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ISSUE #74e LETTER FROM THE EDITOR

CHRISTOPHER
CUMMINS

"HELLO, | MUST BE
“ GOING...”

H ere I am again, editor of our seemingly orphan MOVES magazine. Seems that we

need to find an enthusiastic and interested individual who doesn’t have quite so many
other things on their plate to head up MOVES (and yes, we are taking applications!).
Obviously, MOVES has not been all it can be and I look first to the string of changing editors
it has had since returning to print. I am seeking one person who is willing to take on the task
of editing the magazine for an extended period of time. I already have a handful of applicants
and look forward to several more before making a final decision.

I also wonder about the decision that lead to the return of MOVES. As many readers will
recall, in 1989 we (meaning Callie & I) took over Fire & Movement magazine which was
our main competitor back in the days when the only thing we were doing was publishing
Wargamer, Volume Two. That created a friction between the two magazines which, after
much feedback and discussion, we decided to resolve by putting F&M on the course of
reviews and eventual independence and MOVES on the course of strategy and game support
with some alliance with Strategy & Tactics. This decision has worked out quite well for F&M
and so I wonder if MOVES might benefit from a similar approach. In fact, there is still a group
of feedback responders that regularly suggest we should combine F&M and MOVES into a
monthly review and analysis magazine. What I am doing at this point is opening the floor
to discussion. I’d appreciate any letters or phone calls or advice, opinions, etc. about what
you’d like to see and I have included a couple of questions in the feedback to focus on the
major choices at hand. I would like to hear from anyone who wants to have input by the end
of March as we would like to implement a decision as rapidly as possible.

Getting back to the issue at hand, you’ll probably want to take a good look at the Theory
section (oh, and by the way, Keith Schlesinger will continue to be the section editor for the
design theory articles—he does have sufficient time to coordinate this area of the magazine).
The three authors address the area of playtesting with general and specific comments and I
want to take a little space right here to respond as one publisher/designer.

As Decision Games moved from doing magazine games to boxed games, we realized we
wanted to spend a lot more time on development and playtesting and incorporate multiple
groups of playtesters both for the differing perspectives, but also just knowing the quantity
of games we could produce would outstrip the vital area of development. We have been
actively recruiting playtest groups and now have four groups (and we’d love to have more
so drop me a line if you have at least four to six “players” and one good “recorder” to use John
Leggat’s terms). The first game receiving the “new” treatment is Storm of Steel, a four-map,
1200 counter game of all of WW 1 (all fronts, colonies, “the works™). We have five groups
(three playtester groups, Developer: Keith Schlesinger, and Designer: Joseph Miranda). To
facilitate playtesting, we had our counter artist do the counters and run out black/white
counter sheets which we mocked-up on chip board so playtesters have counters that are only
one step removed from production. The maps were carefully hand-copied by our in-house
artists, and the rules are mock-ups of the production pages. Thus, the playtesters have a near
production quality kit to work with. The rules and charts can evolve throughout the process
and new editions of the rules can be run out as changes are approved by the developer. In this
area, I see we are far ahead of the expectations of Kranz and Leggat.

The area I agree we need to improve on is increasing the communication between the
parties especially in discussing the key factors and giving the playtesters a concrete listing
of the design emphasis, the areas of concern, and the expectations, deadlines, etc.. It is really
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up to the developer to promote
communication between the playtesters,
designers, and himself and to encourage
regular discussions. Checklists and
monthly summary reports also would help
everyone se¢ the progress to date, what to
focus on for the next month, and so on.
Having had John Leggat involved as a
solo playtester in some of the projects I
developed was great. We both tend to
play the game and ask questions as we go,
trying to test the limits of the system and
rules. As we found areas that were lacking,
we discussed them, and arrived at
suggested solutions. I discussed the
changes with the designer to chéck his
design philosophy and simulation
empbhasis, and then implemented the ideas
that maximized simplicity and realism
together.

Overall, I am impressed by the
apparent strength of the wargaming hobby
and its recently begun increase in
popularity after a long decline. I have
been a long time advocate of wargame
clubs and closer ties with the companies
and now have the opportunity to work
from the publishing end where I used to
work from the club end. We are eager to
involve more clubs in playtesting and
would welcome additional playtest
groups. Our projected schedule allows us
flexibility in playtest assignments and we
are very satisfied with the groups that
have joined on for Storm of Steel. We
look forward to involving more clubs in
playtesting.




GDW at War!

by Alan Emrich as The Axis
and Gary E. Smith as The Allies
(guest commentary by Dr. Christopher Cummins)

Set up positions for Race for Tunis.
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As firm believers that “real wargamers play the campaign
game”, our intrepid heroes of countless replays grappled with
these two introductory level offerings and quickly combined
them to play them out on a grand scale. Interestingly, the
“campaign game” of the combined Race for Tunis and Bloody
Kasserine is broken into two parts.

During the first part (lasting from November 24 to December
11, 1942), the action focuses on the topic covered in Race for
Tunis, with the Allies trying to collapse the Axis defendersinand
around the big northeastern ports of Tunis and Bizerta. Should it
fall, Rommel (who is backpeddling to Tunis from Tripoli at this
time after being crushed at El Alamein with Montgomery in slow
pursuit) would be completely cut off in North Africa. Since this
would have the gravest strategic consequences for the Axisin the
Mediterranean, reinforcements have been ordered into Tunisia
and instructed to hold out at all costs.

The second phase (which lasts from February 14 - 24, 1943)
picks up where the action leaves off at the end of the first phase
(literally) and adds the likes of Rommel and Patton, with the
action switching to the southern passes. The famous battle of
Kasserine occured during this time. While there were several
minor engagements plus the Eilbote “offensive” occuring in
between, bad weather prevented any real action and so the
calendar can be safely set approximately two months ahead for
phase II of the campaign game.

A few questions do arise on setting up for the campaign
game. If players opt for the campaign, do you use the Kasserine
map in conjunction with that of Tunis? Why shouldn’t units be
able to enter that area, if you don’t use that map? Further, if Tunis
goes very well for one side or the other, how does that closing
deployment affect set-up for Kasserine? Unfortunately, answers
are not provided in either game. However, each separate game is
clear enough to figure out and is well organized.

Alan and Gary decided to use the southern map with Tunis,
allowing movement “down south” as required while playing
Race for Tunis. As for possible alternate dispositions, left
without guidance from the rules, we decided to would wing it if
it came to that.
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Since neither of us had ever tried the Tunis campaign before,
or this system, one might think that we would want to go
conservative. However, GDW has provided a nifty system that is
easy to get into and proved to be no problem in playing. Really,
these games are as simple to use as: 1) read the rules; 2) follow
the sequence of play. Any questions on the mechanics have
answers that are easy to find, leaving players to fight the battles,
not the rules.

RACE FOR TUNIS
Both Player's Set Up & Axis 24 November:

Since the set up was mandated, hex-by-hex, there is little to
say. The Axisare thin on the ground and begin in less than optimal
conditions. The Allies are raring to go, and go they shall as there
is no Axis portion of game turn 1!

During the Allied portion of turn 1, the Italian Anti-Tank unit
Goubeliat got kicked in the pants to the tune of a D4 result. The
Italian SPA unit at Bou Arada kept the French attackers in
contact, leaving it some opportunities when it disengages during
Axis turn 2.

Allied 24 November:

The Allied line is solid on the left but stretched on the right,
with the French 43 C-B II (a 2-3) at the end in Robaa. However,
the Axis line is weak on their left, strong on the right. Thus, our
weak flanks are opposed. Looking things over, I decide to try a
shift from the Testour area by road to Robaa and then exploit
further towards Pont du Fahs. Alan will probably reinforce this
area from his reserve strength around Tunis.

US tanks and British infantry hit the Italian armored artil-
lery at Bou Arada. The French at Robaa move up onto the Djebel
Bargou to block a retreat path. British tanks hit the Italian
artillery at Goubeliat with 2LF in support with the 7b Br. arty. 6
Cdo to Medjez as reinforcement. The 8 ASH and 6 RWK go to the
hills north of Aboid. French units to 0821. The P-38' s will help
out on Bou Arada; the Spitfires at Goubeliat.

Combat results are not too good. Both of Gary's aircraft
were driven off by German air cover. Bou Arada was a CON




e SEQUENCE OF PLAY
{Actions for Optional Rules in italics)
AXIS PLAYER TURN

Axis Movement Phase
Roll for weather (except on turn 1)
Determine Supply Status (for both sides)
Roll for Axis Command Dispute (except on turn 1)
Axis player moves ground units

Axis Combat Phase
Axis player declares attacks

Allied player declares defensive artillery support

Axis player calculates odds and resolves combats
Allied interdiction airgraft removed from map

ALLIED PLAYER TURN

Allied Movement Phase
Determine Supply Status (for both sides)
Allied player moves ground units

Allied Combat Phase
Allied player declares attacks

Axis player declares defensive artillery support

Allied player calculates odds and resolves combats

\ Axis interdiction aircraft removed from map

Axis player places ground support and lnterdlcnon aircraft
Axis player declares artillery missions and resolves counterbattery fire

Allied player moves interceptors and resolves their attacks

Allied player polaces ground support and interdiction aircraft
Allied player declares artillery missions and resolves counterbattery fire

Axis player moves interceptors and resolves their attacks

\ Combat results are STO RY
poor for Alan. While inter-

cepting Spitfires were unable to stop his
Stukas from their appointed rounds, the at-
tackon Robaawasa CON, aswas the assault
onthe Frenchon the Djebel Bargou. Still, the
French are in dire straits and need relief.
Some things never change.

Allied 25 November:

I’ve got to bust Alan’s line now be-
fore those mobilizing reserves arrive. The
weak Italians are still the target of choice, so
onward we go.

Ist Para, 43 C-B Frand 1st ES hit the
It. Lodi in Robaa. 5th Mitn and the 1-1A US
armor hit the 2-4 557 It. arty at 1713. 2LF
plus support from the 78 arty at 1415 hit the
It. 136 AT unit at 1513, Finally, the 43 C-B
IIFr. at 1811 hits the 29C It. artillery. My
Spitfires are driven off by FW-190s.

The combat results are meager. Three
ENGs and one CON. With Engaged results,
neither side can move away and the defender
doesn’t have to attack in his phase, but the
attacker does. CONs are a simple no effect.
Oh oh — this could be bad.

With all of the action to the south,
Gary cannot attack into Alan’s strength with
his little 2-strength units, so he’ s moving on
the Italian flank. The luck evens out fairly
quickly; of Gary’s four attacks, he rolls one
contact and three engaged results. Despite
/ the good weather, he’s moving pretty slow.

(contact) result, which leaves the Frenchexposed. Goubeliat was
a D4 (defender retreat four hexes), so this looks like the area to
exploit.

German 25 November:
Weather: Clear

While piling up the defenders tall and strong to prevent the
Allies from making any decent attacks “up the middle” toward
my ports, I swing additional Italians and mobile German units to
the south. With air support, I acheive 4-1 and 5-1 odds, with one
battle to retake a crucial wadi crossing and another to eliminate
asurrounded French battalion on some high ground. Both attacks
fail miserably with CON results. The dice are laughing at me and
this long game is looking longer after I’ ve finished only one turn.

Alan sends the 2-1/90 German panzers plus two Italian
artillery units to stomp the French at Djebel Bargou, while
moving thelt. Lodi 2-5 to Robaa to attack the French43 CB there,
supported by the 6-4 29¢ It. artillery unit at 1912. Two German
airborne bns and the 54 Flak unit move to 0817. He stripped the
coast of reserves and has them all on the move to reinforce the
front,

The Fw-190s are keeping the Allied air power
away very effectively so far, but there’s a lot of turns ahead.

German 26 November:
Weather: Clear

'With areal penchant for aggressive defense, I counterattack
along most of the line. Mopping up the fleeing Frenchmen to the
south was no problem, but other attacks had more bittersweet
results. While capturing the strategic town of Medjez el Bab by
rolling a miracle snake-eyes at 1-1, my larger attacks on the
shoulders of the town met with disasterous results, including an
Attaker Eliminated against some weak French defenders in the
high escarpment. I'm vulnerable to counterattacks, but I don’t
know if Gary has the gumption to hit me everywhere. We'll see...

Alan uses the German 3T and 11FS engineers to hit the
4MZTH & Il in 0919, with two German bns plus the 54 Flak unit
at 0918 on the SBF . Both of these attacks are CONs. The German
2T at 1016 hits the 43 C-B at 1117 and kills it. The major assault
onMedjez el Bab sees the 1&2 190 plus a bn of German airborne
troops with the Italian 92 SUP Il unit, all in 1116, destroys the
6th Cdo and a unit of the 4 MZT on a roll of snake eyes.

An attack by the 54th Flak plu 92 SUP Il at 1214 and the 5
Para at 1314 on British armor at 1315 sees a satisfying AR2

MOVES 7




r Bloody Kasserine.

fo

07

BOEE

Set up positions

8 FEBRUARY-MARCH 1993 #74

e “wim sured
PUO02as 1) JO ISBYJ JUSWOAOJA] STXY 31}
Suump 1097 XoY 18 dews o sz VA

| e, %§~E§ 6-9) “(eatsnjow) 1071 01 1010 wox oFpe deur

oIS o . &
e ﬂ_u @ | =1 m_ﬂ_- WI3)Se? oY) UO XN AU SI3)Ua JoZUB ] YIQ |

- Zd B & &, | &7, No-ell 8-91
- i e

ava



result. Finally, by rolling boxcars, Alan lost the 2-32T German
unit and retreated the survivors a hex. 43 C-B Il lives 1o tell the
tale — Vive le France!

Allied 26 November:

Well, with Alan in Medjez, we’ll just have to getitback. We
get the 13-1A US armor and I buy back the lost Commando unit
with replacement points. The British 17-21L armor plus the
French 43 C-B 111, with artillery support, assault Medjez el Bab.
The new US armor goes to Beja as a reserve, for now. I use my
airpower to suppress Alan’s artillery wherever possible.

On the Attacker Eng’d at 1714, Irollup an A Elim, losing the
5th Mtn and retreating the 1-1A US armor to 1715. The other
ENG’d at 1513 and 1514 draws an Exchange, so the 2LF bn dies
as well. This leaves my support artillery at 1516 open to direct
assanltif Alan chooses tocome ‘round the mountain, if he comes.
At Medjez, I shove out the 5th Para I to 1314. However, seeing
the noose that Medjez has become, 1 am loathe to stick any part
of my selfinto it. Alan’s quite the hangman, so giving him enough
rope often leaves his opponents at the wrong end of it.

At this point, I am left with fewer strength points “on the
line” than Alan. This leaves me really with only the option of
going over to the defense and awaiting more reinforcements. This
Allied offensive isn’t.

While the Combat Results Table is fairly bloodless, they're
managing to roll extreme numbers (2,3,11,& 12s0n2d6). Thus,
Gary has rolled an exchange on his turn which opens up oppor-
tunities for both. Unfortunately for Gary, Alan is moving next.
While his counterattack (with artillery) managed to push Alan
out of Medjez el Bab, he didn’t advance back in since that would
put his British armored unit right into an Axis pincer.

During this turn, I did some quick calculations about total
combat points on both sides over this scenario. The Allies start
with42 versus 58 for the Axis (or 64 counting defense values) and
the burden of the attack. For the first week, the Allies are at about
a 15- to 20-point disadvantage. They receive two large rein-
forcement groups that puts them slightly ahead (although in
reality the early attrition should be against them, so these forces
are more likely going to simply shore up the defense) and a third
group on December 5 with which to (finally) take the initiative.
With no Axis replacements, the Allied Player should keep his eye
on trading losses with the Axis for the first half of the game and
using his replacements to replace the larger units, so that his last
group of reinforcements will have a greater effect on the balance
of power. The Allies will have to make a grab for their victorylate.

German 27 November:
Weather: Rain

With the ZOC rules aliowing players to always move one
hex per turn, even from ZOC to ZOC, infiltration and pincer
attacks are a constant threat. Frankly, the Axis seems to be having
an easier time of it thus far, and with reinforcements arrving en
masse next turn, I wouldn’t want to be the Allies. I don’t see how
they’re supposed to mount an offensive!

