surface ships that have an important 
offensive role are the few U.S. ships that carry 
cruise missiles. They should generally be fired early 
in Jhe scenario, because ships canying them are high 



priority targets and usually have short life expec- 
tancies. Even the mighty Missouri will have 
difficulty surviving repeated air attacks. Sometimes 
an attack can be launched with SSMs, but this is 
seldom decisive except in the basic scenarios where 
there are few air units or submarines. 

Air units pack the most powerful punch of any 
of the classes of units, and their long range also 
makes them very flexible. The ranges of heavy 
bombers, especially, are impressive. The Russian 
T30 can cover the entire board from its base near 
the northwest corner. However, against a wary foe, 
the opportunities to attack at long range will be 
limited by the availability of submarine or air recon 
and the necessity of detouring around or defeating 
enemy CAP missions. Even if they don't do much 
attacking, long-range bombers exert a great deal of 
pressure on enemy forces. If the Russian Backfires 
and Blackjacks are lost or immobilized, the numerous 
Japanese DDs can hunt subs with impunity and 
fewer Allied fighters need be sent on strategic in- 
terception. 

Proper use of interceptors is crucial to making 
use of bombers. Keep a strong CAP at important 
bases to restrict enemy movement and protect your 
own bombers. Use overlapping CAPs so that bases 
can defend one another. If two CAPs can attack, 
it usually pays to attack separately rather than 
together. Try to keep a centralized long-range 
intercept-bomber combination together that can 
threaten many places at once. Try not to break up 
large stacks of planes by putting some on CAP or 
strategic air missions. It dilutes the strength of the 
strikes that base can launch. Use interceptors from 
bases with only a few planes, and use the base purely 
for strategic missions and CAP. However, beware 
of concentrating your forces too much if the enemy 
has cruise missiles or a large advantage in inter- 
ceptors. Large stacks of recon units should not be 
broken up either. A stack of four P3s is very flexi- 
ble in the strength and number of ASW attacks it 
can launch and can deliver a potent missile attack 
against any TF without air cover within 37 hexes 
of its base. 

Submarines have several advantages over surface 
ships, the most important being the fact that they 
are harder to detect. They are valuable for spotting 
since they can frequently detect an enemy surface 
group without being detected themselves. Their 
defense values are high; their anti-ship capabilities 
are generally good; and they are far less vulnera- 
ble to airplanes since few planes can attack subs at 
all and the ASW attack values of recon aircraft are 
much lower that the anti-surface value of bombers. 

Both sides can generally be aggressive with their 
nuclear subs without taking unacceptable losses. 
Nuclear subs are usually as fast as surface ships and 
can be maneuvered at will. However, going full 
speed causes strategic detection if any enemy vessels 
are within 200 miles. Don't worry about this dur- 
ing night turns, or if the sub already has a strategic 
detection marker. Subs armed with cruise missiles 
can often wait to fire them since the subs are hard 
to find if they want to hide. Allied SNs can also 
be used in these roles, and are even better at them 
than the Soviets. Their higher ASW values also 
make them attractive as escorts for surface groups, 
since their ASW value can be used for defense rolls 
during torpedo attacks. The problem with this is that 
they can't move at the same time as the surface units 
and thus cannot provide continuous protection. 

Diesel subs must be used more cautiously than 
nuclear subs since they are easier to detect and their 
defense value is "5" or "6" instead of the "7" 
typical of SNs. This doesn't sound like a big dif- 
ference, but it makes SSs roughly twice as vulner- 
able to ASW aircraft. They are also much harder 
to use offensively. They are slower than convoys, 
and some can't keep up even at full speed. They 
may only get one attack, so be sure to make it is 
a good one. These boats also tend to have miserable 

ASW values and if left alone, the first news they 
get of an enemy sub is an incoming torpedo. Keep 
them in stacks with a total ASW value of at least 
"6" so they have a chance to detect an enemy SN. 

STRATEGIES 
I won't go into the strategies of the basic game 

scenarios, but I would like to give a few thoughts 
on how I currently see the strategy for an Advanced 
Game scenario. There are four of them, each with 
low and medium and high states of readiness, so 
there are really 12 in all-and each scenario will 
require a slightly different approach. I am most 
familiar with "Invasion of Japan" starting at high 
readiness, so these notes should be read primarily 
with this in mind. 

The strengths of the Russian forces are their long- 
range bombers and their nuclear submarines. The 
other forces are not trivial, but will serve a sub- 
sidiary role. The SNs should be used primarily to 
attack convoys and spot them for bombers. Deploy 
several subs around the convoys that start in the 
North Pacific and Central Pacific zones for attack- 
ing and spotting in case the air recon is bounced. 
If the convoys are detected, they should be attacked 
vigorously and will be rapidly destroyed unless a 
U.S. carrier battle group intervenes. Ignore the con- 
voy in Guam for the time being. There will be plenty 
of time to deal with it later. Maneuver your SNs 
in packs since some will be lost to the convoy escorts 
and to ASW airplanes. It is risky to use subs to attack 
carriers, and not likely to be successful. If the 
Russian player is lucky though, such a policy can 
go a long way toward winning the game. You can 
make some headway attacking the camer's escorts, 
but convoy units are three times more valuable. 

The heavy bomber units are the Russian's trump 
cards. The T26s and the T30 should concentrate 
almost exclusively on long-range missile attacks. 
The ideal targets are carriers, ships carrying cruise 
missiles, and convoys-but don't pass up any sur- 
face target that can be attacked without risk. They 
are too valuable to lose and should bomb bases (and 
risk AA fire) only if the target is very important 
and there are no others available. The T16s can also 
be used for missile attacks, but their shorter range 
often makes this impractical. They and the S24s are 
good for attacking the Allied bases in northern Japan 
after the CAP has been forced down by cruise 
missile attacks. There are four good reasons for 
attacking these bases: it makes the northern Russian 
bases more secure; it greatly improves the chances 
of getting VPs for air superiority over Hokkaido 
(or at least deny them to the Allies); the absence 
of CAP there extends the range of the Russian 
bombers; and it makes it much easier to detect and 
destroy the Missouri and Jones before they get into 
cruise missile range since few Allied planes will be 
able to fly interception in the NW Pacific zone. Look 
for a chance to punch a hole in the Allied CAP 
screen in the Japanese Home Islands. If it can be 
done by damaging one base, by all means try it. 
This may let the T16s make many more missile 
attacks. 

The Russians have as many convoy units as the 
Allies, and in general they are closer to their desti- 
nation (Kamchatka) than the Allied convoys are to 
theirs. Don't even think about trying to send any 
convoys to Cam Ranh. If the Americans commit a 
carrier battle group and some subs to interdicting 
the convoy route, CAP from the airbases in Sakhalin, 
Kamchatka and the Kurile Islands is vital to give 
your convoys a decent chance of reaching their 
destination. Defend these bases as best you can. 
Escort the convoys with the CV Minsk and any other 
available surface vessels. 

Strive to keep the Soviet bastion area free of Allied 
subs to keep the convoys undetected and deny the 
Allies victory points for harassing the Soviet ballistic 
missile subs (which are not included in the game). 

SNs that must start the game in port and recon air- 
craft are the best units for this. 

The Novorossiysk/Riga task force is strong enough 
to hold out a long time against anything short of 
a determined campaign by a carrier battle group. 
It should deploy after the Midway battle group, far 
away from it, and then should try to lose itself in 
the ocean and pick up points for "sea denial". It 
then leads a U.S. carrier on a long chase far away 
from the main scene of action or causes havoc in 
the rear areas. If undetected, it can even take its 
Y36 squadron off CAP and raid Allied bases at 
Guam or Iwo Jima, or join in attacking convoys. 

The North Korean air units will be hard pressed 
to survive a determined and skillful air offensive. 
An evacuation to the airbases near Vladivostok 
should be considered, so the Allies cannot use CAP 
as escort for airbase attacks. Putting all eligible 
North Korean air units on strategic missions on Turn 
1 is one way of doing this, and they can do some 
useful spotting. This has the advantage of prevent- 
ing any attacks on them, but delays their re-entry 
two turns; and this might be one turn too many. 
After the mandatory five-turn hiatus setting up new 
ground facilities, they can replace longer-ranged 
Russian fighters on CAP. 

The elderly North Korean diesel subs can get a 
few victory points for penetrating the Tsushima 
Straits if they try hard enough; but in the long run, 
they might lose more VPs with this strategy than 
they gain. Keeping them a force in being is the best 
use for them, to keep some Allied units tied up 
watching them. The same can be said for the Russian 
diesel subs. Most of them at least have the advan- 
tage of being able to operate in the open ocean. Hide 
them, preferably in the Japan zone, collect victory 
points for sea denial, and if the Allies chase them 
spot the ASW groups for bombers. Once in a while, 
they will get a chance to do some damage to a con- 
voy as it nears Japan. 

In Vietnam, keep every eligible squadron on CAP 
to hold off the Vinson's air group as long as pos- 
sible. Keep the DDs in port unless you can move 
them and attack with SSMs in the same segment- 
and even then only if the enemy air units have 
already moved that turn. The subs in the South 
China Sea should try to sink the Antietam before 
it can launch all of its cruise missiles, and then try 
to keep the Vinson TF under surveillance if it tries 
to get close to Cam Ranh. SSMs from the destroyers 
and the submarine Ob may then take out a couple 
of escorts andlor amphibious assault ships. The 
alternative is to try to escape to the open sea and 
perhaps deter a convoy from trying to resupply 
Subic Bay. 

The strengths of the Allied forces are their carrier 
battle groups and their advantages in geography and 
interceptors. The commanding position of the Allied 
bases in the Phillippines, Japan and South Korea 
forces Soviet surface vessels to operate mostly on 
the far western edge of the board. The big carriers 
can provide local air superiority anywhere desired. 
The more numerous and better quality Allied in- 
terceptors prevent successful attacks on friendly 
bases after the Russian cruise missiles are exhausted, 
and allow the Allies to carry the fight to the enemy. 

The Midway group can start almost anywhere you 
please; while Midway is not as strong as her big 
sisters, she is powerful enough to go in harm's way. 
Assuming that the Nowrossiysk is well out of range, 
the Midway should go after Russian airbases. Vilyuy 
in Kamchatka can be attacked at dawn on Day 2 
and is a good place to start since its only interceptor 
is an M31 that the Russian would love to use on 
strategic interception; and it also holds two squadrons 
of recon aircraft and one of Backfires. On the way 
north, her air group can hit the airbase at Yuzhno- 
Kurilsk andlor the convoy that starts in Korsakov. 
The main alternative is to stay in the Hokkaido zone 
and aid in the defense of the northern Japanese bases 
and the destruction of the Soviet convoys and air- 



bases in Sakhalin and the Kuriles. This has the 
advantage that the Midway and Kitty Hawk can sup- 
port each other, k i n g  interceptors for strike escort. 
It is possible to use the Midway to guarantee the 
safe arrival of a convoy, but she cannot protect all 
of them and it is a waste of the Midway's offensive 
potential to be tied to escort duty so far from the 
action. 

The Kitty Hawk should first escort the accompany- 
ing amphibious assault ships to Hokkaido, and then 
look for something to kill. Ideal targets would be 
the Minsk, Novorossiysk or a convoy. Other options 
are the airbases on Sakhalin and Kunashir islands 
that defend the Soviet convoy route. 

The Vinson group that starts in the far southern 
reaches has two basic options. The first is to belly 
up to the coast of Vietnam and try to destroy the 
seven air units and seven destroyers to collect the 
VP and make the South China Sea safe for democracy. 
With the help of the cruise missiles of the subs 
Springfield and Bremerton, plus those of Antietan 
and Lefnvich, this should be accomplished in about 
three days. The other option is to ignore the Russian 
southern forces, which can do little damage to the 
Allied war effort, and proceed north to land the 
amphibious assault units in Korea and then join in 
the annihilation of Kim Il-Sung's forces. It will take 
two days to get into position, however, and I prefer 
the first option. Don't try to do both by sending the 
amphibious assault ships off on their own while the 
warships stay to blow away the Vietmmese and their 
Slavic patrons; the assault ships will need the pro- 
tection of the Vinson's CAP. 

The Allies have some hard choices to make in 
where to deploy their air units. The F18 squadron 
that can deploy on either the Midway or Iwakuni 
should start on the carrier, since one squadron of 
F18s is enough to provide CAP at the airbase and 
the range of the Hornets is so short that they can't 
do anything else there. The P3s should be concen- 
trated in Kanoya and Kadena to provide powerful, 
flexible stacks in a central position. They will not 
need to do much anti-sub strategic recon, since many 
Russian subs will be detected when they tq to attack 
your convoys. Wait for them to come to you, then 
pounce. The F111 should be deployed in Kunsan; 
Misawa is a better base for offensive operations, 
but it is often destroyed by Russian attacks. The Fl8 
that can be deployed in Misawa, Iwakuni or Atsugi 
should deploy in the latter since otherwise damage 
to the airbase at Komatsu would leave a gap in the 
CAP screen over Japan. The F4s that start in the 
Phillippines are of no real use there and should 
redeploy to Okinawa on the first turn. When they 
have established themselves there, the F15s already 
there can redeploy further north. The F4G at Clark 
should redeploy to Japan, where it will be useful 
in strategic interception missions. 

Insuring the convoys' safety is a high priority, 
but don't be so preoccupied with them that you 
neglect the offensive. The first line of defense is 
strategic interception. Invest a lot of interceptors 
and some EW aircraft to this mission to try to keep 
the Russian bombers at bay. Some convoys will be 
spotted by subs even if your interception is success- 
ful, and some will be lost despite your best efforts. 
Set up a continuous line of CAP from Hokkaido to 
Korea to restrict the bombers' movements as much 
as possible and consider extending this screen with 
carrier CAP (especially if this will put a detected 
convoy out of range of a Backfire squadron). Move 
surface ships last to try to escape detection. The best 
way to deal with the bomber threat is to launch a 
vigorous air offensive against Soviet airbases start- 
ing with cruise missile attacks to minimize CAP. 
The Allies will take air losses, but the Soviets will 
take more; and this offensive will take the pressure 
off Allied air bases. Without Russian CAP to worry 
about, the Allies can either destroy the bomber bases 
or annihilate the Russian convoys, or both. Since 
the Soviets must deploy most of their interceptors 

on CAP and must commit first, the Allied player 
will often find that a minimal CAP of his own will 
suffice, leaving most of his air units free to attack. 

The aircraft in South Korea should try to begin 
the methodical destruction of the North Korean air 
force using CAP as escorts for bombers launched 
from further south. Use the cruise missiles else- 
where. The forces at hand should suffice to do the 
job. If the North Koreans bug out, evacuate the bases 
that may fall to a North Korean ground attack and 
try to do in the Soviet airbase complex just north 
of Vladivostok, assisted by the cruise missiles of 
the Missouri and Jones. Meanwhile, try to pick off 
the North Korean patrol aircraft. The B52 unit 
should attempt to stay out of harm's way and risk 
AA fire only for very high priority targets. It is the 
only unit the Allies have that can intimidate surface 
units anywhere on the board like the Russian 
bombers can. 

The Japanese and Taiwanese surface ships should 
concentrate on staying out of the way of the Russian 
bombers, and trying to hunt down some Russian 
subs--or join a carrier battle group if possible. Some 
should be in position to escort the tankers coming 
into Japan from the East China Sea, protected by 
CAP from Okinawa, Taiwan and the USS Wasp. 
Don't collect the VP for landing the Wasp in Korea; 
use its CAP for protecting ASW groups and con- 
voys. The South Koreans and a few Japanese should 
fight off attempts by North Korean and Russian subs 
to penetrate the Tsushima Straits. 

The Allied SNs are highly capable ships. As with 
the carriers, think ahead about their deployment- 
and be aggressive with them, because it is bad play 
if they are left idle for any length of time. The boats 
with cruise missiles should be placed to damage 
Soviet airbases in the first couple of turns. Top 
priority targets are thme with good interceptors that 
can be destroyed before the next day by bombers. 
A couple of subs should shadow the Novorossiysk, 
and a few can be used to try to help break up con- 
centrations of Russian subs in defense of convoys 
or carrier battle groups. 

The diesel subs should mostly be used for defend- 
ing the Tsushima Strait and spotting Russian sur- 
face vessels entering the Sea of Okhotsk from the 
south. Deploy as many as you can north of Hokkaido 
where there are no Soviet close defense hexes 
between them and the Soviet bastion area. Move 
them into the bastion to listen for SSBNs and to 
interdict the convoy route. Like the Russian SSs, 
they should be used in stacks to provide a detec- 
tion capability against enemy subs. 

I have mostly ignored the effects of the optional 
rules. The logistics optional rules create a lot of 
bookkeeping, but the added realism is worth the 
effort and their use requires dramatic changes in a 
lot of the tactics and strategy of the game. Some 
of the other optional rules are interesting as well, 
but they must be the subject of some future articles. 

I hope that these thoughts help you to get started 
toward winning play in 7th FLEET. It is a very 
enjoyable game, one that I suspect is even more 
subtle than I have yet realized. h 
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% Time PBM: 90% 
Play Preference: PBM 

Dr. Spontake of 
potential PBM garners: 

"Do not be afraid to  writ^ .. y opk -... nt in 
the "Opponents Wanted" section and ask them 
to explain PBM. Many people shy away because 
they feel it is probably too complicated. PBM 
is really not complicated, and just about every- 
body will help-and our hobby will remain 
strong. I believe that before one starts a cor- 
respondence gaming relationship, a set of rules 
should be discussed. These rules should include 
time of response. People have good reasons for 
delays, but it only takes five minutes to send a 
postcard saying 'I need more time lyone can 
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ACHTUNG MINEN! 
By Jon Mishcon 

The title may be a little dramatic, but I already 
titled an article written in 1981 (see Vol. 18, 
No. 3) "Minefields and Booby Traps". Long-time 
readers may well want to peek back at that article 
just to contrast what I had to say then with the 
current state of affairs. It was rather interesting for 
me to do so. For those lacking that article, it briefly 
reviewed who used what kind of mines (U.S. and 
German forces used manufactured mines while the 
Japanese made do with what was available) and the 
German approach to mine tactics. A brief reprise 
of those historical concepts is in order before we 
turn to ASL mine usage. 

