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Origins of Iron

THE AVALGRN [RIILL

Part 176 1
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was going to devote this column to the

issue of intellectual property rights

infringement (aka theft).

Hello . . . HELLO. Wake up! Congratu-
lations, you have a longer attention span
than most congressional aides. I think T'll
switch subjects, knowing that it is nearly
futile to lecture the thieves when: a) this
column should be entertaining, b) the
thieves don’t think of themselves as such, c)
the vast majority of you aren’t thieves and
d) trade diplomats can’t agree on the impli-
cations of the internet for intellectual prop-
erty issues.

Instead, let’s talk about the quintessential
ingredient in our games: Iron. No, no, not
the abstract kind you despise in CIVILIZA-
TION trade deals. Rather, the real stuff. The
stuff of which cities are made.

In this electronic age, few readers may
know that the key to making iron is water—
or rather the energy generated by a rapid
river which made iron production two hun-
dred years ago so possible on the banks of
the Patapsco River. This river falls more
than 200 feet within 17 miles of steep val-
ley, creating enormous water power used by
ironmongers, millers, textile manufacturers
and other industrialists of the eighteenth and
nineteenth centuries. Company towns
sprung up around the dams and factories
which occupied this valley.

One such town was based upon the 1755
forge of Caleb Dorsey, the only producer of
iron tools in Baltimore County prior to the
American Revolution. During the Revolu-
tion, the forge was put to the task of making
parts for muskets. In 1856, the factory
reached its peak production of 44,000 kegs
of nails (used by the Baltimore & Ohio
Railroad)—all from 45 steam-driven
machines.

In 1868, a monstrous flood swept down
the river valley, visiting fierce destruction
on the town and nearby Ellicott City. Many
families employed by the ironworks lost all
of their household property. After the flood,
the residents returned, but the ironworks
never operated again. By the turn of the cen-
tury most of the tenant dwellings had van-
ished. Only two stone houses survive today.

In tribute to the legacy of the employ-
ment created by that ironworks company,
a subdivision of the city of Baltimore was
named after it. Yet, today, that too has dis-
appeared as an identifiable entity.

As I drive to work each day, I cross the
Patapsco River at a safe height on Inter-
state 95, along with many travelers igno-
rant of the fact that a number of automo-
bile bridges over this mighty stretch of
river were destroyed in a flood in 1972.

Though the ironworks company village
is now lost, the legacy of the ironworks
lives beyond the endurance of the neigh-
borhoods which derived their names from
it. In the late 1950s, a garage-sized game
manufacturing endeavor began in that sub-
division of Baltimore. Finding that he
could not name his company after his loca-
tion because the Avalon Company had
already been chartered by Dorsey in 1822,
Charles S. Roberts noted that he lived on a
hill and founded The Avalon Hill Game
Company, establishing the now familiar
trademark that stands for excellence in
strategy game manufacturing.

Dorsey’s forge was at none other than
Avalon, Maryland. And now, you too know
the rest of the story.

Fokkkk

Thus, it seemed appropriate to my co-
conspirators that we name our competition
at the Origins Convention (Columbus,
Ohio, July 17-20) the Ironman Champi-
onship. Not only must you exhibit the
same kind of stamina and iron will that
athletes show in their ironman races, but
you also must exhibit a depth of historical
and gaming knowledge in a variety of
Avalon Hill’s games. The Ironman plaque
will go to the player who compiles the
most points over the 32-hour competition
(yes, we break for sleep). You can score
only once for each boardgame (with points
scaled to the number of players at your
table), making play of many different
games important for victory. See you there
... and don’t forget water.—SKT

*



Teachin

s the hottest operational-level
Civil War game on the market,
the series of games flowing from
the publication of STONEWALL
JACKSON'S WAY has quite a following.
With five published games in print and
another one soon to be released, one of the
challenges for aficionados is mastering the
differences between games in the Great

Campaigns of the American Civil War

(GCACW) series. The accompanying arti-
cle and reference chart will help in this
regard. Another somewhat-related chal-
lenge is teaching newcomers how to play
the game. Where do you start? The answer
relies not so much upon which game you
teach them but upon what method you
employ.

We all know that the best way to learn
a game is to read the rules, right? Wrong!
The tried and proven method of learning a
game (and the way I learned most of the
games | play) goes something like the fol-
lowing. First, have a friend give you a 15-
minute run-down on the rules and play the
game once or twice together. Then, read
the rules yourself. Follow this with a soli-
taire session or two and some historical
analysis. Soon, you will be working on
strategy and tactics rather than mechanics.

Nothing beats having someone else
teach you the rules first. then playing a
short, digestible scenario together. This
method works even better when combined
with programmed instruction as I will out-
line below.

With this in mind, I have developed Kel-
ly’'s Ford, a mini-scenario for STONE-
WALL'S LAST BATTLE (SLB) which can
be played in 20 minutes, and a programmed
approach for teaching the rules to the sys-
tem in three short scenarios. Kelly's Ford
involves only the action cycle and cavalry,
with a total of seven units—enough to see
how units interact. To make matters simple,
teach this scenario without using the leader
rules or the artillery values listed on the
counters. Play this well-balanced contest
twice. switching sides. This should convey
the basic mechanics of the game.

By Trevor Bender

Then, let your friend borrow the rules
and charts, and plan to play the Brandy Sta-
tion scenario followed by Salem Church at
your next session. These one-day scenarios
from SLB will introduce corps activation
and artillery values in the former and breast-
works and bridges in the latter. This initia-
tion should allow you and the newcomer to
be able to play some of the medium-sized
and longer scenarios from the comprehen-
sive Great Campaigns of the American
Civil War series scenario list which accom-
panies this article. With these scenarios you
will teach recovery, exhaustion and some of
the advanced rules. If you don’t own SLB,
you can still use the approach above by
playing scenarios contained in the other
games of the series, selecting from the
“mini” and “short™ sections of the list.

I realize that for some of you, local gam-
ing friends may be hard to find. If you are
learning the system on your own, you will
still profit from the programmed instruction
approach outlined below. Just follow these
steps to learn the game logically and easily.

Programmed Self-Instruction
To play Kelly’s Ford, read:

1.0 Introduction

2.0-24 Basic Game Concepts

3.0 Basic Game Sequence
of Play

4.0-4.4 The Action Cycle

5.0-5.1 March Actions

6.0-6.2 Marches and Movement

6.4-6.5 Stacking and
Fatigue Levels

7.0-7.2 Combat (disregard artillery
for now)

7.4-7.6 ~ Combat Modifiers and
Results

To play Brandy Station, read:
2.5-2.6 Command Radius and
Abbreviations
5.2 Activate Leader

54 Assault

Stonayall

6.3 Leader Movement
7.2-7.3 Artillery. Attack
and Defense Values
TF Cavalry Retreat
11.0 Demoralization

To complete your basic training with
Salem Church, read:

9.0 Entrenchment
10.0 Bridges
12.0 The Wilderness (Woods Hexes)

Before moving on to other scenarios, you
will need to read:

5.3 Burn R.R. Station

7.9 Refusing Flanks (Optional)

8.0 Recovery

(Plus any applicable advanced game rules)

Once you have played a few scenarios
solitaire, come to AvalonCon where you
can learn some new techniques and get
answers to your questions. This year's
GCACW events are specifically tailored to
those players new to the system and will
include demos, instructions prior to play
and a running, multiple-commander cam-
paign game wherein players can join and
leave at will. Before the convention, all
GCACW pre-registered attendees will
receive tournament formats in the mail.
Lastly, additional information (including
new scenarios) can be found on the
GCACW home page at:

http://www.smart.net/~waveland/gcacw.htm.




A Teaching Scenario for

STONEWALLS LAST BATTLE

By Trevor Bender

ecause of the inability of the Fed-

eral outpost line to prevent Con-

federate reconnaissance of the

Army of the Potomac during the
winter of 1862-63, and due to the Union
Cavalry’s utterly poor performance during
the Hartwood Church affair on February
25, 1863, Hooker called for his newly
formed Cavalry Corps to strike the foe.
Simultaneously, Brigadier General William
W. Averell, commander of the Second
Cavalry Division, which was bested during
the Hartwood action, begged for permis-
sion to take the fight to the enemy. With
orders to “rout and destroy him,” Averell
initiated the first large-scale Union cavalry
offensive operation of the war as an act of
retribution against his rival in the saddle
and former West Point classmate, Brigadier
General Fitzhugh Lee.

Upon approaching the Rappahannock,
Averell received bad intelligence that
caused him to divert two regiments to the
north. His plans were further disrupted by
obstacles and stubborn opposition at the
ford. It was noon before his three brigades
were across and reformed. He had lost
whatever advantage in maneuver he once
had. This action would be determined by
saber and pistol alone.

NOTES: Use the map and counters from
STONEWALL'S LAST BATTLE. For this
scenario, the unit scale has been halved to
375 cavalrymen per manpower point (this
has no impact on game mechanics).

GAME LENGTH: 1 turn; March 17, 1863.

SPECIAL RULES:

1. The sequence of play consists of the
Action cycle only (there is no leader trans-
fer phase).

2. The Union player automatically wins
the first two initiatives. Later initiatives are

determined normally. The scenario ends if
both players pass consecutively or all units
reach Fatigue Level 4.

3. Neither side may transit the two fords
on Mountain Run, though they may cross the
creeks further upstream. Union forces may
only cross the Rappahannock at Kelly’s
Ford. Due to the river being swollen, the
presence of abatis on both banks of Kelly’s
Ford, and the stubborn opposition of 60
sharpshooters in rifle pits, each Union unit
that wishes to move southwest across Kelly’s
Ford must at the instant of crossing roll a sin-
gle die on the Hindered River-Crossing
Table below. Results are applied immedi-
ately. If the hex is occupied by any Confed-
erate unit, the rules for combat apply instead.
Union crossing die rolls receive a +2 modi-
fier for each previous crossing attempted.
Once a Union unit receives a result of “suc-
cess” (die roll 7+), future crossings by any
unit do not require a roll.

7

4. The SLB Brandy Station scenario
Cavalry Charge special rule is in effect.

5. When using this scenario as a teach-
ing tool, treat all artillery values as zero and
ignore leader activation, assaults and leader
movement (Stuart remains with 3 VA for
the whole game but applies tactical value
normally).

VICTORY CONDITIONS

The Union player gains and loses
Victory Points (VP) for the following
occurrences.

VP  Reason

f +I : :"Jf a Union unit enters Elkwood

. . anyfurne during the
aT=nlh S :-.Eﬂsme%
+2  if a Union unit occupies Culpeper
(1418) at the end of the game.

41 for each point of Confederate

Manpower Value lost in combat

~ or retreat (not in extended march,
force march, or movement from
~one enemy ZOC to another).

-1 for each point of Union Man-
power Value lost in combat or
retreat (not in extended march,
force march, or moving from one
enemy ZOC to another).

At the end of the game, the Union VP
total is calculated and players consult the
chart below to determine the winner.

Union VP Winner
3 ormore Union Decisive Victory
2 Union Substantive Victory
-1 Union Marginal Victory
0 Confederate Marginal Victory
-1 Confederate Substantive Victory
-2 orless Confederate Decisive Victory

Hindered River-Crossing Table

Die Roll Crossing Result
0 buffed- it an

4 Contested—Unit crosses but receives
_an f and E result.

6 Hindered—Unit crosses, receives an f
result, but may continue moving.

* a previously disorganized unit suffers no
additional effect.

Statue at Bull Run National Battlefield



Stonewall Jackson Tomb

HISTORIC RESULTS

The main action developed about three-
quarters of a mile from the ford. Through a
series of charges and countercharges,
Averell was able to push the Rebels back a
couple of miles. Unable to develop the situ-
ation any further, and upon perceiving signs
of Confederate reinforcements, the Second
Division made an orderly withdrawal back
the way it came,

Casualties were surprisingly light for an
action of this intensity. Although the Feder-
als came out ahead in this department, com-
bined casualties did not equal one strength
point in game terms. It was the lack of any
real Union progress that allowed the Rebels
to claim a marginal victory. Nevertheless,
the horsemen in blue experienced a confi-
dence level never before felt, which pre-
pared them for the campaigns ahead.

WHAT IF?

It is generally agreed that the battle
would likely have been decisive had
Averell not detached one-third of his force
to guard his flank from an imaginary
threat. To simulate how the battle could
have gone, place the Flank Guard unit in
Morrisville with the rest of its division. To
understand how the achievement of
Averell's objective would have affected
the rest of the campaign, play the other
SLB scenarios without the F Lee counter!

*

o || UNION SETUP

% Unit (Represents®) Size
W || Gregg (Duffie) Brig
Q Mclntosh Brig
~1 || Sargent (Reno) Brig
il || diCesnola (Flank Gd)  Brig
X

o || CONFEDERATE SETUP

‘?‘5 Unit Size
0 || Stuart Corp
: 3VA Regt
= || FLee-A Brig
©

=

o

3]

L72]

Cmd Type MV Hex
2 Cav 2 3117 (Morrisville)
2 Cav 2 3117 (Morrisville)
2 Cay 1 3117 (Morrisville)
2 Cav 2 3307 (Catlett’s Station)
Cmd Type MV Hex
Eavis EAri= 1418 (Culpeper)
Cav Cayv 1 1418 (Culpeper)
Cav Cay o 2317

* Because all counters and the rules for this scenario come from STONEWALL'S
LAST BATTLE (SLB), in some cases the unit which actually participated in the
battle is represented by a different unit, as listed under the “Unit” column.

SERIES SCENARIO LIST

Great Campaigns of the American Civil War

This list contains all published, tournament
and playtest scenarios for GCACW as of
March 20, 1997, This covers the Games in the
GCACW series, their abbreviations and the
campaigns they cover.