As Chico said in the Marx Brothers’ movie Horsefeathers,
“Hey diddle diddle, we go straight up the middle.” I got a cheap

_over
shotat Gary’s exposed artillery unit (one defense STORY
strength when caught by itself) and a good chance

to pincer his British armor just outside of Medjez el Bab. I rolled
like a torrent, eliminating both his armor and (only) artillery unit.
My sideshow attack in the south at 3-1 met with an AR1 (Attacker
Retreat 1 hex)result, but who cares in the face of such tremendous
success in the center. If I were Gary, I’d be a bit demoralized right
now. Hmm... I"d better go count his casualties again and make
some kind of indirect reference to ‘em, just to make sure he
STAYS demoralized <grin>.

Right now, everything is coming up roses. Of course, that
may be thanks to the rain this turn, which only messes up Gary’s
airforce and not mine. You see, the Axis airbases which I'm using
are “all weather” while many of Gary’s are dirt runways. The rain
has glued half his airforce (which has been preity ineffective so
far) to the ground.

I'1l study the map for a moment and see if that’s the place to
continue the push. I'll play for positionright now and try to secure
a good springboard for the beginning of Phase II in the game.
Although, if my luck continues, there’s no reason why I couldn’t
turn this thing into a rout. I can’t believe the Allies started out
attacking historically. The deck looks pretty stacked for the Axis
and, to top it off, the cards are falling my way to boot.

Alan rolls for his reinforcements and gets a 4-8 motorcycle
bn in Tunis, with two tank units, an AT bn, and an Itatian inf. bn
at Bizerta. Doesn’t look promising for Gary.

Continuing the discussion about the total situation from last
turn, it looks like Alan is following what would be the best
strategy here. Keep chipping away at the Allies exposed smaller
units, trying to use the Axis advantages to best effect. Push the
Allies back and secure the best defensive positions for the late
Allied push or go for broke and try to push the Allies off the map
andlor secure a sufficient advantage isuch that the Allies will not
be able to take the initiative.

Allied 27 November:

Well, 5th Para/l comes over the hills and gets my artillery at
1516 as well as creates another hole in the line. Any spare Dutch
boys out there? Alan hits the 17-21L Br. armor at 1316 atan 8 0
1 with armor, paratroops, Stukas and an Italian unit, killing it
dead, so to speak. A huge hole now opens in the center, capable
of letting me get cut in two. 1st Para at 2013 is hit by German
tanks, but an AR 1 drives them off. The French unit at 1216 are hit
by ME-109s, Sth Para/Ill and SUP 92/I1 Italians and is forced
back two hexes.

Onmy phase, it’s all redeployment/hang on time. I also have
to watch for Alan swinging around on the top of the southern map
10 outflank my right. So, on to building some sort of line.

At this point, it seems that Race for Tunis devolves into
which side can strike the main blow first. With a roughly even
start total and no reserves to speak of, whichever line is sundered
at the start becomes the desperate side. Had I done that to Alan,
our positions could easily be reversed.

The Alliesredeploy: US 3-90n1915,6-8US to 1717, 5thBF
t0 1618, 2-3 Frplus 6th Cdo t0 1319,43 C-B Il Frto 1218, MZT
I &M to 1019, 15 S-B1Fr10 0921, 8th ASH to 0821 and 71L.G-

MOVES 9



B 11 to 0822.

One of the great delights (?) in playing Alan for so many
years is that when the chance to break a game open flashes past
(good or bad in the long run), he seizes it. My center is that
chance. Would that I had the forces to adequately plug it...

Yep, Gary's on the ropes but he’ s not reaching for the towel
yet. He pulled back all along the line, using his newly arrived 6-
8 American armor to plug up what would otherwise be a gaping
hole in his lines. The French are falling back along the Wadi
Medjerda valley.

German 28 November:
Weather: Clear.

I decided to put general pressure along the Allied line,
striving for 4-1 or better odds wherever I could find them. With
four such attacks and a couple of supporting soak offs, while my
luck was definitely average, that is all I needed to keep Gary’s
strategic situation crumbling, particularly along the Wadi
Medjerda. Bleeding three more of his precious units off the board
(to my one) is leaving him so thin that he can’t take much more
of this pounding. Gary’s air force has only succeeded in silencing
one of my artillery units one time (it was unchallenged), but
otherwise has produced a string of unmitigated failures. He
simply cannot hold a line against me and the reinforcements he
needs to stop me are at least 3 days away.

The sad part is that, while it is looking so grim for the Allies,
I don’t feel that I’ve done anything particularly brilliant to put
Gary in such a bad position. I factored my attacks carefully, threw
a few good (but mostly average) results, and here I am on the
threshold of certain success. Frankly, I don’t think this situation
is play balanced entirely.

Alan puts two 10BI63B It bns to 0919 plus 11FS/I&I
airborne at 1018 on both MZT/II&III on 1019. Result is an EX.
S4 Flak/ll at 1118 plus 5th Para/lll and 92 SUP/HI & I with Flak
54/ on Fr2-3/43 C-B/IIl at 1218. Result is a DR3 back to 1420.
The German 1-1 and 2-1 tank bns at 1518 with 10 KS on the 5th
BF at 1618. Results are D Elim. 5th Parall with 1-190 armored
carsat 1617 vs 6-8 US armor at 1717. Results are DR2 to 1918.
The German 2-190 in 1815 with Italian artillery in support from
1814 on the 3-9 US armor at 1915 resultsin an AR2 for Alan. Two
4-8 tank companies hit 15t Paraat 2013 from 1913 and 2012, but
only a CON results from this attack. Stukas were used on the
French at 1019, the Spitfires unable to drive them off. ME-109's
were used on the US armor at 1717, the P-38’s unable to drive
them off.

Allied 28 November:

It’s "hold-on-by-the-fingemnails™ time. I use replacement
points to buy back the British 5th Bf and send them to 0923. The
8th ASH go to 1122. French 15 S-B/I goes up the Djebel
Tabouna. 6th Cdo to 1321. The 43 C-B III plus the 15 S-B/II to
1420. 7L.G to0 1621. 6RWK t0 1619. The US 13-1A to 1818, the
1-1A on 2017. British 1st Para to 2217,

At this point, given that we had another game to be working
on, Alan and I opted to call it a day on Tunis and the good Doctor
(Cummins, our faithful observer and rules arbiter) agreed. This
is a good system, I just wish I had done better to test it.
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German Final Comments:

This move, falling back and reestablishing an eggshell thin
line in the face of my advancing panzers, Gary, Chris and I agreed
that the Allies would better spend their energies ironing and
starching their white hankercheifs rather than continuing the
struggle. With the Axis looking forward to a few more turns of
bleeding what was left of the Allies away, we decided to move on
to a stand alone game of Bloody Kasserine. Now that we both
have a secure handle on the rules, I don’t think Kasserine will be
as one-sided. Both of us have played this campaign (by other
companies) before. Gary and [ know what to expect. We'll see if
GDW can supply it.

FINAL NOTES:

Race For Tunis did not turn out too well for Gary. However,
other gamers checked with tend to confirm that the game plays
with a very strong back and forth swing,. Either side can win and
the excitement is found in who can, indeed, achieve that major
breakthrough that throws the other player onto the defensive.
Gary appeared to start out slow and begin major operations
against the Italians. Other games have seen the Allies take
Djedeida airfield on the 2nd Allied game turn. The prime consid-
eration seems to be that the Allies must NOT let the Axis player
take the initiative early. If that happens, the results end up much
the same as the game described above (though Alan’s luck
always helps; Alan, that is). '

PHASE II: BLOODY KASSERINE

This game models the first major German attack against US
forces in WW2, The battle pitted a veteran Axis fighting force
with excellent leadership against a well-trained but inexperi-
enced Allied force with a preponderance of supply. The Allied
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forces also had the benefit of strong defensive terrain on their
side. The Axis forces can count on greater overall mobility for
their troops, with better armored formations to boot. This has
always been a classic battle; the question is, can GDW produce
a game to match it?

Set Up & German 14 February:
Weather: Clear

This is an entirely different can of worms now. I kept
offering to give Gary (still the Allies) Patton to lead his roops in
exchange for a little better German cooperation (giving me half
the 10th Panzer and another Fw190 unit to play with), but he
wasn'’t interested in dealing with the optional rules. Too bad. I
think the game would have been far more lively if we had.

My set-up, which consists primarily of moving in the panzer
divisions from off the map while waiting for the DAK units o
arrive on my southern flank next turn, is pretty simple. Rather
than going for real estate, I want to crush the units closest to the
map edge. Through some skillful maneuvering, most of Gary’s
blocking units are surrounded. Unfortunately, the odds are pretty
low. It’s going to take some good die rolling to break things open.

Unfortunately, the battles around Djebel Lessouda and Sidi
Bou Zid prove to be indecisive (contacts). While we’ve forced
the bridge over Wadi Hathob and captured Hadjeb el Aioun, itis
simply not enough. Gary is going to have to self-destruct on his
turn for me to be free to maneuver on my next move. A disap-
pointing start, to be sure, but it could be aggravated severely if
Gary decides to pressure me in the north next turn.

Alan need 6 VP’s for a marginal win. He starts with 3. His
attack at Habjeb el Aioun shove the Allied forces back to fight
again and the loss of 168-34/I11 at 1401 was expected. His move
of an armored car unit to the crossroads at 1205 was a backup
to his attack at Sidi Bou Zid, which failed. Without that blocking
unit there, The Allied forces would have a greater chance of
escaping, but still they're not bad now. Certainly better than the
historical chances.

Allied 14 February:
Well, so I held against the best the Germans could throw.

Since I have been offered the opportunity of saving those troops
at Sidi Bou Zid, I've got to make the effort.

I pull the surrounded units down to the bridge at 1203, move
the 1-1A/II armor from Maktar and the 4-8/13A-1 to Sbeita o
form areserve. I build a forward line from 1006 to 1406 to cover
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the retreat of my forces from Sidi bou Zid as well as take out the
1-580 a/c unit at the crossroads. This will allow for a safe retreat
corridor and the manuever space I will need when Alan comes at
me again,

The balance of the Allied army begins to move towards
various defensive positions, with the artillery tagged to come up
in support of those positions. Also, we evacuate Gafsa in the
south, as there is noreason at all to give battle so far forward. I've
left a weak French unit to hold the fort and act as a delay. In the
north, we wait. There are victory points in Kairouan and no good
defensive ground for Alan to lay low on. It’s worth watching for
an opening.

_The attack results were a disaster for me. Irolleda“9” ona
1-2, whichis an AElim. It was a gamble, but the odds were on my
side. Win (i.e., don’t die) and Alan is held up in a major way.
Lose, and this forward deployment on the flat lands is risky. I ost,
so now it’s risky.

Gary tried a well coordinated relief effort at the besieged
Sidi Bou Zid, but it was all for naught when he rolled an untimely
Attacker Eliminated. Now Alan has an opening in the center.In
the south, he left the French cavalry unit in Gafsa as a “speed
bump” to impede the DAK advance on Feriana, which he's
reinforcing rapidly.

German 15 February:
Weather: Clear

Carefully factoring every attack and adding in air power both
to raise the odds and suppress Gary’s cannons, his line at Djebel
Hamra was almost entirely vaporized this turn. Lesson: don’t
mess with two crack panzer divisions in open field fighting. He
lost alot of boys and the remnants will have to head back for the
wonderful defensive terrain to their rear. At that point, I’ll have
to work very hard and pay for every hex I'm after <sigh>.

I made mincemeat of his Gafsa speed bump cavalry unit, but
am still perilously weak along my right in the north. Hopefully,
I’vereduced Gary enough in his center that he’ll reinforce it from
his left, leaving my right with less to worry about. Gary only gets
air reinforcements for the next couple of tarns, then the land units
will start to replenish his ranks. I've got to move fast, but
everything seems against a quick decisive breakthrough unless
Gary decides to fight me in the open. Fat chance.

Alan assaults the line in the open by swinging another
armored car unit behind the engineers at 1406 and sending the
Sidi invasion force directly in on the line. The major blow was
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using 2 4-8 tank companies plus a 2-3 unit in 1205, plus 2 more
tank units and an AT bn in 1106 to attack Gary's two armored
units in 1206. He added in ME-109’s and came away with a D
Elim. His atiack on US forces in 1006 destroyed the tank unit
there on a DR3, but the 4-8 mech unit was able to retreat over the
djebel and get away.

Allied 15 February:

Hmm, this isn’t going to be so easy. With my forward
defense now shredded, my plans for having extra units just got
modified to having any units whatsoever. So, on to redeploy-
ment.

I send the BLM 5 CA to Sbeita to prevent Alan from
slithering thru my ZOCs there. My aircraft interdict 1407, 1408
and 1508 to help slow Alan a bit in the center. I redeploy on my
left back to the eastern edge of the high ground to gain better
protection. The French BLM 2 CA with a 2-3 plus a US 2-6 bn
g0 10 0808 to block the pass and hold the road. A French 2-3 and
US 2-6 end up on 0708 likewise. The rest of the line runs from
engineers at 1609 southwest to the US Rangers occupying 2114.

German 16 February:
Weather: Clear

Well, Gary wisely opted to pull back and not instigate any
battles this turn. His three air units were concentrated around
Wadi Hatab. This is interesting, as I almost certainly would have
put at least one of them on the road between Gafsa and Feriana
to buy a little time. He left me at least one sneaky little maneuver.
Ican occupy the cliffs which dominate Kef el Ahmar (where Gary
has a strong contingent located). Since he doesn’t have aZOC up
tomy panzergrenadiers which can make it there, they can sit there
during the combat phase and be a nuisance to him on his turn.

In the north, he pulled back to a defensive line. Whew! Looks
like that will be a quiet sector of the front for a while at least.
Thank goodness! My initial deployment there was awful (a gift
from the forced unit set up).

I continue to press straight on, rolling over Gary’s two
French speed bump units in and around Sbeitla. He’s trading
units for time right now — a sound tactic. I gota decent attack on
the high ground near Thelepte (2012), but my 5-1 odds result was
a CON. Still, Gary will probably want to pull out of there rather
than reinforce. I’ve sent my Recce units to the southwest of
Feriana. With any luck, they’ll force Gary to lengthen his right so
I don’t turn it. He can easily do it, but it never hurts to keep fires
burning for one’s opponent to deal with.

Five German tank companies, 2 leg infantry bns and a
motorcycle bn surrounded the French BLM 2-8 at 1208. Alan
rolled an 11, a DR2, and killed it. Three mech bns, 2 tank
companies and a PG bn hit a 2-3 French unit at 1309 at 8-1, with
Alan rolling a “6”, Delim. The US 4-6 AT bn at 2012 was hit by
one 12-6 tank bn, two 4-8 mech bns, along with supporting
artillery. The tank and mech units were at half strength since the
Americans were on higher ground, so the oddswere only5-1.The
results were a (CON). However, since players must in most (but
not all) cases attack adjacent enemy units if they stay in their
ZOC,aCON result generally means that the defender will retreat
on his own volition on the following movement phase.
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Allied 16 February:

Alan crashed into the center as expected, but the valiant
French BLM at 1208 slowed him up. A stack of 3-4 units got to
1409 but no further due to the interdiction. A huge stack of 6 units
hit the French at 1309 while a US AT bn tried to stop an Afrika
Korps assault. Alan didn’t get Thelepte THIS turn, but with the
entire Afrika Korps paying acourtesy call, I can’tstay. In fact, my
forces out on the ridge at 1509 to 1710 can’t stay there either. So,
back to the closed confines of Kasserine Pass I go. Alan is
threatening to flank me on my right, using those ubiquitous
armored car companies of his. Typical Germans, too, driving on
the right side of the road and all! <grin>

Again, we have to fall back and readjust. The left stays put
on the high ground with only a minor redeployment of some
French. The center sees US armor and mech (13-1A I and 6-1A
I) bns go to 1111, French infantry 2-3 to 1212 and US engineers
to 1311. Right in Kasserine Pass the US 26-1Iinfantry, 13-1A I
armor and 1-1A III armor hold at 1411. Just behind them as
support are the French 7AL-w I inf along with the 67 W artillery
holding 1412.In 1413 is a US artillery unit, the 34th, as more fire
support. A late decision moves the US 6-1A II, BR 16-51 armor
and US 601 AT bn to 0911.

In the south, I interdict the road at 2013 and 2113 as well as
string a line of troops from 1712 to 2015. This motley force can
only delay Alan until I can funnel more troops out that way. The
only thing worth anything in that area is Tebessa, but for now
there are several well-placed ridgelines for me to defend. I have
to keep Alan away from there, as this prize is worth 3 VP’s.