German mine policy specified usage of mines both 
offensively and defensively. On offense, hastily-laid 
mine screens were used to shield the flanks of an 
advance and protect key raillroad junctions that had 
been overrun. Defensively, minefields were emplaced 
to slow enemy advances, channel attacks into sited 
"killing grounds", and permit greater defensive 
troop concentrations in the unmined areas. In all 
cases great stress was laid on ensuring adequate fire- 
power to protect the fields from hasty breaching. 

The Germans preached rellatively few keys to suc- 
cessful mine use. First, where mines were laid they 
must be of adequate depth and number to intimidate 
enemy movement. Second, mines are not a rigid 
barrier. Rather, they serve as a psychological 
obstruction. Third, the intent of minefields is to 
ensure that the employer will have adequate time 
and troop concentration to counterattack vigorously. 
Lastly, the effectiveness of any given minefield 
varies directly with the ability of the troops behind 
it to protect the field. 

Standard Gennan minefield construction involved 
surveying each and every mine location and type. 
The edge closest to the enemy was composed mostly 
of anti-tank mines. This was to protect the anti- 
personnel devices from harmless detonation by an 
AFV. The core of the barrier was composed of 

We'll take a moment to review ASL anti-personnel 
mines, anti-tank mines, and booby traps before dis- 
cussing the pros and cons. 

Anti-personnel mines are low power explosive 
devices designed to go off under minimal pressure. 
They may be placed in concentrations of six, eight 
or twelve factors per hex. They can immobilize an 
AFV, kill or break troops. They can even take out 
unarmored vehicles. They go off whenever any unit 
enters or leaves their Location. 

Anti-tank mines are available at a cost of three 
anti-personnel factors per anti-tank factor. These 
mines are big and powerful enough to rip the treads 
off a tank-perhaps even blow through the bottom 
plate armor. Because of their size, they're expen- 
sive. Thus, they're adjusted only to detonate under 
the kind of ground pressure generated by a vehicle. 
Anti-tank mines can be laid in strengths of one 
through five per hex. Don't go off until a vehicle 
enterslexits their Location and a die roll 5 the AT 
mine concentration is made. They always attack on 
the 36+ column of the IFT. Obviously, a KIA result 
kills an AFV, while a K or MC immobilizes it. 

Booby traps are low power explosive traps that 
are often concealed above ground. Generally they 
are not set off by pressure, but rather triggered by 
an action (opening a door, flushing a toilet, straight- 
ening a picture-that kind of thing). Booby traps 
are available in three levels. Each level costs 10 
mine factors. They cause Casualty Reduction on 
Task Check die rolls of " 12" (level C), " 11 " (level 
B) or " 1 1 and 12" (level A). 

Anti-personnel mines are your "best buy". 
Updoubtably they will be the overwhelming majority 

staggered rows of anti-personnel mines in&rspersed 
with anti-tank devices. Specific channels were left 
open to allow safe passage of patrols and counter- 
attacking troops. These channels were changed 
periodically. Time permitting, potential enemy 
cover beyond the mine belt was laced with booby 
traps. Although spreading the mines increased the 
difficulty of mine removal, and obviously widened 
the area of defense, the use of mine patches was 
condemned as being too easily bypassed. 

ASL scenarios may give players a fixed number 
of mine factors which may be allocated in three 
manners: anti-personnel, anti-tank, and booby traps. 
In the standard ASL rules these are always hidden 
(unless placed upon a hardtop surface-B28.53) 
from enemy view. The WEST OF AlAMEliZr module 
has updated the mine rules with four paragraphs that 
deal with "Known" and "Dummy" minefields- 
special applications which may appear in any 
scenario, but which historically were used most often 
in North Africa. Due to the mobile nature of that 
campaign, minefields were often marked with signs 
(the German ones usually read "Achtung Minen! " 
andlor perimeter wire. Often the enemy could see 
these indications of a minefield, yet not know its 
strength or even if it was just a "dummy". The new 
rules (F.7-.7C) cover these possibilities. 



of  mines purchased. First and foremost, you know 
they'll always go off  whenever a unit enterstleaves 
their Location. Even a six-factor minefield is a cpn- 
siderable threat to foot sloggers. Second, they really 
are a threat to AFVs. AFVs with any hull armor 
factor o f  "0" are treated as unarmored versus 
mines, and even medium tanks generally have about 
a 16% chance of being immobilized moving through 
the hex. 

Anti-tank mines are probably only worth the 
expense if you face more than one AFV. I f  you do 
face a bunch o f  steel monsters, the anti-tank mines 
are valuable indeed. They can be planted i n  density 
as low as one per hex (wide coverage, but still about 
30 2 chance o f  going off if a vehicle tries to move 
through). They don't go off i f  just infantry or 
cavalry move through. That means that maniacal 
HS zipping along hoping to expose mines won't 
reveal your little anti-tank trap unless i t  searches. 
Best o f  all, when A T  mines do go off  they always 
rack up some damage. 

Booby traps are both wonderful and terrible. As 
they depend on Task Check rolls o f  " 1 1 " andtor 
"12", you can go through a whole scenario and 
they never have any effect. On the other hand, we've 
seen tough troops cut up badly by multiple Casualty 
Reductions. When booby traps go off, they can 
affect any unit (except a crew taking an Immobili- 
zation Check) and always hit (none of this "MC" 
jive), and i t  should be pointed out that booby traps 
can be "detonated" only by enemy units-not by 
units o f  the side with the booby trap capability. 

Your use o f  mines should tend to follow standard 
patterns much akin to German mine policy. 

First, ensure that the minefield is laid out i n  
adequate depth and breadth. Mining singe hexes just 
means that your crafty opponent wi l l  search them 
out and go round. This means that most o f  the time, 
you'll be using the lowest mine density. More mined 
hexes means more shots, more clearing, and really 
gives you your best odds o f  doing some damage. 

Second, if you think your opponent is likely to 
use AFVs to make trail breaks, try to put anti-tank 
mines i n  front of your anti-personnel minefields. 
This "leading edge" can really put a crimp i n  his 
breaching. 

Third, if you think your opponent is likely to use 
mine clearing, then invest i n  Level B booby traps 
(assuming he is not Inexperienced Infantry). That'll 
mean dice rolls of " 11 " or " 12" wi l l  both clobber 
him. 

Fourth, don't try to mine everywhere. You'll end 
up with fields too shallow to divert the attacker. 

Last but not least, minefields must have some fire- 
power protection. As a rule of thumb, I try to use 
mines to guard one-third or one-half my line with 
one-sixth to one-fourth of my force protecting the 
mines. 

We've included revisions o f  two o f  the original 
SQUAD LEADER scenarios feituring mines on the 
insert to allow players to experiment with some o f  
the ideas examined above. 

These notes continue the series o f  commentaries 
i n  the Clinic pertaining to the scenarios published 
with the previous installment o f  the column (in this 
case, with Vol. 24, No. 6). The intent is to provide 
the ASL player with one of the numerous possibilities 
for defensive setup, attacker initial placement, and 
basic tactical approaches for both. Having had 
several months to examine your own approaches to 
our Clinic scenarios, the reader can now compare 
his findings with our summation. 

After Action Report-Rocket's Red Glare 
GERMAN: Place an 8-0 with squad and L M G  

i n  3L4; squad and L M G  i n  M5; crew and PSK i n  
Q5; the 9-2 with three squads and HMG and M M G  
i n  R5; a single squad in U6; an 8-0 leader and squad 
with L M G  in W8. Place the crew and artillery piece 

i n  N8 facing M8tN7. Put the FlakPz i n  P8 facing 
08tP7 and the StuG in  R8 facing R71S8. 

AMERICAN: Relatively straightforward-the 9-2 
and three squads with two MMGs and Baz44 and 
PF i n  T I ;  the 8-0 plus three squads with Baz45 and 
PF i n  X3. A l l  the rest enter on 11. 

ATTACKER'S TACTICS: Use your AFV only 
to prevent the Germans from gaining any second- 
level positions; it is too vulnerable to throw into a 
duel with the Gennan armor or infantry. Try to con- 
centrate on getting a second-level lire position which 
hinders the German movement and then moving aU 
your forces to attack the other building in close com- 
bat. Remember, you only need one building to win. 

DEFENDER'S TACTICS: Use your firepower 
to delay or hinder the American movement. Use the 
tactics of "fallback defense" until the U.S. player 
commits his assault to one direction-and then 
hunker down around that building. 

Even as you read this installment, our effort on 
the "ASL Annual '89" (due for release at ORIGINS) 
enters its final stages. Articles have been selected 
and edited, and some 20 scenarios are ready for 
playtest. If you have an interest in playtesting some 
of these, contact Rex A. Martin by post and specify 
whether you'd like to test the proposed ASL, Deluxe 
ASL, or original SL scenarios. * 
AH Philosophy . . .  Cont'd from Page 4 

our wargames. In a few cases, this was certainly 
justified; in most, it wasn't-merely reflecting the 
lack of the critics' own knowledge and understand- 
ing. Given that no game can ever be a "perfect" 
simulation of war, some seemingly approach the 
boundaries of being a solid "historical study" of 
some facet. Among these must be numbered the 
following: 

Components: 
1. FLATTOP . . . . . . . . . . . . . . . . .  .1.76 
2. ADVANCED SQUAD LEADER . . .  .2.04 
3. EMPIRES IN ARMS . . . . . . . . . .  .2 .11 
4. RUSSIAN FRONT . . . . . . . . . . .  .2.40 
5. RAID ON ST. NAZAIRE . . . . . . .  .2.52 
6. WOODEN SHIPS 81 IRON MEN . .  .2.60 
7. DEVILS DEN. . . . . . . . . . . . . . .  .2.61 
8. THUNDER AT CASSINO . . . . . . .  .2.63 
9. FIREPOWER . . . . . . . . . . . . . . .  .2.88 

10. BULL RUN . . . . . . . . . . . . . . . .  .2.93 

Of great importance to most garners is the length 
of time it takes to play their favorite game to con- 
clusion; indeed, game length may be the deciding 
factor in making it their "favorite". Avalon Hill has 
long stressed playability, and this is-to some 
extent-reflected by the playing time demanded. 
Personal free time among the bulk of our reader- 
ship is at a premium, what with career and family, 
and so the category Shortest gives new buyers an 
indication of which games can be played in a single 
sitting. At the other end of the spectrum are those 
players who like to play a game over several 
sessions; for them, the Longest Game Length rat- 
ings. Luckily, our extensive line can satisfy any 
gamer's choice, spanning the range from the 37 
minutes it takes to play 8-77 to the 47+ hours 
demanded of the campaign game of EMPIRES IN 
ARMS. 

For lunch-break wargamers and tournament 
organizers, the following are the ten games rated 
as quickest-playing; for the actual time in minutes, 
merely multiply the value given by ten: 

Shortest Game Length: 
. . . . . . . . . . . . . . . . . . . .  1. 8-17 .3.76 

2. NAVAL WAR. . . . . . . . . . . . . . .  .3.88 

. . . . . . . . .  3. RICHTHOFEN'S WAR .4.74 
. . . . . . . . . . . . . . .  4. GLADIATOR .4.76 

. . . . . . . . . . . .  5. FLIGHT LEADER .5.08 
. . . . . .  6. AIR FORCEIDAUNTLESS. .5.44 

. . . . . . . . . . . . . . . .  7. UP FRONT .5.76 
. . . . . . . . . . . .  8. PATTON'S BEST .6.03 

. . . . . . . . . .  9. GETTYSBURG '88.  .6.39 
. . . . . . . .  10. ARAB-ISRAELI WARS .7.52 

And for those who want some "meat", the fol- 
lowing should keep you busy for a few days (again, 
just multiply the rating by ten to give the length of 
time in minutes): 

Longest Game Length: 
. . . . . . . .  1. EMPIRES IN ARMS .284.16 

. . . . . . . . . . . . . .  2. Pacific War. 229.80 
. . . . . . . . . . . . . . . . .  3. Vietnam 167.16 
. . . . . . . . . . . . . . . .  4. 6th Fleet 84.09 
. . . . . . . . . . . . . . . .  5. Civil War 70.40 

. . . . . . . . .  6. GUNS OF AUGUST 69.04 
. . . . . . . . . . . . . . . .  7. FLATTOP 68.56 

. . . . . . . . . . . . .  8. THIRD RElCH 67.44 

. . . . . . . . . . . . .  9. Pax Britannia 65.36 
. . . . . . . . . . . . . . . .  10. 7th Fleet 64.72 

When all is said and done, how does the poten- 
tial buyer judge the worth of a game based on these 
numbers? He should be able to spot the strengths 
and weaknesses by comparing them with all others 
in our line. There are, of course, several methods 
to do this. One way would be to compare the rat- 
ings of the game he is interested in with one he 
also is familiar with; this one-on-one comparison 
should give him some insights on what to expect. 
Another method would be to find the "median 
value" for all the categories; then one could say 
whether a gamds rating in a specific area was above 
or below the "average": 

Overall Value: 3.38 
Components: 3.36 

Mapboard: 3.54 
Counters: 3.37 
Rulebook:3.48 

Complexity: 4.74 
Completeness of Rules: 3.50 
Playabili: 3.22 

Excitement Level: 3.35 
Play Balance: 3.29 

Authenticity: 3.93 
Game Length (average): 29.40 

Shortest: 15.26 
Longest: 43.54 

On the other hand, I employ a simpler judgment. 
If the numerical rating is below "2': then the game 
is truly outstanding in this aspect. If below "3': it 
is very good-a solid presentation and better than 
most. If in the range of "3-5'; 1 judge it to be 
average. And we won't even speak of those entries 
that rate below "5". A crude method of evaluating 
worth, but it does help me perceive how the 
collective readership (or at least, those who 
responded to this survey) judges our efforts. For the 
designertdevelopers of Avalon Hill and Victory 
Games, these values should indicate what is well 
done, and what needs improvement, when they are 
working on a game similar to one of these in scope 
or subject. Hopefully, such an effort on the part of 
323 dedicated hobbyists can help us make the 
product better for all of you. My thanks to those 
323 for their time and trouble. 

Before closing, a few observations on the results 
of our quintennial updating of the RBG. I was mildly 
disappointed that some 2 0  titles didn't make it onto 
the rating list, due to a lack of response. However, 
some of that may be explained by subject (five were 
fantasy or sci fi titles) or unfamiliarity (twq KREMLIN 
and TAC AIR have just recently been released); but 
surprising was the high number (11) of Victory 
Games titles that didn't make the ''cut''. The only 
explanation can be that the readership has not yet 



had the chance to try these games, something we 
hope to rectify by providing a bit more coverage for 
them in these pages in the future Another surprise, 
given the reviews and comments from dedicated 
players, was the less-than expected ratings for 
"Authenticity" for the VG line in general. 

Comparison of the latest ratings to those for 
some of the games on the listing for the last five 
years also is an intriguing study, with many com- 
ments possible about the increasing sophistication 
of the hobbyists. Of more interest to me is the fact 
that a number of games make several appearances 
in the nine "top ten" lists above (four of which judge 
the components, four of which judge the titles as 

a "game" and one category which looks at it as a 
"simulation"). For example, ASL and the surprising 
1830 show up on eight of these lists, and UP 
FRONTon six. Given that 35 of the 69 rated titles 
appear on at least one list, and that 21 of those 
appear on two or more, this says quite a bit about 
the strengths of these titles. 

I am sure that a great many other obse~ations 
can be made about the 1989 RBG. Unfortunately, 
I've neither the space nor time to do sa So, I'll leave 
it to the good readers to draw their own conclu- 
sions and suffer their own blinding insights. If some- 
thing does strike you as noteworthy, we'd sure like 
to hear it. Perhaps in a "letter to the editor" . . . 

Key to the 1989 RBG SURVEY: 

1.-Overall Value 
2.-Components 

2a.-Mapboard 
2b.-Counters 
2c.- Rulebook 

3.-Complexity 
4.-Completeness 
5.-Playability 

5a.-Excitement Level 
5h-Play Balance 

6.-Authenticity 
7.-Game Length (average1 

7a.-Shortest 
7h-Longest 

6.-Year 
9.-Type 

10.-Samole Base 

1989 RBG SURVEY 
Title 1. 2. 2a. 2b. 2c. 3. 4 

--- 
CIVILIZATION 
FLAl-roP 

F 
UP FRONT 1 2.24 - 2.60 2.85 4.36 2.83 2.38 2.00 
RUSSIAN FRONT 2.12 2.33 1.68 2.56 3.00 5.32 2.88 2.67 2.36 
BRITANNIA 2.31 3.08 3.28 3.32 2.81 2.93 2.89 2.07 2.57 
VICTORY IN THE BCIFIC 2.55 3.12 3.63 2.77 3.32 2.56 3.32 1.91 2.76 
THERUSPlAhlCAMPAlGN 2.60 3.35 1 4 4  3.36 3.12 3.85 3.10 2.28 2.61 
7th Fleet .64 2.44 2.83 

A" 2.9" 2.64 
DIPLOMACY 
RAID ON ST. NAZA 
FIREPOWER 
STORM OVER ARNhtwl 
FLIGHT LEADER 
BULL RUN 
DEVILS DEN 
El 7 
SQUAD Ll 
2nd Fleet 
WOODEN SHlA 
THIRD RElCH 

ZFATTLE OF TH 
PANZER LEADER 
WAR & PEACE 
TITAN 
Civil War 3.20 3.69 3.72 3.63 4.12 6.95 3.92 4.17 
DUNE 3.21 2.48 2.52 3.19 3.08 3.29 2.93 2.88 

PANZERGRUPPE GUDERlAl 
PATTON'S BEST 
GLADIATDR 3.44 3.36 5.03 2.56 3.44 3.89 3.32 2.56 2.76 1.93 3.20 8.69 4.76 
CIRCUS MAXIMUS 3.4' 3.60 4.03 3.68 3.43 3.28 3.39 2.64 2.59 1.47 3.36 11.70 9.44 
6th Fleet 3.4 3.04 3.73 2.97 a ' A  5.64 3.73 3.88 3.44 3.57 3.64 47.67 

Pax Britan 3.64 3.60 3.53 3.64 3.69 4.85 3.91 4.25 3.92 4.42 4.61 52.14 38.92 
MIDWAY 3.65 4.48 5.16 4.03 3.81 2.80 3.16 2.43 3.09 3.89 4.52 21.10 16.68 
DOWNWITHTHEKING 3.68 3.56 - 4.01 3.45 4.88 4.28 3.85 3.63 2.36 3.69 22.82 20.04 
Ambush 3.68 4.08 4.33 4.20 3.96 4.94 4.40 3.91 3.64 4.36 4.61 19.69 12.51 
FORTRESS EUROPA 3 73 3.23 3.68 3.44 

a -68 4.4 
3kW .09 4.0 

WAR AT SEA 
STELLAR CONQUEST 
BLITZKRIEG 
1776 .. . - 
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RICHTHOFEN'S 
PANZERKRIEG 
GUNS OF AUGUST 
WATERLOO 
Mosby's Ralder 
LUFTWAFFE 
Nato 
TACTICS II 
Gulf Strike 



THE PIECES OF ARAB-ISRAELI WARS 
A Unit-by-Unit Review 

By David Howery 

ARAB-ISRAELI WARS is the third in the PB 
series-but it is more of a cousin than a brother. 
Am' has extensive rules additions to allow for 
modem weaponry (such as missiles and helicopters) 
and the speed of modern armored combat. It is 
undoubtably the most realistic game of the series, 
particularly with regard to artillery and movement. 
And the optional rules add extra dimensions to the 
game; all of them should be used for the full flavor 
of play. 