STONEWALL JACKSON’S WAY (SIW)—
Second Manassas

HERE COMES THE REBELS (HCR)—
Antietam 1

ROADS TO GETTYSBURG (RTG)—
Gettysburg

SCENARIO NAME  Game No. Notes
Mini-Scenarios (under 30 minutes)
Stuart’s Raid SIwW 3
Where's Stuart? RTG 2 Solitaire
Confederate High Tide RTG 4 Solitaire
Kelly's Ford SLB 7 Printed in

Vol. 31, No. 4
Stuart’s First Raid ONR 5 Being playtested

Short Scenarios (around one hour)

South Mountain HCR 1

The Baltimore Raid HCR 4

First Day at Gettysburg  RTG |

Bath SIV6  On GCACW
home page

New Market SIV7  On GCACW
home page

Salem Church SLB 1

Brandy Station SLB 4

The Warwick Line ONR 1 Being playtested

Seven Pines ONR 3 Being playtested

Medium Scenari hree hou

Cedar Mountain SIW 1 Modified for

tournament play
Jackson's March SIW 4
Harper’s Ferry— HCR 2 Modified for

Crampton’s Gap
MeClellan's Opportunity  HCR 3
The Battle for Washington HCR 5

tournament play

Kernstown SIV 1

Cross Keys and Port SIV4  Modified for
Republic tournament play

The Great Flank March  SLB 2

Sedgwick to the Rescue  SLB 3

Johnston’s Retreat ONR 2 Being playtested

Retreat to the James ONR 7  Projected design

STONEWALL IN THE VALLEY (SIV)—
Shenandoah Valley 1862

STONEWALL’S LAST BATTLE (SLB)—
Chancellorsville

ON TO RICHMOND (ONR)—Peninsula
1862

All new scenarios and modifications to exist-
ing scenarios can be found on the GCACW
Web Site at:
http://www.smart.net/~waveland/gcacw.htm

SCENARIO NAME  Game No. Notes

Long Scenarios (five to ten hours
Lee vs. Pope SIw 2
From the Rappahan- SIW 5
nock to Bull Run
From the Rapidan to SIW 6  Advanced
the Rappahannock
From Frederick to HCR 6  Advanced
Sharpsburg
Meade Moves North RTG3  Modified for
tournament play
The Battle that RTG 5
Never Happened
McDowell SIV 2
Winchester SIV 3
Certain Destruction SLB5  Advanced
Awaits...
The Gates of Richmond ONR 4  Currently under
development
The Seven Days ONR 6  Projected design

Campaign Scenarios (12 to 36 hours)

From the Rapidan SIW 7  Advanced
to Manassas

The Maryland Campaign HCR 7  Advanced

The Gettysburg Campaign RTG 6  Modified in

Vol. 30, No. 3.

The Shenandoah SIV 5 Advanced
Valley Campaign

The Chancellorsville SLB 6  Advanced
Campaign

The Peninsula SLB 8  Projected design
Campaign




THE DIFFERENCES BETWEEN 1862 AND 1863

hose of us who are familiar with

the Great Campaigns of the Amer-

ican Civil War (GCACW) series

were pleased to learn that when
HERE COME THE REBELS (HCR) was
published as a sister volume to
STONEWALL JACKSON’S WAY (SIW)
only a few rules were changed. Unfortu-
nately, the same can not be said for the
third, fourth and fifth games in the series,
ROADS TO GETTYSBURG (RTG),
STONEWALL IN THE VALLEY (SIV), and
STONEWALL’S LAST BATTLE (SLB).
These changes—which are common in Joe
Balkoski’s companion designs (the FLEET
series comes instantly to mind)—are not so
much the result of the change in the year
from 1862 in three of the games to 1863 in
the other two volumes, but more of an evo-
lution of the entire system.

The modifications are significant
enough in RTG that an unaware player can
actually “lose the war in a day” as Lee
nearly did at Gettysburg, by bringing the
wrong set of rules with him. Most of these
modifications are ratified in S/V while other
rules “mutate” to meet the particulars of
this campaign or “evolve™ in an effort to
make the entire system smoother. In many
ways, SLB shows the current state of the
system. This article will explain the subtle
and significant differences between the five
sisters.

Included as an insert in this issue is a
handy summary chart which you can pull
out and use when jumping back and fourth
between games in the series. Those of you
who have the games will no doubt appreci-
ate this staff work being done for you, and
others who are contemplating the purchase
of any game in the series will get a sense of
what the series has to offer.

People unfamiliar with the series should
realize that SJW covers the battles of Cedar
Mountain and Second Manassas; HCR
focuses on South Mountain, Harper’s Ferry
and Antietam; RTG re-creates the actions
around Gettysburg; SIV is a study of

Rules Evolution in the
Great Campaign Series

By Trevor Bender

Stonewall Jackson’s 1862 Shenandoah
Valley Campaign, while SLB covers Chan-
cellorsville and Brandy Station. Addition-
ally, the first three and the last games have
a campaign scenario that allows players to
recreate the maneuvering up to two weeks
prior to and one week after the date of the
actual battle. S/V presents a unique system
for covering three months of campaigning
with daily turns while “rushing” through
the lackluster lulls between operations.

EAST OF THE BLUE RIDGE
The rules of play in the first two volumes
are nearly identical word for word, save that
HCR stresses more often than her sister that
a specific attack can only target one hex. It
is true that each game has its unique flavors,
but these don’t present a problem when
going from one game to the next. In S/W the
Union has two distinct armies to operate,
each with differing extended march tables,
but the units and leaders of both armies may
intermingle without detrimental effect. In
HCR, Confederate units in Maryland may
construct breastworks but may not build
forts. In both games Lee provides a +1I
attack bonus when situated in a hex with a
corps leader which successfully initiated a
corps assault. Also, each game has one divi-
sion which is subordinate to two different
corps commanders. In the basic format
these intricacies are manageable,
but in the advanced game they
become a little more challenging.

: — Both  games

RANDOM EVEN pave a random
Dice Result
3 Ramn(Curents events  table
3 Rain (Current +| with similar
HRain (Coment)| results except
5 Union Commang hat 1 the
e

Union player
suffers command paralysis in HCR
and reinforcements are not acceler-
ated or delayed in this game. Union
infantry and leaders may move by
rail in both games as well; up to 16
combat value points in SJW (but

only from August 27-29) and one division
or two brigades/regiments in HCR
(throughout the entire game). Supply rules
are found in both games and are roughly the
same. A captured Union depot will supply
only two Confederate units in S/W but up to
five in the same or adjacent hex in HCR.
Union units have more options for achiev-
ing supply status in ACR than its predeces-
sor, including living off of captured Con-
federate depots, something the troops in
blue could not do in S/W. Foraging is the
same in each game though ownership of
Harper’s Ferry affects Confederate supply
attempts north of the Potomac.

= e Bolh. games _provide
substitute units, but
1o 1 HCR comes with two

more infantry substi-

tutes per side and the Union cannot make
substitutes with cavalry. Infantry brigades
and divisions in SJW have manpower
value limits of nine and 18 respectively
while this number drops to seven and 14 in
HCR. Each game also provides rules for
the possible death of those overly aggres-
sive Confederate corps commanders.
Finally, each rule book includes a blow-
by-blow description of the campaign as
well as a gazetteer covering points of
interest located on the map.
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Of course, the differences between the
Second Bull Run and Antietam cam-
paigns, require specific rules in each
game to cover these particulars. In SJW,
the Union army will panic if it suffers
horrendous losses in a medium-sized or
larger fight. The Union player can dis-
mantle the large pontoon bridge at Fred-
ericksburg and reconstruct it at any major
river hexside on the Rappahannock. In
HCR, the Union cause may be aided by
the mustering of the Pennsylvania Militia,
plus the troops at Harper’s Ferry may sur-
render if surrounded. The capital is ringed
by a series of forts which, when backed
by real strength, make the place nearly
impregnable. The Confederate player can
earn extra victory points (VPs) by bring-
ing down the C&O Canal Aqueduct
which crosses over Monocacy River and
by controlling Maryland counties.

NORTH OF THE MASON-DIXON
All in all, the sum effect of the rule
changes from S/W and HCR to RTG is
minor. You could say these modifications
represent the “finishing touches™ to an
already excellent system. Yet, the quantity
of changes and modifier adjustments is
greater than the summary announcement
on page three of the rule book would lead
you to believe. I often found myself play-
ing according to the previous sets of
instructions. This section covers all of the

changes made in RTG and will allow play-
ers to get right into the system aware of all
modifications.

First and least important, the

’% unit scale has changed. Each

infantry point represents 500

soldiers, but cavalry strength has

been altered from 700 horsemen per point

in the first two games to 650 in the third.

This increase in effectiveness is due to the

more frequent use of breach-loading car-
bines in the cavalry arms in 1863.

ArtRes-l | A new military
t Revl )

El"" unit has been
2 «(6) added—Union

artillery brigades
— three of which form the
Army of the Potomac (AP)
Artillery Reserve. The num-
bers on these units represent
manpower strength, tactical
value and artillery value.
The parentheses around the
artillery value reminds the
player that these units may
not participate in an attack
during a march action,
though they may participate
as part of any corps or grand
assault actions. These units
may also be activated by any
corps leader and they move
at the speed of infantry, but,
like cavalry, they are not
slowed when  moving
through a friendly-occupied
hex containing a combat
value of three or more. The
cost for entering a friendly-
occupied mountain hex is
now +3 rather than +1.

A +1 modifier is now added to any unit
making an extended march when going
from Fatigue Level 3 to 4. This is offset
somewhat by a revision of the extended
march table. All Confederate units and AP
cavalry only become disorganized on a
modified roll of a 6. Army of the Potomac
infantry suffer on a 5 or 6 and all other
Union units on a 4 through 6. Other Union
units include the Harper’s Ferry garrison,
elements from the Baltimore and District
of Columbia defense forces, the Pennsyl-
vania Militia and assorted units from the
West Virginia District. Force marching
infantry is guaranteed two extra movement
points while cavalry will get at least four.
Furthermore, the unit will lose only one
manpower even if this

Harpers Ferry area

Loudom et | yglue {s ten or more,

unlike the previous
two games. As in
HCR, the Frederick
Junction railroad sta-
tion may be damaged
but not destroyed, no
matter what size force
burns it.

ROADS TO GET-
TYSBURG includes
clarifications of rules
that may have been
vague in the previous
games. Army leaders
may not initiate a
corps assault. A unit

East Siope of
Holivar Heights
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beginning a march which loses all of its
movement points from a retreating cav-
alry unit may still move one hex. A suc-
cessful corps assault against a retreating
cavalry unit’s hex allows the attacking
units to advance into the hex vacated by
the cavalry. A unit suffering a Rout “R”
result must end its retreat four hexes
away, counting the shortest traversable
hex path.

The Big Changes

During the leader transfer phase lead-
ers may only move ten hexes rather than
20. No longer can Longstreet ride from
Hagerstown on a fast horse all night to
supervise the defenses at South Moun-
tain! This is a good rule that forces a
player to think twice before scattering his
divisions all over the map. Units under
breastwork or fort markers, in addition to
getting combat value modifiers, now
have doubled or tripled artillery values
before consulting the artillery value
modification chart. Jackson is dead and
Lee no longer gains a +1 bonus on any
corps assault to which he confers his
blessing. Are these two effects related or
did Lee just have a bad couple of months
during the summer of 18637 [A little of
both, if you believe the movie, Gettys-
burg.—SKT]

Very noticeable rule changes apply to
the flank attack bonus. Whereas units in
the previous games could aid in qualifying




for the flank attack bonus if they had a
combat value at least one-fifth that of the
defending unit, now inactive friendly
units must have an attack value at least
one-fourth that of the defending unit’s
defense value (including entrenchment
modifiers) to aid in flanking. This also is
a good modification, as the previous for-
mula completely disregarded artillery val-
ues, which for a stationary unit is it’s most
effective way to influence events in its
zone of control. Furthermore, demoral-
ized units may not aid in obtaining a
flanking bonus no matter what their attack
values are. A defending unit in a moun-
tain hex disregards the traditional flank
attack rules and is instead outflanked only
if there is an enemy unit directly opposite
the active attacking unit (in effect, in the
rear). This special outflank bonus awards
the attacker a +3 but can be difficult, if
not physically impossible, to achieve.

The combat system is essen-

DISORG
6 - | tially the same though some sig-
#(9) | nificant changes have been

made to the application of the
results and to the retreat rules. Units
which are Disorganized “D” now only go
to Fatigue Level 3 rather than 4. Thus, a
fresh unit slapped with this result will still
retain some emergency mobility. This
change makes it more difficult for the
Union player to perform a spoiling attack
against a larger Confederate division for
the purpose of locking it in place for the
“blue tide” to envelop it. If a Confederate
division was fresh before attacked, it
would have the option of conducting a
voluntary retreat up to four hexes and then
activating for a final march to get away.

Successful attacks now yield two lev-
els of Rout/Demoralize “R” A final com-
bat result of +4 through +7 produces one
level of demoralization while higher
results produce two. A unit which already
has some degree of demoralization and
takes additional levels will lose two man-
power each time its unit exceeds Demor-
alization 2. Consequently, weak units tend
to disappear faster.

The restrictions on retreats are identi-
cal in the three games, but in the most
recent version units lose three steps of

manpower when retreating
through an enemy unit rather
than two. Also, a defender
may opt to voluntarily retreat
after combat up to four hexes
rather than three, but if he
does so after receiving a no
result “—" in combat, then
these units go up one level of
fatigue. A cavalry unit which
is surrounded by enemy units
and/or zones of control before it performs
a retreat loses one level of manpower on
an unmodified roll of 2 or less. Cavalry
retreat modifiers have been adjusted as
well, with a unit of combat value of three
or more gaining a +2 instead of +1. Addi-
tionally, cavalry only gets a +1 modifier
in the mountains if the active unit is also
in the mountains. Two other modifiers of
—2 each apply whenever all cavalry units
in the hex are demoralized or out of
ammunition.

The Gettysburg Campaign

All of the other basic rules are identical
in the three systems, but a few advanced
rules require further explanation. The rules
regarding the permanent forts printed on
the map have been altered drastically. In
HCR, these semi-autonomous Union units
included a four-strength garrison and
negated all flanking and tactical leadership
modifiers when attacked. In 1863, they
triple the combat and artillery values of all
units in the hex and can be occupied by
Confederate forces as well. Additionally,
Confederate units have the wherewithal to
entrench all the way to the fort level when
north of the Potomac, something they could
not do in HCR.