German 17 February:
Weather: Clear

Gary'’s steeling up his nerves for sure, now. He’s making a
steady retreat back to stronger defensive areas. Oh, not every hex
has been optimally chosen, but it’s looking a lot better for the
Allies now. His interdiction along the Feriana to El Ma el Abiod
road was very well conceived. With my work cut out for me, it’s
time to get the can openers out and see what I can pry apart. Pass
the chisel, boys.

Well, there’s bad news and less bad news tonight, Mr. and
Mrs. Germany... While Rommel’s vaonted Afrika Korps did
manage to overrun the Allied airfield at Thelepte, minor reverses
(in the form of Attacker Retreats) were suffered along the cliffs
to the west of Kasserine. Allied defensive artillery was the key to
these reverses (a key which we plan to do something about, given
the chance).

Fortunately, the “big push” on hex 1111, which would break
the back of the Djebel Semmama ridge line succeeded. While the
powerful forces advanced into an exposed position upon taking
that hex, their sheer strength (38 factors, with AA to prevent
Allied air operations against them) should sustain them against
any punitive counterattack. With the fall of another French
delaying unit in Sbiba, we grind inexorably on to Thala and the
“happy hunting ground” of the relatively open ground around it.

‘What Gary might do in reaction, I can only guess. However,
if he tries to hold the passes at Kasserine for one turn too long, it
will be a bloody day when we mop up his overextended forces.
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their appropriate routes of advance.
Stenkhoff expands 7 MPs to get to hex
1604, and so does not have sufficient
MPs to move farther and enter a US
ZOC. Therefore, the group stops in hex
1504. Gruppe Schutte advances to hex
1502 and there enters the ZOC of I11-168
Infantry on Djebel Ksaira. The German
player leaves the 215t Panzer Division

R . artillery in 1602.
) D4 In the north, Gerhardt moves through the
US infantry ZOC in hex 1102 and moves

to hex 1002, while Reinmann attacks
Sidi Bou Zid itself. Remmann's artillery
remains at Faid with the Pfeiffer’s infan-
try battalion and Lang.

After movement, Schutte attacks I11-168
on Djebel Ksaira at4:1 (the armor battal-
ion and flak battalions are quartered,
while the panzergrenadiers and artillery
are halved. This gives a total attack value
of 9 and 3/4 to 2, or just 1/4 point shy of
5:1) Gerhard: attacks 11-168 on Djebel
Lessouda at 3:1, while Reinmann, sup-
ported by a Stuka, attacks Sidi BouZid at
3.1. (Reinmannhas an attack value of 18.
The U.S. troops in Sidi Bou Zid have a
defense value of 18. This is a 1:1, in-
creased to 3:1 by the Stuka.)

With the benefit of excellent intelligence
concerning the location and strength of
U.S. units, most German players will be

Stenckhoff
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able to devise amuch more effective first
turn attack.

He’s determined to make a stand somewhere. Will it be at
Kasserine?

Alan surrounded the 2-3 French unit at Thelepte and killed
it. AUS engineering unit on the heights at 1712 was attacked by
two alc companies from 1812, one tank and one mech bn from
1811 and one PG bn from 1611. The attack was at 2-1 and Alan
rolled an AR1, giving yet more hope to US forces everywhere.
Another engineering unit at 1311 also repulsed a German attack
withanAR2. The French 2-3 at Shiba diedfroma close encounter
with Tiger tanks, while Aliiedforces at 1111 were hit by two tank
bns(a 16-8 and 12-8!), infantry, flak and Stukas. P-38’ s were not
able to drive off the Stukas and on a DR2 the Allied forces fell
back over the ridge. Kasserine Pass itself was quiet, but for how
long?

Allied 17 February:

1 absolutely must hold Alan to the east side of the Djebel

Semmama. If he gets through the Rohia gap (0711), then my
forces at Kasserine are in grave danger of being encircled. Thala
would be the first target for Alan to grab. Anyway, there’s too
much open ground for those 12 and 16 strength point panzer bns
to roam around on. Decisive action is called for!

1 attack the German Tigers and 24 Engineer bn in Sbiba
from three hexes with French, US and British forces in a concen-
tric attack from hexes 0809,0810and 0911. At4 to 1 oddsIrolled
a CON. ARRGGGHH! My best shot and it’s in the dirt!

In support of this, I send a 2-8 Engineer unit down from the
hills to attack a German artillery unit at 2-3 infantry bn at 1209,
I use a 64 US artillery unit in support to get 1 to 1 odds. This is
only suppose to be a spoiling attack to take his artillery off fire
support for the Sbiba battle as well as throw another speed bump
in the way. But, I get a 4 result, which is a DR1. Defending
artillery is climinated on any DR result, however, so this happy
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circumstance reduces Alan’s support firepower enormously.

The balance of my move is to tidy up the right flank some
more in order to keep delaying Alan. The main result of thisis to
finally place a unit (the 133-34/I11 2-6) on the ridge at 2019. This
anchors my line on the map edge to keep Alan from flanking it.
While he can obviously assault my line, he is at some risk doing
so, as opposed to giving him an end run option. The reinforce-
ments I get this wmn (5 bns of leg infantry and an AT bn), all
coming in at Le Kef, are sent down the road towards Thala for
duty either in the center or south. Probably the south.

Well, so what does Alan do? Hold at Sbiba, or attack NW
towards Rohia (0711)? Does he come over the Djebel Semmama
at 1111 towards Thala? My 6-4 artillery is stuck in Kasserine on
the front line. Alan certainly will selectively attack it, since
artillery is proving to be the key thatkeeps the Allies in this game.
The worry gnawing at me is that when my reinforcements start
showing up, the south will be in such a state that I will not be able
to feed enough help to any one area to regain lost VPs there. If I
can only stabilize it, then Alan has an assured victory of some
sort. The key, I think, is still the center. If I can stay in Kasserine
Pass, or very close by, my reinforcements will allow me to push
Alan around and hence regain territory.

Like the Americans did historically at this battle, Gary is
learning by doing. He's showing markedly improved tactical
skills as he launched a fierce counterattack on Sbiba. The elite
German Tiger tanks and combat engineers held him to a contact
(by sheer luck), but that was nothing less than the Fiihrer
expected (oh, brother!). To perform this, he ventured forth with
some of his engineers which were watching the cliffs along the
Kasserine pass around Djebel Semmama. While the close assault
on the Tigers didn’t go as planned, Gary did manage to come
right back and eliminate the best artillery in the Axis forces.
Clearly, losing this precious artillery at this early juncture could
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be the turning point of the entire battle.
German 18 February:
Weather: Clear

Another day, another disaster (this time around bloody
Kasserine proper). Using German tactical abilities to their fullest,
I concentrate an 8-1 attack on Gary’s artillery in the passes west
of Kasserine while soaking off against the rest of the stack in that
hex. As fate would have it, I roll a 12 (contact) and Gary’s guns
will just walk away. Quite simply, I don’t know enough German
swear words to properly express how I feel after that.

A counterattack north of Sbiba suceeds to a degree. If Gary
wants to party around that town or Kasserine, at least he’ll have
to deal with strong stacks of Axis forces bivouaced in those areas.
I can do little in the south, so I move into position to occupy part
of the Djebel Dernaia (1915) during my next turn. Two things are
fading right now: my momentum and my prospects.

Alan opts to attack the French and US units at 0809 with his
Tigers, a mech bn and both tank bns (the 12 and 16 strength
units), at 5 to 1 odds. A DR3 shoves them back to 0611. Gary’s 2-
8 Engineer unit out in the open at 1310 is Purple Hearted
(posthumously), while the Kasserine blocking force is hit by two
12 strength tank bns, four 4 strength bns of various types along
with an armored car company. Alan gets an 8-1 on the artillery
by selective attack, but only a 1-3 on the rest, due o Allied
artillery support.

Allied 18 February:

The artillery lives! The rest of Alan’s forces roll up an AR4!
The Americans hold at Kasserine!! But, looking at the overall
sitmation on the map, I simply can’t stay. I am next to forces
outgunning me about 3 to 1, so I will have to evacuate this hex.
But only back one to 1412, which means I can still hold Alan up
here. Most importantly, I keep that 6-4 artillery for use, though
Alan has interdicted the area west of Kasserine to slow my
pullback.

To achieve that attack out by Sbiba, Alan pulled off of the
Semmama from 111 1. This, for now, gives me hope in the center.
This turn I get 6 bns of reinforcements. I still want to do
something about Kairouan, so can I use some of the new folks up
in the north? Or all to the south? Decisions, decisions...

This turn sees no attacks from me, but a continued adjust-
ment of the line. The reinforcements puzzle ook me a while to
decide on, but I ended up sending the entire British contingent of
two armor bns, one mech, one leg bn, one AT unit, and an artillery
bn up the road from Le Kef to Pichon. The Kairouan push will be
on, but these troops can also move SW towards Rohia if Alan
heads out that way.

I move to block the pass at Rohia with odds and ends. Alan
can goin and attack, but delay is my friend here and he can’t push
out that way unimpeded with my moving a tank, mech and Atbn
t00912, along with an 8-4 artillery unitin 0713 to cover the Rohia
gap.

Three US 2-6 in 1012 cover the Thala/Kasserine road while
French BLM units occupy Thalaitself. Another French 2-3 holds
the gap at 1212. Kasserine Pass holds with the artillery and a 2-
6 as a blocking force, since the artillery can’t move any further




west. From there south, I've reinforced the line with the British
Guard bns that came in as reinforcements last turn.

German 19 February:

‘Weather: Heavy Rain. All planes grounded. All dirt roads are
ignored for movement and supply.

A welcome respite comes in the turn of a general Allied
pullback along Gary’s eastern lines. I've slowed down his artii-
lery enough around Kasserine (thanks to the interdiction of my
Stukas) to afford me another swing on them. I'll probably need
my Tiger tanks to get there, but he’s interdicting the Sbiba-
Sbeitla-Kasserine road. Thatcould prove decisive. Hereinforced
his ridgeline from Ouseltia to Wadi Hathob. Britishers are
moving up from Le Kef. I feel a counterattack aimed right at my
airbase/victory points around Kairouan.

Despite the heavy rain grounding my airforce and turning the
minor roads to 1MP hexes (as opposed to their normal 1/2MP),
I'manage to concentrate enough tanks through the Kasserine Pass
to force the cliffs of Djebel Semmama and Djebel Chambi and
breakthrough to the source of Wadi Hatab and the plains below
Djebel el Hamra, In the process, I finally nailed that artillery unit
which I missed last turn (and about time, 100). I rolled very well,
although suffering some exchanges which always work to Gary’s
advantage with his new troops rolling in every turn.

I packed the boys tall in Sbiba and am daring Gary to
counterattack there and along Djebel Semmama. Hopefully, my
units operating there will distract him away from launching an
attack on Pichon and El Ala for a while. With all my artillery (both
surviving pieces) concentrated around Kasserine, any counterat-
tack he makes away from that point will be bad news for me!

The attacks worked out as follows: the artillery and 2-6
infantry in Kasserine Pass were hit at 6-1 odds with a DR3. The
artillery died and the infantry retreated to 1416. The 2-3 French
atl212 were hit by three 4 point German bns from 1211 and died
Jroma D Elim. A US 2-6 at1612 was hit by two 4 point German
bns and suffered an EX. A US AT bn stacked with a 2-6 inf bn at
1713 was hit and also suffered an EX. A 2-8 Engineer bnat 1814
was attacked and forced to retreat on a DRI,

Allied 19 February:

Overall, Alan did well against me. I'm supposed to be
trading SPACE for time, not UNITS for space! My right contin-
ues to bleed, which I really can’t take if I’'m to hold these ridges.
My planned attack towards Kairouan will still go off because I
need those points and Alan will have to divert forces from the
center to stop me. I need good weather next turn as my aircraftare
all grounded for now. This is also costly, as I could improve my
odds for a major breakthrough up north with them.

The Allies March! An Italian 1-2-3 at 0305 gets hit by two
4-6’s and a 3-8 from 0306 as well as four 2 strenght units in 0405.
The Italians take a DR4 back to 0201. A 3-8 mech and a 2-6
infantry unit grabs that hill at 0305. The Germans at 0505 are
attacked by a2-6 with a 64 artillery unitin support, but the attack
stalls with an ENG. A soak-off 2-6 attack on a German 4-3 on
0605 sees the US unit die for the cause. Down by Thala, two US
units and two French units (all in 1113) along with artillery
support hit a German 4-3 and 4-8 in 1212 at 2 to 1, but again the

result is an ENG.

Well, I got my opening up north. I can see

the spinning props at the airbase from my hilltop view. Let’s see
what Alan does in response. After all, from here I can also
threaten Faid (1 VP) as well as Kairouan. Alan has no artillery up
here at all, so he’s going to have to pull some from elsewhere on
the front to help out, or divert his aircraft up here. With 1-2-3
Italian troops and 4-3 Germans, he has neither the speed nor
stamina present to stop me. Hopefully he gets the message.

German 20 February:
Weather: Clear

Rats! He’s pushing right where I didn’t want him to go!
Everything will hinge on not getting heavy rain again next turn.
If the skies are clear enough, I should be able to shuffle enough
boys out of fortress Sbiba to shore up the lines around Pichon. If
not...well, let’s not think about that now, shall we? <sigh>

Gary’s counterattack near Thala comes up ENG, which
means that all my unemployed tanks in that area are more likely
to head for Djebel al Hamra and a breakthrough toward Tebessa
than opening the gap toward Thala. It’s going to be a wild turn....

A wrn that might have gone down in the Wehrmacht “Hall
of Shame”. All my artillery suppression attempts (three of ‘em)
failed! Naturally, that ruined every attack and Loki was having a
field day tormenting his Germanic children. The battles around
Pichon are a case in point. Two 2-1s and a 1-2, despite throwing
in a tank battalion. An AE at the 1-2 really set things back, too.
How I"'m going to deal with whatever happens there next turn, I
don’t know. Fortunately, his reinforcements are slowing down.
But I'm worried, nevertheless.

So, I'm going to go full out in the south and grind down
Gary's forces as best I can. The center, at least towards Rohia, is
out as Gary can switch from Pichon onto my flank too quickly for
my taste. Besides, I don’t need to create a success there, I've got
one brewing down by Tebessa which I can reinforce.

Gary left a weak point on the high ground near Bou Chebka.
Although he threw in 10 factors of artillery support, I still got the
retreat result I needed after flinging every tank, gun tube and
bayonette in the area at it. By stacking two 12-8sand a 16-8 in the
same hex, I’ve created a 500 pound gorilla (As in the old joke,
“Where does a 500 pound gorilla go? Anywhere it wants t0").
Gary has a hoard of small units trying tochip away at Kénig Kong
like a bunch of army ants. I must stomp them somehow.

The only problem with a 500 pound gorilla is that it can be
in only one place at once. Fortunately, mine is heading straight for
Tebessa and Gary will have to strip away valuable forces from
other sectors of the front if he wants to stop it.-In this crucial
sector, with my artillery units stacked together under a flak gun
so that he cannot suppress them from the air, I’ve got some
momentum going, and hopefully there is enough time to take
Tebessa.

Allied 20 February:

Well, Alan strips out a 12-8 armor and 4-8 mech from the
Sbiba area to reinforce his northern waste. He throws three
attacks in, the first at units in 0204 ends up AE, costing him that
4-8 German mech bn and an Italian 1-2-3. His 12-8 armor hits
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0305 and stops short on a CON result. Two 4-3 German leg bns
hit 0506 and are also stopped on a CON. To add insuli as well as
more headlines to injury, my Spitfires shoot down the Stukas
Alan had in support of this effort. Grand!

However, the serious news is that Alan has massed two 12-
8 and one 16-8 armor bns into one stack, threw in more troops
than I care to talk about and, despite 10 factors of artillery
support, he shoved a US Engineer and British GDs bn from 1716
near Bou Chebka back to 1518, just outside of Tebessa (outin the
open, to boot): This new stack of armor is dreadfully strong (40
strength points!) and the only counter is artillery. But, now I've
got to get even more down there just to slow these boys up.
Where’s the Death Ray when you really need one?

My plans are simple: Get Kairouan, get Sbiba, and hold
Tebessa. Two of these I can do. Tebessa will need massive luck.
First, I pull into a perimeter close to Tebessa. All we can do for
now is hold and bring up the reinforcing artillery for future use.
But not this turn.