This article follows the format of its two predeces- 
sors: "The Pieces of PANZERBLITZ" by Larry 
McAneny (in the Wargamer S Guide to PANZER- 
BLZE) and "The Pieces of PANZER LEADER" 
by Robert C. Clark (Vol. 23, No. 2 of The 
GENERAL). Uniformity is maintained. My thanks 
to both these gentlemen for blazing the trails. 

The discussions below assume that the Advanced 
Rules are in use. Another rule that should be in- 
stituted is the artillery field-of-fire experimental rule 
introduced in PANZER LEADER. This rule requires 
that ATGs and howitzers be oriented so that the top 
of the counter is the front facing the field of fire. 
The two Arab howitzers (25 lbr. and 122mm) must 
have a truck in their hex to change facing. Any 
ATlhowitzer unit that changes its facing cannot fire 
in the same turn. This rule adds an extra touch of 
realism, and it has been instituted in my games. 

Some general points about AIW to remember. H 
and M units that Direct Fire at non-armored units 
have their Attack Factor doubled. Infantry units can 
now Direct Fire at armored targets in the one- to 
two-hex range. G-class weapons can attack only 
armored targets. AA-class weapons can attack air- 
craft, but nothing else. Wrecks are placed on roads, 
bridges and in towns-not in empty countryside. 
Finally, morale levels are used to undisperse; it's 
not automatic anymore. 

In addition to the regular units in ARAB-ISRAELJ 
WARS, this article will also consider the three new 
units from "Lebanon" by Michael Anchors (Vol. 
21, No. 6 of The GENERAL): the T-72 tank, the 
Merkava tank, and the Gazelle helicopter. 

1. Forts; Improved Positions 
Forte: Defensive bonus. 
Foible: Stability; you can't move them later, if you 
change your mind. 
Threat: Channelizing. The enemy will prefer to go 
around rather than through. 
Pals: Artillery units inside, and outside to cover the 
approaches. Infantry; anyone can make good use 
of an I.P. 
Enemies: These units have no particular enemy, 
since they simply augment the defense of whoever 
is residing in them. However, forts do tend to draw 
concentrated Indirect Fire and airstrikes. 
Fate: Survival. 
Loss: Impossible. 
Deployment: On roads, behind terrain lines, at 
artillery positions; anywhere that you want to have 
a unit fight from one position for several turns. 

2. Blocks 
Forte: Slows the enemy down considerably. 

Foible: But the enemy will eventually get through 
them. 
Threat: Channelizing. Blocks hold the enemy units 
for a while so you can punish them. 
Pals: Engineers to create them, and artillery to 
plaster whoever moves onto them. 
Enemies: Engineers, who can remove them. 
Fate: Survival, unless they are really in his way. 
It's simply easier to go around them. 
Loss: Shruggable. 
Deployment: On roads and in open areas that are 
easy to spot. Don't block off your own roads that 
you need for moving reserves; blocks don't dis- 
criminate. 

3. Mines 
Forte: You don't have to calculate combat odds. 
Foible: Immobility. 
Threat: Channelizing. 
Prey: No one will chance going through a 2:l or 
3:l field. A 1:l minefield might be chanced, but 
the mines can't kill by themselves. 
Range: 0 hexes. 
Execution: Dispersal forever. A 1: 1 minefield has 
only half a chance to disperse enemies. 
Pals: Artillery to cover them. 
Enemies: Engineers and flail tanks. 
Fate: Survival, unless your opponent decides that 
he needs to open a gap where your minefield is lo- 
cated. Even then, it takes some effort to remove it 
from play. 
Loss: Damaging if the field was holding back a 
horde of enemy troops. Shruggable otherwise. 
Deployment: Roads or anywhere that you want to 
create an obstacle. Minefields should be an in- 
tegrated part of the defensive bulwark, not isolated 
out in the open. One of the best uses is to place them 
in front of a gun position, so the enemy cannot CAT 
or overrun the position. 

4. Wrecks 
Forte: Stacking effects; two wrecks block a road, 
four wrecks block the whole hex. 
Foible: What it costs to create them. 
Threat: Channelizing. 
Pals: Artillery to cover the path around them. 
Enemies: Battle tanks, who can move them. 
Fate: If they are in the way, they'll get moved. 
Otherwise, no one will bother; battle tanks have 
other tasks to perform. 
Loss: Annoying; after all, you had to go to some 
effort to put them there. 
Deployment: You can purposefully sacrifice your 
armor to create wrecks where you want them. 
Otherwise, it is up to the gods of chance. 

5. Trenches 
This counter represents either an anti-tank ditch 

or a cut in the banks of the Suez Canal. Trenches 
can be bridged, but not destroyed. As an AT ditch, 
the defender needs to prevent enemy bridging tanks 
from getting next to the trench for a full turn. As 
a cut, trenches are necessary for amphibious units; 
protect them with infantry and AA. 

6. Canal Bridge (Pontoon, Infantry) 
Forte: They get your troops across the canal. 
Foible: None really; they do the job they are 
designed for very well. 
Threat: Pressurizing. Bridges can funnel your units 
across quickly. 
Pals: Construction Engineers, infantry and AA. 

Enemies: Massed artillery or airstrikes. 
Fate: Usually will survive, since the owning player 
will do all he can to protect the bridges. 
Loss: Shocking, could be terminal if there is no 
other way across. 
Deployment: Very carefully. Pontoon bridges can 
only be placed at a cut in the canal, but infantry 
bridges are built in any hex without a cut. There 
is normally only enough time to build one in a 
scenario, so watch where you put it. 

7. AT Ditch Bridge 
Forte: Allows armor to cross the obstacle. 
Foible: Again, none for its purpose. 
Threat: Pressurizing. An unexpected gap is opened 
in the defensive lines. 
Pals: The bridgelayer, of course. 
Enemies: Massed artillery and/or airstrikes. 
Fate: Will probably survive and be left behind as 
the battle progresses. 
Loss: Serious if you're not across the ditch yet. 
Deployment: Ususally, there's not much choice on 
this. Bridgelayers are vulnerable, and must go where 
they can stay out of enemy fire for a turn or two. 

Since they can 't hide or ambush, anti-tank guns 
have a hard time in this game system. The ATGs 
are all Arab, and they are facing Israeli tanks that 
actually can shoot farther. In addition, all ATGs 
are weak in defense factors. Consequently, it is 
diflcult to deploy ATGs effectively. They don't 
dominate the ARAB-ISRAELI WARS as they did the 
battlejelds of WW2. 

8. Arab 85mm AT 
Forte: Attack factor. And the mobility is high for 
an AT gun. 
Foible: Range and defense factors. 
Threat: Pressurizing; the light Israeli armor will 
stay out of range. 
Prey: Transport and light armor. 
Range: 1-8 hexes. 
Execution: Dispersal, with a kill possible. 
Pals: Trucks for transport and infantry for pro- 
tection. 
Enemies: Infantry and heavy tanks; the latter can 
shoot out the gun at a distance. 
Fate: If something gets close enough to shoot, the 
85mm usually dies. But the gun can use its mobility 
to stay away from enemy infantry. However, any 
armed vehicle in the countermix can easily catch 
it and overrun it. 
Loss: Annoying. The attack factor is simply too big 
to shrug off. 
Deployment: In fort, wood or town hexes; right 
next to roads if possible. 

9. Arab 17 Ibr. AT 
Forte: Attack factor. 
Foible: Defense and movement factors. 
Threat: Pressurizing. 
Prey: Transport and armor. 
Range: 1-10 hexes. 
Execution: Dispersal, with a possible kill at times. 
Pals:Trucks and infantry, for the same reasons. 



Enemies: Infantry. 
Fate: Again, if shot at, the gun will probably die. 
L089: Serious. This is one of the longer-ranged Arab 
A-class weapons. 
Deployment: In forts or woods. 

10. Arab 107mm RG 
Forte: Attack and movement factors. 
Foible: The abominable range nnders this weapon 
near impotent. 
Threat: Little. It is easy to stay out of range or shoot 
the gun as it moves closer. 
Prey: Well, if any enemy armor does happen to 
blunder into range . . . 
Range: Too little, 1 4  hexes. 
Exemtion: Dispersal or kill, depending on the range 
and target. 
Pals: Any tramport, infantry, G-class weapons and 
other AT guns. 
Enemies: Again, battle tanks can shoot this gun 
down from a comfortable distance. 
Fate: Death. 
Loss: Annoying. 
Deployment: Don't use this gun to try to protect 
a position. It works better as a companion to other 
units. For example, the gun could travel with the 
Sagger units to cover the "dead zone" of one to 
two hexes. This gun is also a handy companion for 
the commando units; they have the same movement 
and range. The gun adds a stiff lead-in punch to the 
commando's CAT attack. 

Once again, the howitzer counters in AIWbelong 
only to the Arab player. But each side has off-board 
am'llery to call upon for Indirect Fire. Howitzers 
are the greatest traditional killers in warjbre. In this 
game, their main victim is infantry, but armor is 
not entirely saj2. A deficiency common to how'tters 
is their lack of mobility. 

11. Arab 25 lbr. Howitzer 
Forte: Range. 
Foible: Dcfense factor. 
Threat: Pressurizing; infantry will have to keep a 
wary eye out for these. 
Prey: Infantry and light vehicles. 
Range: 6-35 hexes, but try to stay at the long end 
of that for obvious reasons. 
Execution: Direct Fire will probably disperse in- 
fantry; Indirect has half a chance to do so. 
Pals: Spotters, infantry, trucks to move, and AA. 
Enemies: Mortars and OBA, heavy armor and 
aircraft. 
Fate: Killed if caught, but the Arab player will 
usually try hard to protect it. 
Loss: Damaging. 
Deployment: At long range; or in forts. Keep as 
many terrain features as you can between the gun 
and the main battle area. 

12. Arab 122mm Howitzer 
Forte: Range and attack factors. 
Foible: Defense factors. 
Threat: Pressurizing. 
Prey: Mainly enemy infantry and light vehicles. If 
Optional Rule 1A is used, armor also becomes a 
prime target. 
Range: 12-48 hexes. 
Execution: Dispersal or kill on infantry; dispersal 
on armor. 
Pals: Spotters and trucks; AA to cover them from 
above. 
Enemies: Mortars and OBA, armor and aircraft. 
Fate: Usually survival, due to distance and 

protection. 
Loss: Damaging. 
Deployment: At very long range, in cover. Use the 
terrain to separate the howitzer from most threats. 

13. Off-Board Artillery 
Forte. Invulnerability; the enemy can't attack it. 
Foible: Indirect Fire only; no targets of opportunity. 
Threat: Pressurizing. 
Prey: Infantry, artillery, and dispersed target. 
Range: Anywhere you can spot a target. 
Execution: Kill possible; dispersal likely. 
Pals: Spotters-no one else is needed. 
Enemies: None. 
Fate: Survival of course. 
Law Impossible. 
Deployment: Out of the player's control. 

Even the smallest mortars have a bigger role in 
AIW than in PL or PB. Mortars are doubled in 
Direct Fire against unarmored targets. lkis makes 
the small ones just big enough to get a 1:I attack 
on infantry. In addition to the units on the map- 
board, the Arab player has a 2 4 0 m  mortar which 
is available as OBA. 

14. Arab 82mm Mortar; Israeli 81mm Mortar 
Forte: Range, particularly for the Israeli unit. 
Foible: Defense factor. 
Threat: Pressurizing. 
Prey: Trucks and artillery; infautry with Direct Fire. 
Range: 1-12 hexes for the Arab; out to 19 hexes 
for the Israeli. Try to fire at the long end of the 
range. 
Execution: Kill trucks and weak artillery; dispersal 
on al l  others. 
Pals: Forts, 1.P.s. infautry . Spotters are helpful, too. 
Enemies: Tanks and infantry. 
Fate: Killed if caught, but that's not so easy to do. 
Loss: Annoying. 
Deployment: If these units can roam around a bit 
and do some long-range damage, turn them loose. 
Otherwise, keep them in the back near your artillery. 

15. Arab 120mm Mortar 
Forte: Range. 
Foible: Defense factor and immobility. 
Threat: Pressurizing. 
Prey: Infantry, light vehicles. 
Range: 8-23 hexes. 
Execution: Dispersal. 
Pals: Spotters, infantry and trucks. 
Enemies: Mortars, tanks, infantry and OBA. 
Fate: Survival, since it is well in the back lines. 
Of course, if the Arab player meets with total dis- 
aster, the mortars are likely to be killed along with 
the rest. 
Loss: Damaging. 
Deployment: As with howitzers, in artillery posi- 
tions. Keep these at long range. 
Historic& This ordnance was of WW2 vintage, but 
was still cheap and effective. Even the Israelis used 
a version of this old warhorse. 

WARS; AA-class weapons can only be used against 
aircrafr. As such, they are defenseless against 
ground attackers. Too bad-the Shilka would make 
a fine assault gun. 

16. Arab ZPU-4 Anti-Aircraf't 
Forte: Attack factor. 
Foible: Range; it's much too easy for enemy air- 
craft to stay out of the way. 
Threat: Only to aircraft who wander too close. 
Prey: Aircraft. 
Range: 1-6 hexes. 
Execution: Dispersal. 
WLP: Infantry to guard them. Trucks to move them. 
Tanks for long-range cover. 
Enemies: Any ground combat units. 
Fate: Picked off at long range. 
Loss: Could be serious if no other AA is available 
and the Israeli air force is overhead. 
Deployment: The ZPU4 is weak by itself. Deploy 
it with other AA units in an integrated defense. Rc- 
tection should be given to likely targets for the ene- 
my: forts, bridges, etc. 

Anti-aircrafr weapons in the PANZERBLJZZ and 
PANZER LEADER tend to get hijacked for duty as 
anti-infantry weapons. Not so in AM-ISRAELJ 

17. Arab S-60 Anti-Aircraft 
Forte: Range. 
Foible: Defense factor. 
Threat: Pressurizing. Aircraft can never be safe 
from the S-60. 
Prey: Aircraft. 
w e :  1 4 8  hexes. 
Execution: Dispersal. 
Wls: Ground units to guard them and trucks to move 
them. 
Enemies: Anyone that can fire. 
Fate: Killed if attacked, but the S-60 can often be 
placed out of harm's way. 
Loss: Damaging if the Israelis have airstrikes left. 
Deployment: Deep in friendly territory, with the 
long-range artillery. Keep a truck nearby. 

18. Israeli 20mm AA on M3 
Forte: Attack factor and mobility. 
Foible: Defense and range factors. 
Threat: Only to those aircraft that come too close. 
Prey: Aircraft. 
Range: 1-6 hexes. 
Execution: At best, dispersal. 
Pals: G- and A-class weapons. 
Ewmlea: Armor; the enemy infantry can be outrun. 
Fate: If there is room to run away, the gun will 
survive. 
Loss: Serious. There are only two of these guns, 
and they are the only AA in the Israeli camp. 
Deployment: Around likely airstrike targets. 

19. Arab Shilka 
Forte: Attack and movement factors. 
Foible: Defense factor. 
Threat: Pressurizing. 
Prey: Aircraft. 
Range: 1-10 hexes. 
Execution: Dispersal possible on jets; can kill a 
UH-1. 
Pals. Ground combat units to guard them. 
Enemies: Armor; again, infantry can be outrun. 
Fate: Survival-the S h i  will run away from 
danger. 
Loss: Damaging, if the Israeli is still in the air. 
Deployment: As with the ZPU-4, around airstrike 
targets. 

As usual, the infantry is the core of the contend- 
ing armies. Although tanks and aircrafr are 
glamorous, and am'llery hard-hitting, the infantry 



are the branch thar hold defimive lines together and 
crack open enemy lines. Armor can rarely do the 
job alone. Scenarios 9 7 ,  S-8 and S-9/10 show ~ h a r  
happens when armor is committed alone. The CAT 
attack is deadly to armor in AIWdue to the improve- 
ments in infantry AT capability. Although infantry 
can now even Direct Fire at armor in the one- to 
two-hex range, it is rarely worth the effort to do so, 
when the CAT is so much more effective. 