The random event results have been
modified to recreate the particulars of this
campaign. It rains the same as in the other
games and both sides can suffer command
paralysis—slightly more likely for the
Union—but the effects
of this rule are signifi-
cantly watered down,
with the affected side
subtracting one from its
initiative roles. Paralysis
could get rough in a
scrap, but at least your
forces will get to move at
full capability sometime
during the turn. Each
side has the potential to
receive random rein-
forcements. For the Con-
federates this includes
the cavalry brigades
holding the Bull Run
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Mountain passes in Virginia and a few
independent infantry regiments as well as
a few of the brigades guarding Rich-
mond. The Union player could receive
substantial amounts of untalented Penn-
sylvania militia as well as units from
West Virginia and the Washington and
Baltimore Garrisons. Reinforcements can
have a significant impact on play if a
struggle is raging near their entry loca-
tions, but more often than not they are
VPs bundled in nice, easy “take-out” con-
tainers. A random event releases Stuart
from his movement restrictions, another
provides the Rebels with an ammunition
train to replenish their stocks, and a roll
of 12 on July 5 or later ends the game.

The somewhat cumbersome supply
rules of the previous two games have
been replaced to more accurately high-
light Lee’s concern over ammunition dur-
ing the Gettysburg campaign. In 1862,
foraging was a major concern, but in
1863 conserving and resupplying ammu-
nition is of utmost importance. This sim-
plified procedure includes a tally sheet
for every unit in the game. Each time a
formation suffers a “D” result in battle it
expends one box of ammunition. Infantry
begin the game with four boxes, cavalry
three. Meade begins the campaign with
three depots on the map and can build
two more. Every four turns, he may
replenish his stocks; every unit within the
same or one county away from the depot
gets two boxes of ammo, those forma-
tions two counties away get one box. No
unit may exceed its initial allotment. The
Confederates receive an ammunition
train on a random events roll of 7, which
if it can cross the Potomac will replenish
a total of five boxes of ammo, cavalry
boxes counting half. To put it simply,
only Lee needs to worry about rates of
ammunition expenditure,




Union forces at
Harper’s Ferry may
still be convinced to
surrender exactly as in
HCR, and both players
may still create five
- — infantry and three cav-
alry substitute units, with infantry brigade
and division maximums of eight and 16.
Union rail movement rules have been mod-
ified for the more extensive northern rail
network. Now a unit hitching a ride goes up
two fatigue levels, does not need to roll for
extended march, and moves up to 60 hexes
along undamaged friendly rail lines. The
B&O has a capacity of one division or three
brigades or regiments per turn, while the
combined Cumberland Valley/Northern
Central Railroad can only do one brigade or
regiment. The other lines on the map aid in
depot construction, but may not be used to
move troops (“Dem Rebs can use box cars
but us Yanks only ride in Pullmans!™).
Alas, no forces other than a one-man-
power railroad maintenance unit can
move by train until turn 9 (June 30). A
common tactic is to attach manpower
points to this brigade and have it move
them to critical sectors by rail.

The Confederate player receives a sig-
nificant amount of points for levying
Pennsylvania towns (requisitioning sup-
plies, raiding vaults, and otherwise making
the North scream). To do so a unit with a
manpower value of five or more must
begin the recovery phase at Fatigue Level
0 in the town to be levied. He may
entrench or build bridges while imposing

the levy. The Federals
can thwart this hooli-
ganism by moving a unit
with a manpower value
of at least three adjacent
to the town—a mighty
fine way to employ the
eight new Union cavalry
brigades, half of which
have manpower values
of three. The Rebels can
also receive a hefty
amount of VPs by con-
trolling a county at the
end of the game. This
requires occupying the
county seat with at least
three manpower and
backing this unit up with a total of another
70 anywhere in the county. Aside from
killing Southerners, the only way for the
Union to dent the Confederate gains is by
seizing the four major crossings of the
Potomac and the two significant towns
directly to the north. This ploy will debit
the Confederate account by two VPs per
turn as long as they ignore it (no mail and
potentially no way home, boys!). The cam-
paign victory conditions have been altered
by official errata which appeared in Vol-
ume 30, Number 3, page 9 of The GEN-
ERAL. In effect, all Confederate levy VP
values have been halved, except Harris-
burg which was reduced by one-quarter.
The Union player begins rolling for the AP
arrival time one turn earlier, and the Union
player doubles the number of VPs it
receives from cutting Confederate commu-
nications with Richmond.

Stuart’s Raid
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Before purchasing R7G, I won-
dered how the designer would
handle Stuart’s misadventure.
Would he force the Confederate
cavalry commander to “get lost” for a
whole week? How could he do this in a sys-
tem in which the location and size of all
units both friendly and enemy is always
known to every player? The rules for this
are abstract but provide the right feel. Stu-
art’s entry is random and he appears on the
eastern side of the Federal army. Stuart is
restricted to the counties on the east map
edge until he marches into Cumberland
county at the top of the map. Alternatively,
a Confederate infantry unit can seek out the
cavalry and have a chat with the horsemen
to set them straight. Finally, fate in the form
of a random event may intervene to put Stu-
art on the right path—after all he just barely
missed running into Early’s division on
June 30, and, had he done so, Gettysburg
would have ended differently.

Related to the Stuart design dilemma is
how to limit the amount of intelligence
that Lee has on the Army of the Potomac.
This confusion was the most significant
factor as to why the armies stumbled into
each other at Gettysburg, but would be dif-
ficult to recreate in a game where intelli-
gence was complete. Again Balkoski
turned to random entry to generate uncer-
tainty, but he did so with a twist. The Get-
tysburg Campaign scenario begins on June
22 and the Army of the Potomac will
arrive anytime between June 24 through
July 1. With various categories of arrival,
sometimes the units will arrive a day or
two later while others will arrive a turn or
two earlier. How can units arrive earlier if
those earlier turns have already been
played? Through bonus cycles.

During a bonus cycle, the Union units
of that increment conduct a full day of
activations while all other units on the




map are frozen. During this cycle the Fed-
erals may not move within four hexes of a
Confederate infantry unit, and Rebel cav-
alry may withdraw if approached. It is
possible for the first third of the Army to
get two bonus cycles, which equals six
activations plus two forced marches if
Meade really wants to press it—enough
for him to put infantry beyond the Mason-
Dixon line. The Confederate player must
keep this in mind when maneuvering his
widely separated columns. On the other
hand it is possible, though highly unlikely,
that the Union Army may not even begin
to appear on the map until July 2, giving
them only a week of activations to catch
and destroy the Army of Northern Virginia
before the game reaches its most probable
conclusion. This random frustration, cou-
pled with a premature ending of the game
through an event roll of 12, can be a great
source of disappointment to the Union
player—especially after investing upwards
of 15 hours playing the campaign.

What’s Missing?

Both SJW and HCR contained rules for
Confederate leader loss and a random end
of the action cycle. If both players rolled a
| in a combat in which a Confederate leader
influenced the battle, the dice would be
tossed and any even result would require
the replacement of that leader with a less
capable substitute. This can’t happen in
RTG (I guess Lee’s pleading for Longstreet
to stay off the battlefield had its intended
effect). Furthermore, if both players rolled
a | for initiative, another die would be
tossed and depending on the lateness of the
game, there was a one-third to one-half
chance of ending the action cycle for that
turn. In HCR, this is most frustrating for the
Union player as he has many more units
than the Confederate player. A delay in
closing for battle allows the Rebels to gain
more VPs. This situation will not happen in
RTG as the action cycle will not end until
both players have passed.

WEST OF THE BLUE RIDGE

Whereas RTG really “fine-tuned” the
rules of the system, SIV represents a
departure from the previous path. Some of
these differences are peculiar to the
Shenandoah Valley campaign or are due to
the smaller unit scale and did not appear in
SLB, the fifth volume. Other refinements
are here to stay.

Buyers get three, beautifully-detailed
maps in SIV. These hand-painted maps
really are the hallmark of this system and
connect with the rest of the maps in the
series to provide a field of play stretching
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from the Rappahannock to the Susque-
hanna, from the Shenandoah Valley to Bal-
timore. The color scheme and even the
artistry on the maps of the four games is
different enough to be noticeable, but it is
not distracting. Unlike the other three
games, a gazetteer of points of interest is
not provided, though nine pages of “cam-
paign history” found its way into print.
TAHGC returned to providing two of the
cards with the charts and tables, though
they are not printed in color. Like RTG,
there is no county control display though
county control plays a major part in the
campaign game. Also, players share the
same force display with force markers
which are double printed with Federal flags
on one side and Rebel on the other—a great
space-saving idea.

The nature of operations in the Shenan-
doah was of a much smaller scale than ear-
lier games of this system. Previously, divi-
sions represented the common maneuver
units, but in SI/V this drops a level to
brigades. This required a reorganization of
the entire leadership system. Corps leaders
have been replaced with division leaders
and army leaders by district leaders. The
Confederates have one district Leader,
Stonewall himself, while the North has
three: Banks, Fremont and McDowell
commanding the Shenandoah, Mountain
and Rappahannock districts (actually
departments) respectively. Stonewall
oversees two division leaders, Ewell and
Whitting, while the Union has a total of
seven division leaders scattered among
their three districts.

Fremont | District leaders are dif-
\% u| ferent than their army-
3-4 | level counterparts in

that they have tactical

values, may activate units of their districts
for marches (no more than six for the

Charge at Brandy Station

Union), and may lead both assaults and
grand assaults. During leader-activated
movement, Confederate infantry still add
two to the result, but Union infantry does
not add one as before. Instead, they are
guaranteed a movement allowance of two,
even if they roll a 1. Divisional leaders may
lead any unit of their division in a corps-
type assault. A unique factor in S/V is the
nature of the modifiers which apply to the
assault or grand assault attempt die roll.
When launching an assault, the modified
die roll must be less than or equal to the
leader’s command value and the roll is
modified by -3 if the leader is a district
leader and a +1 for each unit involved. For
grand assaults, the sole modifier to the dis-
trict leader’s die roll is +1 for each hex
which contains a participating unit.
Because of these modifiers, command val-
ues for leaders are higher in this game than
in previous volumes. These changes have
been worked into SLB, except that there is
no —3 modifier for a corps leader attempt-
ing an assault (as this has been figured into
his command value).

Heod | A major change in the move-
@ v | ment/recovery rules (which con-
304 | tinued in SLB) includes the addi-
tion of exhausted status for com-
bat units. A unit which begins the recovery
phase at Fatigue Level 3 or 4 has its unit
marker flipped over to the side with the
white band across its unit designation. This
signifies that if this unit marches next turn
it will have to roll for extended march if it
goes to Fatigue Level 2, and will have a +1
and +3 die roll modifier if it goes to Fatigue
Level 3 or 4 respectively. The unit removes
its exhausted status at the beginning of any
recovery phase in which it begins at level 0
or 1. Units lose three levels of fatigue dur-
ing the recovery phase, but at the end rather
than the beginning of this phase. This




change allows units to gain one extra acti-
vation per turn on sustained long marches,
though at the risk of increased straggling
due to the effects of exhaustion.

Related to this, units that force march
become disorganized and lose strength
points based on the die roll made for extra
MPs. For infantry, a die roll of 6 will result
in the loss of two manpower, 2 through 5
will lose one manpower and a roll of 1 has
no effect. For cavalry, a modified result of
8 or more eliminates one manpower while 7
or less has no effect. The rationale is to base
unit wear on time gained, a more realistic
result. Although the Shenandoah saw many
a forced march, this rule is an improvement
that remained in SLB.

Additional changes include an adjust-
ment of the cavalry scale to 750 horsemen
per cavalry manpower point and the dele-
tion of the Burn Railroad action. Addition-
ally, villages and trails have been added to
the map, with the former signifying county
seats and the latter acting like roads in all
terrain types except mountain hexes which
would cost two MPs to enter. The rain ran-
dom event can now occur in all basic game
scenarios with the same effect as in RTG,
though units may not entrench during rain
turns and major rivers become unfordable
for a longer period of time than did the
Potomac. Furthermore, the absence of Stu-
art means that all southern cavalry add two
to their dice roll. The rebel cavalry per-
formed splendidly during this campaign
and are further enhanced by different die
roll modifiers when performing a cavalry
retreat: look over them carefully. Also, the
RTG rule requiring a —1 modifier when
determining loss for a surrounded cavalry
unit performing a retreat has been dropped
in both SV and SLB. This is one rule which
I think should have remained. It was diffi-
cult for infantry to cause losses to cavalry.

Other modifications occurred to the rout
and construction rules. Units may now rout
up to six hexes, but must end the turn at
least four hexes away by the shortest tra-
versable hex path. It now takes two full
days to construct breastworks and a similar
time period to upgrade to fort status. Build-
ing a bridge only requires three manpower
as opposed to five in the other three games.
(The entrenching time scale remains in SLB
while the bridging requirement goes back
up to five manpower.)

The Shenandoah Valley

Though fourth in the series, SIV is first
chronologically and the campaign game is a
whopping 105 turns long! Don’t be dis-
mayed. It can be played to completion in
about the same amount of time as the cam-
paigns in the rest of the series. If you like
games where every unit matters in a strug-
gle that is back and forth over time, this
one’s for you. Several advanced rules have
been added or modified to provide the
flavor of this theater of operations.

Each turn begins with a roll on the ran-
dom events table. Besides “no effect,” the
most common result is some version of
rain. Additionally, either side may suffer
from command paralysis, wherein its
infantry and cavalry subtract one and two
respectively  from  their movement
allowance—a much harsher penalty than in
RTG. Union infantry is further penalized
when no infantry unit begins within five
hexes of a Confederate unit. In such cases,
no Union infantry may activate or entrench
that turn unless a Rebel infantry unit moves
within five hexes of at least one, in which
case they are all released from this restric-
tion. The Confederate player can also have
the cavalry regiment “Ashby” reincarnated
if eliminated, and the Union player will
receive a random cavalry regiment rein-
forcement on each dice roll of 6.