Up north, we continue on towards Fondouk. My B-25 unitis
driven off again by FW-190’s, resulting in the attack at 0504
coming out an AR3 for me. A German 2-3 in 0203 ends up with
an ENG result. The Allied counterattack on Alan’s 12-8 tank bn
is an EX. I lose all my attacking units, but Alan loses his
“equalizer” in the area. Again, I've got my chance, but that EX
cost me my readily available exploitation forces. [ have more, but
they are not handy at the moment.

I’ve made my moves and plans for Sbiba. Next turn will see
another battle for it. A major success there and perhaps we could
make Valentine's Day interesting in Kasserine.

More “good news/bad news” fromthe front. While Garyfell
back to Tebessa, he exchanged away an entire panzer battallion
at the pass east of Pichon. While he bled eight factors to Alan’s
twelve in that area, it's far from stablized. If Alan can get to
Tebessa, it will take out two of Gary’s air units and probably win
the game.

German 21 February:
Weather: Rain

Gary had to pull back to a tight little knot around his airbase
as I'm threatening his supply lines there. Now to cut his Gordian
knot! Let’s see... where is that “Appeal to the Gods Table” again?
With the bulk of my forces around El Ma el Abiod mopped up
after last turn’s ENG result, the 500 pound gorilla pressed on
against the flower of the Allied army positioned just outside of
Tebessa at hex 1518. My Stukas were again destroyed by Gary’s
timely roll of a 6 in interception combat (he’s had quite an
impressive streak of those lately). Two factors shy of a 3-1, Iroll
an ENG at 2-1. The Gorilla is stopped for a turn, but oodles of
Axis troops have been freed to reinforce this engagement from
the South next turn. It still looks bad for Tebessa.

I've spread myself out real thin elsewhere. While atiempting
to perform some stabalizing attacks around Pichon, I managed to
roll a 12 (Attacker eliminated) and lost another 4-8 battallion.
That simply won’t do. I’'m being bled and pressed everywhere.
However, Gary is going to have to make a stand here and a grab
there if he’s going to win, and his forces aren’tlooking exactly hot

16 FEBRUARY-MARCH 1993  #74

either. I guess we’ll justkeep trying to bleed each other to death...

Alan closes the Fondouk gap by pulling even more forces
from the Sbiba area. He gets a surround on a British 3-8 mech bn
at 0304 and it dies on a DR2. A 4-3 and 4-8 attacks a 2-6 at 0606,
butl throw artillery supportinandAlanrolis12onalto1,losing
one unit and retreating the other to 0505. It' s a mess folks, but
there is still a glimmer of hope glinting off the whirling props of
the German airbase at Kairouan and all the lovely VPs it
represents. However,down by Tebessa, things are beyond messy;
they' re downright grim. The US Rangers and British 3GG Gds at
1816 die in a hail of gunfire at 4 to 1 odds, trapped by a previous
ENG result. The Tebessa defenders (a US 6-8 armor, 4-8 armor,
2-8 Engineers, and 2-6 British Gds) with artillery support are hit
at 2 to 1 by that huge 40 point stack with a 24 Engineer helping
out. This turn, it' s an ENG. On an ENG result, the defender can’¢
retreat—well, not Allied defenders anyway as the Germans have
that tactical expertise rule to fall back on should they find
themselves in a similar situation. Aside from an outright D Elim,
this is the worst possible result.

Allied 21 February:

If I could retreat my forces at Tebessa, the mounting artillery
forces I have moving into this area could combine with them to
form a potent counterattack. In fact, the artillery factors alone will
probably stabilize this sector of the front. But they’re not here yet
and, unless I get away from this death grip next turn with af least
a few survivors, this front is pretty well lost.

Well, off and into it. The Allied forces slam into Sbiba (I bet
the townfolks there are very tired of this property depreciation)
using British tanks, US mech and AT, French infantry, and
everybody’s artillery that will bear. With a3 to 1, we geta DR3
and Alan’s off to Sbeitla.

The German 4-3 at 0505 gets B-25s (not intercepted this
time, thank you very much), a4-6 British tank bn, 2 4-8 US tank
bn along with a 2-6 US infantry bn and artillery support. At4-1,
we smoke him good.

German 22 February:
Weather: Clear

Things continue to deteriorate in my desperate defense of the
Kairouan airfield. Still, I should have enough units to hold Gary
off, despite losing my prime defensive real estate along Ejebel
ech Cherichera. Compounding the bad situation, Gary’s tossed
me out of Sbiba, a victory point city. He’s rolling like a house on
fire, so how can you stop that?

On the up side, even Gary admits that my getting Tebessa is
likely in the next turn. If I don’t getit by then, he’s freed up a ton
of reserves, including lots of freshly arrived artillery, to hold it at
all costs. Looks like this turn is now-or-never time for all the
glory.

It appears to be another good news/bad news turn, but with
slightly more good than bad. I was able toinfiltrate and maneuver
to surround Gary’s engaged hordes blocking my triumphal entry
into Tebessa. By rolling up most of my boys in the neighborhood,
I managed a 4-1 on the Allies and, with mercifully average die
rolling for a change, get the DR2 which sent them to join the
swelled ranks of the Allied dead pile. Tebessa fell, and while




Allied resistance in the area is hardly in disarray, there is little he
can do with the boys in 1619 cut off and my 500 pound gorilla
pressing against the high ground to the north of the air base.

In the center, I set up the strongest, lightest screening forces
whichIcould leavein good consience and headed every available
"swinging sauerkraut” to plug the enormous hole at Fondouk.
This time, however, the force was not with me. My counterat-
tacks culminated in a 5-1 contact result and an A elim at 1-1; not
good. Gary definitely has an opportunity here if he can muster the
forces and has a little luck.

Allied 22 February:

Alan got his victory parade at Tebessa. Once that last
ridgeline of the Djebel el Hamra was passed, it was near certain.
Alan’s DR3 result on turn 7 pushed me out onto the flats and that,
as they say, was that. The Tebeesa defense froces were again hit,
this time with4-1 odds and my forces unable to retreat. While two
2-6 US infantry bns at 1619 had only an AR1 against them,
moving them to 1520, these survivors are not in any shape to slow
the Germans, except as speed bumps.

Allied artillery now moves into covering positions to the
north of Tebessa to support the remaining defenders along the
12XX hexline. I now have enough artillery to provide every
defender with at least 12 support points. Even the Thala area now
has adequate cover. Both it and Le Kef should be safe from
further German attacks. Unfortunately, they arrived a turn too
late to save Tebessa.

Artillery IS the answer to the 40-point German tank stack.
The Allies just get this antidote somewhat later in the game than
I would have liked. Playing this again as the Allies, I'd treat my
artillery with alot more respect and care in handling than I did this
time around. In fact, now that I'm thinking about it, I'll send
another 6-4 artillery reinforcement up to road to support my drive
on Kairouan.

The Allies attack a surrounded German on the heights at
0305at2t01.Isan EX, but we’'1l gladly lose a French 2-3 to get
this point again, German units at 0304 and 0403 (a 4-3 and 4-8
respectively) are hit with B-25’s (FW-190’s missed again),
artillery, and two Allied 4 point units at 4-1 odds. It’s aDR4 and
the Germans run, due to ZOC constraints, all the way back to the
outskirts of Kairouan! However, a soakoff attack by a US 2-6 on
an Italian 1-2-3 at 0204 ends up with an AR4, This leaves Alan
an opportunity to exploit around my flank. Finally, a German 2-
4-8 AT unit at 0603 gets hit by a US 2-6 Infantry, 4-8 US mech
and a British 2-4-8 AT bn. An ENG results, which is not overly
bad, but I wanted a hole or at least more room to manuever.

I've got my long-sought breakthrough at last, but even IT is
tarnished by that soak-off retreat. Still, there are only two turns
left. Obviously, we must push on as opportunities are slim
elsewhere. Even Faid (1201), just a dream two turns ago, is now
atleast a glimmer just over the horizon. Alan has got to know this
and will fight like hell to save Kairouan. Booty in the south is slim
pickins with Tebessa all wrapped up like a German Christmas
goose, but Alan may still try for Thala. Its light shines a wee bit
brighter for him than Faid does for me, so tomorrow should be an
interesting day. I find out Alan’s intentions soon enough!

No one can doubt that Fortune favors En- ST O RY
glishmen after this turn! Since Alan failed to get

the airbase hex proper adjacent to Tebessa, the last sortie of the
B-25swas against the pivotal defendersin front of Kairouan. The
Fw-190s completely missed their chance to bounce the Allied
bombers (again!), and so Gary’ srisky2-1 wasinstantly raised to
a 4-1 attack. The ensuing retreat went all the way back to
Kairouanproper and Gary advanced inwarm pursuit (he doesn’ ¢
have enough units in the area for a hot pursuit).

German 23 February:

Weather: Clear

Although the rest of the line is quiet, there is little I can do to
save the situation at Kairouan in time. With two turns left, my 500
pound gorilla simply can’t shift fast enough from Tebessa, which
we must hold in the face of a counteratiack. After all, Gary’s got
aslew of artillery units in position in the area now. This turn will
be as interesting as it is desperate.

Rommel leaves behind the artillery and enough miscella-
neous units to hold Tebessa from counterattacks (my preemptive
strike in the area resulted in an engaged outcome). I break up the
500 pound gorilla and sent it northeast with all dispaich. The 3-
6-4 flak units makes it to Kasserine, the 12-6 to Sbeitla while the
12-8 and 16-8 close in on Hadjeb el Aioun.

During the combat phase, however, everything turns out
bad. My Stukas, back from their third resurrection, get bounced
(suddenly the RAF can do no wrong!) over my measly 2-1
counterattack against the advancing armor rolling up toward
Kairouan. With cruel disdain, the dice roll neither hot nor cold to
decide the issue, leaving our forces engaged. Ultimately, I think
that outcome will work to Gary’s advantage next turn. My boys
certainly don’t have a lot of room for retreat!

As my Italians A-elim themselves into soak-off oblivion,
ecasing the situation for Gary that much more, it’s looking bad for
the German airbase in the corner of the map. Still, after a quick
count of victory points, it won’t change the marginal victory I'll
achieve even if he takes it. Small consolation, though, because
the Fiirher will have my guts for the sausage factory if I lose that
airbase,

Alan moves against the two 2-6’s in 1219. Strange, does he
think Gary will counterattack into the hornet’s nest of Tebessa?
The three big armor bns blaze north, headed for the Fondouk
front. Kasserine and Sbiba stay quiet. Alan manages to surround
the US 4-8 at 0202. The results are an ENG against the 2-6’s in
1219, which ties up two 4-4 German units, a 2-7 armored car
compmay, a 2-4 engineer, a 4-4 Italian armor bn and an Italian
recon bn. At 0202, his Stukas are driven off again by my P-38’s,
so Alan’s attack ends up being 2 Italian 1-2-3's, a 4-3 and 4-8
German bns. Soaking off on an adjacent 4-6 with an Italian unit,
Alan comes up with an ENG.

Allied 23 February:

Brilliant, decisive planning on both our parts all hinging on
afew die rolls! (Who invents these games, anyway?) Alan’s pull
out of the armor and shifting it north has squashed any hopes of
capturing Faid (hope sort of “faided” away, you might say). Alan
has also reacted more strongly than I might have guessed to this
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drive. Anyway, on to Kairouan!

1 move up another 64 artillery unit to attack the German 2-
4-8 at 0603 along with two US 2-6°s, 2 US 4-8 mech and 2a UK 2-
4-8 AT bn. A DR moves Alan out. At the all-important outskirts
to Kairouan, the two German 4 strength units are hit by two US
4-8’s,aBritish4-6and US artillery. Allied Spitfires attempt to get
in on the kill, but are driven off by the the FW-190’s once again.
Iroll an EX. The Allies are left again on the outskirts with Alan
having a chance (though barely) to stop them. However, I'll stay
put to avoid any 11th hour end run by that German 2-9 armor car
unit (I hate those guys!) at 0601, So does Alan let this go or does
he try to redeem this VP loss and maintain the “purity of his
honor?” (Oh, brother!)

German 24 February:
CLEAR (“Again!” Gary groans. Hehehe.)

Gary continues to press around Kairouan. My two 4-factor
defenders perish in the blazes of an EX result, so Kairouan will
certainly fall during Gary’s next move. He’s got gobbs of guns
shoring up his Line along the 12XX hex row, but not 100 many
elsewhere. I’ ve been eyeballing Sbiba, however, and was think-
ing about hosting a 500 pound gorilla reunion in hex 1009. While
one more victory point won’tincrease my level of victory, taking
Sbiba may increase my satisfaction and save my hide with the
boys at OKH if I take it. What the heck!

Inow acknowledge thatI'm too weak and Gary has too much
artillery in the north for a proper attempt to relieve Kairouan, so
I'reassemble the 500 pound gorilla, complete with Tiger tanks, in
hex 1009 and strike my way toward Sbiba. I managed to suppress
Gary’s only covering artillery unit to insure the odds, but wouldn’t
youknow — a CON result! Sorry, kids, no soap. He may pull out
during his tum, but I am sure thatIcan’t goin, so Gary will control
it when the points are counted. Well, in conclusion, it was worth
atry.

Alan tries to redeem himself, at Sbiba no less! The attack
consists of the Tiger company and the BIG 3 armor bns, the 16-
8,12-8 and 12-6. The odds are 3-1, but the results are a CON —
the dice being fickle up to the end.

Allied 24 February:

With a small victory parade, I march into Kairouan with my
4-8 US unit. At Sbiba, if I stay I must atiack Alan’s forces. If I
suffer a retreat, he can occupy it and gain the VP’s for it. What if
I'retreat out of it and the game ends? If T am the last to hold it, do
1 get the points? The rules are a bit opaque: they say merely that
the Germans get VP’s for HOLDING certain positions, Since
Alan doesn’t literally hold Sbiba, we agree that the poinis go o
me for being the last player to hold the ligtle speck.

On Gary's last turn, he simply pulled back and didn’t fire a
shot. After moving into Kairouan and out of Sbiba, he didn’ i need
to. Alan won a Tactical victory. Both players had plenty of
opportunities to do better. This was the first time playing this
game for all of us and, while not exactly a comedy of errors, it was
definitely a learning experience.
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GER
ALAN

I won this game by adopting a strategy of brute force and
ignorance grin. It took a 500 pound armored gorilla to get where
I wanted to go (Tebessa), but it cost me a victory level to let
Kairouan fall. Even then, Gary’s stubborn defense in the area
should have given him better results, but my success early on
made it harder for him to hold and counterattack. Once the game
got inio the later turns, when Gary’reinforcements should have
helped blunt my southem drive, they could only defend, not
attack, in the south.

Whatreally decided the game, however, was Allied attrition.
Wherever I could surround Gary’s units and trash them, I did,
evenifitmeant delaying the push a turn or pressing on to the next
objective. Keeping the early losses grossly disproportional was
probably the real secret of my success. Then again, that bad luck
with Gary’s fighting withdrawal from Sidi bou Zid made my task
easier during the critical early turns.

GARY

Alan’s victory by one VP was well earned. There are two
points about this game worth noting, one dealing with strategy
and one with tactics (hminm, sorry for the unintentional shame-
less plug for that other magazine).

N POST-GAME WRAP UP:

First, my original thoughts were obviously to conserve
forces by adopting a tough defense on all the ridge lines. This is
right and proper for the Allies, and will keep the German wolf at
bay until the reinforcements pour in.

I changed this plan when the forces at Sidi bou Zid survived
the first turn onslanght. I moved out to try and save them in order
10 have more forces early on to throw at Alan. In retrospect, the
fact that they survived at all meant they were still aroadblock and
delaying force, giving me another turn. Losing more troops to try
and save them was a mistake I paid for on every remaining turn.

Second, Alan’s “500 pound gorilla” was a nasty shock. A 40-
point stack makes the Allied two and four strength units quail in
horror. The answer is that Allied artillery can, once collected,
pound the panzers into scrap or af least support these weak Allied
units in selective attacks. Certainly, when my northern push
towards Kairouan got going, Alan had 1o shift forces to meet it,
which forced the gorilla break up accordingly.

In short, the Allies victory is highly dependent on their
competent use of artillery in defense and their selective use of it
inoffense. By maiching it up with a carefully husbanded armored
force, they can create their own gorilla or two. Something, of
course, that I wasn’t able to capitalize on this game.