20. Combat Engineers 
Forte: CAT bonus. Can also build blocks and 
remove enemy blocks and minefields. 
Foible: Attack factor is weak. 
Threat: Antagonizing or mobilizing. If the 
engineers get close to a minefield or a block, the 
enemy will strike back. If accompanying other in- 
fantry, enemy troops tend to concentrate. 
Prey: Anyone when CAT attacking. 
Range: 1 hex. 
Execution: Dispersal possible; automatic clearance 
of mines and blocks. 
Pals: Friendly infantry. 
Enemies: Artillery, airstrikes and infantry. 
Fate: Destroyed in action. 
b a s :  Damaging. 
Deployment: Stacked with infantry near the front, 
with access to transport. 

21. Arab Commando; Israeli Machine Gun 
Forte: Defense strength. 
Foible: Attack factors. 
Threat: Antagonizing. 
Prey: Artillery and transport. 
Range: 1 hex. 
Execution: Dispersal. 
Pals: Other infantry and friendly transport. 
Enemies: Artillery and infantry. 
Fate: Inevitably lost in combat. 
Loss: Annoying. 
Deployment: These units shouldn't be stacked with 
other infantry. Instead, they serve as spotters or are 
mounted in armored transports. 
Historical: Commando units are the elite of the 
Arab infantry. A good optional rule would have 
them operate at a morale level at least one higher 
than the rest of the army. Otherwise, they are simply 
weaker infantry without any saving graces. 

22. Arab Construction Engiwers; Israeli Pontoon 
Engineers 

Forte: Building infantry bridges is their only real 
function. Other operations take too long; who's going 
to play AIW for 60 turns? 
Foible: These platoons are not meant to fight, and 
their own factors reflect this. They are much too 
weak on their own; and they can't use CAT or OF. 
Threat: Antagonizing; if building a bridge or 
spotting for artillery, the enemy will try to take them 
out. 
Prey: None. 
Range: 2 hexes, if they have anything to shoot at. 
Execution: Dispersal with amazing luck. 
Pals: Other infantry, artillery to cover them while 
they work, and transport to get them where they 
are needed. 
Enemies: Almost everyone, but especially the 
enemy mortars and artillery. 
Fate: Slaughtered while spotting. 
Loss: Damaging if you need a bridge built. 
Deployment: On the canal of course. Keep their 
transport nearby. After the bridge is up, spotting 
is the only thing left for them to do. Be care11 where 
you place the bridge, though. There is usually only 
enough time to build one. 

23. Infantry Companies 
Forte: Defense factor, CAT ability. 

Foible: Movement factor. 
Threat: Mobilizing. 
Prey: Infantry and anythlng immobile. 
Range: 1 hex. 
Execution: Dispersal; kill possible. 
Pals: Combat engineers and transport. 
Enemies: Artillery, overrunning armor, and enemy 
infantry. 
Fate: Some will be lost; just how many will depend 
on the scenario. 
Loss: Serious or damaging, depending on the 
scenario and the number that die. 
Deployment: On the front line, where the fighting 
is hottest, with a few in reserve, loaded on transport. 

24. Arab Sagger; Israeli Cobra 
Forte: Attack and range factors. 
Foible: G-class weapons can't harm infantry; and 
there are a limited number of shots. 
Threat: Pressurizing. 
Prey: Armor. 
Range: 3-12 hexes. 
Execution: Dispersal, with a kill possible. If you 
bunch these, a kill becomes probable. 
Pals: Transport and infantry guards. 
Enemies: Infantry and artillery. 
Fate: The survivors run out of ammo and get blown 
away while spotting. 
Loss: Serious if they still have ammo left. Shruggable 
otherwise. 
Deployment: These units are excellent for both 
attacking along the front lines, and for defending 
choke points, where the enemy armor is expected 
to pass. 
Historical: Technically, these units can only attack 
armor. But it would be realistic to allow G-class 
weapons to also attack unarmored vehicles (if the 
player wants to waste a shot on them). Any weapon 
that destroys a tank should be able to kill a truck. 

These are the least glamorous units in war, but 
their role is viral. Infantry and am'llery simply can't 
keep up without them. In PB/PWAIW, however, 
transport is ojien wasted as spotters (except hucks, 
of course). This is unrealistic in the extreme, as 
battlefield commanders value their transport very 
highly. Out of the battle, they carry supplies and 
wounded, as well as troops. Note that the bulk of 
the amphibious units in the game are transport. 

25. Truck 
Forte: Movement Factor. 
Foible: Defense strength and off-road penalties. 
Threat: Mobilizing or pressurizing, depending on 
what they are carrying. 
Pals: Infantry and artillery. 
Enemies: Anyone with a weapon. 
Fate: Killed if caught. 
Loss: Serious, for it slows your development. 
Deployment: Keep them for use as a shuttle service 
on roads. 

26. Israeli M3 Halftrack 
Forte: Movement factor. 
Foible: Defense factor. 
Threat: Pressurizing. 
Prey: Trucks; can overrun infantry with luck. 
Range: 1 4  hexes. 
Execution: Dispersal. 
Pals: Friendly infantry. 
Enemies: A- and Gclass weapons. 
Fate: Killed while spotting. 
Loss: Should be serious, but no one seems to think so. 

Deployment: Near the front lines, close to their 
passengers. 
Historical: This is another piece of WW2 vintage 
equipment with a good record on the modem battle- 
field. The Israelis made excellent use of all they had, 
including mounting all manner of weaponry on them 
(like missiles, mortars and AA guns). 

27. Arab BTR 152; Arab BTR 60 
Forte: Movement factor; BTR 60 can swim too! 
Foible: Off-road penalties. 
Threat: Pressurizing. 
Prey: Enemy trucks. 
Range: 1-8 hexes. 
Execution: Dispersal; kill possible. 
Pals: Infantry. 
Enemies: A- and G-class weapons. 
Fate: May be sacrificed to create wrecks or as 
spotters. 
Loss: Mildly annoying. 
Deployment: As with the trucks, try to keep them 
on the roads. The BTR 60 may be needed to ferry 
troops across the canal, so position them 
accordingly. 

28. Arab BTR 50; Arab OT 62 
Forte: Transport ability. The OT 62 has a nice AF 
for a transport. Both can swim. 
Foible: Movement; this is slow, for transport, and 
both can consequently be caught by tanks. 
Threat: Pressurizing. 
Prey: Trucks and artillery; light armor for the OT 
62. Both can overrun infantry. 
Range: 1-4 hexes. 
Execution: Dispersal. 
Pals: Infantry of all types. 
Enemies: A- and G-class weapons. 
Fate: Often killed while spotting or retreating. 
Loss: Serious. 
Deployment: Put your less important infantry on 
these if you have other transport available. Both are 
useful for the commandos to ride; and they can use 
mounted fire. Both types also serve as ferry service 
across the canal. 

29. Arab M113; Israeli M113A1 
Forte: Movement, and both are amphibious. 
Foible: Defense strengths. 
Threat: Pressurizing. 
Prey: Trucks and artillery. 
Range: 1 4  hexes. 
Execution: Dispersal. 
Pals: Infantry. 
Enemies: A- and G-class weapons. 
Fate: Killed if caught. 
Loss: Moderately serious. 
Deployment: Put them on or near the front line, 
near their passengers. The Israeli player will often 
have enough to use some as spotters. The Jordanians 
never have enough to spare. 
Historical: Both of these vehicles are made in the 
United States. The Jordanian vehicle is older, and 
has only one machine gun, while the Israeli unit is 
newer and mounts two MGs. 

30. Arab BMP 
Forte: Movement factor. The AF is also excellent, 
and the vehicle can cross the canal. 
Foible: Range, which doesn't allow you to make 
much use of its excellent Attack factor. 
Threat: Mobilizing. Things tend to get out of the 
way. 
Prey: The BMP can overrun almost anything. 
Range: 1 hex. 
Execution: Dispersal or kill, depending on the 
target. 
Pals: Infantry. 
Enemies: A- and G-class weaponry. 
Fate: Often shot down by enemy tanks or hit in air- 
strikes. 
Loss: Damaging. 



Deployment: On the front; don't use the BMP as 
a reserve. They are easily the best transport unit 
in the game, and have a healthy combat value in 
their own right. 

This catch-all category- ' 'Light Armor "- 
includes three miscellaneous units. Note that there 
are no armored cars or assault guns in AIW. But 
these units can serve many of the same functions 
as armored cars. The two jeeps in the game are the 
&test ground units (the truck, BRDM-I and BTR-60 
all have the same movement factor as the jeeps, but 
these three unit types have off-road penalties 
attached.) 

31. Israeli Scout Jeep 
Forte: Movement. 
Foible: Everything else. 
Threat: Antagonizing, if the jeep is sponing. Other- 
wise, just an imtant. 
Prey: Anything with a Defense Factor of "1". 
Range: 1 4  hexes. 
Execution: Dispersal is most likely. 
Psis: The 106nnn jeep is a nice companion, if avail- 
able. If not, don't bother giving this jeep any help. 
Enemies: Anyone who gets close enough to shoot. 
Fate: Killed after being cornered, or picked off by 
a long-range shot. 
Loss: Shruggable. 
Deployment: This unit is best at making a nuisance 
of itself. It can run around in the enemy backfield, 
outrun the competition, take potshots at trucks and 
use SMF to get away. And, worst of all, spot for 
artillery. Thus, the Arab player is forced to try to 
corner it, which draws good units away from his 
front lines. The scout jeep is a nuisance far out of 
proportion to its combat value. 
Historical: This jeep was widely used in the 1948, 
1956 and 1967 wars, particularly in the famous 
parachute brigades. A photograph in the book The 
Arab-Israeli Wars (Chaim Henog) shows an Arab 
village surrendering to one of these MG-armed 
vehicles. 

32. Jeep-mounted 106 RR 
Forte: Movemnt and attack factors. The Arab unit 
is the only one they have that can split-move and 
fire. 
Foible: Range and defense factors. 
Threat: Antagonizing; the enemy will usually shoot 
at this jeep as it closes in for a shot. After all, there's 
not much chance of running it down. 
Prey: Transport. The Jordanian unit can be used 
to chase down the Israeli scout jeep. 
Range: 1-4 hexes. Don't bother getting closer; the 
attack will be either normal or doubled, depending 
upon the year and the nationality. 
Exemtion: Dispersal, even kills possible. An almost 
automatic kill on enemy transport. 
Pals: The Israeli one can hang around with their 
scout jeep, if available. Otherwise, neither should 
have any companions. Nothing else can keep up with 
them anyway. 
Enemies: Anyone with a weapon. 
Fate: Killed, usually while moving in to take a shot. 
Loss: Annoying for the Israeli; serious for the Arab. 
The attack values are too large for its loss to be 
shrugged off. 
Deployment: The Israeli unit can harass the enemy 
transportation lines. The Jordanian unit is needed 
elsewhere. At Irbid (S-3) the doubled AF and SMF 
ability means that the jeep is dangerous to the Syrian 
T-34s and T-55s. At Jenin (S-5), the Jordanian is 
facing an uphill task, and that jeep is necessary to 
hold the front line. 

33. Israeli Annored Infantry 
Forte: Movement and attack factor; can use 
amphibious mode. 
Foible: Defense factor; I-class weaponry. 
Threat: Pressurizing. 
Prey: Any unarmored target-which are to be 
overrun. 
Range: 1-6 hexes. Massed Direct Fire at weak tar- 
gets can be deadly, even at maximum range. 
Execution: Good chance for a kill. 
Pals: Tanks, to provide some A-class support and 
covering fire. 
~nemiG: A- and G-class weapons. 
Fate: Some will be lost. If more than half are killed, 
you are doing something wrong. 
Loss: Serious; in 1973 and later dated scenarios, 
the armored infantry makes up the large part of the 
Israeli forces. 
Deployment: Armored infantry must often take the 
place of regular infantry for the Israeli player. 
However, unlike regular infantry, they must stay 
out of the way of tanks/missiles. Armored infan- 
try's role is to break into the enemy backfield as 
well as to overrun enemy infantry positions on the 
front lines. These units should run in packs, 

%re are only two rypes of self-propelled am'llery 
in AIW. Wth the OBA available, SPAS become much 
less important in play. However, the doubled Direcr 
Fire against infantry positions should not be over- 
looked. It can be important in opening a gap in 
defensive lines. 

34. Israeli 120mm Mortar on M3 
Forte: Range. 
Foible: Defense strength. 
Threat: Pressurizing. 
Prey: Infantry and artillery. 
Range: 8-25 hexes. 
Execution: Dispersal. 
Pals: Tanks, AA and any spotters. 
Enemies: Enemy armor. 
Fate: Survival usually; the M3 can run from danger. 
Loss: Damaging. 
Deployment: Artillery positions, under cover if 
possible. 

35. Arab 140mm Rocket Truck 
Forte: Attack and range factors. 
Foible: Defense factor; off-road penalties when 
moving. 
Threat: Pressurizing. 
Prey: Infantry and light vehicles. 
Range: 8-36 hexes. 
Execution: Direct Fire will slaughter infantry in the 
open. Indirect Fire will probably disperse them no 
matter what. 
Pals. Spotters and any AA you can provide. 
Enemies: Almost everyone. This unit is weak and 
unarmored, but a terrible threat. 
Fate: Due to its range, the rocket truck is usually 
out of danger. Occasionally, it is surprised by roving 
Israeli jeeps or planes. 
Loss: Shocking. 
Deployment: Keep it way in the back with the 
howitzers. If necessary, it can move forward to 
pulverize some target in the enemy rear. 

The engineering vehicles are defined as units 
which have one specialfunction each. Losing them 
can be critical at the wrong time. All must be 
deployed with great care. 

36. Arab MTU-2; Israeli M60 AVLB 
Forte: Bridgelaying. 
Foible: There are only two of them in any scenario. 
Threat: Neutralize trenches. 
Pak Tanks for cover while the bridges are laid. 
Enemies: A- and G-class weapons. 
Fate: Often killed while moving forward to the 
trench line. 
h: Damaging to lose one; shocking to lose both 
if there is no bridge down yet. 
Deployment: These must stay out of enemy fire. 
Tanks to escort them are necessary. Pick your target 
to be bridged very carefully. 

37. Arab PT-54 Flail; Israeli Sherman Flail 
Forte: Clearing minefields. 
Foible: Limited numbers available. 
Threat: Neutralize mines. 
Pals: Covering fire from friendly tanks and artillery. 
Enemies: a t e v e r  is covering the mines. 
Fate: Depends on what is covering the minefields. 
Loss: Damaging. 
Deployment: Close behind the front lines, to be 
ready for quick use. 

38. Arab GSP Ferry; Israeli Motorized Ferry 
Forte: Crossing the canal. 
Foible: Agonizingly slow; two full turns to ferry 
one unit across. 
Threat: Antagonizing. There will be a slow build- 
up of troops on the far side of the canal. The enemy 
will attack before too large a force is moved over 
the water. 
Pals: Give the femes whatever they need for com- 
plete protection-tanks, infantry, AA, etc. 
Enemies: Artillery and airstrikes. 
Fate: Will survive if given heavy protection. 
Loss: Shocking, could be terminal if there is no 
other way to get non-amphibious units over. 
Deployment: Very carefully. The ferry has to go 
on a cut, of course, but the player usually has the 
choice of where to place the cuts. 

39. Arab PMP 
The PMP's sole purpose is to carry bridges. Think 

of it as a slow truck. The PMP should try to stay 
on roads, and must have an escort at all times. If 
destroyed, the Arab player will have no other way 
to move the bridge. 

40. Arab MU: 
The MLG is a minelaying vehicle. Although this 

sounds like a useful function, in practice the MLG 
will be restricted to laying minefields to protect 
secondary lines that you plan to retreat to, or in front 
of artillery positions. It is much too thinly protected 
to go into the front lines. 

There are two distinct types of aircrafi in ARAB- 
ISRAELI WARS--jets and helicopters. m e  main 
purpose of both is to deliver airstrikes. The targets 
are usually artillery positions or areas in the enemy 
line where you want to open a gap. Remember that 
airstrikes are limited in numbers; use them wisely 
and sparingly. Helicopters also have a secondary 
role in spotting or transport. 

41. Arab Mia; Israeli UH-1. 
Forte: Transport and airstrike capabilities. 



Foible: Lack of firepower of their own. 
Threat: Pressurizing. 
Prey: Depends on the type of airstrike. 
Range: G-strikes are at maximum range. Others are 
delivered at 0-2 hexes. 
Execution: At the very least, dispersal. 
Pals: Infantry to transport. 
Enemies: AA guns. 
Fate: Most often survive. 
Loss: Damaging, both for lost transport and lost air- 
strikes. 
Deployment: Keep them away from the long-ranged 
AA weapons. The UH-1 should usually use NOE 
movement. 

42. Arab Gazelle 
Forte: Airstrike. 
Foible: Uselessness after airstrike; nothing to do 
but spot. 
Threat: Pressurizing. 
Prey: Armor. 
Range: Maximum. 
Execution: Dispersal, with a kill possible. 
Pals: None. 
Enemies: AA guns. 
Fate: Should usually survive. 
Loss: Damaging if strike not delivered. 
Deployment: This unit can use NOE movement, 
and should do so. 
Historical: The Gazelle was designed to deliver a 
missile attack and then run. It has no weapons of 
its own. As an optional rule, allow the Gazelle to 
leave the map, at no penalty, after delivering its 
strike. 

43. Israeli Huey Cobra 
Forte: Airstrike and intrinsic attack strength. 
Foible: Range of intrinsic Attack Factor. 
Threat: Pressurizing. 
Prey: Armor. 
Range: Depends on airstrike type; the cannons' 
range-six hexes. 
Execution: Dispersal or kill. 
Pals: None. 
Enemies: AA guns. 
Fate: Survival. 
Loss: Shocking. 
Deployment: Up front, to attack the enemy armored 
front line. 