A unique addition to the series is the
ability to exit units off the map and then to
redeploy them to another section of the
same or different map via off-map boxes.
(Will the series succumb to the area move-
ment craze?) This rule is
artfully employed to
allow the redeployment
of Union units to and
from the Southern and
Middle maps without the
need of adding a fourth
mapsheet.

Harper’s Ferry can sur-
render exactly as in the
previous two games and
leaders can transfer ten
hexes as in RTG. Each

side also has a total of six infantry (only)
substitute markers. A substitute may have a
maximum of four manpower and when
reattached may not create a brigade of more
than eight. If at the time of attachment, the
substitute has more manpower and ammo
boxes, the new unit is given a number of
ammo boxes equal to the removed attach-
ment. Noticeably absent from S/V are per-
manent fortifications and rules for railroad
movement, neither of which played a criti-
cal role in the theater of operations.

The most significant addition to the
advanced rules is the strategic cycle, which
occurs after the recovery phase of game
turns divisible by five. On these turns play-
ers undergo nine distinct steps. Two dice
are cast on the strategic table with a variety
of consequences. A common result is
“lull,” which in effect means the next five
turns are skipped. During the interim, units
will reach their most healthy state and
stragglers are rounded up. The Confeder-
ates may add one (and potentially two)
extra manpower point(s) to any single
infantry unit on the map, while the Union
had a one-third chance of doing the same.
Another result advances the strategic marker
on the strategic track. When this reaches the
7 box the game ends even if the 105th turn
has not yet been reached. Other boxes sig-
nify the battles of Yorktown and Seven
Pines and their accompanying impact on the
Valley campaign. Finally, both sides ran-
domly receive, via a roll on the strategic
table, the majority of their force pool includ-
ing a pair of Confederate divisions and a pair
of Union districts. Finally, emergency rein-
forcements can arrive, if one player or the
other has a deteriorating board position.

Much of the strategic cycle deals with
the determination of supply status for the
Union and the acquisition of ammunition
for both sides. Union units are in supply, if
they are in or adjacent to a county contain-
ing a Union depot. Remaining out of supply
for two cycles will cost the unit a man-
power point, but it may attempt to forage,
in a fashion similar to HCR, between strate-
gic cycles. The foraging unit must be at




Fatigue Level 2 or less and roll a 3 or less
with one die. Some counties give the Union
a+1 modifier. Ammunition disbursement is
as in RTG except that some counties have
peculiarities detailed in the rules.

Each side may build half a depot per turn
and it must be placed on a railroad station
attached to an unblocked railroad line. A
line is blocked if the other side has an
entrenched unit sitting on it or if a bridge
which it crosses has been blown. The latter
may be accomplished by any unit which
ends its activation adjacent to the bridge,
with no enemy interference, on a die roll of
5 or less. A unit with a manpower value of
one adds one to the die roll. Similarly, per-
manent bridges printed on the map may be
repaired during the strategic cycle by a
Union infantry unit in a Union-controlled
county by rolling a 2 or less. Counties are
controlled by the Union if they occupy the
county seat with at least one infantry man-
power and have a total of at least two in the
county. The Rebels secure the area by
maintaining a total of eight manpower of
any type somewhere in the county without
Union control.

At certain times during the campaign,
each side may be required to remove units
or lose VPs as a result. Additionally, the
Union player may voluntarily withdraw
units to the Rappahannock box and secure
VPs. These same units, and others that
begin the game in the box, may return to the
map, but forfeit a number of VPs in the
process. Other VPs are gained by control-
ling counties and eliminating enemy man-
power points. Additionally, Stonewall can
bank some significant points by making the
first Confederate crossing of the Potomac
by sending at least three brigades to the
other side.

SOUTH OF THE RAPPAHANNOCK

The fifth volume, SLB, represents a
departure from the previous four games in
that it was designed by a game player and
series aficionado, Ed Beach. This being the
case, one might suspect some tinkering
with the basic rules. However, Ed remained
true to Balkoski's design, while adding
some elegant features.

Unlike the previous games in the series,
owners only get one map and it is identical
to the south map in SJW. As compensation,
the game retails for $5 less than the standard
$35 rate. Players will be pleased with the
refinement in the presentation of the rules.
Mark Simonitch, of HANNIBAL: ROME
VS. CARTHAGE fame, really showed his
graphics and layout expertise in reworking
the charts and tables card, two multicolored
copies of which are provided in the game.
The counters have been improved aestheti-

cally with color shading of unit symbols.
This idea should have been taken one step
further by employing unique colors to dif-
ferentiate corps, which would have made it
easier to sort counters as well as mix and
match pieces with other games in the series
to create your own scenarios.

Those familiar with this battle and those
that followed in 1864 know how signifi-
cantly the dense woods of the Wilderness
affected the flow of maneuver and battle.
Consequently, Ed added rules to cover
these differences, which apply to all woods
hexes on the map. In effect, these hexes
adopt characteristics of both mountain and
woods terrain with varying impacts on
North and South. Union units exert no
zones of control (ZOC) and Confederate
units exert only a limited ZOC into woods
hexes unless they can trace enfrance via a
road, pike or railroad (essentially, a line of
communication). A limited ZOC does not
hinder Federal movement, but it does apply
to all other game functions (retreat, flank
attack, etc.). Two other rules apply. No unit
may attack across a woods hexside unless
the hexside has a line of communication
(LOC) or the unit begins the activation in
that hex. Cavalry units may retreat from a
unit moving into an adjacent woods hex

only if connected by a LOC or if attacked
by the enemy unit.

Additionally, SLB introduces the Refus-
ing Flanks optional rule. A defending unit
which anticipates being outmaneuvered
may spend one movement point during the
last hex of its march and bend its line to
face all threats. This feature, which bene-
fits all units in the hex, will reduce the
attacker’s flank bonus in the following
manner: a +4 modifier becomes a +2, while
other modifiers each become a +1. So why
not limit your risk and refuse the flanks all
the time? The catch is that a unit with
flanks refused which is attacked in a frontal
assault (i.e. the attacker does not qualify
for any flanking bonus) gives that attacking
unit a bonus +1 modifier. The flanks
refused marker may be removed at the dis-
cretion of the owning player during any
march originating in that hex at no cost and
is automatically removed when all units in
that hex attack or move for whatever rea-
son. Flanks may not be refused in moun-
tain passes. This measure is most often
employed by static garrison units or shat-
tered divisions which are engulfed behind
enemy lines. This is an optional rule in S7V
and SLB. Perhaps it should be made a stan-
dard rule in future volumes of the series, so
that it won’t be neglected, as is so often the
case now, even by advanced players in
tournament play.

The Chancellorsville Campaign

The Advanced game includes the ever-
flavorful random events of the previous
games. Typical results are rain (which may
not occur on April 29) and the enhance-
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Brandy Sta
ment or detriment of either side’s ammuni-
tion resupply rate. Other results include
Union Command Paralysis, which has the
effect of penalizing one of the two wings of
the army (infantry units subtract two from
movement rolls and may not force march or
be led in an assault action). In addition,
Hooker must check to see if he loses confi-
dence, which is more likely to occur if casu-
alties are heavy. If he does, all Union attack
and leader rolls are —1 until he is relieved of
command. Hooker can be relieved only by
random event, and only if he has personally
witnessed the loss of a manpower point in
combat, and the Union has already lost ten
or more. He will be replaced by either
Meade or Couch whose corps are then led
by a substitute. Finally, the Confederates
have the potential of securing Hood’s and or
Pickett’s division of Longstreet’s command
from Suffolk, with the chances being more
likely latter in the campaign.

The advanced game includes special
movement rules to generate the flavor of the
campaign. For one, the Union Army must
stick to Hooker’s original plan of reuniting
south of the Rappahannock before moving
infantry south. They have no chance to take
Richmond with an end-run around Lee’s left
until the Union flanks have combined first
in Fredericksburg. Once the flanks are
Jjoined, future command paralysis results are
ignored. Secondly, the Confederate player
may exit hard-pressed units off the south
map edge, which gives the Union VPs but at
one-fifth the normal rate. These units may
be pursued by the Union at twice the Rebel
rate, earning additional blue VPs, but only
after the Federal flanks have been combined
south of the Rappahannock.

Ed recreated the flavor of this campaign
with the wilderness rules and the aforemen-
tioned restrictions which apply to each
army. His greatest contribution to the sys-
tem as a whole, though, is the detailed Con-
federate division leader rules found in the
advanced game. Effectively the divisions of

tion

Anderson, Early and
McLaws may break
down into brigades.
These units retain
artillery values when
separate and the divi-
sion counter is replaced
by a division leader,
who acts like a corps
leader in all respects
for his brigades. The
brigades of a division
may still be activated
by the corps leader and
when recombining
must do so in a way
that they don’t increase
the total artillery value
of the Confederate Army. Ed has used the
term “assault” to refer to all corps- and
division-level leader-initiated attacks. This
is a great little procedure that ought to sup-
plant the current substitute unit rules in
future games of this series.

Standard features in other games found
their way into the SLB as well, such as death
of Confederate corps leaders (Jackson is
killed automatically if in affected battle) and
ammunition expenditure. With a campaign
game of only ten turns, supply and rail
movement were not considered issues,
though the rules for ammunition replenish-
ment are nifty. Up to six Union and four
Confederate resupply attempts may be
made per turn by tracing a LOC to a depot
and rolling a 6 or less with one die. Friendly
units and fords are obstructions which pro-
vide adverse modifiers. This procedure
requires players to more carefully plan their
logistics route than in prior games and I
hope it too remains in future additions.

Brandy Station

I would be remiss if I did not engage in
a little self-aggrandizement by highlighting
SLB Scenario 4: Brandy Station. While Ed
was developing his Chancellorsville game,
I simultaneously worked up this neat little
engagement, which was the largest cavalry
battle of the war. Though it technically
belongs with the Gettysburg campaign, Ed
wanted to include it with SLB as it occurred
soon thereafter and on the same maps as
Chancellorsville. This is a cavalry free-for-
all whose action is further enhanced
through the inclusion of a cavalry charge
rule. This twist effectively gives cavalry
units entering the fray a +1 attack modifier
against other cavalry units in non-rough ter-
rain. As a way to stimulate action, this rule
can be used in those handful of Civil War
situations when cavalry ruled supreme.

A CIVIL WAR MOSAIC
Players familiar with SJW will find many
more changes and modifications in STV than

in both HCR and RTG combined. Many of
these changes and even a few additions rep-
resent the future of the system. In particular,
the recovery system is an improvement and
may even find itself being retrofitted to pre-
vious games in the system. SLB has also
made some smart additions through its inde-
pendent division and ammunition replenish-
ment rules. Has the game system reached its
pinnacle? Certainly not! For one, Balkoski
is developing naval rules for use in ON 70O
RICHMOND and no doubt other campaigns
will have their unique quirks, such as
Grant’s influence as General of the Army in
1864 and siege rules in 1865.

Where does this leave the wargamer
considering his/her first purchase in the
system? My counsel would be to choose
the campaign of most interest to you and
buy that game. This article gives you a
peek in the boxes and a taste of the five
campaigns. With the enclosed rules sum-
mary card it is no more difficult to go
backward in the system than forward, so
don’t think you will get lost by starting
with RTG, SIV or SLB; the mechanics are
the same in all five. There is no pro-
grammed instruction benefit from learning
the games in order. Will there ever be an
all encompassing “advanced” rulebook
like ASL? Balkoski’s FLEET series didn’t
have one. Ultimately, it will be us, the
game-buying community, who will decide
whether a unified rule set is necessary.
through our purchasing decisions.

Other installments in the series are
being designed. including the campaigns
of the Peninsula (ON TO RICHMOND),
the Wilderness, Petersburg and the Valley
in 1864. If interest in the series is strong,
it may even move on to central Tennessee
and northern Georgia. A computer version
is also under consideration. Newer vol-
umes are likely to contain rule changes as
well, though they are likely to maintain
the refinements embodied in RTG, SIV
and SLB. *
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Never Forget the Fallen

The GENERAL is still, to me, an impor-
tant source of hobby information and fun.
There was, however, an unfortunate tone in
some of the GERONIMO articles (Vol. 30,
No. 6). What I am addressing here is not
confined to GERONIMO but relates to the
hobby at large. Both Stuart Tucker and
Richard Berg found it necessary, in effect,
to apologize for or at least justify our hobby.
The crux of this apologia (which I know
stemmed from the best of intentions) was an
explanation of why it was okay to play a
game that dealt in any way with the unfair
treatment which the American Indians suf-
fered as a result of this country’s westward
expansion... Granted, as Mr. Berg pointed
out, the treatment of Indians is close to
home because it happened here. But our
games do not simulate the pain, wounding,
suffering and death that was a very real part
of the actual events that serve as their inspi-
ration. Our games simulate the command
and leadership decisions of often multiple
levels of responsibility. Above all, they are
games. They are not real and I certainly
know of no wargame that in any way glori-
fies pain and suffering... Far from being an
occasion for an apology. what happened to
the American Indians makes it all the more
important to perhaps remember them
through the design of a good game. That this
is not obvious may stem from our exposure
to individuals with a predisposition to
despise not only war, but also soldiers.
These people perceive soldiers exclusively
as persons who go out and kill other human
beings. As an active military officer, I think
that T can testify to the fact that this is not
how soldiers see themselves. Far from it.
They view themselves as persons who at a
moment’s notice, in peace or war, may be
called upon to risk their lives in the service
of their country...The use of good profes-
sional ideas wherever found has hardly
turned the US Army Officer Corps into a
clique of proto-Nazis. Neither will playing
and enjoying GERONIMO turn you into a
would-be slaughterer of innocents—if any-
thing it will make you honor all the more
their courage and fate. But, maybe it will do
just what it was intended to do—constitute
serious competition and intellectual fun.