Overall, this is a fine system. It gives a good flavor of
combined arms, tactical skills and various national capacities and
capabilities without a lot of clutter or time drag. The system
works; the players don’t have to fight it, just each other. [ |




IBeature:

Feature Replay

NACHALOS:
Stalingrad Pocket Game Replay

In all the weeks of bitter door-to-door,
brick-for-brick fighting, there was no qui-
eter moment in the streets of Stalingrad
than during the early morning hours of 19
November 1942. The sound of distant yet
unmistakable thunderous gun-fire began
at 6 a.m., and ushered in new hope for the
defenders of Stalingrad. In Moscow, one
word was spoken, “nachalos!”—"it’s
started” . The Soviet Winter Counterof-
fensive, Operation Uranus, had begun.
An assessment of the military sitnation
at the time is recounted nicely in the book,
World War II, Day by Day, published by
Dorset Press. “The German forces
throughout the southern Soviet Union are

by John Kranz and Stephen Baumann

hopelessly overextended. Stalingrad has
drawn German troops like moths to a
candle [great metaphor!] while both on
their left and right are unreliable allies
[Rumanians and Italians]....The Soviets
have assembled more than 500,000 infan-
try, 900 new T34 tanks, and have the sup-
port of masses of artillery and over 1000
attack planes.”

Stalingrad Pocketrecreates the events
which transpired during November-De-
cember ‘42 on the Don Front, which many
consider the tarning point of the Russo-
German War. The campaign resulted in the
containment and ultimate destruction of the
German Sixth Ammy. Stalingrad Pocket

also ushers in The Gamers’ Standard Com-
bat Series (SCS) of games, featuring com-
pact and simple-to-learn rules. Although
Dean Essig and company are better known
for their relatively detailed and compre-
hensive treatment of battles, this game is
reflective of the current trend in the hobby
to provide veteran gamers with highly-
playable games which are quick and easy to
learn.

The game comes complete with two
separate 8-page rule booklets, asingle 22 x
34 inch map, and 420 counters. Game scale
is two days per turn, with each hex span-
ning 5.5 kilometers. Unit formationsrange
from battalion to division in size, and in-
clude special units from German Alert
Battalions to Soviet katyusha (rocket)
units. The rules are separated into Series
RulesFolder, to be used as a basis for future
SCS game designs, and the Exclusive
Rules and Scenario Folder. While this re-
play focuses on the campaign game, two
mini-scenarios are also included in the
game. “Race to Kalach” recreates the ini-
tial stages of the Soviet attack in the North
orchestrated by the Soviet commander
Vatutin, and is only three game tumns in
duration. “Wintergewitter” recreates the
attempt by German Sixth Army under
Paulus to reopen the pocket and reestablish
a line of supply, and is five game tums in
duration. Both scenarios are quick-playing
and can be easily completed in a single
evening.

As mentioned, Stalingrad Pocketisa
simple game using an “Igo/Hugo” move-
fight-exploit sequence of play. Since the
game has recently been reviewed in Fire &
Movement No. 84 (Jan-Feb °93), I will
reserve comments on game mechanics
only where appropriate to this replay. Also,
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Feature Replay

SP Counter Information
Unit Type Symbols

3 Infantry Germans:
Field Grey
@ Armored Infantry Rumanians:
g Motorized Infantry Orange-Brown
Luftwaffe:
Armor Grey-Blue
Soviets:
Assault Gun Brown Drab
Z Cavalry Guard Urllziis(;
Alert Unit Soviet Naval Infantry:
Light Blue
m Motorcycle The colors inside the

Counter Colors

Supply Range

Barrage Strength

Attack
Strength

Supply Range

unit symbols identify
the units of Soviet
HQ Armies and German

Corps.

—

Movement Allowance

Rocket
Artillery

Air Base

—

Movement Allowance
Defense Strength

Supply Unit

—— Movement Allowance

I—-——“

due to the high-unit density in the cam-
paign game, this article serves to provide a
general narrative of the action which took
place during the course of play. A detailed,
step-by-step account of each maneuver is
simply not feasible within the confines of
these pages, nor would it serve the reader
well in geiting a sense of the wide-ranging
and lightning maneuvers which can take
place during play.

Maneuvering and Combat

Taking into consideration the non-
locking zomes of control (ZOC), liberal
overrun rules, and exploitation movement
phase, this is one of the most open-ended,
see-saw games of bluffs, gambles, spear-
heads and wide-ranging flanking maneu-
vers that I have come across in recent
memory. Translation: this is one hell of a
fun—and tense—game to play. To illus-
trate this point, consider that the more

mobile units can easily cover no less than
18 hexes, or 90 kilometers, when moving
along tracks. Add to this another 45 kilo-
meters should they be conducting road
movement!

Another key factor involves how com-
bat is handled in the game. In a word, it’s
bloody. Furthermore, friendly units do
NOT cancel out enemy ZOC’s (EZOC) for
purposes of conducting retreats, and
EACH unit must absorb a step loss when
retreating into an EZOC. The only saving
grace is that one has the option to absorb
retreat results by taking additional step
losses instead. Taking the combat table and
EZOC effects on retreats into account, not
to mention the great mobility in the game,
it is quite easy for one o transverse long
distances and orchestrate a deadly and
well-orchestrated attack. The defender is
largely unable to react in such instances, at
least until his Player turn comes up. In
some instances this translates into watch-
ing single stacks of units conduct large
sweeping maneuvers [40+ km], one over-
run, one normal combat, more large ma-
neuvering [40+ km], and yes, folks, yet
another overrun! Okay, NOW wy to do
something... Well, actually I have over-
blown a situation that although plausible in
theory will rarely occur in practice (see
below). Nonetheless, the maneuverability
in this game seems more reflective of
desert warfare at times. I can’t help but
expect the Rommel counter to pop up un-
expectedly during play. Speaking of North
Africa, and while I am off on this tangent,
this is an opportune time to announce that
the next SCS game will indeed cover none
other than the North Africa campaign.
Seems that Rommel counter might show
up after all.

Supply and H@ Units for
the Soviets

The great mobility afforded in play
does not necessarily translate into Soviet
units resembling units swarming like fire
flies around the helpless German, unless of
course the German Sixth Army has been
securely pocketed at Stalingrad. A key
handicap for the Soviet player is to manage
fragile supply lines by remaining in range
of a Soviet HQ formation (units out of
supply have their combat strength and
movement allowance halved). Sounds
simple enough at first glance. The Catch-

22 in all of this is that Soviet HQ units are
restricted to movement along roads, tracks,
or railroads, and their movement is nor-
mally no more than four to six hexes per
turn at that! Thus, should any Soviet mo-
bile units decide to venture off and form
deep-penetrating spearheads, expect the
German commander to prepare a harsh
response for these exposed, often
unsupplied, units. This helps check occur-
rences as outlined above, in which the
Soviet player can maneuver units all over
the mapboard without concern for reprisal.

One final word of caution for the Soviet
commander: protect your HQ units! De-
spite having overwhelming combat superi-
ority, guard against becoming careless and
leaving any of your HQ units exposed. The
German player will gladly send a mobile
formation on a death mission just to elimi-
nate one of your valuable yet unprotected
HQ units. Loss of Soviet HQs will seri-
ously impair your offensive capability as
you try to shift HQ assets and reestablish a
line of supply. This is easily the single
greatest contributor to the German player
obtaining victory.

German Defense and the
Stalingrad Question

The German Player has three primary
concemns as reflected in the game system;
holding Stalingrad while keeping supply
lines open, knowing when to release the
German 51st Army, and keeping casualties
down while blunting the Soviet encircle-
ment. Before discussing these, however,
let’s first take a look at German supply
considerations.

Unlike the Soviets, the Germans have
great leeway in maintaining lines of sup-
ply. For all units with the exception of Alert
battalions, formations may trace an unlim-
ited line of supply to the western map edge.
Thus, unless units are completely sur-
rounded, these units will remain in supply.
Now, a word about air supply. A key deter-
minant of German success hinges upon
receiving and storing up supply units that
are brought in by airlift at either Pitomnik
(38.27) or Gumrak (38.29) airfield. These
supply points are needed to maintain the
fighting effectiveness of unmits pocketed
within Stalingrad. Airlifts are only possible
by restricting the maneuver of German 51st
Army units within the specially-desig-
nated Stalingrad area, while one or both
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airfields are still in German hands. Thus,
the German player needs to protect these
airfields at all times. Should both airficlds
already be destroyed, no strategic decision
remains in deciding when to withdraw the
German 51st Army from Stalingrad as air-
lifts are permanently suspended.

Victory Conditions strike a fine bal-
ance between military and political objec-
tives. Political objectives force the German
player to hold Stalingrad at all costs. Since
unsupplied German units are considered
destroyed at games’ end for victory condi-
tion purposes, the German player must
sacrifice as few units possible while still
holding at least two of the four Stalingrad
city hexes. German losses of 110 units or
greater immediately results in a Major So-
viet Victory, so the amount of losses the
German player can absorb while holding
Stalingrad comes directly in question. This
becomes a double-edged sword as units
located in Stalingrad are almost surely ex-
pected to be pocketed—so the question
becomes, “How many units does the Ger-
man player commit to the holding of
Stalingrad?”

Furthermore, this sword gains aragged
edge when considering the added compli-
cation of deciding when the German 51st
formation should begin pulling out of
Stalingrad, as doing so immediately can-
cels all airlift efforts. Unless the Soviet
player makes some major blunders, result-
ing in several HQs being eliminated, the
German player will surcly be facing a
quickly forming pocket, particularly from
the south. Does the German player fight
from the beginning by releasing the 51st
Army and bleed units to slow the pocket
from forming, or does one let the pocket
develop without interference in order to
conserve units for a late attack toreopen the
pocket?

Needless to say, although the German
player is definitely on the defensive, this
certainly does not translate into the Ger-
man player having only limited decisions
to make throughout the campaign. The
German player needs to maintain mobile
reserves in key areas to strike out and
eliminate any exposed Soviet Army HQ
units. This is, after all, the surest way of
bringing the Soviet Offensive to a grinding
hale.

Having touched upon various key fac-

tors to play for both sides, let’s now turn
our attention to the Campaign Game Re-
play which took place, appropriately
enough, on 19 November—marking the
50th Anmiversary of Operation Uranus.
Replay

THE GAME: Campaign Game scenario
for Stalingrad Pocket (published by The
Gamers, Series design by Dean Essig,
game design by Masahiro Yamazaki).
THE SITUATION AND HEISTORICAL
OUTCOME: Soviet forces are poised to
launch Operation Uranus in the early
morning hours of 19 November 1992. The
Soviet Winter Offensive leads to the con-
tainment and ultimate destruction of the
German Sixth Army at Stalingrad.

THE GAME SCALE: Ground unit for-
mations are battalion through division, in-
cluding specialized units (Soviet katyusha,
or artillery); One hex spans 5.5 km; each
Game Turn represcnts two days.

THE PLAYERS: John Kranz, Soviets;
and Stephen Baumann, Axis Forces (Ger-
man/Rumanian).

OPTIONAL RULES: Soviet second ech-
clon initial deployment restrictions, as
published in the Fall 1992 issue of Opera-
tions (pg. 25 - Cracking the Code), pub-
lished by The Gamers.

INTRODUCTION

This replay took place between myself as
the Soviet forces, and my friend and fellow
Zurich gaming buddy, Stephen Baumann.
For those who own this game, please refer
to the back cover of the Stalingrad Pocket
Exclusive Rules which features a reduced
copy of the game map. This will assist in
following the action described below.

PREGAME PLANNING

SOVIETS

I already have the upper hand before
play since the German Player must make
their initial deployment prior to the Soviet
Player. This allows me to better assess the
simation and deploy my forces accord-
ingly. It is worth noting that the Soviet
Player is limited in deploying a second
echelon of forces behind the front line,
however. This is covered in the Fall 1992
issue of Operations (pg. 25 - Cracking the
Code), the in-house magazine published
by The Gamers.

My avenues of attack are clear cut,

Feature Replay

although all Soviet units initially out of
supply will not launch any attacks until an
HQ unitbecomes available o supply them.
1 will be extremely aggressive from the
north with the powerful 5T Army. Here the
Rumanian 1st, 2nd, and Sth Armies are
strung out and very weak. These forma-
tions can be easily pocketed with some
quick action - and they must be eliminated
to ensure that my rear area is secure. Since
units are not allowed to conduct overruns
when beginning a movement phase in an
EZOC, 1 will direct the initial artillery
barrage of the 5T Army to eliminate Ruma-
nian units positioned astride my first ech-
elon motorized units. This will effectively
free up these motorized units to conduct
overruns during the initial movement
phase, along with my second echelon
forces. I will attempt to clean up the arca as
quickly as possible while advancing to-
wards the juncture of the Chir and Don
Rivers in the vicinity of Nizhne-Chirskaya
(37.10). 1 plan to have lead units of 5T
Army crossing the Don by the end of No-
vember, within six game turns, while the
1st Guards Army will be employed to se-
cure the Soviet northern flank along the
Chir. Remaining Soviet forcesin the north,
namely the 21st, 65th, and 24th Army, plan
to wear down the Rumanian 4th, German
11th and 8th Army to advance on
Stalingrad as quickly as possible. The So-
viet 21st will focus on crossing the Don at
Kalach-na-Don (34.17), while the 11th
Army advances towards the Don River
crossing at Akimovskii (31.25) with sup-
port from the 24th Army. Again, my time
frame is set for the end of November to
have units streaming across the Don to-
wards Stalingrad from the north.

In the southern sector, the 57th Army
plans to lead a spearhead in the Lakes
Region towards Stalingrad and the Ger-
man-controlled airfields. Since the Ger-
mans don’t have any natural barriers to
enhance their defensive line, my units
should be able to advance quickly to the
outskirts of Stalingrad. But first, however,
the Soviets must secure the entire Lakes
Region. This means mopping up the Ru-
manian 6th and 7th Armies presently lo-
cated on my southmost flank. Once this
area has been secured, I will advance to-
wards the Stalingrad perimeter and begin
to form a pocket from the south. My sched-
ule is set to clear the Lakes Region and
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begin to close on Stalingrad by 28 Novem-
ber (Game Turn 5).

Remaining Soviet formations poised
outside of Stalingrad will largely remain
inactive as part of a holding action, while I
focus the bulk of my efforts toward form-
ing a pocket around Stalingrad from the
north and south. Once a pocket is formed,
I will attempt to form a second ring to
hamper any breakout attempts. Of course,
this could all be for naught should the
Germans decide torelease 51st Army early
enough to slip away before a pocket is fully
formed. The trick will be to give the Ger-

mans the perception that Stalingrad will
not be pocketed as early as they think, but
then swoop in with surprising speed to
close the gap when they least expect it. A
final key during this offensive is to limit the
Soviet advance in order to ensure my rear
area is protected, thus keeping my HQ units
secured and my spearheads in supply and
intact at all times. Should any HQ units
become eliminated or my rear area come
under attack, this offensive could certainly
lose some of its steam.

GERMANS
Looking at the initial unit dispositions, this

The Soviets launch Operation Uranue in the
north with a thunderous artillery barrage.

looks more like a France 1940 or Poland
1939 situation, with roles reversed and the
Germans on the receiving end. Both the
northern and southern flanks are thinly-
held by Rumanian units, which are sure to
be overwhelmed at the onset of play.

Although the Soviets have more
weight to throw in the northern sector with
the strong 5T Army, particularly with the
initial katyusha barrage, it is the southern
sector which concerns me most. Thereisno
natural barrier to slow the Soviet advance
from the southern flank once they advance
beyond the Lakes Region, and they are an
immediate threat to the 51st Army in
Stalingrad. In the north, however, there is
some hope of initially slowing the Soviet
advance. First, the Chir and Don Rivers
afford excellent natural barriers against the
Soviet advance, and whatever remnants of
the Rumanian army remain will fall back
behind the Chir River to take advantage of
them. Meanwhile, German reinforcements
will be pouring into the northern sector as
well to reinforce and defend against any
Chir or Don River crossings. In the final
analysis, however, it may well be the lim-
ited mobility and supply path of Soviet HQ
units which will slow the Soviet advance.
Strangely this is, perhaps the clearest ad-
vantage the Germans have going for them
while stalling for time initially.