44. ArablIsraeli Jet Aircraft 
Forte: Airstrike. 
Foible: Limit on airstrikes. 
Threat: Pressurizing. 
Prey: Depends on type of airstrike. 
Range: Maximum for G-2 strikes; 0-2 hexes for 
all others. 
Execution: At least a dispersal. 
Enemies: AA guns. 
Fate: Sometimes dispersed; rarely killed. 
Loss: Damaging. 
Deployment: Attack either enemy artillery positions 
or front line troops. 

some Israeli tanks. 
Threat: Antagonizing. 
Prey: Armor. 
Range: 1-6 hexes. 
Execution: Dispersal. 
Pals: Infantry (if overrun) and armor. 
Enemies: Enemy battle tanks, any G-class weapons. 
Fate: Might survive, as it has a higher than average 
movement allowance. 
Loss: Damaging. 
Deployment: At the cutting point of any attack. 
Historical: This is yet another WW2 survivor, 
which was used to good effect in the Arab-Israeli 
wars. 

46. Arab T-341100 
Forte: Attack strength and range. 
Foible: Defense factor is painfully low. 
Threat: Antagonizing. 
Prey: Enemy armor. 
Range: 6-12 hexes. 
Execution: Dispersal. 
Pals: Tanks and infantry. 
Enemies: Armor, of course. 
Fate: Killed in battle. 
Loss: Damaging. 
Deployment: Due to the weak defense factor, this 
tank destroyer should be just behind the front lines, 
trying to score on long-range shots. 

47. Israeli 90mm ATG on M3 
Forte: Attack factor. 
Foible: Range and defense values. 
Threat: Antagonizing. 
Prey: Armor. 
Range: 1-6 hexes. 
Execution: Dispersal. 
Pals: Tanks and infantry. 
Enemies: A- and G-class weapons. 
Fate: Inevitably killed in battle. 
Loss: Annoying; but the battle tanks are so much 
better, you hardly miss the ATG much. 
Deployment: At the point of attack. Get what use 
you can out of it while the 90rnm ATG is alive. 

48. Arab BRDM-1; Israeli SSll on M3; Israeli 
TOW on M113A1 

Forte: Attack factors, the largest on the mapboard. 
The TOW and BRDM can swim. 
Foible: Defense factors. G-class weapons can't 
harm infantry. The BRDM has severe off-road 
penalties. 
Threat: Antagonizing. 
Prey: Armor. 
Range: 10-12 hexes. No use getting any closer; the 
odds don't improve. 
Execution: Dispersal with some kills possible. 
Pals: Tanks and infantry. 
Enemies: Infantry, if they get too close. Armor at 
all times. 
Fate: Can be lost in combat if cornered. Otherwise, 
these can usually avoid serious trouble. 
Loss: Damaging and disheartening. 
Deployment: Just behind the point of the attack, 
to use missiles at long range. 

In PB/PL, tank destroyers are turretless tanks. 
In AIW, there are some weak defense, missile-anned 
units in the same category. Missile units are 
restricted to jring at armor, but the others are also 
useful for attacking infantry. 

45. Arab SU-100 
Forte: Almost everything; a very well-balanced 
unit. 
Foible: Range; not quite enough to trade shots with 

Tanks, more than any other rype of unit, show why 
a handful of Israelis have manuged to defeat hordes 
of enemies. Israeli tanks have several advantages, 
like superior attack factors, defense factors and 
range, doubled attack factors out to six hexes, and 
SMF. But the tanks are not totally dominant. 
Infantry CAT attacks, and Gclass weapons, go a 
long way toward forcing the tanker to be cautious 
in modem war. 

49. Arab PT-76; Arab T-34/85 
Forte: Attack factor-not much, but it will do 
against the right targets. The PT-76 is amphibious. 
Foible: Range and defense factors, especially the 
PT-76. 
Threat: Antagonizing. 
Prey: Transport. 
Range: 1-6 hexes. 
Execution: Dispersal. 
Pals: Bigger tanks and Saggers. 
Enemies: Even bigger tanks. 
Fate: Killed in combat. 
Loss: Annoying. 
Deployment: Potential use as spotters or over- 
running enemy light units. 

50. Arab T-55 
Forte: Large numbers; they're weak, but they can 
gang up on the biggest enemy. 
Foible: Range, attack and defense factors. 
Threat: Antagonizing. 
Prey: Usually, the T-55 is forced to take on Israeli 
tanks since there is no better one available to the 
Arabs in many scenarios. If given a choice, go for 
the Israeli transport. 
Range: 1-8 hexes. 
Execution: Dispersal. 
Pals: Saggers and stronger tanks to coordinate with. 
Enemies: Tanks. 
Fate: Large numbers are killed. Some should 
survive, if only to run away. 
Loss: Merely annoying until losses mount too high. 
Deployment: En masse; if committed in small 
bunches, most or all will be left burning. 

51. Arab T-1OM 
Forte: Attack factors, low but sufficient. 
Foible: Everything else. 
Threat: Antagonizing. 
Prey: Any armor that comes into range. Enemy in- 
fantry can be overrun. 
Range: 1-8 hexes. 
Execution: Dispersal. 
Pals: Other tanks and Sagger positions. 
Enemies: Main battle tanks. 
Fate: Caught and killed. 
Loss: Serious. 
Deployment: Due to its speed, it is usually a 
straggler. Infantry may be all it can catch. 

52. Israeli AMX-13 
Forte: Attack and range factors. Movement is better 
than average, too. 
Foible: Defense factor is a bit too low for comfort. 
Threat: Antagonizing. 
Prey: Transport and any enemy tank weaker than 
a T-72. 
Range: 1-6 hexes. 
Execution: Dispersal or kill. 
Pals: Infantry and other tanks. 
Enemies: Any enemy tanks stronger than a T-62, 
Saggers, SU- 100s. 
Fate: A few will be lost. 
Loss: Serious, especially if that's all you've got. 
Deployment: On the attack. Although it is a 
"mere" light tank, the AMX-13 can trade shots with 
T62s and is superior to anything weaker. The speed 
allows it to chase down transport off roads, since 
it doesn't incur the cross-country penalties. 

53. Arab T-62 
Forte: The attack value is better, but the main 
advantage still lies in numbers. 
Foible: Range and defense factor; no improvement 
over the T-55. 
Threat: Antagonizing. 
Prey: It will have to take on tanks, since it is often 
the best tank the Arab player has. 
Range: 1-8 hexes. 
Execution: Dispersal. 



Pals: Saggers and as many other tanks as can be 
gathered. 
Enemies: Tanks. 
Fate: Many are killed in battle; be prepared for 
some heavy losses. 
Loss: Serious, as is the loss of any tank. 
Deployment: Again, massed at the point of the 
attack. 

54. Israeli Sherman Mk 50; Israeli Sherman Mk 51 
and Sherman Mk 51 HV 

Forte: Attack factors. 
Foible: Movement and defense factors. Range, if 
only because the Israeli player is used to better 
things. 
Threat: Antagonizing. 
Prey: Armor, and overrunning infantry. 
Range: 6-10 hexes. These tanks are weak enough 
that it doesn't always pay to stay at a six-hex range. 
Execution: Dispersal or kill. 
Pals: Faster tanks. 
Enemies: Faster tanks and Saggers. 
Fate: You will probably lose a few, whether on 
attack or defense. 
Loss: Serious; damaging in the case of the 5 1 HV. 
Deployment: At the front. The Shermans may be 
outrun by enemy tanks, and will have to settle for 
attacking infantry. 

55. Arab T-72 
Forte: Attack factor. 
Foible: Range; still no improvement on the T-55. 
(What are those Russians doing with their time?) 
Threat: Antagonizing. 
Prey: Armor. 
Range: Still 1-8 hexes. 
Execution: Dispersal on enemy tanks and kills on 
transport. 
Pals: Saggers and other tanks. 
Enemies: Main battle tanks; G-class weapons. 
Fate: Even the best Arab player is likely to lose 
a few. 
Loss: Damaging. 
Deployment: At the front. In Lebanon, it is the best 
tank the Arabs have. 
Historical: NATO planners used to agonize over 
the capabilities of the T-72, but not any more. The 
Israelis reported that not only was the T-72 destruct- 
ible, it even exploded violently when hit properly. 

Pals: Doesn't really need many. 
Enemies: Heavy armor and the ever present 
Saggers. 
Fate: Most should survive. 
Loss: Damaging. 
Deployment: At the point of the attack or counter- 
attack. 
Historical: These are T-55 and T-54 tanks that the 
Israelis captured and converted. Their new crews 
undoubtably hated the cramped quarters after hav- 
ing become used to Westem-built AFVs. 

58. Israeli M48A5; Israeli M60A1; Israeli 
Patturion and Merkavah 

Forte: Everything. 
Foible: None, in and of themselves. Lack of infantry 
support is the usual problem. 
Threat: Antagonizing and mobilizing. Weak units 
will get out of the way, while the stronger Arab units 
must fight back. 
Prey: Anyone, especially if these tanks work in 
pairs. 
Range: 3-6 hexes. 
Execution: Armor is demolished; infantry is at least 
dispersed; guns are obliterated. Even helicopters 
must take pains to avoid them. 
Pals: Infantry support is needed. 
Enemies: Saggers, big A-class guns, mad Egyptian 
infantry in 1973. 
Fate: The bulk will survive-with infantry support. 
Without it, destruction will come after a long and 
bitter struggle. 
Loss: Depends on how many the Israeli has. In 
situations like Kunietra (S-11), each loss is damag- 
ing. At Deversoir (A-5), the Israeli has plentiful 
supply, and each loss is only a bit serious. 
Deployment: Most should be attacking, but keep 
a few as a mobile reserve. 
Historical: All of these units use some form of the 
105mm gun. Jordan used the M48 in 1967, but with 
a 90mm gun. The Israelis used their antique 
Shermans to destroy Jordan's M48s. Lebanon was 
the baptism of fire for both the T-72 and the 
Merkavah. As mentioned earlier, it was a triumph 
for the Israelis. * 

56. ArablIsraeli Centurians 
Forte: Almost everything. The Jordanian counter 
is easily the best Arab tank available. 
Foible: Movement factors. 
Threat: Antagonizing. 
Prey: Armor, if you can catch it. 
Range: 3-6 hexes is best. 
Execution: A kill on any armor; dispersal on any 
infantry. 
Pals: Other tanks. 
Enemies: Large tanks and G-class weapons. 
Fate: Will survive, unless swamped by the enemy 
regardless of losses. 
Loss: Damaging and disheartening. 
Deployment: On the attack. At Irbid (S-3), the 
Jordanian tanks have the edge on the Syrian armor, 
so it must move out quickly to the attack. 
Historical: The Jordanian unit is the older model, 
and carries a 90mm gun. The Israeli version is a 
newer model and mounts a 105mm main gun. 

57. Israeli TI47 
Forte: Almost anything. Is easily capable of taking 
on any Arab armor. 
Foible: Only a + 1 on hulldown; a minor problem, 
but this fact is annoying for the Israeli. 
Threat: Antagonizing. 
Prey: Armor. 
Range: 3-6 hexes. 
Execution: Kill! 

GENERAL 
Variant Counters 

With the second issue of the year (Vol. 25, 
No. 2), subscribers were treated to a half-sheet 
of counters (130, mounted and die-cut) intended 
for use with several variants appearing in The 
GENERAL. These counters included new ones 
for TAC AIR, 1776, EMPIRES IN ARMS and 
replacement counters for BULGE '81 and are 
necessary to play the variants appearing in Vol. 
25, No. 2 through Vol. 25, No. 4. These were 
enclosed as a bonus for subscribers only, and 
readers should note that issues purchased at 
stores do no contain these counters. Nor will this 
counter sheet be included when customers order 
back issues of Vol. 25, No. 2. The variant 
counter sheet may be ordered separately direct 
from Avalon Hill (4517 Harford Road, Baltimore, 
MD 21214) for $3.00, please indicate "GENERAL 
Vol. 25, No. 2 Counters" on your order form. 
Usual shipping and handling charges apply. 

FAME & FORTUNE. 
Well, maybe not much fortune . . . but cer- 

y a little fame. We want you to write for .., GENERAL. If you can string words 
,gether, and are knowledgeable about our 
ames, there's a good chance you're just the 
arson we're looking for. You can supplement 
ur literary staff with articles on strategy and 
tctics, game analyses, Series Replays, historical 

commentaries, new scenarios or variants for any 
d o u r  extensive list of titles. If you've ever had 
le urge to see your name in print, and feel wm- 
etent to write on your favorite game, consider 
ubmitting your efforts for the consideration of 
lur editors. The GENERAL was founded on the 
fforts of garners themselves, and for over 25 
ears has relied on their good works. We 
courage all such free-lance submissions. 
e GENERAL will pay $6.00 per running ten- 

column of edited text upon publication. 
ers to the Editor are not subject to rernuner- 
.) Alternatively, authors may elect to take 

ir remuneration in the form of our products, 
d at the rate of 150% of the cash remunera- 

n. At the end of each volume year, an EDITOR'S 
OICE article is selected by the readership. 
author of this best article of the year will 
ive a $100.00 bonus and a lifetime subscrip- 
to The GENERAL. 

If this whets your appetite, set pen to paper. 
te requesting a copy of our "Guide- 

bmissions" detailing the format and 
for submitting articles. This may b- 
writing to Rex A. Martin, Manag 
The "Guidelines" may save yo 

ed time and effort. 

ELITE CLUB 
Members of the club earn a 10% discount for 

LIFE on mail order purchases of any product 
from The Avalon Hill Game Company, Micro- 
computer Games, or Victory Games. This 
includes games, play-by-mail kits, parts, 
magazines . . . everything. This 10% discount . 
will apply to any single order each year-a true 
savings for the buyer in these days when every 
penny is important. The best just got more 
affordable than ever. 

You become a member by making a one-time 
initial order amounting to $90.00 minimum. This 
order must be made direct from The Avalon Hill 
Game Company (purchases from retail stores do 
not qualify one for the ELITE CLUB). Be sure 
to enclose a check or money-order for the full 
order, plus 10% to cover shipping and handling. 

When you receive your order, an ELITE 
CLUB Coupon Ticket will be enclosed. The 
coupons, if attached to the order form, will allow 
you a 10% discount on everything listed on your 
order. Note that this can be applied to any single 
order each year. Obviously, it pays to make a 
multi-item order to obtain the maximum savings 
possible. And, upon use of the last coupon 
(1989), another ticket-good for an additional 
five years of savings-will be sent with your last 
shipment. 

The scheme brings you the best in gaming 
pleasure-your favorite games, The GENERAL 
with its in-depth coverage of them, and the pbm 
kits and replacement parts to insure the fun never 
ends-at a tremendous savings. Any $90.00 
order directly from the company (even at our 
booth at ORIGINS) will qualify you. 

L 





I'll take on all comers in AF and/or DL. Any 
scenario, any time period, either side. Games can 
be rated, or not; I'll play matches. Charles 
Gnger, 2621 McCulloch, Apt. lA, Lake Havasu 
City, AZ 86403. 

ASL! Have all modules! Pbm or flf! Looking for 
club members. Where are Bay area wargamers? 
Also--DIP! Pbm or ftf! Please write or call: Marc 
Hanna, 718 Bounty, 11820, Foster City, CA 
94404. (415) 572-1084. 
Adult Orange County gamers seek mature opponents 
for ftf multi-player FT. Many other wargames 
played. Lots of space, pleasant environment. Play 
for fun. Bob Stanton, 1513 Camdcn PI., Fullerton, 
CA 92633, (714) 525-8376. 
Air Force "Battle of Britain" obm cam~ainn. 
Need pilots for the Reich  and'^^^. ~eliable 
players only. Game in progress. Fly your own 
squadron. C/O Wells, P.O. Box 82, Malibu, CA 
90265. 
Jet jockeys wanted for FL. Multi-player umpired 
campaign game! Choose side NATO a Warsaw 
PACT. First eight responses will play. Bartow 
Riggs, 4814 Lewis Caroll Way, Sacramnto, CA 
95842, (916) 331-6342. 
AREA I800 experienced TRC player seeks 
opponents for rated play. Richard Phelps, 860 
S. 8th St., San lose, CA95112, (408) 998-8642. 
Above average gamer 37 looking for f t f  in WWII 
Civil War sports games; willing to play or learn 
anything. Looking for wargame club sports 
league. Bill Knipfer, 7639 Genesta Ave., Van 
N U ~ S ,  CA 91406, (818) 345-6323. 
Need 2 to 4 more vlavers for obm KM name. 
Plus GM for pbm ihi  game o i  5 to 7 
Marcel Carbonneau, 240 Iron Dr., Apt. 17, 
Vista. CA 92083. 
Pbm or ftf 3R, W e ,  PB, PL, DIP, C N  HW, 
KM, DD and more. Will answer all letters or 
return calls. Jeff Spurlock, 987 Postal Way, 
Apt. 4, Vista. CA 92083, (619) 7263495. 
Are there any world in flames players out there? 
Anyone for Af in LA, Orange County or San 
Bernadino? Will play any game-will travel. 
Patrick J. Havert, 5901 Kentland Ave., Wood- 
land Hills, CA 91367. 
Gaming club forming up! Monthly club for 
tactical level WWII games in the Denver area. 
ASL, UP, SOA, Cassino, many possibilities. 
Call me. Brian Post, 8465 W. Hampden Ave., 
#3-108, Lakewood, CO 80227, 987-2597. 
Looking for mature adult@) to play ftf any 
AH game especially FT, FP, SL, BR. Social, 
friendly, comp. only. Want to learn EIA, CIV 
and BRIT. Larry McIntire, 1241-9 Washington 
St., Middletown, CT 05457, (203) 347-9151. 
Adult seeks central Florida group for C N ,  DIP, 
1830. Will ftf local (50mi.) or pbm BL, WSIM, 
Post-WWII wargames. Ratedlunrated. New to 
wargames. John K. Thacker, 1881 Sandbar 
Drive, Merritt Island, FL 32953, (407) 
452-4768. 
Going Berserk! Looking for SL, ASL fanatics 
for ftf combat in Naples, Ft. Meyers area. All 
letters will be answered. Dean Leferink, 3584-B 
Mercantile Ave., Naples, FL 33942, (813) 
774-2453. 
New in GA. Need ftfopponents for ASL, TLD, 
BS, FP, n, SUB, RF. Hope to hear from some- 
one soon. Dan Reed. 470 Elm St.. Hinesville, 
GA 31313. 368-0826. 
Desire ftf in Ft. Waym area. Play most historical 
games. Will travel for rated opponents. My 
specialities are: CAE, 1776, AK, BB'BI, AZ, 
FT, TRC and 3R. John F. Ade, 534 Meyer Ave., 
Ft. Wayne, IN 46807, (219) 456-2045. 
Ftf opponent wanted for AL, CL, GE, FITW, 
PB, W&P and RW. Jules Alan, 5318 Sutton 
Street, Indianapolis, IN46218, (317) 356-6136. 
Pbm games rated or unrated for VITP, STAL, 
WAT. WAS, MID. AU replies will be answend. 
Phil Byers, 5014  irksh hire, South Bend, IN 
46614, (219) 291-2240. 
B- 17 Queen of The Skies . . . PILOTS . . . Am 
forming pbm Air Force. For more details send 
large, business size SASE. Robert W. Wilson, 
3202 S. 12th St., Lot 102, Marshalltown, IA 
50158, (515) 753-8408. 
New kid on block wishes player who will 
challenge me. Will play OOA. STAL, FITW. All 
letters answered. Try me if you dare! Jesse 
Severe, 105 Lincoln Street, Shemeld, IA 50475, 
(5 15) 892-4639. 
KC HMGS Chapter meets monthly at Johnson 
County Community College. We do boardgames 
as well as miniatures. Also, would like to start 
EIA campaign game. Jeff Cornett, 4044 W. 124 
Ter., Leawood, KS 66209, (913) 345-1 130. 