Let’s simply remember that the first step
in dishonoring the fallen of whatever side is
to forget them. I would suggest that part of
our motivation for playing and replaying
our games is, that, for a few of us, it is
important that the soldiers and peoples who
struggled before us be remembered. I am
not sure I ever heard anyone say this, but I
am sure it is a genuine sentiment somewhere
in every wargamer's heart.

Rod Coffey, Captain, Infantry, US Army

[Referring to the ACQUIRE contest]
I"ve never seen this game and am not inter-
ested in it; it sounds like paper Monopoly to
me. The title of this magazine is The
GENERAL. Generals command armies, not
hotel chains. Military boardgames made
Avalon Hill/Victory Games and The
GENERAL magazine. Let's get back into
perspective.

David M. Rohr, Navarre, OH

Some of my most prized issues are
issues that had no personal value at the time
they were issued. In my case, the UP
FRONT issues meant nothing to me, at the
time, but piqued my interest until I eventu-
ally bought the game. It is now one of the
two games I play regularly, and those issues
I dismissed 15 years ago get read time and
time again.

Mike, cyberspace

Too much material on computer games.

If I wanted to read about computer games,

I'd subscribe to something else. More on
board games, please!

Daniel Farrow, Ridley Park, PA

Thanks for another great issue. I think
you guys do a great job of covering all the
various topics: ancient and modern, board
and computer, new games and ASL. Keep
it up.

Jason Johns, Augusta, GA

Don’t waste space publishing long
extracts from rule books (AGE OF
RENAISSANCE sample game). It’s an
insult to your subscribers who buy your
games early.

Michael J. Tsuk, Arlington, MA

While the sample game was not high
on my list of favored articles, I decided
that it was a far better “First Look™ arti-
cle on a new game than we often publish.
The nature of AGE OF RENAISSANCE
is a bit hard to fathom from verbal
descriptions, so the sample game seemed
appropriate (as we did not yet have a
Series Replay to run). As much as I try to
publish quickly on a new game, the delays
in the magazine business (from lining up
authors to putting together the artwork for
the issue) often means very little timely
mention of a game. However, most game

sales happen within the first six months of

release. We also wanted to generate inter-
est in this game in time to have a healthy
AvalonCon’97 tournament.—SKT

AvalonCon
I really dislike the extensive coverage
of AvalonCon. Give me more game vari-
ants, reviews and game analyses. I
couldn’t care less about the pictures of the
tournament winners.
Karlton R. Weber, Rochester Hills, MI

I miss Don Greenwood’s comprehen-
sive AvalonCon reports.
Marcelo Triunfo, Jersey City, NJ

New Directions
I think that covering games produced by
other companies is a great idea; it will make
The GENERAL more competitive with
other gaming magazines. If your base of
subjects is enlarged, it’s more likely that at
least one will interest me.
Anonymous, cyberspace

I was glad to read that the The GEN-
ERAL may go to more than 64 pages some-
where down the road. Good luck with your
efforts to increase the subscription base.
The GENERAL is a magazine that I always
look forward to getting.

Walt, cyberspace

Great decision to put a Zone of Control
section in The GENERAL. 1 think this dis-
plays innovation, genuine love of the
hobby, confidence and, dare I say, LEAD-
ERSHIP. Congratulations.

Rod Coffey, cyberspace

On Reader Feedback
I guess the problem is that the games
your company makes are so good that most
of us would rather play them than rate them.
Keep up the good work.
Dieter Kempf, Skokie, IL

I am glad Dieter took the time to rate
Volume 31, Number 2 and to enter the con-
test. Although he doesn’t care for air war-

fare games, he plays ACQUIRE enough

indeed—he won the contest! —SKT

Winner Confesses
Regarding the Contest #174 (Decipher
This Message), I was one of those who
listed the numbers from my vast game col-
lection. I also read through The Art of
War. Neither helped a bit when it came
down to it. I spent more time and worked
harder on this contest than any other
which comes to mind. In the end, I made a
guess based on an estimate of the possibil-
ities for nine-letter answers (nine-word
phrases never seemed to work). 1 suppose
it's better to be lucky than good. My
records show that this was contest win

number 17 for me.
Jim Burnett, Clinton, TN




WINNING AT CEDAR MOUNTAIN

By Chris Milbourn

he first scenario in STONEWALL
JACKSON’S WAY, Cedar Moun-
tain, has always intrigued me. The
scenario lasts just three turns and
requires few units. This makes it
ideal for players with little time.
Play favors the Confeder-
ates. Although the Union
has an advantage in
strength points (59 to 49),
this is offset by the |
Rebel’s better leadership
and greater mobility.
Special rules prohibit
both sides from per-
forming extended or
forced marches on the
first turn. Hence, combat
on the first turn will be
rare. Instead, both sides
will maneuver for position,
with victory going to the side
that gains the best position.

CONFEDERATE OPTIONS

The Confederate player has a variety of
options at the beginning of turn 2, when
combat is likely to occur, A glance at the
victory conditions reveals that the Confed-
erate player needs at least three victory
points (VPs) for a marginal victory. The
Confederate player gains VPs for southern

Jackson

infantry occupying the town of Culpeper or
a space within nine hexes of the town and
for Union strength point (SP) losses due to
combat, retreat or cavalry retreat. Victory
points are subtracted for Confeder-
ate SP losses due to combat,
retreat or cavalry retreat. In
addition, if the Union player
loses fewer than two SPs
due to combat, retreat or
cavalry retreat, the Con-
federate player subtracts
2 VPs.

As the confederate,
your easiest path to vic-
tory is to move within
five hexes of Culpeper,
earning a minimum of 3

VPs. You can then afford

to exchange manpower
losses with the Yankees, pro-
viding that the Federals lose at
least two SPs. To accomplish this,
march the divisions of Hill, Winder
and Ewell to Mitchell's Station, via
Rapidan Station. This is the shortest route
for a Confederate division to move within
five hexes of Culpeper. Also, by occupying
Mitchell’s Station, you have the option of
marching north toward Culpeper, west
toward Cedar Mountain or east away from
the pursuing Federals.

CONFEDERATE TURN 1 -

During the leader transfer phase, attach
Jackson to Lawton’s brigade. This allows
you to conduct a corps march with all of
your infantry. Move Jackson to a unit that
will allow a corps march for Hill, Winder
and Ewell on your second activation. Move
Hill and Winder toward Rapidan Station on
the Orange and Alexandria railroad. If pos-
sible push across the river, though you will
probably face a Union cavalry retreat.
Move Ewell across the Rapidan River to
Sam’s Shop, then northeast in parallel with
the movement of Hill and Winder. The
division will re-cross the Rapidan at Mill
Ford, following Hill and Winder toward
Culpeper. Lawton and Gregg should march
north toward Fry’s Ford on the Robertson
River. The move will help cover the Con-
federate’s left flank. This ends your first
activation.

Use a corps march on your next activa-
tion and move Jackson to the lead divi-
sion. His tactical rating will be valuable if
attacked later in the turn or before your
first activation on turn 2. By the end of the
turn, Hill should be at or close to Mitchell’s
Station, Ewell should be near hex 1126
(from where he can march either north or
east), and Winder will be between them,
able to support either division. You
should be in position for a corps march
with these divisions on your first activa-
tion in turn 2, although you may have to
move Jackson during the leader transfer
phase to make it possible.

The ford at hex 0825 on the Robertson
River should be occupied by Lawton or
Gregg. By extending a zone of control to
hex 0925, you will slow any Union cavalry
attempting to slip down the road to interdict
your infantry’s march. The other division
can occupy Fry’s Ford or some other point
in the vicinity to prevent Buford from using
the area as an avenue of approach.

With Robertson’s cavalry, attempt to
strike at a one-strength Union cavalry unit,
It may be advantageous to do this before
moving the last Confederate infantry unit.
The VP may be decisive and it eliminates a
potential cavalry retreat in front of your
infantry later. If no Federal cavalry units
are vulnerable, move north to slow Union
infantry moving into the area.

CONFEDERATE TURN 2

As turn 2 begins, you should find I
Corps and Rickett’s division north of
Culpeper. If IT Corps moves south to chal-
lenge you, he will be either consolidated in
one space within the five-hex VP limit or
spread out and vulnerable to defeat in
detail. The Union cavalry, except Buford, is
pesky at best.




On turn 2, you will have many choices.
You can move within five hexes of
Culpeper and attack any Union units you
encounter. You might wish to establish a
formidable defensive position by uniting
your divisions in one hex. You might opt to
move east toward Pony Mountain, causing
the Union to use precious fatigue factors to
chase you. (Pope’s forces fare poorly on
extended marches!) Perhaps you will march
Ewell north on Flatland Road, forcing the
Union player to consider dividing Banks’
and Sigel’s corps. Depending on your style
of play, you have multiple options, but they
are set up by taking advantage of greater
Confederate mobility on turn 1.

Will this strategy work all of the time?
Of course not! Good Union die rolls and
movement will influence any Confederate
designs. However, on average, this strategy
will put the Confederate player in a superior
position at the beginning of turn 2.

Incidentally, Jackson was forced to bat-
tle Banks at Cedar Mountain due to the
Confederates’ inability to coordinate their
movements on August 8th. Your task is to
manage your movements better.

UNION STRATEGY

The Union player faces a difficult task
if he is to defeat Stonewall Jackson. The
Confederate player has better leadership
and greater mobility. He will win approx-
imately 58 per cent of all initiative die
rolls. Above I contend that the scenario
favors the Rebels and that by the end of
the first turn, all things being equal, the
Confederate player should be in a superior
position. What, then, can the Federals do
to reverse this?

As the Union player, you have some
advantages as the game begins. You out-
number your opponent, though you proba-
bly will not be able to bring this advantage
to bear on the first turn. You must make the
most of your numerical superiority in cav-
alry units, especially by contesting Confed-
erate river crossings using cavalry retreat.
The key to a Union victory is to delay the
Confederate infantry from moving within
five hexes of Culpeper (3 VPs and a mar-
ginal victory) until Pope can concentrate I
and IT Corps and Rickett’s division in a
coordinated effort to attack Jackson.

UNION TURN 1

The Confederates usually cross a major
river to approach Culpeper at either hex
0825 (the historical crossing) or hex 1128
(the shorter route to the Confederate’s
five-hex objective). You should leave
Bayard’s brigade and the 1st Rhode Island
in place to guard both crossings points.

On your first activation, if the Confeder-
ates have not forced their way across the
river, attempt to reinforce either Bayard
or the 1st Rhode Island (which ever occu-
pies the probable crossing point). Bayard
should be reinforced by Buford, if a route
through the Mt. Zion Church area is open.
If the route is closed by a Confederate unit
or zone of control (ZOC), or if the Ist
Rhode Island is to be reinforced, use the
st Maine. The important thing is to get at
least one more strength point to the prob-
able crossing point before the Southern
infantry arrives. This will eliminate the
#-2” die roll modifier (drm) during a cav-
alry retreat caused by having only one SP
at the ford. If you are unsure of your
opponent’s destination, play it safe and
reinforce Rapidan Station. If reinforcing
Rapidan Station with the Ist Maine, the
route south of the Rapidan River is one
hex shorter than the route through
Mitchell’s Station. You may be able to
cover the distance on the first activation.

The Union must remain flexible.
Assuming the Confederates have not yet
crossed a major river, the second Union
activation can be used to attempt to rein-
force the apparent crossing point with
either Bayard or the 1st Rhode Island. By
increasing the SP total at the likely crossing
point to three, you will gain a +1 drm dur-
ing a cavalry retreat. If the Confederate
crossing point is still not obvious, move
Buford toward the area to establish addi-
tional cavalry roadblocks. As you attempt
to slow the Confederate advance, do not
use any more than three cavalry SPs at a
major river crossing (additional SPs gain
you no further advantage).

When the Confederate player attempts
to cross a major river, use cavalry retreat
to slow him. Do not stand and fight as this

will result in the destruction of your pre-
cious cavalry units. Where should you
retreat your cavalry? If Rapidan Station is
the crossing point, move toward Mitchell’s
Station. This will tempt the Confederate to
take the path of least resistance, Flatland
Road, which is what you want. A march
north on Flatland Road should bring the
Southern infantry closer to Buford’s cav-
alry which is yet another obstacle. In addi-
tion, the Union infantry will have slightly
less distance to move before engaging
Jackson’s troops. If the crossing is made at
hex 0825, retreat north and east toward
Flatland Road. You achieve the same
results, if Jackson marches north through
Wayland’s Mill.

Once the rebel infantry is across the
river, use a series of cavalry retreats to
slow him. Your cavalry must block the
roads to Culpeper. Do not be afraid to
move adjacent to the lead rebel infantry
unit when advantageous, but remember
that any division stacked with Jackson can
conduct a corps assault. This may save
you an important hex or two in a later cav-
alry retreat. The strategy is simple: slow
down the rebels!

A word of caution here: beware Robert-
son’s cavalry roaming the area (looking for
a weakened and/or unsupported Union cav-
alry unit to gobble up). Do not give your
opponent any easy VPs.

UNION INFANTRY

The Union infantry will not be of much
use on turn 1. Try to consolidate Banks’
corps on turn 1. Do not move Crawford
south to support the cavalry. His strength is
not adequate to make a real difference and
you risk being overwhelmed during a Con-
federate assault late on turn 1 or early in
turn 2. Instead, march Williams and Augur
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toward Culpeper. You will then be in posi-
tion to move each division of II Corps south
to meet Jackson.

Sigel’s corps will be useless on the first
turn. Move his divisions southeast on the
Sperryville Pike. With luck, I Corps will be
in position to coordinate with II Corps on
turn 2. Don’t count on it, though.

UNION TURNS 2 AND 3

Due to special rules, Rickett’s division
cannot move on turn 1. On turn 2, it will
move south, coordinating with II Corps in
an attempt to halt Jackson’s advance.