Now the $22 question (that’s what this
game COsts anyway)...what about the Ger-
man 51st Army deployed in Stalingrad? Do
I pull cut early to avoid being pocketed at
the expense of having the airlift suspended,
or do I keep supplies coming in by defend-
ing to the last man, in the hopes of breaking
out at game's end? My plan is to follow the
historical approach and hold onto
Stalingrad as best I can. Thus, the German
S1st Army will remain in Stalingrad as
long as feasible, in hopes that both flanks
can stave off the Soviet advance without
their assistance. In the final analysis, how-
ever, without eliminating several Soviet
HQ units or disrupting their line of supply,
there will be little hope for the Germans no
matter what the 51st Army decides to do.

RUMANIAN WAKE-UP
CALL: 19 NOVEMBER

A thunderous Soviet artillery barrage
beginning at 0600 clears a portion of the
northern front allowing several front ech-

22 FEBRUARY-MARCH 1993 #74




elon motorized units of 5T Army o con-
duct overrun atiempts immediately during
the initial movement phase, The 2nd Ru-
manian Army is hit heavily by katyusha
fire, suffering five step losses. The 5Sth
Rumanian Army is more fortunate, with-
standing the initial shelling with but a
single step loss. With the 2nd Rumanian
already greatly weakened, the Soviets are
poised to release their mobile formations in
full force.

THE SOVIET BLITZ: 19-20
NOVEMBER (Twmn 1)

Northern Sector. 5T Army easily finishes
off the remaining units of 2nd Rumanian
Army, with lead units just short of the road
juncture at Perelazovskii (18.11) leading to
the Chir River crossing at Surovikino
(30.10). 5T Army has yet to turn its atien-
tion to the Rumanian 1st and 2nd Armies
further to the south, which remain largely
untouched in the face of the unsupplied
Soviet st Guards Army. These Rumanian
units will have to fall back immediately
towards the Chir River or risk being pock-
eted and summarily annihilated. The So-
viet ST will remain largely uncommitted
going into the third day of battle until it sees
how the remaining Rumanian units on the
extreme northern flank respond.

The 21st Army is also able to score

several victories, badly mauling the Ruma-
nian 4th Army. 21st Army uses the exploi-
tation phase to consolidate its area and
strengthen its lead units against any on-
coming Rumanian counterattacks. The
bulk of the 21st Army armor unils are
located at the northmost tip of the Kurtiak
River (21.17) in the vicinity of Vlasov
(21.16), 70 km northwest of the Don Cross-
ing at Kalach-na-Don.
Southern sector. Surprisingly, only minor
fighting with poor combat results for the
Soviets in the Lake Sarpa area results in no
major gains to speak of.

THE GERMANS REACT

Northern Sector. The Axis forces de-
liver a stunning blow to the Soviet 65th
Army, by eliminating its unprotected HQ
unit! The Soviets never expected the lone
mobile Kampfgruppe Ludwig of 14th
Panzer to penetrate deep into the Soviet
lines to reach this newly-arriving HQ unit
from entry area B. With the 65th Army
without an HQ unit and destined to remain

out of supply, the German 11th Army de-
cides to stand firm and hold its ground.

As expecied, the Rumanian armies far
to the north are falling back quickly. Like-
wise, motorized units have been dis-
paiched and have quickly taken up posi-
tions at the Chir and Don River. Thus far,
defensive positions are held along the Don/
Chir River line at Kalach-na-Don (34.17),
Nizhne-Chirskaya (37.10), and south of
Surovikino (31.10). These units will be
used as a mobile reserve 1o react (o any
oncoming threats from the north or south.
Furthermore, lead units of 5T are now tied
up by the 7th Cavalry Division, and the
89th Regiment of Rumanian 4th Army has
moved in such a way as to leave itself
effectively surrounded by all the motorized
units of the 21st Army.

GENERAL OBSERVATIONS.
With the help of effective katyusha fire, the
Soviet Offensive is making great headway
on the northern flank, albeit at a high cost
with the loss of the Soviet 65th Army HQ.
In the Lakes Region on the southern flank,
surprisingly litile has occurred and the
Rumanian 6th and 7th Army are holding
strong. The Soviets have to show more
caution in protecting their HQ units at all
times, or continue to suffer the conse-
quences and see their offensive grind to a
halt. In order to gain some time, several
lone and weak Axis units have positioned
themselves amidst clusiers of strong Soviet
motorized units of 5T and 21st Army. The
purpose? This will negate any opportunity
for the Soviets to conduct overruns during
their upcoming Movement Phase. Now the
Soviets will only be able to disengage with
normal movement, with no overruns al-
lowed until the Exploitation Phase. As the
German player commented, “Since the unit
is surely going to die, it might as well tie up
the Soviet units in the meantime.”

BREAKOUT IN THE
SOUTH: 21-22 NOVEMBER
(Turn 2)

Northern Sector. Soviet units advance
with little difficulty as the Rumanian
troops are severely beaten back. ST Army
has joined forces with 1st Guards Army to
clear out the hard-hit 1stand 2nd Rumanian
Armies on the northern flank within sev-
eral kilometers of the Chir River line. In-
stead of proceeding directly to the Don

Feature Replay

River crossing at Kalach-na-Don, Z1st
Army has shifted its attack northward in
order to engage the German 11th Army and
effectively link up with the HQ-less 65th
Army currently out of supply. Realizing
that the German 11th Army now faces the
strong Soviet 21st Army and a rejuvenated
65th Army (with supply coming from 11th
Army HQ), the Germans fall back towards
the Don River crossings outside of
Akimovskii (30.24 and 31.25).

Southern Sector. Although action re-
mains quiet in the immediate vicinity of
Stalingrad, action has picked up furiously
in the southern flank as the Russian 57th
and 51st Army have punched a gaping hole
in the Lake Sarpa area. In contrast io the
past two days, the Rumanian 6th and 7th
Armies no longer look 10 be amaich for the
Russian froops massing in this area. Only
four days afier the initial artillery barrage,
the Soviets are already threatening to in-
vade Stalingrad from the south.

GENERAL OBSERVATIONS. The
Rumanian forces have been clearly over-
whelmed by the Soviets on both flanks. In
four days of fighting, no less than 29 Ruma-
nian units, representing 81% of total Axis
losses, have been desiroyed. In contrast,
only 3 Soviet combat units have suc-
cumbed to battle, not counting the loss of
the valuable Soviei 65th Army HQ. De-
spite these high losses, the Axis forces are
steadily consolidating the Chir-Don River
line in expectation of the oncoming Soviet
forces, particularly 5T Army.

The loss of the Soviet 65th Army HQ
was certainly a setback for the Soviets, but
they have adjusted nicely by sending the
powerful 21st Army to reestablish supply
for the 65th Army and challenge the Ger-
man 11th Army now in falling back to-
wards the Don. In the southern sector, there
is deep concern the Rumanians can no
longer hold the area southeast of
Stalingrad, as there are few mobile re-
serves to commit to the area unless the
German S1st Army is released.

SLOWDOWN IN THE
NORTH: 23-26 November
(Turns 3-4)

Northern sector. Two lone and
unsupplied units of German 11th Army

stubbornly held off continuous Soviet as-
saults for four days before finally being
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overrun in the wooded area near Ventsy
(22.21). The Soviet 21st Army has lost
precious time while remaining units of the
11th Army have been able to carry out an
orderly retreatacross the Don at Vertyochii
(32.25). In response 10 the Soviet threat
from the south, 11th Army is now sending
units across the Rossoshka River at Novo-
Alekseevskii (37.25) to reinforce the Ger-
man4th Army, which has shown stiff resis-
tance against the Soviet 64th and 57th
Army. However, the German 4th Army is
notexpected to hold out much longer in the
face of newly-arriving Soviet units stream-
ing in from the southern flank,

Far to the south, remnants of the Ruma-
nian 1st and 2nd Army have been largely
effective in tying down units of the 1st
Guard and 5T Army at several Chir River
crossings. However, ST Army has been
successful in establishing bridgeheads
across the Chir River at Pichugin (16.05/
17.05) and Osinovskii (20.04/21.05). Vari-
ous battalions have been placed on alert
along the Chir River as to impede any
further Chir River crossings, not to men-
tion newly-arriving units of 62nd and
294th German Infantry Divisions as well.
5T Army and 1st Guards Army are begin-
ning to show signs of getting bogged down
in attempting to clear the remaining Ruma-
nians and newly amriving infantry rein-
forcements. After eight days of fighting,
the 5T Army spearhead has only reached
Osinovskii (21.05).

Southern sector. The Soviet 57 and
51st Armies have made great gains result-
ing in the elimination of the Rumanian 6th
and 7th Armies, thus securing the southern
flank and Lakes Region. More significant,
however, is the success of Soviet armored
forces in penetrating the thinly-held Ger-
man defense in the vicinity of Gavrilovka
(42.25), leading to the successful overrun
of Pitomnik airfield (38.27). The Germans
retaliated by dispatching motorized units
from 14th Army quickly to the scene and
summarily eliminated the Soviet tank units
at the airfield. Nonetheless, the damage
had already been done, The Germans now
only have the Gumrak airfield (38.29) to
rely on for supply airlifts. Worse yet, after
a full eight days of fighting, the German
forces in Stalingrad have yet to receive any
supply from the air. Although the German
51st Army remains in Stalingrad despite
the threat from the south, they are con-

Left unprotected, Pitomnik alrficld (38.27) is
suddenly overrun by a Soviet armor brigade.

cerned about their supply situation and
hope toreceive supply points in the coming
days.

Meanwhile, lead units of the 57th
Army have already reached the track junc-
tures north of the Donskaya Tsaritsa River
(40.20) only thirty kilometers southeast of
Kalach-na-Don. As these units present a
great threat if left unopposed, significant
German mobile reserves have been dis-
patched to the scene to blunt the Soviet
advance threatening to cut into the under-
belly of Stalingrad, as well as the vital Don
crossing at Kalach-na-Don.

GENERAL OBSERVATIONS.
While the Axis forces have experienced
significant success in the northern flank to

impede the Soviet advance, albeit at a great

cost in equipment and troops, the southern
flank has been compleely shattered. The
Germans failed to maintain a proper re-
serve at Pitomnik airfield, leaving it unpro-
tected and open to attack. The Sovietplayer
happily obliged by dispatching armored
units to the area. The airfield is no longer
operational.

As expected, the lack of any natural
obstacles to impede the Soviet advance has
resulted in the Axis forces being unable 1o
provide a response in the face of superior
Soviet combat strength. Whether units of
the German 4th Army and the mobile re-
serve dispatched to blunt the Soviet 57th
Army spearhead at Donskaya Tsaritsa
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River are enough remains to be seen. If not,
the German commander may have to re-
lease the 51st Army at Stalingrad, espe-
cially considering the Germans have yet 0
receive supplies via airlift. The German
51st Army elects to abide by Hitler’s Direc-
tive and hold the city at all costs. While the
Soviets are quite pleased with their
progress on the southem flank, two bright
spots for the Germans remain. Stalingrad
has notbeen enveloped from the south, and
units are being dispatched to the scene to
slow the Soviet advance. All attentionis on
the southern sector, as Soviet forces in the
north continue to struggle to make signifi-
cant headway.

Overall, the picture looks as follows:
While Axis losses remain high, with 25
units destroyed over the past four days of
fighting, the Soviets have lost 10 units as
well. However, considering overall com-
batlosses for the Axis at 57 units in contrast
to only 13 units for the Soviets, the Axis
can ill afford such a high loss rate as the
campaign continues. The Axis Player is
certainly frustrated in being unable to pen-
etrate Soviet lines to disrupt their supply
line or threaten any HQ units. The Soviets
have learned how to protect their HQ units
quite well, which is unfortunate for the
Axis forces.

ON TO STALINGRAD! 27-
30 November (Turns 5-6)

Northern sector. The Soviets have
achieved a major breakthrough! Although
the German 11th Army initially had a
strong foothold on the Don Crossing at
Vertyochii (32.25), the 24th Army sud-
denly unleashed its armor brigades to tear
open a gap leading to the river crossing
arca. Mechanized units from 51st Army
immediately followed up and successfully
eliminated the remaining German units
stationed at the Don crossing. Now the 21st
and 65th Armies are poised at the Don and
ready to pour in unopposed from the north
towards Stalingrad, along with units of the
24th and 66th Army already in the general
vicinity. As a result, the German 8th and
14th Armies have fallen back from their
original deployment area to take up defen-
sive positions within the Stalingrad perim-
eter itself, as they are not capable of coun-
tering the Don River crossing.

The extreme northern flank remains
largely quiet, as Soviet 1st Guard and 5T
Army continue mopping up operations and
are now comfortably poised to force a
crossing at the Chir in the vicinity of
Surovikino (31.10) and west of Oblivskaya
(30.04). The Germans have an ever-in-
creasing number of infantry reinforce-

Feature Replay

With the Don
River crossing
now firmly
secured, units
of the Soviet
21st and 65th
Army plan to
descend on
Staligrad form
the north.

ments and alert battalions stationed to meet
the Soviet threat, however. As for the re-
mains of the Rumanian Army, only bat-
tered units of 1st Army are holding on for
dear life at the Chir River crossings near
Entry Area G. Nonetheless, the Soviets
have not met their deed for crossing the
Chir and Don Rivers. They wish to secure
the entire northern flank before continuing
forward.

Southern sector. The 64th and 51st
Army have successfully engaged the Ger-
man 4th Army and are on the brink of
closing in on Stalingrad from the south.
Meanwhile, intensive fighting spanning
several days has occurred near the
Donskaya Tsaritsa River. German motor-
ized units and reinforcements have been
successful in mauling the Soviet 57th
Army to the point that its Army HQ unit
came under direct attack as well. The Sovi-
ets need to secure this area since it repre-
sents the extreme underbelly where the
Stalingrad Pocket is about to be formed.
Should the Germans continue their spoil-
ing tactics with continued success, they
could launch an early counteratiack on the
Soviets preparing to encircle Stalingrad.

GENERAL OBSERVATIONS, The
loss of the Don River crossing 40 km due
west of Stalingrad at Vertyochii (32.25) is
a great blow to the German Army. If the
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. P
Germans could have continued holding
back the Soviets in the north, they could
have focused on reinforcing their troops
facing stiff resistance from the south. The
synchronized attacks by the 24th and S1st
Army came out of nowhere and caught the
German forces situated on the Don com-
pletely by surprise. The German forces had
little recourse but to fall back into the
Stalingrad perimeter area itself. A sizable
force is currently located within
Stalingrad, including the German 8th,
14th, and 51st Army. Fortunately for the
Germans, the first supply points to be air-
lifted into Pitomnik airfield, two to be ex-
act, have also finally arrived. The airlift has
succeeded just in time, as the Soviets pre-
pare to encircle the Stalingrad perimeter.
Few bright spots remain for the Axis
forces, although the success they’ve had at
the Donskaya Tsaritsa River area should
draw the Soviets' attention and force them
to dispatch mobile reserves to the area. The
determined defense being put up on the
north extreme flank along the Chir River
has also confounded Soviet efforts. The
Soviet ST Army now finds itself behind
schedule with some sizable Axis forces
remaining between itself and the Chir
River bend leading upstream to the Don.

The overall situation for the Germans
has clearly worsened. Total combat losses

through the end o

Lol :
f November total 78 for
the Germans compared to only 23 for the
Soviets. With such high casualty rates, the
Soviets are well on their way to capturing
no less than a Soviet Minor Victory
(achieved once the Germans suffer 30+
casualties). The first days of December
should prove crucial as the Soviets begin
their mass encirclement of Stalingrad.

THE ENCIRCLEMENT: 1-4
December (Turns 7-8)

Stalingrad Sector. As expected, the
Soviet armies have successfully linked up
for the first time to surround the Stalingrad
area, pocketing units of German 8th, 14th,
and 51st Army. Several pinpoint attacks by
the Soviets have resulted in modest gains
within the Stalingrad perimeter itself.
Gumrak airfield remains in German hands
thanks to a determined defense in the face
of numerous Soviet forces. Unfortunately
for the Germans, with the situation as criti-
cal as it is, no supply points were airlifted
into Gumrak.