- 

OPPONENTS WANTED 
J 

Pbm or ftf 3R, TRC, W&P, PAA. This 7-year 
vet will provide quite a challenge in rated or non- 
rated battles. C.M. Nalda, 210 Bluegross Ave., 
#139F. Newuort. KY 41071. (606) 441-0547. 

New Orleans Area Gamers Club seeks players 
for all names, types and skill levels. Greg 
~chloessir, 3800-~riant Drive., Marrero, LA 
70072, (504) 347-7145. 
Wanted Opponents for ftf or pbm 3R, W&P. 
MD, AK, PK, NP. Will travel to play a game 
in Louisiana. Ricci Moran. P.O. Box 1065. 
Ruston, LA 71273, (318) 251-9038. 
Attn. Southern Maine! Average adult gamer 
looking for ASL, UF, TT or any Victory or AH 
game opponents. Willing to travel reasonable 
distance. Robert S. Gamez, RR 2, Box 1990, 
Lisbon Falls, ME 04252, (207) 353-9432. 
Any wargarners in Central Maine? Looking for 
ftf opponents for any AH or VG game-(two or 
multi-olaver). Know many. Willinn to learn 

Pbm hobby needs new blood! Pbm Gamemaster 
since 1976, offers DIP, CIV, Vairants. Players 
info on games, zines, and services. Send $1.00. 
W.E.J. Hinton, Jr., 20 Almnt St., Nashua. NH 
030h0. 

Ftf ratedinon-rated games; AK, GE, RF, WAT, 
DD. BB. Mavbe b m .  Talented but slightly in- . . 
experienced. Limited transportation, but-will 
travel to NYC. Jim Brady, 29 North Bmok Ave., 
Basking Ridge, NJ 07920, (201) 766-5435. 
Returning to central New Jersey in Dec. 88. Play 
CN, DIP, FT, n, KM and many others. 35 AH 
games in all plus VG too. Mr. Lany Behrendt, 
C/O Mr. Joseph Lynch, 8 Longwood Drive, 
Groveville, NJ 08620. 
AREA 1750+ desires pbm opponents for TRC, 
Tac Air, Nato. Prefer 1500+ players, 2-game 
matches. Marc Dultz, 224-01B Kingsbury 
Avenue, Bayside, NY 11304, (718) 465-3292. 
If you're interested in "play-by-computer" or . . .  

others. Andy Lewis, 261 stillwater Xve., Old development of public domain software support- 
Town. ME 04468. (207) 827-8290. 
Thirty-year-old gamr makes return to hobby. Ftf 
(multi-player preferred) EIA, 3R. DUNE, SC, 
CON, SL, 1776, CAE and AZ. Will travel-30 
miles. Mike Duttera. 1030-L, SPA Road, 
Annapolis, MD 21403. (301) 280-0068. 
Tired of immature opponents? Try AW<S! Over 
20-vears of service to ftf and vbm wargamers 
woildwide. Information and app~icatiohforms 
available from the secretary. Bill Salvatore, 
19985 Wild Cherry Lane, Water's Landing. MD 
20874. 
Experienced gamer looking for ftf opponents. 
I'm willing to uy anything, but favorites are NP, 
GSL, FL, MD, FP, CAE, SL and Tac Air. Seth 
Owen, 6 Whelven Lane, Acushnet, MA 02743, 
988-2784. 
DIPLOMACY playa's-play Diplomacy by mail with 
the zine PROTOCOL or by computer and modem 
with its electronic counterpart, ELECTRONIC 
PROTOCOL. Eric Klien, 1 Sinai Circle B10, 
Chelmsford, MA 01824, (617) 663-5480. 
Achtung! Veterans and novices alike wanted for 
greater Springfield ASL club. Experienced Cadre 
of Squad Leaders looking for reinforcements. 
Great fun and goodcompetition. Vic Provost, 54 
Ednson Ct., Chicopee. MA 01020, (413) 
593-5849. 
Experienced, reliable, adult wargamer seek8 
friendly ftf competition for Pacific War, 7th and 
2nd Fleets, Lee vs. Grant, 1914, AZ, PGG and 
others. Doug Dery. 11 Brooktield. Franklin 
Road, MA 62038,-(508) 528-7486. 
Boardname Challenge held evew month at the 
~ o r w &  Civic center. All typeaof boardgames 
played. Call for free newsletter and meeting 
schedule. All gamers welcome. Eddie Campisano, 
Norwood Recreation Dept., Norwood, MA 
02062, (617) 762-0466. 
Opponents Wanted MBL, TAC, WAT, BB. Mature 
adultq only, please. Alan Mathis, 33 Pine St., 
Waltham, MA 02154, (617) 894-6087. 
Managers wanted, Statis-Ro Baseball League, 
1988 season, teams available. James Cieslak, 
22301 West Outer Drive, Dearborn, MI 48124, 
(3 13) 274-6%5. 
Experienced gamer seeks pbmlftf AK, AF, DL 
(have the expansion set as well), DD, FT, MD, 
GUAD WAS. WTP. Eswially want multi- 
player 3R! Kurt ~ o r n i ~ ;  1314-B University 
Village, East Lansing, MI 48823, (517) 
355-6193. 
Adult seeks adult oppnent for pbm, AREA rated 
game of WSIM, WTP, PB, PL and SL. P. Chinmry, 
409 N. Rath, #3, Ludington. MI 49431. 
New to area. Want ftf opponent for wargames. 
Prefer modern era like Nato, Gulf Strikc, or learn 
new game. Welcome to all ages, exwrience 
levels. Harvey Goltzer, 2956 charity Rd., 
Sterling Heights, MI 48310, (313) 979-591 1. 
Wanted obm AK, AF, DIP, PB, STAL, W&P, 
WAT, or TRC. Ftf all wargames days or 
weekends. Adults only. Rocky Nelson, 1656 
Finch Lane, Mound, MN 55364, 472-6231. 
29-year-old wishes to make long term commit- 
ment to new or ongoing pbm EIA. KM, PaxBrit. 
Will play any nation. Tom Scarborough. 7517 
Oxford, #3H, St. Louis, MO 63105, (314) 
727-9828. 

ing wargames, then pick up my message on the 
following BBS's: NYC PC Club, NY (212) 
633-1870 8N1 RBBS, Cooperworks. WI (608) 
271-3685 8N1 PCBBS. Go to the GAMES sub- 
conference. On DELPHI my user name is 
ANOTHERGUY. I hope to confirm a BBS in the 
west and south by the end of this year. I can also 
be contacted as Frank Lucas. P.O. Box 4826. 
Ft. Greene Sta., NY 11240. 
AREA 1200 (Rov.) seeks pbm BL, ASL, ftf 
ASL, KM, SC. Moderate 'Blind' pbm, ASL, 
send $1.00. SASE for info. Frank Stolte, 35 
Lakeside Crescent, Lancaster, NY 14086, (716) 
684-4303. 
SOA and "Thunder At Cassino" players wanted. 
Must be in New York City area. Also BL and 
SUB, NYC, BKLYN, QUEENS, OK. Need 
tough opponents. John P. Caccioppoci, 1874 
Putnam Ave., Ridgewood, NY 11385, (718) 
821-8426. 
16-year old, reliable, wants to start club with 
other kids and adults. We will play all games. 
Please write for more info. Adarn Musante, 3017 
Pickett Road, Durham, NC 27514, 493-2006. 
Want to pbm SL. We will figure out way to do 
so, if interested all inquires welcome. Jason 
Musante, 3101 C a n  Wall Rd., Durham, NC 
27514, 493-2006. 
Any gamers in Jacksonville, NC area? 38-year- 
old looking for wargames. Have bem playing for 
15-years and need new players. Kenneth John- 
son, 145 Ward St., Jacksonville, NC 28540, 
(919) 346-5460. 
Open Your Horizons! Gamen, novice to veterans, 
needed in central North Carolina area to create 
index of competitors and mentors for players to 
draw upon. Byron Stingley. 2404-D Landmark 
Dr., Raleigh, NC 27607, (919) 782-1547. 
Any ASL opponents in the St. Joseph-Stevensvilk, 
MI area. I frequent this area often and would like 
an opponent. Robert J. Zeller, 2203 Cass, 
Toledo, OH 43614. (419) 381-1344. 
Dedicated ASL players-I want you-to help 
form an ASL Play Test Group in the greater 
Portland area. Dean R. Halley, 1290 SE Oak #4, 
Hillsboro, OR 97132, (503) 640-0468. 
ASL, FT ftt 3R ftf or pbm prefer adult player. 
Ftf have no pbm system for 3R. Anthony Schouter, 
P.O. Box 2051, Lancaster, PA 17603. 

Interested in pbm DIP? Masters of Deceit con- 
tains 24 introductory articles on all aspects of 
game and provides info on how to get 
involved-$1.00. Steve Amawoodian, 602 
Hemlock Cir., Lansdale, PA 19446, (215) 
699.7659 

Returning to gaming after four years, AREA 
EGK 872, looking for rated pbm games in PB, 
DD. LW, AK, WAS (if system available). Robt. 
3. Wnesinski, 2506 Mission Street, Pittsburgh, 
PA 15203. 
Experienced wargamer new to AREA seeks pbm 
opponents TRC. I am rated I500 (Prov.). 
Reliable and precise. moves returned promptly. 
Also play 3R, DD, VITP. Jeff Jenkins, 86 
Rounds Ave., Riverside, RI 02915, (401) 
433-0851. 
AREA 1500+ seeks rated pbm BR andlor RF. 
J.C. Lawson. 1515 Gist St.. TCU15W2. Columbia. 

Opponents wanted in Tri Cities-ftf most AH 
games. Especially ASL. FT, UF, PB, PL others. 
Also want to pbm LW. No honor systems please! 
Richard Smothers. 814 West Maple St., Johnson 
City, TN 37604, (615) 928-3584. 
Bepinning adult gamer seeks fast, reliable vbm 
op~nent~lnterested in PL and PB. Have sy~trm. 
Steve Cooke, 1826 Indian School, Garland, TX 
75042, (214) 530-7736. 

Pbm opponents wanted for BL, DD. TRC: 
Experienced SL, COI, COD, GI, looking for ftf 
in Fon Worth area. I play many games not listed. 
Tim Stark, 605 W. Dayle, Granbury, TX 76048, 
(817) 573-8626. 
I live at SW comer of loop. I play many games 
including ASL, BRIT. 1830 and computer 
games. Chris Kolenda, 10122 Oboe, Houston, 
TX 77025, 666-8871. 
Beginning wargamer needs club or opponent in 
Tvler area. I olav AIW. GE. PL, SL and 3R. All 
lekers answek: Matthew Scheffrahn, 226 Molly 
Lane, Mineola, TX 75773, (214) 569-3672. 
ASL. BV. SOF. PL. PB. AIW. ftf onlv. I - - - , , . . . 
welcome all true wnrgamers. ~ l i n  T. ~ h b r e ,  
4041-Medical Dr., AG. 322, San Antonio, TX 
78229. (512) 558-9412. . .  . 

Adult olavers waned for C N ,  UF, Tac Air, 
~reml;n, WA. AIW. RF, TT etc. Weekend ftf 
only. Newcomers welcomed. Ian L. Straus. 
12013 Ash Rock, San Antonio, TX 78230, 
699-8810. 
The Washington Gamers meet the second Sat. 
every month. Get our newsletter by joining (6 
issues for $5). Over 100 ssues published over 12 
years! Dennis Wang, 2200 Huntington Ave., 
Alexandria, VA 22303, (703) 960-1259. 
Out of military and settled down. Want ftfor pbm 
opponents for 3R, FR40, TRC. PGG, FE, BB. 
Any game clubs in Kent or Renton? Kurt Krig- 
baum, 11020 Ken-Kangley Rd., Apt. (2-68, 
Kent, WA 98031, (206) 854-7234. 
1914 GUAD best offer some counters missing. 
Many others available; plus old GENERUS. 
SASE for list. Quiting hobby, must sell. P.R. 
Scrongie. P.O. Box 1345, Medical Lake, WA 

Looking for any opponent who plays ASL or its 
gamettes. Refer player owns games and has 
some experience. Will play anytime or anyplace. 
Wargaming fanatic. Keith Siverson, 2202 N. 
105th, ffi-301. Seattle. WA 98133,363-5882. 
Opponents Wanted! Interest Group Milwaukee 
wants you! 12-year old group looking for new 
blood. Regular meetings, many games including 
most multi-player. No Dues! Contact: Jayson 
Gralewicz, 1413 240th Ave., Kansasville, WI 
53139, (414) 878-0618. 
Cheyenne Armchair Generals meets each Sunday. 
Twenty members and growing. SL, TRC, EIA, 
CM, DIP, many others and various miniature 
systems. Larry ~ ~ r ~ c o n ,  3508 Amherst, Cheyenne, 
WY 82001, (307) 635-0512. 
Pbm or ftf GOA, 3R, and TRC. Also seeking 
for wargamers in PR. AU letters answered. Rated 
1500 in AREA. Juan Jose Nolla, P.O. Box 872, 
Arecibo, PR 00613, (809) 879-4906. 
Student seeks gaming opponents AF, SL, GI, 
ATW, UF, FP, GSL. 3R. amongst others owned, 
hut will learn. Ftf preferred but will pbm your 
system. Andrew Henton, Rose Cottage, Horton- 
Com-SNdley, Oxon OX91BN, ENGLAND, UK, 
(086735) 8854. 
Exp. 3R, long time SL system player looking for 
mature ftf opponents. New to ASL BV, Yanks. 
but anxious to play. Also W&P, FT, FL. Steve 
Foren, St.. Marhins, St. John Co., N.B. Canada 
EOGZZO, (506) 833-4363. 
Experienced Italian playa seeks oppnnents (rated 
only) for AZ, DIP. FT, KOTA, PL. Pedrazzi 
Davide. Via Gallotfi B.. No. 106,44100 Ferrara, 

Pbm opponents waned for PB. Also would like ftf 
matches, no preferems as to which games. Willing 
to uavel within Holland or nearby Germany. Richard 
Geller, Van Ecksvsat 47, 6814 HW Amhem, The 
Netherlands, 085-456-805. 
Ludwigsburg-Kornwestheim strategic games club 
invites you to attend our meetings on the last 
Saturday of every month at 1200 hours at Wilkins 
Roc. Center. Michael Cctta, F Co 51% INF, Box 
1049, APO NY 09279, Ludwigsburg, West 
Germany, 07141-57433. 
Where are you GSMC wargamcrs? I'm ready for 
ftf play today in UF, FP, FT, FL. GL, WSIM 
and others. Experienced will gladly teach new- 
comers. Paul Lebowitz, Box 125, B Co 511th 
MI BN, APO NY 09279-0270. SNngan, 
Germany, 07141 605594. 



ADVANCED SQUAD LEADER 

A11.52 How does Infantry capture an armed and 
manned, unarmored vehicle? 
A. Assuming the vehicle is Stopped, the attack- 
ing unit applies a + I Capture Attempt DRM to 
its CC DR (in addition to other applicable DRM). 
If ~t captures the vehicle, it may man it as per 
A21.22; the captured crew becomes unarmed, 
and a prisoner if the captor side can Guard it. 
(If that vehicle is not manned, it may be captured 
as per the second sentence of A1 1.52.) 

A12.11 & A12.2 If a scenario OB gives a side 
a number of "?" counters, can the player choose 
%-inch "?" even if the OB pictures only a H-inch .. 7 ' .  . counter? 
A. Yes. 

A12.152 May a unit in an A-P minefield Location 
conduct a Search? 
A. Yes, but the presence of the minefield allows 
the DEFENDER to make a Casualty dr (A12.154). 

A15.2 & A17.11 If an already wounded Hero 
fails a MC, is he eliminated or only wounded 
again? 
A. He is eliminated. 

A15.41 A 9-2, 8-1 and 44-7 are in the same 
Location, and the 8-1 becomes berserk. What 
happens to the other units? 
A. The 9-2 musr take his NTC next, using the 
berserk leader's - 1 DRM (but not his own -2 
DRM; A10.7). If the 9-2 becomes berserk, the 
squad then takes its NTC using his -2 DRM. 
If he does not become berserk, the squad still 
takes its NTC but is subject to the DRM of the 
8-1 only. 