At the beginning of the second turn,
Union cavalry should be between the Con-
federate infantry and Culpeper. With
decent die rolls, the Union cavalry will be

intact. The II Corps should be united, or
nearly so, south of Culpeper. Meanwhile, I
Corps will be northwest of the town, per-
haps close enough to support II Corps dur-
ing the upcoming turn. Rickett’s division
remains in its set-up hex.

For the remainder of the game, the
Union player must seek to coordinate all
of his attacks. The Confederate infantry
divisions are superior in leadership and
manpower and will defeat the Union divi-
sions in detail, if they are not coordi-
nated. Sigel’s 19 SPs and Rickett’s 18
SPs must join with Banks to give the
Yankees a reasonable chance of defeating
Jackson. This isn’t likely to occur until
turn 3, because 1 Corps will be fatigued,
if it arrives on turn 2.

By Howard J. Hill

fter once having the church

steeples of Richmond within

sight, General George McClellan

is attending to his army’s prob-
lems at Harrison’s Landing. McClellan has
been out-generaled by Robert E. Lee during
the Battle of Seven Days. Lee does not rest
on his laurels; dangerous combinations are
forming in central Virginia that require his
attention.

In a series of daring and brilliant moves,
Lee is able to outmaneuver General John
Pope, defeat him at the Second Battle of
Manassas, and drive him back on the Wash-
ington defenses. Although destruction of
Pope’s army barely slips through his grasp,
Lee is able to open the way to the Confeder-
ate invasion of Maryland in 1862. He hopes
this action will lead to foreign recognition of
the Confederate nation and eventual South-
ern independence.

Fast-forward to the summer of 1863.
After again outmaneuvering his Federal
opponents, Lee faces the Union army on the
rolling fields of Gettysburg, where on the
first day, the Second Battle of Manassas is
nearly repeated. During the second day of
the battle, General James Longstreet
attempts a modest turning movement
against the Federal left on Little Round Top.
On the third day. instead of resorting to the
type of maneuvers he used to such success
one year earlier, Lee decides upon a frontal
assault against the Union center. Why?

The Grear Campaigns of the American
Civil War series games are enjoyable,
thought-provoking. and very playable
games. They are also instructive for those
trying to understand the strategies used by
the military leaders of the time. An analysis
of the Second Manassas campaign will
shed light on the strategic options Lee had
and which ones he was capable of using
during the Gettysburg campaign. If he was
willing and able to split his army in the face
of the enemy during the Second Manassas
campaign, why did he resign himself to a
series of costly assaults at Gettysburg?

At the heart of the Great Campaigns
system is the concept of movement and
fatigue. Units are limited to a maximum of
four moves per day, but it’s not quite that
simple. Two moves per day is a standard
march. You can increase a unit’s distance
traveled by resorting to either an extended
march or a forced march. An extended
march could result in a unit’s disorganiza-
tion (and reduced combat strength), which
in effect limits the number of times that unit
can march the following day. A forced
march receives bonus hexes added on to a
march, but the unit also loses manpower
points due to straggling. A rule of thumb: if
a unit absolutely needs to get to an objec-
tive that day and hold it, use an extended
march; if the unit has two or three days, and
the objective is of paramount importance,

UPHILL BATTLE

The difficulty for the Federals is obvi-
ous. On turn 1, Union infantry will be prac-
tically useless. The cavalry must bear the
responsibility for the defense. They need
better than average die rolls to gain the ini-
tiative in order to reinforce the major river
crossings. Good die rolls are required for
the Union to slow down the Confederate
infantry during cavalry retreat as well. It is
because of this need for Union good fortune
on the first turn that I feel the scenario
favors the Confederates. If providence is
with the Union on turn 1, and the Confed-
erates get average or poor die rolls, then an
adroit Federal commander should be in
position to challenge Jackson at Cedar

Mountain.
*

R. E. Lee

use a forced march. In any other situation,
do not get greedy and drive your men into

the dirt. March twice a day, then stop. Cook

rations, get a good night’s rest, and then
start bright and early the next day.

For the purposes of discussion, I will use |

Scenario 5 of STONEWALL JACKSON'S
WAY (SJW) and Scenario 6 of ROADS T0
GETTYSBURG (RTG).

TURNING MOVEMENT
AT MANASSAS

In SJW, Jackson performs a flank march
of approximately 37 hexes to reach the
Manassas/Bristoe Station/Stone Bridge vic-
tory point area. Because the Confederate
army will average a march of eleven hexes
on a normal day, it will take more than
three days to get to its objective. Jackson
has the advantage that the Union army is
“frozen” on the first move, but Stonewall
will still have to rely upon a couple of
forced marches and some luck to get to
Manassas before Pope and his people.
Forced marches are the preferred poison. In




this case an extended march would only
“rob Peter to pay Paul” (extended marching
tends to use up action cycles at a frighten-
ing pace). By using forced marches, the
Rebels can increase their distance travelled,
remain relatively rested, and have a few
action cycles in reserve in case an emer-
gency move is needed. The down side is the
loss of manpower points. However, once
the Yankees track down Jackson, chances
are good that he will be fighting a defensive
battle. The Confederate forces will need
defensive terrain advantages to offset those
missing stragglers.

Once Jackson has launched his flank
march, he should aim to destroy the rail-
road stations at Stone Bridge, Manassas
(in addition to the Union depot) and Bris-
toe Station. Wreaking havoc in the Fed-
eral rear will yield 29 victory points
(VPs). Five more points will grant the
Confederate player a relatively easy mar-
ginal victory. After Jackson completes his
destruction, he should retreat to the
Groveton-Gainesville area. This high-
lights another advantage to using forced
marches in this scenario: extended
marches tend to leave a unit immobilized
with fatigue. The last thing Jackson needs
is to have his army laying exhausted along
the Virginian roadsides while the Federals
converge on him.

Firmly established in the Groveton-
Gainesville area, Jackson can wait for Lee
and Longstreet to join him. At this point,
with the Rebel army reunited, the Confed-
erate player should have more than enough
points for a marginal victory (assuming he
has also left his army adjacent to Haymar-
ket, Groveton and Gainesville at the end of
the game). The Union player then will be
forced to dislodge the Rebels, and will
probably suffer substantial casualties. He
might also leave himself open to a devas-
tating counterattack. This means additional
VPs for the Confederate player. By repeat-
ing Lee’s original bold and audacious
maneuver, the Confederate player should
win handily.

Of course, all this presupposes the Fed-
eral player will plod along and show an
alarming lack of strategic creativity.
Actually, Pope’s initial strategy provides
a sound response to Jackson’s march. It
was only later, during the battle, that he
fell apart.

As in the historical campaign, send
Sigel northeast up the Warrenton Turn-
pike. Then, instead of turning right as he
did historically, have Sigel turn left and
take up positions as close to the Thor-
oughfare Gap as possible. McDowell, fol-
lowing close behind Sigel, should station
his corps at Gainesville to provide neces-
sary support: he can assist either Sigel,

who will be delaying Longstreet at Thor-
oughfare Gap, or the remainder of Pope’s
army (Reno, Sykes, etal.), which will be
marching up the Orange and Alexandria
Railroad to attack Jackson at Manassas.
Sigel may very well get bloodied, but he
can call on McDowell to prevent a cata-
strophe. The result will be the prevention
of the union of the two Confederate
wings, and, ultimately, the destruction of
Jackson’s command.

Naturally, this analysis assumes every-
thing proceeds as planned: Jackson is able
to get above average die rolls for his
march and the Union army is its usual
plodding self. However, the beauty of the
game system is that you cannot count on
this. Some general contingency planning
is therefore in order. If Jackson gets off to
a slow start, consider a modified and lim-
ited left hook around the Union right,
while sending Stuart and his cavalry to
damage (rather than destroy) selected rail-
road stations. Conversely, if Jackson gets
to Manassas and the Federals are really
hustling, Stonewall must pay particular
attention to retreat routes to the north.
However, while Pope is chasing down
Jackson, opportunities might present
themselves to Longstreet. Flexibility is
the key. In any event, one gets a feel for
the boldness and audacity shown by Lee
in this campaign.

One final note is needed before dis-
cussing Lee's options at Gettysburg. Sce-
nario 5 of S/W requires Longstreet’s corps
to begin the game at the Fatigue Level 2,
pretty much limiting his actions on August
26. Historically, Longstreet was in the
Orleans area on the evening of the 26th.
Therefore, as a variant and an attempt to
maintain historical accuracy, reduce the
Fatigue Level 2 units to either Fatigue
Level 1 or 0.

MANEUVERING AT GETTYSBURG
This discussion brings us back to our
original questions: why didn’t Lee perform
the same maneuver at Gettysburg? Was it
even feasible? Using Scenario 6 of RTG as
a model, let’s explore some of the alterna-
tives available to Lee and see if they are
viable in terms of victory points, winning
the game, and destroying the Union army.
Most RTG campaign games result in a
concentration of forces at Gettysburg
because, sure enough, most roads do lead to
that town. Once concentrated, the Confed-
erate player has three basic options. First,
retreat back over the mountains from where
he came. Second, stay and fight a set-piece
battle with Federal forces (who outnumber
the Rebels and are fighting on ground of

“P=P=—>>> (Continued on p.23)
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THE EDITOR’S

CHOICE AWARDS
VOLUME 29 WINNER

gain, our sincere appreciation goes
Aout to all of our contributors. We are
proud of all of the nominees for the

Volume 29 Editor’s Choice Award. Not only
did the editor have a tough choice with what
articles to place on the ballot, but our voters
showed support for each article on the ballot.
Ultimately, only one winner can be named.

Despite having not one, but two, articles
on the ballot to split the votes of his support-
ers, Andrew R. Maly emerged as the winner,
His “A Matter of Priorities™ article in vol-
ume 29, number 3, earned him the award.
Readers are encouraged to pick up their copy
and give it another read—the whole issue, in
fact, is worthy of attention, because it gath-
ered the best reader “rate the issue™ feedback
of the entire volume. Maly’s article keenly
analyzes allied options in BREAKOUT:
NORMANDY (the issue also contains a
series replay of that game).

Mr. Maly will receive a $100 merchan-
dise certificate for Avalon Hill products and
a lifetime subscription to The GENERAL.

VOLUME 30 NOMINEES

The nominees for best article in Volume
30 are listed below in order of publication.
As usual, the list is a combination of the cur-
rent editor’s preferences and the reader
responses to our regular invitations to “Rate
This Issue.” Reprints and articles by current
or former Avalon Hill staff are not eligible.
The winner will receive a $100 merchandise
certificate for Avalon Hill products and a
lifetime subscription to The GENERAL.

[J Tactics 101
by Mike MacGrath (vol. 30, no. 1)

[ Paths to Glory
by Steven Katz (vol. 30, no. 3)

[ American Eagles
by Steven C. Swann (vol. 30, no. 3)

[ All Kingdoms Great and Small
by Scott M. Smith (vol. 30, no. 4)

[ Random Acts of Violence
by Richard H. Berg (vol. 30, no. 6)

[J The Causes and Strategy of the Second
Punic War
by Richard M. Berthold (vol. 30, no. 6)

Refresh your memory of these articles and
send your vote to me:

Stuart K. Tucker

Editor, The GENERAL

The Avalon Hill Game Company
4517 Harford Rd.

Baltimore, MD 21214

or email ahgeneral @aol.com
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their choosing). Third, outmaneuver the
Union army and destroy it (similar to the
Second Manassas campaign, and reflecting
the plan Longstreet proposed to Lee at Get-
tysburg). The first plan is not an option; his-
tory tells us how the second turned out; that
leaves only the third possibility to explore.

First, let’s consider the victory point sit-
uation by the time the armies concentrate at
Gettysburg. Based on a standard strategy of
levying most of Pennsylvania, the Confed-
erate player should have accumulated 26
points (this assumes that all Pennsylvania
towns have been levied,with the exception
of Harrisburg, Hanover and Littlestown,
and that the official revised victory point
schedule as outlined in the General, Vol-
ume 30, Number 3 is being used). This total
is 17 points shy of a marginal Confederate
victory. If Lee is willing to retreat to the
Potomac fords at the end of the game, he
can add nine points to his VP total. At least
eight Federal manpower points need to be
killed to achieve a marginal victory.

After the armies have concentrated at
Gettysburg, about a week of campaigning
will remain. The Confederate player will
need to control a county in order to gain a
marginal victory. Instead of fighting a bat-
tle, hoping to kill Yankees, Lee should now
attempt a turning maneuver. A swing
around the Union left is the only fea-
sible tactic. If the Rebels choose their
ground carefully, and the Union
player tries to dislodge them, there
may be enough Yankee casualties to
gain a substantive Confederate vic-
tory. It is now time to explore the
advantages of a Rebel flank march.

Two counties are potential candi-
dates for Confederate control: Car-
roll and Frederick (East). Control of
Carroll County would give the Con-
federate a substantive victory imme-
diately, but is farther from Lee’s
Potomac bases. This maneuver is a
bold move, but it borders on the reck-
less (but then, it’s only a game). Con-
trol of Frederick (East) would only
give the Rebels 66 points—nine shy
of a substantive victory. However, it
allows the Army of Northern Virginia
better lines of retreat should anything
go wrong.

A flank march to Westminster in
Carroll County is about 27 hexes,
easily a two-day march, three at most.
Westminster provides good defensive
ground for the Rebel army. However,
unlike Second Manassas the Federals
are not “frozen” and they also have
good interior lines. The march from
Gettysburg through Littlestown to

"‘"&
Tt

Westminster is actually shorter than Lee’s
march. It would be a race, but it would be
an intriguing “what if.”

Control of Frederick (East) is a little
safer but it does not yield as many victory
points. It is about 22 hexes to the first real
defensive position in Frederick (East):
Double Pipe Creek, where Meade origi-
nally wanted to fight. The county seat, New
Market, is about 15 hexes further south. If
the Yankees are particularly aggressive, the
Confederates can offer a fighting with-
drawal. Remember, victory points are only
awarded if the county is controlled at the
end of the game. One further advantage
with targeting Frederick (East) for control
is that if everything falls apart, Lee can
retreat into Frederick (West) and gain a few
points for its control. With luck, Federal
forces will have yielded a few points in
manpower losses. In any event, the flank
march option into Frederick (East) County
with a fallback position in Frederick
(West), if needed, will usually provide a
marginal Confederate victory, with a real
possibility of a substantive victory.