Southwest of Stalingrad. Soviet forces
were quickly dispatched to the Donskaya
Tsaritsa River, but not in time to save the
Soviet 57th Army HQ, which finally suc-
cumbed to repeated German attacks. The
Soviet 24th Army HQ has been deployed in
the vicinity to provide supply for the Soviet

Little hope
remains for the
battered
Germans forces
as they are well
contained within
the Staligrad
perimeter.

troops which have finally gotten the upper
hand on the Germans in the area, which are
now in full retreat. The only pocket remain-
ing that show the least resistance is the
132nd Regiment of 8th Army at the Don
Rivercrossing in Peskovatka (31.24). With
noother German units in the direct vicinity,
it’s only a matter of time before the entire
upper Don is secured.

Northern Sector. 5T Army has made
little if any progress in crossing the Chir or
Don River. Arrival of the German 11
Panzer Division and 336 Infantry Division
has significantly increased the strength of
German forces in this area. In fact, 11th
Panzer has successfully counterattacked
by overrunning a single Soviet tank battal-
ion and punishing three tank brigades of 5T
Army. The Soviets are regrouping in order
to address the worsening situation which
could potentially threaten the rear area of
Soviet 1st Guards Army and 5T Army.
Meanwhile, numerous Alert battalions and
Field Divisions have amassed along the
Chir/Lower Don River bend, and it will be
some time before the Soviets can regain the
upper hand in this area.

GENERAL OBSERVATIONS. De-
spite the clear setback in the northern sec-
tor, the Soviets have conducted the cam-
paign with great success. With a death grip
on Stalingrad and several strong reserves
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sitmated to the south, it seems unlikely that
any forces will be able to rescue the Ger-
mans trapped in Stalingrad. In fact, the
Soviets have sufficient forces to prepare a
second protective ring around Stalingrad to
make any breakout attempts next to impos-
sible.

Casualties in the meantime are steadily
increasing for the Germans; no less than 93
units have been eliminated in the space of
little more than two weeks. To add insult to
injury, the Germans continue to have nag-
ging problems in airlifting supplies into
Gumrak airficld. Nonetheless, the Soviets
have also suffered several losses, namely at
the Donskaya Tsaritsa River due to the
swift action taken by the German 11th
Panzer Division on the northern flank. Al-
though the Soviets have lost two Army HQ
units thus far, the Germans are not well off
in their present state.

BITTER END: 5-8
December (Turns 9-10)

Stalingrad Sector. The Germans con-
tinue to offer stiff resistance within the
Stalingrad perimeter, and Gumrak airfield
remains in German hands. This defiant
defense has paid dividends for the Ger-
mans, as no less than four sorely needed
supply points have been successfully air-
lifted into Gumrak airfield. Any hopes of a
breakout attempt for the Germans have
already been dashed, however, as the Sovi-
ets have amassed significant troops
throughout the perimeter, not to mention
several mobile reserve units as well.

Northern sector. The Soviets have
dealt the Germans yet another death blow,
this time in a sector where the Germans had
been steadily gaining the upper hand. The

5T Army units which the German 11th
Panzer engaged turned out to nothing more
than bait. Various Soviet mobile forma-
tions swooped in and shut the trap on the
Panzer forces, eliminating them with a
single roll of the die. In the meantime, the
newly-arrived 6th Panzer Division has also
found itself heavily engaged several kilo-
meters southeast of where disaster befell
the 11th Panzer Division. Furthermore,
Soviet mobile forces have departed from
the Donskaya Tsaritsa River and have
driven west to secure the Don River cross-
ings at Kalach-na-Don (34.18) and
Pervomaiskii (38.14). Shortly, the Soviets
will be able to direct a two-pronged aitack
to eliminate remaining pockets of German
resistance along the Chir/Don River bend.

GENERAL OBSERVATIONS. Al-
though fighting has lasted only three
weeks, the German forces have been bled
white and soundly defeated in all sectors.
Meanwhile, the Soviets continue to tighten
the noose around Stalingrad with increas-
ing effectiveness. German losses are stag-
gering at 107 units total, compared to 44 for
the Soviets. Although play could theoreti-
cally continue, Stephen has been sum-
moned by Hitler to Berlin where he will be
shot by the Gestapo as a traitor. Theoreti-
cally, the Soviets need to occupy at least
three of the four Stalingrad city hexes be-
fore a Massive Victory can be declared, but
considering the worsening state of the Ger-
man forces, it is only a matter of time. The
German commander refuses to hold
Stalingrad to the last man, and accepts the
Soviet's terms for surrender (having com-
mitted himself to playing SPI's Campaign
to North Africa solitaire).

20-20 HINDSIGHT

I will make a slight deviation from the
After-Action format which normally ac-
companies a Game Replay. Instead of hav-
ing each player critique their own play,
Stephen and I will critique each other's play
instead. After all, one can gain justas much
insight, perhapsevenmore, by studying the
strategy and tactics used by the opposing
player. As my distant relative,
Kranzfucias, friend of Suntzu, once said,
“To know thy enemy is to know thyself
more, dude”...or something to that effect.

Obviously, it is much easier to critique,
theorize, and second-guess about a Game
Replay having 20-20 hindsight. However,
20-20 hindsight does not necessarily trans-
late to an increased likelihood of success in
subsequent play of this game. Having
played Stalingrad Pocket several times,
one of its clear strengths is its replay value

and diversity in outcomes. In other words,

this is a tough system to crack. I have
played games in which the Soviets
achieved victory earlier than Game Turn
10, and others where the Germans elimi-
nated several Soviet HQ units to win the
game soundly. This is certainly no game in
which one can uncover that golden strategy
which assures success for either side. As is
the case with AH/SPI’s Panzergruppe
Guderian, or most classic games for that
matter, I have come across individuals who
claim they have the perfect German or
Soviet plan, only to discover it failed mis-
erably in the face of new competition. Hav-
ing said all this, however, it is certainly
possible and valid to offer some observa-
tions about play for both sides.
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Feature Replay

SOVIET PLAYER
COMMENTS ON GERMAN
PLAY

Success for the Germans is closely as-
sociated with being able to eliminate So-
viet Army HQ units. During the initial
game turn, Stephen struck quickly and
eliminated the Soviet 65th Army HQ—a
great move invited by my carelessness.
Although this could have easily been the
initial sign of more bad news to come for
the Soviets, Stephen knocked some sense
into me and forced me to guard my HQ
units more carefully. Considering only two
Soviet Army HQ units were eliminated in
total, not to mention the inability of the
Germans to upset the Soviet line of supply,
the Germans would have had to display

some defensive wizardry to win this game.

ThisisNOT to imply it isimpossible for the
Germans to win the game based on the
above conditions, but it certainly didn’t
help matters for them either.

By far the single greatest mistake made
by the German player was not only allow-
ing the entire 51st Army to get pocketed in
Stalingrad, but the German 8th and 14th
Army as well. The Germans could simply
not afford to let so many units get trapped,
particularly when considering the relative
strength of the Soviet advancing forces.

The more units trapped within Stalingrad,
the less likelihood the Germans will have
to maintain a broader front to frustrate the
Soviet advance while conducting limited
counterattacks at opportune moments (e.g.
when a Soviet Army HQ unit or supply line
is exposed). I can understand the sense of
frustration Stephen felt when no supplies
were being airlifted during the initial stages
of the campaign. However, it scems this
was a contributing factor for him deciding
to stick it out in Stalingrad - he didn’t feel
comfortable pulling the 51st Army out
without having at least one or two supply
units available. Speaking of supply, the
Germans were plain careless in allowing
the Pitomnik airfield to get overrun as it
did. They should have at least had one
reserve unit stationed there to protect it.

In retrospect, the German 51st Army
should have pulled out no later than Game
Turn 4. By the time Game Turn 5 rolled
around, the Soviets had achieved a major
turning point in the campaign by securing
the Don River crossing at Vertyochii
(32.25). The Germans were careless in not
providing better protection at the Don
River crossing, as this was the only point
the Soviets were immediately threatening
from the north. The Germans simply didn’t
foresee the quick and decisive synchro-
nized attack launched by the Soviet 24th

¥Fall Blau: left Halder's version, right Hitler's version.

TURKEY
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and 51st Army which exposed and overran
the defenders. At this point, it was too late
for the Germans to pull out and escape the
advancing Soviet forces streaming in from
both flanks.

Actually, the earlier the Germans
would have deployed the S1st Army where
needed, mainly in the quickly disintegrat-
ing southern sector, the greater likelihood
the Germans could have slowed the Soviet
advance. In this same vein, the Germans
should have not began pulling back the
German 11th Army prematurely towards
the Don during Game Tum 2 once the
Soviet 21st Army decided to link up with
the unsupplied Soviet 65th Army in the
north, The German 11th Army could have
slowed the German advance significantly
to the point that the events on 27-28 No-
vember (Game Turn 5) at the Don River
would have not taken place for at least
another week. This can be easily surmised
based on the performance of two units of
the German 11th Corps alone, which were
successful in tying up the bulk of the Soviet
21st Army for four days. These two factors
alone would have changed the entire com-
plexion of the campaign, something that I
know Stephen will keep in mind the next
time we face off.

The number of casualiies suffered at
the hands of the Soviets was extremely
high, and was a contributing factor to the
German defeat. Stephen was abit oo forth-
coming in throwing German units at the
advancing Soviet forces in piecemeal fash-
ion. Particularly the powerful 11th and 6th
German Panzer Army reinforcements
should have been grouped together as a
considerable force. It certainly would have
drawn my attention!

Regarding the hapless Rumanian units,
Stephen conducted an orderly and effec-
tive retreat in the northern flank, Basically,
he did about the best he could with the few
Rumanian units which remained after the
initial Soviet onslaught. In fact, the Soviets
were unable to regain the initiative in the
northern sector until 8 December (Game
Turn 10). I found particularly clever his
placing of several weakened. Rumanian
pnits amidst my numerous Soviet mobile
formations, effectively taking away their
ability to conduct an overrun attack during
the Movement Phase.
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GERMAN PLAYER
COMMENTS ON SOVIET
PLAY

I'm biting my tongue here because [
feel an urge to clear my name and explain
why I made the decisions I did. Well, I'll
give in to John’s approach and limit my
remarks to the Soviet performance in the
game. In a nutshell, this was simply a case
of the Soviets taking advantage of about
every opportunity the Germans handed
them. While I credit John for his play, it is
easy to reflect on the errors I made which
helped the Soviets achieve the smashing
results they did.

Initially, however, it was actually the
Soviets who miscalculated. By not protect-
ing the 65th Army HQ, I was able to send
a German Kampfgruppe on a suicide mis-
sion to eliminate the unit. Unfortunately,
this was the high point of the game as far as
the Germans were concerned. The Soviets
quickly learned from their initial mistake,
and the Germans found it next to impos-
sible to find any openings in the Soviet line
to disrupt a line of supply, or better yet
destroy another Soviet HQ unit. In fact, the
second and last Soviet HQ unit to be de-
stroyed would not occur until 2 December
(Game Turn 7), but even this came only
after some of the fiercest fighting in the
campaign at the Donskaya Tsaritsa River.
Needless to say, the Soviets exhibited great
discipline in protecting and staying within
range of their HQ units, there was hardly a
time that any Soviet mobile units advanced
beyond their HQ supply range. This was
one of the biggest contributions to Soviet
success in the game. There were no simply
unsupplied Soviet spearheads I could
counterattack during play.

One final point. The Soviets did strike
hard at times to catch me completely off
guard, and I must credit them on taking the
initiative here. Both the elimination of the
Pitomnik airfield and securing of the Don
River crossing at Vertyochii (32.25)
caught me completely by surprise. The
Soviets did the better job of making light-
ning thrusts during the game, not to men-
tion the clever trap set in the norther flank
which cost me the powerful German 11th
Panzer reinforcements. I'm frusirated by
my many errors in the game, but I faced a

sharper opponent on this day. One final
word for the Soviets, “Just wait until next
timel!”

STALINGRAD POCKET:
THE BEST
INTRODUCTORY-LEVEL
GAME AVAILABLE?

The search for the perfect introductory
game continues. Stalingrad Pocket with-
outa doubtranks as one of the most popular
games today—evidenced by the record
sales this game has brought to The Gamers.
With its wide open and fluid action, there is
never a dull moment.

A successful introductory game inher-
ently ushers in discussion of how well such
designs serve to introduce newcomers, so-
called “wargins” to the hobby as well.
Although this is easily one of the most
entertaining games I own, I still do have
some reservations as far as using this game
asa tool inintroducing others to the hobby.
Both the introductory scenario, “Race to
Kalach” and the second mini-scenario,
“Wintergewitter” are overly short in dura-
tion. This leaves only the campaign game
to consider, which in conjunction with the
fairly robust unit density and numerous
decisions which need to be made each and
every game turn, could easily overwhelm
the beginner. To illustrate this point, con-
sider other games available on the market
today which might do a better job. GDW’s
Bloody Kasserine and Race to Tunis,
with their low counter density, quickly
come to mind as well as Decision Games's
Four battles of the Ancient World and
Swategy & Tactics Case Green and White
Eagle Eastward. And of course, there’s a
multitude of Avalon Hill classics to draw
on as well. I certainly expect that the sec-
ond game scheduled for the SCS series,
based on the North Africa campaign, will
be an excellent game for beginners to try
out as well. With a Rommel counter, how
can you lose?

Well, needless to say, I'm just trying to
play devil’s advocate here. Considering
some claim TSR/SPI’s Terrible Swift
Sword makes for an excellentintroductory
game, my argument is a wash from a com-
plexity standpoint. Besides, the simpler the
game system, the blander the gaming expe-

Feature Replay

rience due to a lack of perceived flavor in
the game. Thus, overly-simplified games
can certainly backfire and fail to capture
someone's interest in the hobby. I’ve seen
it happen on numerous occasions.

In the final analysis, Stalingrad
Pocket is one of the best all-round games to
come out in some time. Whether it’s the
best introductory level game available to-
day is yet to be decided. At least it’s cur-
rently in print, which is more than can be
said for the many other introductory games
I’ve seen recommended for absolute new-
comers to the hobby in the past.

Considering Stalingrad Pocketcanbe
purchased for $22, this is also one of the
best bargains going around in the gaming
market today. If you have an interest in the
Eastern Front, or if you are
a...ahem...newcomer 1o the hobby (there, I
didn’t say “war-gin”!) and are looking for
a great game to sink your teeth into, look no
further. Just don’t forget to get the 51st
Army out of Stalingrad before it’s too late!
Right, Stephen? |

HUDSON'’S
HOBBY GAMES

P.O. Box 121503, Arlington, TX 76012
Mail Order

The Best in Historical and Science Fiction Games

A.H., G:D.W., Nova, Task Force,
Victory, F.G.A,, GMT, Clash of
Arms, Gamers, 3W, etc., plus Play
& Design Aids and Old & Rare
Games

Frea Shipping 2 Handiing in the U.S.
Send for Free Catalog & Monthly Supplements
Minimum 10% Discount with
Special Discounts ranging upwards to 33%
Discounts available overseas on
orders over $100.00
We ship PAL whenever possible
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1918:
Storm in the West

by John Desch

rekindled interest in games covering

the First World War. In casting about
looking for interesting topics from thisera,
game companies have looked repeatedly
to the years of 1914 and 1918, when the
situation on the Western Front was most
fluid. 1918: Storm in the West (1918) by
XTR is just the latest effort to bring some
attention to this long neglected war.

1918 is a two-player corps level game
covering the last year of the war.
Represented are French, British, and
German corps-sized units and American
divisions. The single mapsheet features a
lot of maneuver space (from the Belgian
border to Paris) and a little area to keep
track of replacements, the game turn, and
morale. All components are of excellent
quality. The rules are easy to follow,
complete and filled with design notes.

In the space of a few months, the

It seems as though there is of late a

Germans went from near victory o total
defeat. This shift in initiative is amply
portrayed as the German replacements
dwindle to zero and the Americans arrive o
sustain Allied offensives. Most of the
German replacements are available early in
the game, while the Allies get theirs evenly
throughout. Indeed, husbanding your
replacements is a central issue in the game.
Depending upon how many casualties the
German takes in each attack, he usually has
enough replacements for between three and
five turns of full scale offensive action.
After that, his units will simply meli off the
map. The Allies collectively have twice the
resources (a total of 103 against 49
German) throughout the game, especially
as more American divisions arrive to help
take up the attack.