A19.12-.13 If a Finnish 8-0 leader suffers 
Replacement, is it replaced by a German 7-O? 
A. No; it becomes disrupted. 

A20.54 If a Guard and its prisoner both under- 
go a MC, what are the possible outcomes of Pin 
results? 
A. A prisoner is not subject to pinning directly. 
However, if its Guard pins, then the prisoner 
automatically becomes pinned too. A non- 
prisoner, unarmed unit is abject  to pinning in 
the normal manner. 

A23.71 How does a Set DC (not in a bridge 
Location) affect an AFV? 
A. It doesn't attack the AFV itself, but does 
attack any Vulnerable PRC inlon it. Otherwise 
it can affect the AFV only via Rubble. 

A25.222 Is a Commissar immune to DM when 
attempting Self-Rally? 
A. No, a leader cannot affect his own perfor- 
mance (A10.7). 

A25.23 Can a Human Wave be declared on the 
basis of having a LOS only to an enemy con- 
celaed stack? 
A. Yes-a concealedlDummy stack is still an 
enemy "unit". 

A26.21 If a Gun has been captured but is cur- 
rently possessed by neither side, does it still count 
towards the captor's Casualty VP total during 
play? And as doubled VP at game end (assum- 
ing it has not been recaptured)? 
A. Yes to both questions. 

B13.41 When a full-tracked AFV on a woods- 
road moves into the woods portion of the hex, 
where is the partial-TB placed? 
A. From the center dot to either hexside in its 
current VCA (or "rear" VCA if using Reverse 
movement). 

B13.421 If a fully-tracked AFV sets up in woods, 
may it place a TB? If the answer is no, then if 
it exits that hex without changing 11s VCA, must 
it undergo a Bog DR for "exiting the woods 
without using a TB"? 
A. No to both questions. 

823.32 & C3.71 How does the " + 1 DRM for 
each level above" apply to a unit in a building 
when hit by a FFE CH? 
A. These extra DRM do not apply to FFE CH 
resolution. 

823.9221 What is the MF wst  to Place (A23.3) 
a DC against a Fortified Building? Does it differ 
if that building Location cannot be entered by the 
placing unit? 
A. The normal two MF for building entry. No. 

C1.2 & C9.3 Does guarding prisoners affect a 
unit's ability to act as a mortar Spotter or use a 
radiolfield phone? 
A. A Guard cannot perform these functions if his 
US# < the total US# of his prisoners. 

C2.2401 If an AFV successfully passes a Motion 
Attempt dr In the enemy MPh and changes its 
CA (D2.401) but then becomes involved in a Gun 
Duel, must it use TH Case A? 
A. Yes. 

C10.11-.12 May a unit change a Gun's CA as 
it unhooks that Gun? 
A. Yes, and its CA may also be changed as part 
of the hooking-up procedure. 

C10.3 If a unit successfully pushes a Gun into 
a new hex, may it also change the Gun's CA in 
the new hex? May it change the CA if it fails to 
push the Gun? 
A. Yes. No. 

D.5341 Can a Recalled vehicle attempt ESB? 
A. No. 

THUNDER AT CASSINO $25.00 
The Tactical Game of the 3rd Battle for Cassino 

The full, "new" RBO listing to the had the pleasure of sampling what is one of 
right shows the ratings garnered from the the best challenges on the market. 
recent survey of the entire Avalon Hill1 With this rating of CASSINO, the new 
Victory Games line, while the numbers that RBG becomes the standard by which to 
appear below show the ratings sent in for judge our products. Readers who may not 
CASSINO on the usual form found on the be familiar with the changes involved may 
insert of Vol. 24, No. 6. Too, readers can wish to peluse the "AH Philosophy" of this 
find the entries for all categories for the issue. 
game on Page 49 of this issue. Not unsur- 
prising, the values in most of the categories 
do not vary greatly h ~ t .  the game, regardless Overall Value: 2.13 
of system; if anything, the ratings for Components: 2.34 
CASSINO that appear in the cumnt REG are M ~ ~ :  2 .08 
harsher than the ones reported below. 

Regardless, both sets of numbers show Counters: 2.43 
the game to be a solid, challenging game- Player's Aids: 2.61 
a worthy successor to the popular and in- Complexity: 4.34 
novative STORM OVER ARNHEM. Graced ~~~~l~~~~~~~ of ~ " 1 ~ ~ :  2.9 
with excellent graphics, it rated high in 
"Playability" and was considered of moder- 1.95 
ate "Complexity". Length of playing time Excitement Level: 1.82 
ranges from two to five hours, perfect for play ~ ~ l ~ ~ ~ ~ :  2.35 
the gamesters in our hobby. The shorter 
scenarios make for good tournament play or 2.86 

I 
an evening's entenainmnt, while the full Game Length 
flavor of the "Campaign" game can be Shortest: 2 hrs., 9 mins. 
savored over the c o u m  of a winter weekend 
afternoon. The only disappointment for us Longest: 5 hrs., 48 mins. 
was the low response to the survey for this Year: 1988 

, indicating that too many have not yet Sample Base: 37 

READERS BUYER'S GUIDE 
The following games are ranked by their reader-generated overall Value rating. 
Further aspects of reader response to our titles are indicated by the ratings 
in other categories. By breaking down a game's ratings into these individual 
categories, the gamer is able to discern for himself where the titlds strengths 
and weaknesses lie in the qualities he values highly. Readers are reminded 
that ratings take the form of a numerical value ranging from 1 to 9 (with "1" 
equalling "excellent" and "9" equalling "terrible"). However, the Game Length 
category is measured in multiples of ten minutes (thus, a rating of "18  equates 
to three hours). A "+ ' I  following the Year of release indicates that the game 
is continued or complemented by additional modules in successive years (for 
instance, the ratings for SL reflect the entire system-original game plus add-on 
modules). Game %pe is broken down into three broad categories: SO=Soliiire; 
MP=Multi-Plaver; 2P=Two Plaver. Finallv, it should be noted that a minimum 
requirement of 50 responses (see the "Sample Base") was judged necessary 
for a valid representation; additional titles that garner such will be added to 
the RBG in the future. 

WARGAME RBG 

JP FRONT 
RUSSIAN FRONT 
BRITANNIA 2.31 3.06 2.93 2.89 2.07 3.52 23.72 1987 
VlTP 2.55 3.12 2.56 3.32 1.91 5.58 21.09 1977 
RUSSIAN CAMPAIGN 2.60 3.35 3.85 3.10 2.26 4.22 35.44 1976 

2.96 804 
2.75 2.32 

) 2.69 2.92 5.1 
3.12 2 8 0  2.5 

TORM OVER ARNk 2.78 2.68 3.84 2.84 2.32 3.49 24.35 1981 
rLlGHT LEADER 2.79 2.20 4.62 3.00 2.77 3.20 10.18 1986 
BULL RUN 2.80 2.67 3.80 2.95 2.96 2.93 23.76 1963 
nEVleS DEN 2.81 2.85 5.04 2.99 3.52 2.61 24.58 1985 

2.83 2.87 2.93 2.83 2.00 3.33 8.82 1983 

WNZER LEADER 
WAR & PEACE 
TITAN 
Civil War 
nUNE 

MP 141 
PG GUDERIAN 3.40 3.24 5.44 3.20 3.28 3.32 22.87 1984 2P 90 
PATTON'S BEST 3.43 3.22 4.16 4.23 3.25 3.87 14.13 1987 SO 109 
GLADIATOR 3.44 3.36 3.89 3.32 2.56 3.20 8.69 1981 2P 56 
CIRCUSMAXIMUS 3.47 3.80 3.28 3.39 2.64 3.36 11.70 1980 2P 91 
6th Fleet 3.48 3.04 5.64 3.73 3.88 3.64 47.67 1985 2P 59 

Pax Winnia 3.64 3.60 4.85 3.91 4.25 4.61 52.14 1985 MP 50 
MIDWAY 3.65 4.48 2.80 3.16 2.43 4.52 21.10 1964 2P 130 
M M K  3.68 3.56 4.88 4.28 3.85 3.89 22.82 1981 MP 52 
Ambush 3.68 4.08 4.94 4.40 3.91 4.61 19.69 1983+ SO 121 

3.73 3.23 5.36 3.78 3.88 3.57 42.44 1980 2P 157 

WAR AT SEA 4.04 3.94 1.40 340 1.87 8.72 12.80 1976 2p 155 
STELLAR CONQUEST 411 3 92 4 8 0  4 22 3 8 2  4 55 35 86 1984 MP 53 - - - - - - - - - - - - - - - - - . . - . . . . . . . . . . 
BLITZKRIEG 4.19 4.36 5.84 3.87 3.60 5.57 33.76 1965 2P 138 
1776 4.25 3.64 5.28 3.88 3.24 4.40 26.30 1974 2P 154 
D-DAY 4.32 4.73 3.56 3.45 2.91 5.08 27.18 1977 2P 125 

UIt I W A t t t  
Nmo 
TACTICS II 
Gulf Strike 



While the issue featuring THUNDER AT CASSINO 
(Vol. 24, Na 6) didn't rate as highly with the readers 
as other issues in the past (perhaps I was looking 
ahead to the Anniversary issue and did not give this 
one the attention it deserved), still-and-all it garnered 
a respectable Overall Rating (3.45). And, of course, 
the lead articles-along with Mr. Nixon's excellent 
piece on THIRD REICH-dominated the polling. 
Based on a random sampling of some 200 reader 
responses, the ratings for all the articles are as 
follows: 

SERIES REPLAY. . . . . . . . . . . . . . . . . . ,245  
THE BATTLES OF CASSINO . . . . . . . . . ,223  
AXIS SOUTHERN YEARNINGS. . . . . . . . ,197 
DIGGING IN . . . . . . . . . . . . . . . . . . . . ,189 
SQUAD LEADER CLINIC . . . . . . . . . . . . . 102 
BY THE BOOK . . . . . . . . . . . . . . . .  9 0  
THEATER MODIFICATIONS . . . . . . . . 55 
HOLDING HITDORF . . . . . . . . . . .  54 
AHPHILOSOPHY . . . . . . . . . . . . . . . . . .  3 0  
ASSAULT ON ITALY . . . . . . . . . . . . . . . . 15 

From Ken Peel (8708 First Avenue #T2, Silver 
Spring MD 20910) comes a copy of his first issue 
of Diplomatic Contraband. This first newsletter in- 
troduces the concept of a gaming organization for 
any American posted abroad at a U.S. diplomatic 
or consular post or parent departmenttagency in 
Washington DC Mr. Peel has himself been a profes- 
sional staff member of the House Foreign Affairs 
Committee for some years, and hopes to bring his 
love of DIPLOMACY to his co-workers and 
compatriots. At the very least, he hopes to feature 
PBM DIP games involving diplomatic personnel 
posted so far from home. He may also expand the 
concerns of Di~lomatic Contraband to cover other 
games of simiiar ilk. Any readers who may be in 
service in the U.S. Foreign Service (USUN or State) 
that are interested in his effort, Mr. Peel asks that 
you please contact him directly. 

The Boardgame Challenge is a new 'zine devoted 
to our brand of gaming from Edward Campisano 
('0. Box 724, Norwwd, MA 02062). The first (7)  
issue certain indicates that it has the potential to 
become one of the premier efforts in amateur pub- 
lishing. Besides a most interesting editorial on in- 
troducing teens to wargaming, the issue carried a 
number of "standard" features-"Club News'', "Club 
Profile". a review of the latest ~rofessional "Hobbv 
~ines",'and a game review (this time, Cold war). 
According to the editor, he hopes to add other 
columns in the near future, such things as "Oppo- 
nents Wanted': letters to the editor, convention 
reports, "Games for SaleKrade". By appearances, 
the Boardgame Challenge looks to be an all-around 
read for all interested in our hobby. For more detailed 
information, readers should contact Mr. Campisana 

One of the most deserving winners of the new 
"F&M/Charles Roberts Awards) is Vblontee~, which 
took the prize for Best Amateur Wargame Maga- 
zine of 1987. This 16-page "Newsletter of Civil War 
Gaming" is produced quarterly, and takes a loving 
look at Civil War games of all ilk-miniatures 
systems as well as board games. Interviews with 
designers, reviews of new books and games, new 
scenarios, with the occasional touch of history of 
the period, makes it most interesting reading for any 
gamer enamoured of the Civil War. The quality of 
the production is as high as that of the content. And 
there are even "classified ads" of items and oppo- 
nents on the back cover. Subscriptions run $10.00 
for one year (four issues) and $18.00 for two years. 
They may be had by contacting the editor, Mr. Bill 
Koff (146 Chimney Lane, Wilmington, NC 28403). 

This summer past, two major DIPLOMACY con- 
ventions provided plenty of opportunities for skull- 
duggery and treachery an ocean apart. First came 
DIP-Con, the rotating national championship held 
this year in San Antonio, Texas. When the dust had 
settled in the several rounds of play, Dan Sellers (of 
Chapel Hill, NC) was the new North American 
champion. Shortly after the festivities in Texas, the 
first "World DIP-Con" was held in Birmingham, 
England. Both individual and team play were judged. 
Phil Day, a Britisher, beat out 187 other players to 
claim the individual title. An all-British team from 
the "War & Peace", a popular English pub, took the 
team title over some 25 other teams (including one 
made up of an American, a Canadian, two Dutch- 
men, a Belgian and a Norwegian-one must wonder 
at what discussions of strategy amongst such an 
international team must have been like). Already 
those who finished lower than top place in the rank- 
i n g ~  are sharpening their knives for the next meet- 
ings. The 1989 national DIP-Con will be held in San 
Diego, California over the last weekend in July. The 
1990 World DIP-Con (a biannual event) will be held 
in an East Coast location not yet selected. 

Smoke in Area 27 with the artillery, and to use the 
tank to try to draw the Advantage chit from the 
opposing player. The actions of the various other 
Indian infantry, once these had occurred, were 
pretty obvious. However, most who responded tried 
to use the artillery to blow open Area 31 or 27 with 
brute firepower-which would not give the Allied 
player his highest chance of taking a VP area for 
the win. 

In Contest 143, your best chance to save 01' 
Leonid is to play the "Visit Sanatorium" card im- 
mediately. By making him inactive, the ranking active 
politician becomes KGB Head Schukrutoff, and that 
means that Blue will be the last player to place his 
extra IP. This is vital because as Blue is already 
showing a pair of sights on Schukrutoff and 
Karrienko he must have his (undeclared) nine or ten 
on one or both of them. You cannot take the chance 
that Blue will declare his 10+ on Karrienko before 
you do because you haven't enough secure votes 
in the Politburo to stop a Spy Trial charge and vote. 
A hostile Defense Minister will be the end of 
Bungaloff, so you must declare your recorded 91P 
on Karrienko plus your two new IP and go to 10+ 
on him. 

With the Defense Minister thus secured, Bungaloff's 
main detriment to a safe convalesence is the KGB- 
who barring play of favorable lntrigue cards has a 
15% chance of purging Bungaloff (30% if he's at 
the Sanatorium) and a 30% chance to get rid of 
Karrienko. Using your other Intrigue card to assas- 
sinate Schukrutoff only passes the purge power to 
the Ideology Minister. While you currently control 
Palavrian, your hold is weak and liable to fail dur- 
ing this Influence Declaration Phase. By attempt- 
ing to assassinate Palavrian instead while you still 
control him, you can denounce Schukrutoff for the 
attempt with a 10% better chance of eliminating 
him indirectly1 If the assassination and condemna- 
tion attempts both succeed, the Ideology post will 
be vacant-preventing any purge attempt in the 
coming year if Bungaloff returns from the Sanato- 
rium or Manjak goes to it. More importantly, if the 
assassination attempt fails, Palavrian will be the 
politician automatically progressed by age to fill the 
KGB vacancy. If your feeble control over him holds 
up (a decided possibility given your two additional 
undeclared IP on him), you'll hold the three seats 
of power. This play should be made immediately 
following the successful play of your "Visit Sanato- 
rium" card before someone else takes control of 

Seems Contest #142, presenting a tricky situa- Palavrian. Your hold on Bungaloff himself can be as- 
tion in THUNDERATO4SSIN0, was a bit too tricky. sumed secure with three additional undeclared IP 
Or perhaps the simple fact is that not enough on him. Anyone with enough influence over him to 
readers have yet become familiar with this challeng- take him away from you would almost certainly have 
ing game system to see all the possibilities open done so before he waved twice. Thus entrenched, 
to the players. In short, we had no winners for the you can hope Bungaloff recovers sufficiently in Year 
contest. The key to solving this puzzle was to lay 4 to wave and win in Year 5. 



Pick one game 
that's as exciting 
SOLITAIRE 

head-to-head or 
with 6 players 

...y ou pick 
-. 

of VENU? 
Now it is the 32nd century, two centuries 
after the fall of the First Galactic'Empire, 
and a young, lusty civilization is bursting 
forth into the Galaxy with the newly- 
rediscovered star drive. It is the heyday of 
the independent interstellar merchant, a time 
when a few daring entrepreneurs can 
make fortunes and build trade empires. 

In A W K l U N T  OF VENUS you play the part of 
such a merchant, exploring a cluster of stars to 
find what remains of the civilizations that once 
dwelt there. The map portrays a small cluster of 
star systems, where 14 intelligent species lie 
hidden in the ruins of the First Empire. Each 
species is the dominant culture of a different 
system, but after centuries of savagery, no one 
knows where each culture dwells. As you discover 
the cultures you can trade with them, buying and 
selling exotic trade goods and special devices. In 
your journeys you can also stumble across other 
remnants of the First Empire, including unique 
treasures and weapons that automatically attack 
passers-by. 

MERCHANT OF VElWS is a game of luck ana 
skill. You start with a small spaceship racing to 
accumulate wealth by transporting, trading and 
investing. You make money by buying trade goods 
from one culture and selling them to other cultures. 
You can use your profits to buy bigger spaceships, 
with high-speed drives and shields to protect you 

from the dangers you will meet! As your profits 
increase, you can build ports and factories to make 
trading more profitable. As the game progresses, 
profits will accelerate until one merchant 
accumulates enough wealth to win the game. The 
optional rules allow you to play a darker version of 
the game, in which the cluster is torn with strife 
and warfare. These rules introduce weapons, forts, 
swindles, revolts, piracy and the Rastur, an army of 
xenophobic megalomaniacs who are trying to 
conquer the Galaxy. 