Through an analysis of the Second Man-
assas campaign, it can be shown that Lee
had viable alternatives at Gettysburg.
Within the context of the Great Campaigns
game system, Lee’s alternate choices were
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“doable.” As stated in the RTG designer
notes “...these many ‘what ifs” of the Get-
tysburg campaign make for a very intrigu-
ing game.” Lee was seeking a decisive bat-
tle with Union forces, but once he realized
the entire Army of the Potomac was at Get-
tysburg, why did he persist in what
amounted to a series of costly frontal
assaults? It is true that without Stuart, Lee

was operating blindly, but Stuart ren-
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dezvoused with the army during the
evening of the second day—plenty of
time to perform a reconnaissance (o
the south. Lee was also without Jack-
son, his famed “flank marcher.”
Although Stonewall performed bril-
liantly at times (i.e. Second Manassas
and Chancellorsville), he also failed to
measure up during other encounters
(i.e. Seven Days and the flanking
move at Chantilly during the final days
of the Second Manassas campaign).
Whether he would have made a differ-
ence at Gettysburg is debatable.

The beauty of the Great Campaigns
system is that the player can explore
different possibilities. Lee could have
outmaneuvered Meade and still
achieved some of his strategic objec-
tives. He might also have caught a
Federal corps or two out in the open
and obtained the decisive battle he so
eagerly sought. By studying the strate-
gies of the Second Manassas campaign
and applying them to Gettysburg, we
can see what the Army of Northern
Virginia was capable of doing. Unfor-
tunately, it still does not answer why
Lee took the actions he did. The
beauty and brilliance of the Greatr
Campaigns series is that we can
explore not only what happened, but
also the many “what ifs.” &
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CA: ASL Challenge! Start anytime.
Stop anytime. Win three of five scenar-
ios and take home $150 cash prize! $50
entry fee. Earl J. Ryan, ASL Military
Tactics Instructor, PO Box 0398,
Corona, CA 91718, (909) 736-RYAN.
CA: Experienced player seeks others at
any/all levels of ability for FTF ASL.
Your choice DYO or published scenar-
ios. Earl J. Ryan, ASL Military Tactics
Instructor, PO Box 0398, Corona, CA
91718, (909) 736-RYAN.

CA: 100 miles from nowhere!
Wargamer at the NTC seeks FTF
gamers. Willing to drive! Anyone in
Victorville or Santa Barbera? Steven
Duke, 4034 Alvord, Fort Irwin, CA
92310, (619) 386-1117.

Opponents Wanted

[ Avalon Hill does not vouch for the character or business practices of any advertisers. |

FTF A3R, GDC, ERS. Kurt Romig,
4168 Watson, Holt, MI 48842, (517)
699-8148.

NE: Looking for a mature FTF player
to play campaign and scenarios for ASL
3R, AFD, TRI and WSIM. Carl Nardin,
5203 N. 85th St., Omaha, NE 68134,
(402) 571-6838.

NJ: Adult gamer seeks FTF GOA or
TRC. Also wanted: games or parts for
GOA. Jim Chambers, 87 Candace La.,
Chatham, NJ 07928, (201) 635-2096.

CA: The Tiger of Muenchberg invites
all ASL’ers to try taking my town.
Don’t fear death! Add your bones to the
pile! Scenario A8 or ? Earl J. Ryan,
Advanced Squad Leader, Military Tac-
tics Instructor, PO Box 0398, Corona,
CA 91718, (909) 736-Ryan.

CO: Experienced gamer seeks oppo-
nents for face-to-face play in the Den-
ver area. | play almost anything. David
Newport, 9821 W. Vassar Way, Lake-
wood, CO 80227, (303) 987-0738.

CT: Seek gamers in NW CT, SW MA
or Duchess County, NY. Play HWD,
ACYV, DIP or anything else except ASL.
Mark McLaughlin, 280 N. Elm St.,
Canaan, CT 06018, (860) 824-4774.
FL: PBM opponents for SL thru Gl
needed. James Woolsey, 3740 NE 4th
Terr., Pompano Bch., FL 33064, (954)
783-5864.

GA: PBM Alex, WAS, SOA, DEV, and
Anzio. Rated or not, experience pre-
ferred but not mandatory. Leroy Gatch,
Box 55376, Atlanta, GA 30308.

ID: ASL, KM, RB, SUB, UF. WSIM,
know many more. Prefer ASL. Kevin
Knoell, 506 Chestnut St., Mountain
Home, ID 83647, (208) 587-2354.

IL: Save me! Addicted 3R4 player
seeks FTF opponents in Chicago subur-
ban area. Also play AFK, B'81, BRI
D77, HWR, LBG, PZB, PZL, TPS and
others. Jason Fulton, 760 Bluff St., Apt.
104, Carol Stream, IL 60188, (630)
588-1237.

IL: PBM sought for WAT, DD77,
GES88, and BB65, Michael Ellsworth,
1117 Kiersted St., Morris, IL 60450,
(815) 942-2548.

IL: PBM AOR. Four week turns;
approx. 8—10 months. No fee. AREA
rated. For rules write Jared Scarborough
#l, Scarborough Rd., Payson, IL
62360-9743.

MA: The ‘Bunker' needs ASL rein-
forcements now! Veterans and Novices
alike wanted for both AREA rated com-
petition and various playtesting. We
play most Saturdays, Call/Write: Vic
Provost, 1454 Northampton St.,
Holyoke, MA 01040, (413) 536-9661.
MD: Adult FTF opponents wanted in
the Eastern Shore area of MD and VA.
I like to play A3R, TRC, BKN, W&P,
1776, VITP and HWD. Rob Beyma,
109 Brentwood Cir., Pocomoke, MD
21851, (410) 957-3541.

MI: Looking for up to four players for
PBM FTP. GM'd scenario. Please
request side preferred if any. Also want

NY: PBM/FTF FRED/STC. GMaster
seeking players for PBM 1980/1996
Machiavelli 8/9-player variants. Sub-
scribe to AHIK's Premiere PBM multi-
player magazine. BlutUndEisen. FTF
1776, MA. Stuart Schoenberger, P.O.
Box 510, Jamaica, NY 11435-0510,
(718) 262-3402.

NY: TP:S opponent wanted by 28 y.o.
for FTF play. Anthony Burnet, PO Box
1472, Massapequa, NY 11758, (516)
731-4354.

NY: For AH WWIll-era historical simu-
lations. Contact Ray Joel, 30 Gemini
Cir., Rochester, NY 14606, (716) 247-
6943.

VA: Experienced gamer wants FTF
opponents in Fredericksburg, Orange,
Charlottesville, Culpepper area. Most
AH/VG games. Prefer AREA. Write
first, please! Rod Coffey, 16201 Mon-
rovia Rd., Orange, VA 22960.

tures. Safe location near subway. ample
parking, open every weekend. Joe Bro-
phy, 16 Beachfront La., New Rochelle,
NY 10805, (914) 636-6317 (eve.)
NY: Mid-Hudson Area Wargaming
Society (MAWS). We meet monthly in
the Poughkeepsie, NY area and play
many different wargames (no RPG's).
Beginners are welcome. Contact Barry
Smith at (914) 778-5440.

104676.1161 @compuserve.com, or 9E
Squire Vlg. Walden, NY 12586.

WA: Wanted: C&O/B&O, AH Train
Game from early 70’s. Tim Thorp, 3332
Hoyt Ave., Everett, WA 98201, (206)
388-0267.

AVALONCON ’'97

NV: ATTN. AvalonCon attendees:
VG's KOREAN WAR will be played at
AvalonCon this year. Please register to
play. We need 8 players to obtain tour-
nament status. Peter Fecurka, 5225 W.
Reno #215, Las Vegas, NV 89118,
(702) 873-1975.

CO: Volunteers needed to join the
glorious ranks of the Colorado COM-
MISSARY, the area’s most fun-loving
game club. Contact Scott Johnson, 2039
Shiloh Dr., Castle Rock, CO 80104,
(303) 660-2029.

FL: Join our growing gaming group in

NY: WWII Hobbyist seeks opponents
for most WWII simulations. Rochester,
Buffalo, Syracuse area. Ray J. Rairie,
30 Gemini Cir., Rochester, NY 14606,
(716) 247-6943,

PA: Adult gamers living in the S.W.
PA area wanted for FTF gaming. Play
most board games and NPB. Tom
Semian, 316 S. Home Ave., Avalon, PA
15202, (412) 761-8794.

PA: Wanted, adult opponents for ASL
on weekends. Dave Shrader, 405 Old
Airport Rd., Blairsville, PA 15717.
TX: FL, GE, LW, MD, PK, RF, WAT,
6th Fleet, 7th Fleet, MBT 2d Fleet, FR
'40, BB, Jutland, Shenandoah, Iron-
clads. John Cates, 16 Dustin La.,
Huntsville. TX 77340, (409) 293-1446.
UT: Will buy: Bulge "81, G-Burg "77,
Bull Run, Panzer Armee Afrika, Chan-
cellorsville, Fortress Europa, Fury in
the West. Kevin Thomason, 261 E.
300 South, Suite 325, Salt Lake City,
UT 84111.

UT: AvalonCon team members and
roommates wanted—call (801) 523-0571
or email jpack@sisna.com. John Pack,
1216 E. Tamara St., Sandy, UT 84094,
VA: Opponents wanted for FTF CASS,
TPS, SOJ, VG Fleet Series, others.
PBM Pax Brit, GOA, EIA, VG, Civil
War. Alex Sanders, PO Box 791, Fair-
fax, VA 22030, (703) 591-0962.

VA: ASL gamers of Northern Virginia
can playtest new scenarios, play old
scenarios, new players are welcome to
learn ASL. Jim Stahler, 7777 Willow
Point Dr., Falls Church, VA 22042,
(703) 698-7142.

VA: Looking for FTF ASL in No. VA.
30 yr. getting back into the game. Also
FTP and TLD. Mike Panchvshyn, 714
Palmer Dr., Herndon, VA 20170, (703)
742-0791.

Sarasota, FL. For more info call Mike
Bakken at (941) 355-3429, e-mail:
M.BAKKEN @GENIE.GEIS.COM.
5016 Medalist Rd., Sarasota, FL 34243.
IL: Windy city wargamers meet 4 times
a month. We play it all; ASL, A3R,
VIP, DIP, monthly newsletter with
ASL, VIP and DIP games. Louie
Tokarz, 5724 W. 106 St., Chicago
Ridge, IL 60415, (708) 857-7060.

MA: Vanguard Hobby Club meets first
Saturday of each month. Over 50 mem-
bers. Historical board games, minia-
tures, role-playing and cards. Michael
Powell, Easton, MA. Call (508) 324-
9815 after 7.

MD: Local players needed to maintain
25 year tradition of 30-member AH
Football Strategy League. 16-game sea-
son plus playoffs begin in September.
Don Greenwood, 1541 Redfield Rd.,
Bel Air, MD 21015, (410) 893-0380.
NC: PAW, The Piedmont Area
Wargamers is recruiting ASL players in
the NC Triad area. All levels of play
welcome. Call for more information.
Contact Doug Maston, 4 Three Mead-
ows Ct., Greensboro, NC 27455, (910)
282-0552.

NH: Nashua, LeMarshalate, a 20-
year-old wargaming club looking for
new members. Meetings in Nashua on
the 3rd Sat. of month. Call (603) 428-
7037 or write to PO Box 221, Hen-
niker, NH 03242,

NJ: Jersey Assn. of Wargamers. Meets
twice monthly, one Sat., one Sun. in Park
Ridge, NJ 1:00 pm-12:00 am. Historical
Miniatures and Boardgames. (201) 427-
8340 for dates and events, or contact
Dan Foley at (914) 638-1136 or Bob
Dwyer @73642.3620@compuserve.
com. JAG, PO Box 167, Waldwick, NJ
07463-0167.

NY: Metropolitan Wargamers Club
Brooklyn boasts its own 2000 square
foot loft for boardgames and minia-

PA: Central PA Strategists Club. Meet-
ings are held 9:30 to5 on the 2nd and
4th Sat. of every month at the East
Shore (Colonial Park) branch of the
Dauphin County Library just outside
Harrisburg. Call Charles Hickok at
(717) 599-5603.

SC: Chas. Lowcountry Wargamers,
113 Wisteria Rd., Goose Creek, SC
29445, 553-0987.

TX: ASL club meets regularly to play
the best game in the world. Call Matt at
(512) 280-8414. Matt Shostak, 11027
Watchful Fox Dr., Austin, TX 78748.
UT: Looking to start a game club in
SLC area. Contact John Pack at (801}
523-0571. FTF most any AH game
John R. Pack, 1216 E. Tanova St,
Sandy, UT 84097.

VA: Sunday Board Games at Fantastix
on Broad Street, 12-5 pm. Acquire,
ABN, 1830, MOV, RBN. Brought to
you by Rage-Richmond area gaming
enthusiasts. Jack Jaeger, 9518 Draylon
Cir., Glen Allen, VA 23060.

Canada: Winnipeg ASL Club, Win-
nipeg, MB Canada, Contact: Jim
McLeod, Tel: (204) 783-3649, E-Mail;
j.mcleod15@genie.com, any and all
ASL players welcome.

Japan: AHIKS Asia-Australasia PBM
Games: DIP, CDP, BRI, REN, CIV,
EIA, GER, MAH. ROR, COLD. Kevin
Burns, 2659-4 Tsukahara, Minami
Ashigara Shi, Kanagawa 250-01 Japan.
Japan: Japans international gamers
guild PBM games: CDP, CWR, DIP,
Junta, Samurai, 1812, 1759, GER
Kevin Burns, 2659-4 Tsukahara,
Minami, Ashigara Shi, Kanagawa, 250-
01 Japan.