MEaCHAlYT OF VENUS is a design with 
remarkable versatility. Few, if any, games can 
claim to be equally exciting whether played 
solitaire, head-to-head or with three, four, five or six 
players. Not only can this game claim that 
distinction, MERCWAlYT OF VENUS uses it to 
vary the strategy dramatically as the number of 
participants change. 

Only $25 at better game stores. If not available 
locally, you may order directly from the factory, 
adding 1O0/0 for postage (foreign add 30%). 

The Avalon Hill Game Company 
DIVISION OF MONARCH AVALON, INC 

4517 Harford Road + Baltimore, MD 21214 

For Credit Card 
Purchasing, 

call 
TOLL FREE 

1-800-638-9292 





The GENERAL 

f-=+ No kidding ...y outre " 1 \ 
into Statis Pro Baseball, ) 

too? Talk about 

Series with my 
i realistic!/- 

A 

Statis Pro Baseball 
for realism! I just hope 
they don't pull my card 

with the Series I'm having ... 

Don't worry, Jose! You have a 
great card in the 1989 edition 

of Stat is  Pro Baseball .  
That's because the stats are 

based on each major leaguer's 
performances for the entire 

162game 1988 season. In 
fact, Stat is  Pro Basebal l  
comes with over 700 Stat 

Cards, one for each player of 
all 28 teams. Every player 

has been computer-analyzed 
in all offense and defensive 

departments. So each should 
perform as he did last year. 
The only difference is, YOU 

are the manager. YOU make 
the lineups. YOU decide on 

the pitching rotation. YOU 
call the bunts, steals 

and game strategy. 
Wlth Statis Pro Baseball, authenticity Ownership of Statis Pro Baseball not necessary! It's the 
We guarantee that the players will perf same game as Statis Pro Baseball-except you get 10 
Statls Pro Baseball just as they do in real life It's great World Series teams instead of the 1988 season. 
up to YOU to get the most out of their abilities Play Great Teams Baseball includes the '86 Mets, '84 Tigers, 
Statis Pro Baseball-a lifetime of pleasure for '76 Phillies, '75 Reds, '75 As, '69 Orioles, '65 Tw~ns, 
only $35 wherever games are sold '62 Glants, '62 Dodgers and '61 Yankees ...y ours to replay 
Already Own the Game? then order just the updated against each other to see who really was the greatest 
Player Cards Ask for "1989 Edition Statis Pro Baseball team of all time. Cards only-$10 
Player Cards " Just $16! If not available at your favorlte game store, order d~rect 
Already Own the Game and the Latest PI- ,r Cards from us. Use coupon or TOLL FREE credlt card llne 
Set? ... then look for Great Teams Baseball lnly $22 1 -800-638-9292. 
retall! Great Teams Baseball is a complete game. 
- re he Avslm Hill Game company Statis PK) B M ~ ~ ~ I I - 1 9 0 9  Editlon a $35 

DIVISION OF MONARCH AVALON. INC. 
S-P Baseball Player Cards, only g $16 

4517 Harford Road, Baltimore, MD 21214 Great Teams Basaball @ $22 
Great Teams Player Cards, only @ $10 

I INDICATE METHOD OF PAYMENT: CHECK MONEY ORDER Free Sports Catalog showing 
all Avalon Hill sports games I AMERICAN EXPRESS MASTERCARD VISA 

I ACCOUNT NUMBER Please add 10% Postage & Handling 

Exp Date I SIGNATURE 

I NAME 

I STREET APT. 

1 STATE ZIP 
1,,,,,-,,,,,,,,,---,----1 



Elements of Reserve Division 148 W R :  31 set up on Board 2: {SAN: 3) 

2 4 2 2 2 12 

u: +I/-1 

2 2 18 

Compenies A and B, 589th Parnchute Batbbn, Supported [ELR: 5] set up on Board(s) 314: {SAN: 2) 

8 

4 2 4 3 2 

2 2 4 

THE CANNES STRONGPOINT 
ASL Scenario K 

CANNES, FRANCE, 23 August 1944: Generally the American edvancc through 
S o u b  France was so swift that it was rare when the Germans stayed and fought. 
However, the swiftness of the advance often caused German elements to be cut 
off and faced with the decision either to light on in an isolated pocket or to smender. 
Outside Canncs on a small hill, one such group set up a well dug-in perimeter 
and seemed determined to hold out. To dig them out, the Americans committed 
elements of the 509th Parachute Battalion, supported by heavy weapons and 
guns of the 463rd Parachute Field Artillery. 

& 

SPECIAL RULES: ~ ~ r ~ ~ ~ ~ m ~ a t t s c k w a ~ w e n c o o r d i n s t t d b y m e c a a p s n y ~ f m c ~ b m a l i o n  
which used ~ w m ,  demo charges and tank support to systematically reducc the 

1. EC are Moderate, with no Wind at start. bunkers. Casualtics were heavy but not excessive. Finally, a h  half the bunkers had 
2. The Americans receive two OBA modules: one of 8 0 + m  battalion mortar, been reduced, the remain@ Gamnm .~rnndrred en -, disl~eprtencd by the futility 
and one of 100+mm. of their stand. 

3. The German AT gun must be set up within a pillbox. 

B O D  COPll?IGURATION: 

A 
VICTORY CONDITIONS: The Germans win i h a t e f y  when they 

N 
have amassed a 16 Casualty VP. Otherwise they win at game end if they BALANCE: 

3 
L 

V 
have at least one east- or west-edge road hex within the LOS and normal 
range of a - order G~~ MMC or SW~O, ,~  that is functioning and * The German player must amass a 20 Casualty VP to win immediately. 
manned by a Good Order German unit. i& The AT gun need not be placed in a pillbox (negate SSR 3). 

TURN RECORD 

Z 

5 E N D  ~GERMANsctsUpFimt 

* AMERICAN Moves First 3 1 2  4 



HITDORF' ON THE RHINE 
ASL Scenario L 

HITDORF, GERMANY, 6 April 1945: As the Third Reich collapsed. many 
American leaders became bold to the point of recklessness. Often, a daring stroke 
by a small group of GIs yielded a vast gaggle of demoralized German prisoners. 
But sometimes the Americans pushed their luck too far and the Germans, like 

.. :.\-::.. a wounded animal, would lash back with stinging effect. At early dawn, Company .- ..r. 
:,,,;,%--: A of the 1st Battalion, 504th Parachute Regiment crossed the Rhine and advanced 

:.:- toward the town of Hitdorf. Unfortunately, elements of the 62nd Volksgrenadier 
* V P -  m:-.*..." =$++&+ Division had just linked up with lingering remnants of the 1 lth Pz. Division, and 

, . J-S 
these Germans were not yet willing to lay down their arms. The landings went 
easy enough, but as the paratroopers entered the town, they were met by an enemy x! .&y, company that had been rushed to the sector. 

,;?,x BOARD CONFIGURATION: 
['., 
4. ... :. 
5:q. * 

% kw y-pp$r; 
-: , 

%*a. c~Z$: ?+=& BALANCE: 
.P<*~~J . .>?..! 
.I-. ...- ;<4 * May roll for Radio contact commencing . ,#I+ - on Turn 2 (see SSR 4). 
VICT,, , buL.dITIONS. -,.,,.,,,.., win if at game L.." they 
Control 2 two stone buildings on Board 3 and the German player has * Add one 4-3-6 to the Hitdorf Garrison. 
amassed no more than 24 Casualty VP. 

.-. Hitdorf Garrison Platoon @LR: 31 sets up on Board 3 (see SSR 2): {SAN: 4) 

TURNRECORDCHART 

Elements of Wnzer Division 11: enter on Turn 6 on east edge: 

END 

Elements of Volksgrenadier Division 62 enter on Turn 1 on east edge: 

Company A, 1st Battalion, 504th Parachute Regiment BLR: 5] sets up on Board 4: {SAN: 2) 

8-5 8 

2 

f ) Company I enters on Turn 3 on west edge: 

- 5- 

1 
m 

SPECIAL RULES: 5. U.S. squads may create a tom1 of two infantry SMOKE counters in the 
course of the game; the SMOKE limit is per scenario, not per MMC. 

1. EC are Moderate, with no Wind at start. 
AFl'ERMATH: The Germans quickly brought down a heavy mortar barrage. Reeling 

2. All units of the HitdOrf Garrison (the *mn units that wmmence play back. the paratmovers blundered into a minefield and were taking the worst of it until 

8 # GERMAN Sets Up First 

* AMERICAN Moves First 

- 
w 

on Board 3) may use HIP. reuue~ted~artillelvand reinforcements arrived. A 105mm battew,-desoite initial confu- 

9 5 

65 

. - 
3. The receive one module of 80 +- battalion mortar OBA. sick, succeeded i i  quieting the German fire until the arrival of &rn& annor provoked 

a major withdrawal. The paratroopers fell back to the river, piled into their boats, and 
4. The Americans receive one module of 100+mm OBA, but may not roll staged a "mini-Dunkirk." The Americans had suffered heavy casualties but were now 
for Radio contact until Turn 4. farwiser when approaching the Germans at bay. 

6, 1 "  7 *3 2 4 



Final Ballot for the 

Presented 6 y  the Academy of Adventure Gaming Ar ts  and  Design 

1. Best Historical Fl ure Series, 1988 
- 1200 AD Aztec Brmy, Ral P a h a  Enterprises . 
- Biblical Period Charlot Miniatures, Stone Mountain Miniatures, 

Ino 

- Blandford Warriors, Citadel Line, Games Workshop, Inc. 
Riel's Rebellion, 25mm, RAFM 

2. Test Fantasy or Science Fiction Figure Seriw, 1988 
- Citadel Plastic Kits, Games Workshop. Inc. - Julie Guthrie's Fantas Personalities, Grenadier Models, Inc. 
- Renegade Legion - 2lmm Circus lmperium Figures, Ral Partha 

Enterprises 
TSR's AD&D Series, Ral Partha Enterprises - 
Warhammer 40,000, Games Workshop, Inc. 

3. r e s t  Vehicular or Accessory Series, 1988 
- BattleTech Mechs, Ral Partha Enterprises 
- Blood Bowl, Games Workshop, Inc. 
- Napoleonic Villages, 15mm Hovels Line, Stone Mountain 

Miniatures. Inc. 
- Rhino Armored Assault Vehicles of the 41 st Century, Games 

Workshoo Inc . . - . . . - . . - r. 
Sie e Equipment, RAFM 

4. &st biniatures Rules, 1988 
Barbarossal25. Command Decision, Game Designers' - - 
Workshop 
- Combined Arms, Game Designers' Workshop, Inc. 
- To the Sound of the Guns, Johnny Reb, Game Designers' 

Workshop 
- Warhammer 40,000 Cha ter Approved, Games Workshop. Inc. 

Warhammer Battle, 3rd Edition. Games Workshop, Inc. 
5. Best RolsPlaying Rules, 1988 
- Ars Magica, Lion Rampant 
- Bullwinkle and Rocky. Role Playing Party Game, TSR, Inc. 

C be unk R. Talsonan Games, Inc. -GLR?S PS SIC BE;. Set, 3rd Edition, Steve Jackson Games Incorpo- - 
rated 
Space Master: The RPG, Iron Crown Enterprises. Inc. 

6. & s t  RolePlaying Adventure, 1988 
- Battle for the Golden Sun, Star Wars, West End Games 
- Castle Greyhawk, AD&D, TSR, Inc. 
- Harkwood, GURPS Fantasy, Steve Jackson Games Incorpo- 

rated 

- i<;;ikounds, Mech Warrior, FASA Corp. 
Orion Rising, Too SecreVS.1.. TSR. Inc. - 
Unnight, GURPS Space, Steve Jackson Games Incorporated 

7. r e s t  Role-Playing Su lement, 1988 
Cthulhu Now. Call of)ethulhu. Chaosium. Inc. - 

- Field Guide to Monsters. ~thulhu, ~haosium inc. 
- Freelancers, Top Secret/S.I., TSR, Inc. 
- Gamer's Handbook of the Marvel Universe, Marvel Super 

Heroes, TSR, Inc. 
- GURPS S ace, GURPS, Steve Jackson Games incorporated 

Kara-Tur {ail Map, ADBD, TSR, Inc. 
8. Test Graphic Presentation of a Role-Playing Game, Adven- 

ture or Su plement, 1988 
- ~ul lmnke and Rocky Role Playing Pam, Dame, TSR, ins. - Field Guide to Monsters, Cthulhu, Chaos~um Inc. - 
- Gazeteer Series, D&D, TSR. Inc. 

Kara-Tur Trail Map, AD&D, TSR, Inc. 
Tatooine Manhunt, Star Wars, West End Games 

9. r e s t  Prs2Oth Century Board ame, 1988 
- Enemy In SI ht, The Avalon bill Game Company 
- Gettysburg. ?he Avalon Hill Game Company 
- Grand Army of the Republic, Task Force Games 
- The Horse Soldiers. S&T #119, 3W 
- Indian Mutiny, S&T #121, 3W 
- Lee vs. Grant, Victory Games 
- Manchu, S&T #116,3W 

Signature: 
Address: 

These are the final nominees for the Origins Awards for 1988. Vote 
for only one nominee per categocy by checking or marking the line 
preceding your choice. Fill in your address and sign your ballot. 
Mail the completed ballot to: Origins Awards. 950-A 56th ST., 
Oakland, CA 94608. 

Zulu War, Battleplan #7,3W/DTI 
1 0 x e s t  Boardgame Covering the Period 1900-1946 for 1988 
- Great Patriotic War, Game Desi ners' Workshop, Inc. 
- Kremlin, The Avalon Hill Game 8ompany 
-Open Fire!. Victory Games 
- Raid on St. Nazaire, The Avalon Hill Game Company 
T o k y o  Express: The Guadalacanal Naval Campaign, 1942, - . - 

Vi&ry Games, Inc. 
11. Best Boardaame Coverlna the Period 1947-modern dav for - - 

1988 
- Chieftain, Assault, Game Designers' Workshop 
- Desert Falcons. Air Superiori Game Designers' Workshop 
- The Hunt For Red October, T%R, Inc. 
- Seventh Fleet, Victory Games, Inc 
- Sniper Special Forces, TSR, Inc. 

Test of Arms. First Battle, Game Designers' Workshop 
12rBest Fantasy or Science Fiction Boardgame, 1988 
- Assault on Hoth, West End Games, Inc 

Buck Rodaers Battle for the 25th Centurv Game. TSR. Inc. 
- Dragonlarke game. TSR, Inc. 
- Mertwig's Maze, TSR, Inc. 

Sky Galleons of Mars, Game Designers' Workshop, Inc. 
1 3 ~ e s t  Graphic Presentation of a Boardgame, 1988 
- Assault on Hoth, West End Games, Inc 
- Blood Bowl, Games Workshop, Inc. 

Buck Ro ers Battle for the 25th Century Game, TSR, Inc. 
-The - Hun30r Red October. TSR, lnc. 

Sky Galleons of Mars, Game Designers' Workshop, Inc. 
14rBest Play-By-Mail Game, 1988 
- Continental Rails, Graaf Simulations 
- Feudal Lords, Graaf Simulations/ Flying Buffalo, Inc. 
- Heroic Fantasy, Flying Buffalo, Inc. 
- Kings & Things, Andon Games 
- Mobius I, Fly~ng Buffalo. Inc. 

World Wide Battle Plan, FI in Buffalo, Inc. 
153est Fantasy or Science Kctgon Computer Game, 1988 
- Bard's Tale Ill: The Thief of Fate. Electronic Arts 
- BatHeTech, lnfocom 
- Heroes of the lance, Strategic Simulations. Inc. 
- Neuromancer, Interplay Productions 

Pool of Radiance, Strategic Simulations, Inc. 
163 - t  Military or Strategy Computer Game, 1988 
- Battlehawks 1942, Lucas Films 
- Battles of Na olean. Strategic Simulations, Inc. 
- Decisive Battks of the American civil War, Volumes 2 & 3, 

Strategic Stud~es Do$. LTD. 
- F-19 Stealth Fighter, croprose, Software, Inc. 
- Red Storm Rising, Microprose Software, Inc. 

Universal Military Simulator, Firebird 
177B-t Screen Graphics in a Home Computer Game, 1988 
- Battlehawks 1942, Lucas F~lms 
- BattleTech, lnfocom 
- F-19 Stealth Fighter. Microprose, Software, Inc. 
- Heroes of the lance, Strategic Simulations, Inc. 

Pool of Radiance, Strategic Simulations, Inc. 
183es t  Professional Adventure Gaming Magazine, 1988 
- Challenge, Game Desi ners' Workshop, Inc. - Dungeon Magazine, T ~ R ,  Inc. 

Gatewa s, Jaf Publications 
-~ol~hedY,on, - TSR, lnc. 

Strategy & Tactlcs, 3W 
193es t  Amateur Adventure Gaming Magazine, 1988 

ETO. Bill Stone - 
- ~idv;est ~argamer's Association Newsletter. Hal Thinglum 
- Savage & Soldier, Lynn Bodin - Sorcerer's Scroll, Tori Berquist 
- Volunteers, The Newsletter of Civil War Gaming 

The deadline for return of the ballot is June 10, 1989. Ballots post- 
marked after the deadline will not be counted. The Origins Awards 
will be presented at Origins '89 in Los Angeles, June 28-July 2, 
1989. The awards ceremony will be Saturday, July 1 st at 8pm. 
Members of the Academy of Adventure Gaming Arts and Design will 
receive a final ballot in the mail. If you have any questions concern- 
ing the ballot or the Academy, please write: Origins Awards, 950-A 
56th ST., Oakland, CA 94608. 
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