The Netherlands: Gaming organiza-
tion “Het Duivelsei”. Srecko Suznjevic.
My Email is

ssuznjev @wi.leidenuniv.nl.

Our Homepage is at:
hup:/fwww.wi.leidenuniv.nl/~ssuzn-
jev/DuivelsELhtml

FL: Civil Warrior fears flying and
Russians. Will swap excellent condi-
tion: TRC, RFT for Devils Den, Little
Round Top. John C. Gibson, 308 SW
§th St., Ft. Lauderdale, FL 33315,
PA: Many AH games for sale. Out of
print, unpunched. SASE for list. Henry
W. Jones, 117 Loch Shin Dr., Moon
Twp., PA 15108

SC: Sell/ftrade: wargames & mags.
Roger Cox, 57 Coastline Dr., Inman,
SC 29349, (864) 576-5882 (leave
message).




25

SERIES REPLAY

(14

e

., {NEUTRAL COMMENTARY.

= AGE OF RENAISSANCE

GENOA' Ken Good

PARIS. George ‘Bud’ Sauer

Tlal = T ™

Bruce Reiff /

he organizer and commentator for this
Tseries replay is none other than many-

time AvalonCon plague winner and
hall-of-fame inductee, Bruce Reiff. Fortu-
nately for these series replavers, he applies
his many skills to commentary instead of play
of this game. (There is no truth to the rumor
that the odd AvalonCon 97 tournament for-
mat for AGE OF RENAISSANCE was
designed to cut down his chances of winning
the first plaque for this game.)

This game can be played by as many as six
and is a very good game for as few as three.
We utilize the four-player format here to show
you a variety of starting situations. The Eng-
lish and Baltic Sea areas of the board are off-
limits to all players for the whole game.

Game action is summarized in the itali-
cized sections below, while player and neutral
commentary is in normal print.

—SKT

NEUTRAL PRE-GAME ASSESSMENT

Pratt is a steady, competent player. His
gaming strength lies in two-player games
such as ASL and UP FRONT. He is the least
experienced multi-player gamer in the group.
I don’t expect anything too inspired from him,
but, on the other hand, I don’t expect him to
do anything stupid. Sauer has played this
game as much as anyone. He is a very good
camer and this is a game right up his alley.
Bud has one major flaw in this type of game.
He will pound the leader incessantly—regard-
less of his own personal position. If he is in
last place, he will pound the leader and no one
else. This does usually manage to move the
leader down, but put someone else in front—
leaving Bud just as far behind. This may be
his downfall. Stanley is the newest member of
the group and sometimes has a harder time
with the constant diplomacy that goes on
when we play. Any multi-player game has
diplomacy, we just take it to the extreme.
Mike is, however. able to realize that pound-
ing the leader is not always to his benefit,
especially if Bud is going to do it for him.
Mike does not yet have a full grasp of the
game and, in AGE OF RENAISSANCE, that is
a recipe for at least one big mistake which
will come back to haunt him. Good is proba-
bly the best multi-player gamer of the group.

He’s fairly quiet (always beneficial in this
game) and has an excellent feel for the game.
His only problem will be that Bud will imme-
diately perceive him as the leader and attack
accordingly. He no doubt hopes that Mike and
Bud start pounding on each other. If I had to
handicap this one, I'd say that Ken is the
favorite to win this game.

Initial Card Deal. Lind Pran—Papal Decree
(slows acquisition of advances). Ken Good—Wal-
ter the Penniless (credits toward Overland East).
Bud Sauer—Revolutionary Uprisings (misery for
those with Commerce advances). Mike Stanley—
Timber(commaodity payoff).

No major happenings due to the opening
card draw. Timber is not a big enough com-
modity to hold and target during later expan-
sion. Possession of Walter the Penniless
means that Ken Good should probably bid to
play Venice or Genoa to make effective early
use of it.

1 prefer to play Barcelona or Paris. Paris is
often left alone early in a four-player game
and Barcelona has a good opening position. [
don’t want Venice. Genoa is okay. Having
Papal Decree as my first card doesn’t influ-
ence me as to which capital to choose. I will
bid three for my capital and see what happens.

GOOD

I normally like to have Barcelona or
Genoa at the start. My preferred advances are
in the exploration area. I will avoid Religion
advances until forced to purchase them by
someone else. Beyond this, play will be dic-
tated by the cards and since my opening draw
was Walter, | will look for a quick purchase
of Overland East making Genoa and Venice
the most likely starting choices. I will bid one
for my capital since Bud normally bids zero.

SAUER

My opponents are good gamers. Ken is the
biggest threat, being able at doing the most
with the least. Lind will sneak in if you let
him and Mike is the least experienced at this
game and should be less of a threat. The
riches lie in the East. You must dominate the
Spice and Silk routes in the end to win. I think
Barcelona is in the best position. T will bid
zero and, because most of the other players

will bid something, I'll probably be left to
play Paris. I do this just because I haven’t
played Paris that much.

STANLEY

My style of play is to bide my time and try
to avoid becoming the obvious leader, because
the attention of the other players is not desir-
able. One of our group’s favorite items of
table talk is convincing one another how
poorly we are doing and that we are not in the
lead. T am going to try to pay a little more
attention to card acquisition than I have in pre-
vious games. In AGE OF RENAISSANCE,
cards are knowledge, and knowledge is power.
I haven’t decided on a capital I like best, so I'll
make my usual bid of zero and take what's
left, preserving initial capital and the ability to
win order-of-play ties. The only capital I am a
little nervous about playing is Genoa, but in
our group someone usually takes it earlier than
later. I'd be content with Paris.

SET-UP

Capital Bids. Players start the game with $40 for
use in bidding for capirals, buying expansion
tokens and purchasing ship upgrades and
advances. Pratt bids $3 and takes Barcelona. Good
bids $1 and rakes Genoa. Stanley and Sauer each
bid $0. Stanley wins the die roll and takes Venice.
Sauer takes Paris.

You’ll notice how everyone avoided
Paris, assuming it would be last. It really
isn’t bad, and in a four-player game it could
be the winner. I actually like Paris, and
because everyone leaves you alone, you can
generate income quickly. The other main
point about playing Paris is that you should
never buy Galleys. The other three capitals
will be spending $10 a turn for ship
upgrades, while you’ll get a head start on the
Commerce advances by buying Caravan on
the first turn. Then when no one is looking,
you buy Seaworthy vessels to swiftly swing
into contention for those valuable areas in
the ecastern Mediterranean and Black Sea
areas. Paris allows you to look like you're
behind early. then surge past the leaders in
mid-game. The capitals who expand east the
fastest will be perceived as the early leaders.
You can’t fault Ken on his choice of Genoa,
as Paris is not conducive to early use of
Overland East, but Lind or Mike might be
sorry for passing over Paris.
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Allocation of Cash and Tokens. A “T" and a
number will indicate a number of tokens purchased
or utilized during the expansion. The number of
tokens simultaneously and secretly purchased
determines order of play (least tokens to most).
Listed in order of play: Barcelona TI3 $24.
Venice (wins order-of-play ties with Genoa—due to
choosing a capital later—and chooses to go sec-
ond) T16 $24. Genoa T16 $23. Paris TI17 $23.
Note that player capital bids have been deducted
such that not all players had $40 to divide between
tokens and cash.

While I start in a good position, I must get
off to a fast start.

= Family fun—desplte the fearsome

creatures, or maybe because of them,

the entire family will love to play
J Stmp!e rules allow for. playb the

GENOA

In the division of the peninsula, I offer
Venice domination of Rome and Naples, with
virtually worthless Stone, in exchange for
Florence and its more useful Cloth. He
accepts and I am happy.

VENICE

I agree to Genoa's offer with the mental
reservation that I'll take Florence anyway if 1
pull the Cloth/Wine card.

PARIS
Nobody even offers to talk to Paris. Looks
like T°11 just be quiet, sit back, and gobble up

transports you

astic world of Dragons,
ps, 6-headed Hydra and
\{1 r evil creatures where
uick and deadly battles
or, survival take place.

| This (non-collectible)
card game for 2-5
players involves
strategy, wagering,
cunningjand a little good
luck: You'll maneuver
and negotiate to keep
all'the monsters you

are backing alive until
the game’s end . . . and
victory. But don’t get

PRty

comfortable. At any
i our opponents
itakethe power,
Way.from any, of

: the mo\.sters

~ you are backing!

Central Europe, collect my income and wait
for the moment to strike,

TURN 1

Draw Card Phase. Barcelona—Mysticism
Abounds (a misery-inducing card for those lacking
the science advances). Venice—Cloth/Wine.
Genoa—-Silk. Paris—Wool.

Buy Card/Discard Phase. Nobody has the
advances (Urban Ascendancy or Master Art)
required to perform either action.

Play Card Phase. Barcelona—None. Venice—
None. Genoa—None. Paris—Wool (no effect), Rev-
olutionary Uprisings (no effect, because nobody
has had a chance to buy Commerce advances).
I’'m not sure why Barcelona didn’t play
Mysticism Abounds. He obviously doesn't
want the misery going too high, but to avoid
the $2 misery stabilization cost of holding the

card, I would play it. I'm also not sure why

Venice didn’t play the Timber card. He’s
holding it to play next turn and collect his $3,
but it’s costing him $2 (a net gain of $1). Fur-
thermore, by playing it later, he gives Paris a
$3 gain. Not a very wise use of resources.
Paris, on the other hand, makes a wise move
by playing the Wool card before Barcelona
has a chance to gather all nearby Wool
provinces.

Purchase Phase

Barcelona: Galley 2 (310) and $3 for stabiliza-
tion (in this game, the holding of cards is an
obstruction of trade that increases the misery
of your people; but you may make a stabiliza-
tion payment to avoid the misery increase—
acting sort of like a tax cut or social subsidy—
or the ancient tradition of handing out bread
and helding circuses).

Venice: Galley 2 ($10) and $3 for stabilization.

Genoa: Galley 2 ($10) and $3 for stabilization.

Paris: Caravan advance ($20)—which allows him
to expand overland at a range of two provinces
from prior locations. Paris holds no cards and
need not choose between misery or stabilization
COSIS.

Expansion Phase

The new domination circle O indicates successful
establishment of domination markers. The new
presence square | indicates occupation of a
support area. The token placements not so iden-
tified leave unfilled areas or are failed attacks.
Competition die rolls are shown in black-white-
colored order.

Barcelona: 2T Granada O, 3T Toledo O, 2T
Valencia O, 2T Basque O, 2T Montpelier O, IT
Toulouse A, [T Palma 2.

Venice: 4T Florence m, 3T Milan O, 4T Vienna O,
2T Belgrade O, 3T Dubrovnilk O.

Genoa: Buys a card for 3T (Ivory/Gold), 4T Lyon
O, 5T Marseilles O, 3T Rome, IT Naples.

Paris: 4T Bordeaux O, 3T Dijon O, 3T Nuremberg
O, 4T Cologne O, 3T Basel O.

Expansion bonus card: Three players created five

new domination markers, but Barcelona went first

in the turn and therefore wins the tie and draws the
bonus card given to the player who creates the

most new domination markers in a twrn. It is a

Stone card.

NEUTRAL COMMENTARY

Oh well. At least, the bonus draw was
costless and can be easily dumped prior to any
misery/stabilization costs.




Venice takes Florence, violating his agree-
ment and making an enemy. I can’t say that I
blame him, given that he drew the Cloth card.
Some may question why Genoa did not take
dominance of Rome, using the token he
placed in Naples. There’s a very good rea-
son—nhe needs Naples as a base for expansion
next turn. With the token in Naples and a Gal-
ley 4 he will be able to get to Crete and
Salonika and. more importantly, Tripoli next
turn. This was a good move to forego a little
extra income for better expansion next turn.

[Bruce hasn't yet taken off the gloves. 1'd
take the plavers to task more for not utilizing
their cash better. By having only three tokens
for Rome, Genoa cost himself a $4 income
payment that only required $1 more to claim.
Admittedly, Genoa committed to a deal that
Jell through, but he probably should not have
promised Naples to Venice anyway, because
he has to get moving south and east rapidly to
survive in this game. The moral of the story—
never trust Venice to give you Florence. The
more questionable play is Paris’ decision to
hold $3 (for stabilization costs) when he
surely should have expected to dump one
card, giving him $2 to allocate for tokens to
take St. Malo (earning $4 instantly). This $2
oversight is the kind of error that leaves a
player a penny short, a minute late and very
sorry in this game.—SKT]

Income Phase. In a four-player game, each
player collects $15 plus $4 for each domination
marker, including the starting capital. Barcelona
$39, Venice $39, Genoa $27, Paris $39. A surplus
of Cloth exists (Venice pays 32 for controlling the
most Cloth trade) and a shortage of Wine exists
(no player has the majority necessary to draw a
free card).

Allocation of Cash and Tokens, Venice 8T $40,

Paris 11T 331, Barcelona 16T $34, Genoa 20T

$I7.
VENICE

I bid eight tokens to dominate Sicily and
Crete before Genoa does. He’s going to be
unhappy. but I need to stay ahead of him and
assure my expansion. This is unlike me and
makes me nervous—maybe I should have
chosen Paris. I'll also take my third Cloth in
Budapest.

PARIS

I need to save money to buy the Seaworthy
Vessels advance. If I take the four areas avail-
able to me with my eleven tokens, my income
will be $55. This plus my cash will get me to
the $80 I need.

oA - 0
=

. I.need.to mﬁke sure that I buy a Galley 4
and get to Tunis if possible.

GENOA

Venice will probably attempt to move
before me in an attempt to get to Tunis to
strengthen his domination of the Cloth trade.
This means he will most likely take Salonika

also. I must upgrade my galley to four move-
ment so that I can attack Salonika, if indeed
he is in my way. This will also get me into
Tripoli for the Ivory and well on the way fo
the Middle East. The Cloth money available
to Venice will hurt, but I feel it’s more
important to plan for the long-term right now
rather than fighting over the Cloth cities.

NEUTRAL COMMENTARY

Surely Genoa did hear about Venice’s
expansion plans. Does Venice not see that
fourth Cloth st