When managing your replacements,
you must remember that it is sometimes
better to leave a few exira units in the dead
pile and retain the replacement points than

it is to bring every dead unit back to life.
The reason I say this is because lateral
mobility is limited. Once you start an
offensive, that’s pretty much where you
have to stay. You can expand a little to the
right or left, but strategic realignment is
extremely time consuming. Because the
Allies are allowed to move six units by
strategic movement and the Germans only
four, you will find that some
reinforcements will have to walk. For this
reason, it is better to reduce a bunch of units
on the map than it is to completely
eliminate a few. It is wise to plan ahead
when it comes to the utilization of
replacements. If your battered defensive
line can hold together for a few more turns,
then replace a few more units for your
upcoming offensive. As the German, if
your attacks are not going well and you're
running through a lot of points, then don't
hesitate to call off the offensive early. You
will need every point you can get before the
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Sample Combat Unit:

Turn of Historic 1.D.

Movement
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Heavy
Artillery  pircraft

game ends. The tempo of the game
revolves around the number of
replacements available, and the player who
keeps this foremost in his mind will have
significant advantage over his opponent.

One of the finest aspects of 1918 is the
number of strategies that can be pursued by
both players. As the German, the strategy
you choose will determine the course of the
game. Basically, your geographical
objectives should be one of the following:
1) Paris (a long shot), 2) Verdun (quite
feasible), and 3) the Channel ports (hard).
You need to gain three morale points and
hold them for the Turn Nine morale check,
or you'll lose automatically. In
accomplishing this, you should strive to
inflict as much damage on the enemy as
you can, but you cannot afford to wrade
losses with the Allies on aone-to-one basis.
Your offensive will necessarily be short, so
your objectives should ideally be close to
the front. Against a thin Allied line, you
should be able to advance for several turns.
As your opponent rushes reinforcements to
the breakthrough area, the going will get
tougher. Probably the most frustrating
aspect of the game is to completely blow
your enemy away along a six hex front and
then not to be able to exploitit. Buthey, this
is World War I, not World War I1.

A British strategy is worth
consideration. The Brits have weaker

units, but more replacements. The coast is
an objective that is relatively close but sure
to be well defended. I have yet to see an all
out German attack smash through to the
coast and retain the strength to handle
the upcoming Franco-American
counteroffensive. The loss to Allied
morale will not be that devastating unless
you clear the entire area. It is nevertheless
aviable strategy. With a little restraint, you
can bring the British to their knees and
shorten the front. The Belgians are tough
nuts to crack inidially, but they have no
replacements and once they are killed,
they’re gone for good.

A stab toward Paris will win the game
if you are successful. Unfortunately, the
city is so far away from the front that it is
difficult to take. You will have to contend
with an ever lengthening front as the bulge
gets bigger, thereby leaving you extremely
vulnerable to an Allied riposte. Butl5
morale points just might be worth it. If you
gain all of Paris the Allies will be instantly
knocked out of the war, The problem is that
Paris is fortified and fortifications are very
difficult to take unless they are surrounded.
The frontage necessary to assail Paris from
all directions is a lengthy one indeed, and
may in the end be you undoing.
Surprisingly enough, Verdun might just be
your best bet. It’s hanging right out there in
a salient waiting to be chopped off. An
experienced Allied Player will guard this
area carefully, so the going will be tough.
Verdun is a fortress so you will have to wait
vntil it is surrounded (and cannot receive
replacements) before you send your
Stosstruppen against the walls. On the up
side, however, you will probably do some
serious damage to the French as they
scrambie to defend the place. They are abit
weaker than the British in terms of
replacement points (33 vs. 36), but their
units are better on the average. Attacking a
double stacked French hex promises to be
a bloody affair indeed. If you can decimate
the French, your opponent will be hurting
for units when it comes to starting his own
offensive. Make damed sure that you don’t
strip the rest of your line to keep your
offensive stoked. This gives the Allies too
many opportunities to sneak in and grab
one of those morale cities along the front
line. One point is as good as a mile when it
comes to the all important morale check
midway through the game.

ANALYSIS

A viable course of action is to decide up
front that you are going to conduct a limited
offensive. The objective here is to punish
the enemy, take a few morale cities, and
have enough replacements to weather the
Turn Nine Storm (you know, when your
Stoss turn into pumpkins). Remember that
the Allies have amuch tougher time getting
across your trenches, especially if they are
caught short of tanks, so the more troops
you have in the open, the greater the
prospects for your opponent to do you
some nasty damage. It might be agoodidea
to withdraw your roops back into the
trenches if the enemy is massing against a
specific front. Your Trench corps are good
only for defense, so make sure you back
thern up with something that has a little
more combat effectiveness or you’ll find
the Allies blowing through your front. In
the end game, time is the most crucial
factor on the battlefield. You must take
advantage of every opportunity to delay the
final advance. A central reserve of four
capable corps is essential to plug up the
gaps that will certainly appear. Don’t
worry about maintaining a continuous
front line: Just make sure the key morale
cities (e.g., Brussels and Antwerp) are
defended to the last man,

One of the finest features of 1918 is that
both sides get the opportunity to attack and
defend. Unfortunately the Allied Player
has to weather the storm before he has his
chance to show his offensive prowess. For
at least the first five turns or so its defend,
defend, defend. Unless the German hands
you something you can’t resist, you should
sit passively and block every enemy
attempt to gain morale cities. The combat
results chart demands a strong defense, but
the German infiltration capability
precludes an every-other-hex defense.
Two units stacked together are far more
resistant against attack by virtue of their
increased defensive value and ability to
absorb all but the most damaging casualties
and hold the hex. Unfortunately you don’t
have enough units to man every hex of the
line, let alone stack to protect the crucial
sectors. Because you have to set up first,
you’ll be forced to leave part of your line
weakly garrisoned. It is fairly safe to leave
the area south of Verdun in charge of a
cavalry screen simply because this area
leads nowhere. The approaches to Paris
and the British sector require careful
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19.3 Replacement Chart
Game (24) (10) (12} (0}
Turn Germany Britain France U.S.
2(Aprl) = 2 2 1 0
3 (Aprl 2 4 10
4 (May 1 3 4 3 0
5Mayl] 5 3 2 0
6 Junl) 4 2 1 3
7 Jun ) 2 2 I 3
8 (Jul ) 1 1 1 3
9 {Jul ) 1 1 2 2
10Augl 1 i T 3
11 (Aug ll) | 1 1 3
12 (Sep 1] 1 1 2 3
13 (Sep 1) 1 1 1 3
14 (Oct1] 1 1 T 3
15 (Oct ) 0 1 2 3
16 (Nov |) 0 1 I 3
Replacement Table Notes
| 1. Replacements may be accumulated.
2. There is no infer-Allied replacement lending.
3. The Belgians never receive any new replacements after
their initial allocation of 2.
4. Portuguese and lfalian units never receive replacements.
5. Australian and Canadian units may never be reclaimed
from the deadpile.
6. See 8.8 and 8.9 for details on German Stosstruppen
| replacement.
’ 7. See 16.2 for the effects of the influenza epidemic on
replacements.

§ 19.4 EZOC Summary Table

Friendly units negate EZOC for:
1. Supply line tracing (7.9).

2. Retreat after combat (13.28).
3. Strategic movement start/end (10.3).
EZOC are ignored for: ‘

1. Advance affer combat (13.31).

2. Infiltration movement {15.0).

deployment. If you have any troops left over, these areas are the
best place to put them. Remember that one of the units in a double
stacked hex can use strategic movement, so you won’tneed tokeep
a central reserve.

Once the German offensive opens up, you’ll have your hands
full rushing units into the breach. Great gaps will appear in your
line, butdon’t worry. There are no panzers to exploit them. The best
tactic is to keep throwing more troops into the fray until the
Germans run out of steam (you will know this if you keep an eye
on his replacement chart). You must keep one thing in mind,
however. Generating your own offensive will take time, so start
planning early. You don’t have the strategic lift or the Gme to shift
alot of troops around the battlefield. Once you pick a spot, build up
your assault groups and push forward with everything you’ve got.
You’ll need tanks to breach the German trenches. Because they
tend to telegraph your intentions, keep them underneath another
unit when your opponent is up getting some chips. The Fog of War
rule will prevent him from riffling through your armies to find the
tanks,

The initial going will be tough. Cracking the trenches will
require all the aircraft, tanks and special units (e.g. the Aussi-Ami
Corps). Inevitably, your attack will pick up momentum as the Huns
run out of replacements and the Americans become available in
greater numbers. Your first attack will attract a great deal of
attention, but this will allow you to open up an offensive on another
front. Distribute the Americans to the maximum extent allowed by
the rules and have them absorb as many casualties as possible. Soon
entire German units will disappear off the map and you’ll be able
to push on to victory. The most obvious place to send in your main
attack is in the north where the Belgian cities yield a whopping 16
morale points. The central area is devoid of important objectives
and the southem cities in Germany are tough fo get at. Destruction
of the German Army must be accomplished before you can seize
morale cities, but remember that time is of the essence. Unless you
are using the Super-High Odds Attacks optional rule, it doesn’t
make sense to jack up the odds any higher than you have to. Just
figure out the right amount of combat power to throw against ahex
to gain your objective. There is nothing more frustrating than to
lose four points of Stoss just to force an American infantry division
to take a loss and retreat. Subtractions to the die roll are killers. You
must make every effort to attack the enemy in the open.
Unnecessary attacks are worse than not attacking at all simply
because they use up replacements. Since the attacker almost
inevitably loses more than the defender, it is paramount to pick and
choose your attacks carefully. Hit only those hexes needed to
sustain your offensive and gain morale cities. Resist the temptation
to expand your offensive just for the sake of attacking (Europa
players will have a hard time with this).

I'm sure you will find 1918 to be an exciting game. I strongly
recommend using all of the optional rules, especially the Super-
High Odds Rule. 1918’s replayability factor is very high as there
are anumber of strategies that you can follow. The trench mentality
of the Great War does not impact too heavily on the course of the
game, and there is a great deal of mobility on both sides. Both
players get a chance to attack and defend in a game that can be
completed in an evening without too much trouble. |
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ANALYSIS

by Terry Rooker

Unit Type

This symbolindicates the type of troops which comprise the unit.

The types are as follows:

X Bl [ [ @[] X el BN B[O

Armored (Mechanized)
Armored Recon (Mechanized)
Motorized Recon

Infantry (Leg)

Airborne (lLeg)

Special Forces (Leg)

Marine

Guerrilla (Leg)

Mechanized Infantry
Motorized Infantry

Artillery (Motorized)

Artillery (Mzchanized)
Multiple Rocket Launcher (Motorized)
Attack Helicopter

Headquarters

Motorized Airbome

uses, but no one really knows what it is. The concept is
particularly troublesome with wargames. It has been noted
on many occasions that there are few genuinely new game
mechanics. In most games there are just new uses of existing
mechanics. So how can we discuss the state of the art in gaming?

The “state of the art” is one of those concepts that everyone

It may help to remember what simulation games are. There are
the physical components; maps, counters, charts, etc. There are the
rules, i.e. the instructions for manipulating the components.
Finally, there is the simation simulated. Components are important,
but lately they may have been overrated. Poorly laid out graphics
can make a game unplayable, but flashy graphics and packaging
cannot turn a poorly developed designinto a good game. Asalready
discussed there are few genuine advances in game mechanics so it
is not fitting to discuss state of the art in terms of the rules.

Eliminating these elements leaves the situation simulated.
More properly, we should discuss how well the simulation fits the
sitzation. A word of warning is appropriate here. Such a discussion
could get dangerously close to the playability versus “accuracy”
discussion (a game versus a simulation). I do not want to get
sidetracked by this discussion. We go through great pains to wrap
our games in some historical foundation, so claims that historical
accuracy is sacrificed in the interest of playability do not make
sense. This article is predicated on the idea that these games are
designed to capture some element of an historical situation.

I will discuss the state of the art in how well the game design
captures these elements. In this case, the game is Flashpoint:
Golan. This game is based upon a design that was originally set in
Western Europe. Since the collapse of the Soviet Union/Warsaw
Pact has made such a situation not viable, the topic of the game was
shifted to the modern Middle East. The designer mentions how
litde change was required to make the shift. If you think about it,
there should be little change required. The Middle East is probably
one of the few locations similar to western Europe. Both areas have
large armor heavy forces facing each other. The major differences
are the troop quality, the terrain, and sustainability.

These are only some of the elements that are deemed important
to modern ground combat. The elements that will be discussed in
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this article are troop quality, logistics (i.e.
sustainability), command and control
(specifically the command and control
cycle), limited intelligence, technology
(i.e. artillery, missiles, aircraft, and anti-
aircraft fire), morale and elan, and
electronic warfare (this is separate from
technology because it can have such wide-
ranging effects). Notice that some of these
are inter-related, and these relations will be
mentioned. '

Sequence of Play

It is not the purpose of this article to
describe the system in detail, or to review
that system. The purpose is to discuss the
game system/features as they may define
the state of game design. To this end, I need
to discuss some features of the sequence of
play to provide a context for later
comments.

FG uses an operation cycle type of
sequence rather than a move-shoot
sequence. The first part of the tumn is the
Strategic Cycle. The phases in this cycle
are basically conducted simultaneously.
The scenario may have possible political
effects. During this first phase the initiative
player is determined although this is
simply a matter of which player has the
momentum advantage. Air superiority is
determined by rolling on the Air
Operations Table. The players may attempt
jamming. Reinforcements are received.
Finally, supply status is determined, and
players can replenish or reorganize.

The nextcycle is the Operations Cycle.
This cycle has no phases per se, just a series
of Activation Segments. The players
determine which formations are activated
by drawing chits. There is one chit per
formation. The initiative player can
withhold one chit so he can automatically
decide which formation activates first.
When a formation is activated all
subordinate units can conduct a movement
phase and possibly an exploitation
movement phase. During either phase a
unit in an enemy zone of control can
withdraw, hold, or conduct a set-piece
attack. Other units can then expend
operations points (up to 6 in the movement
phase). In the exploitation movement
phase, units that are not in an enemy zone
of control, and are within 5 hexes of a
breakthrough marker can expend 3

operations points, Breakthrough markers
are placed as a result of successful battles.
Operations points are functionally
equivalent to movement allowances in
other games.

During the segment, enemy units can
react within specified limits. In addition,
units may detect enemy units. As aresultof
successful detection, strikes (air, artillery,
or set-piece) may be conducted. During
each segment, each headquarters can use
one of its capabilities.

Finally, there is an End Cycle. This
cycle is primarily an administrative phase
where various markers are removed from
the board.

This sequence of play can be very
interactive. One player does not sit
passively while the other moves. Because
of the detection and possible reaction, the
non-moving player can greatly affect the
units which are activating. Of course, the
random order of activation can prevent
either player from carefully calculating
every attack to the last factor.

Troop Quality

When you discuss anything but the
hard “data” (weapons penetration, armor
protection, range, payload, etc.) in military
operations you encounter difficulty in
defining the sitnation. Troop quality may
be one of the most difficult to define.
Professional sports gives us many
examples of this problem. The dominant
team has a bad day and loses terribly, or the
cellar team has a particularly inspired day
and beats the league leader. This problem is
probably worse in the modem middle east.
Many of the articles/books about the
sitwation give us a different information. In
some accounts the Arab forces are barely
able to do anything but herd camels and
goats. Yet while others would have us
believe that the individual soldier is quite
able, it is other factors that prevent them
from realizing their potential.

Examining the historical record does
not really help. At a macro scale it is
obvious that the Israeli military has out-
classed their opponents. The contribution
of the difference in roop quality is less
obvious. There is some evidence that in
general the Israeli formations were more
coherent than the arab counterparts. There
is also evidence that some of the Arab

formations were more coherent than their
opposition.

Since this is a suitably grey area, FG
takes the middle position. It is obvious that
there are differences in troop quality, but it
is equally difficult to make quantitative
distinctions. In FG troop quality is a
function of training. It is determined for
each unit before the game, although game
events can cause temporary or permanent
changes. The troop quality rating is used to
determine the unit’s cohesion in combat,
i.e. the lower the troop quality rating the
more likely the unit is to receive an adverse
combat result.

While this may seem to be a mediocre
solution, it is a good solution to the
problem. Remember, the value modeled is
not easily quantified and any more
accuracy would be wasted because the
input could not be sufficiently measured.
While the mechanic is not unique, it
certainly works for the situation modeled.

Logistics

From a gaming perspective logistics is
different from troop quality. For a
particular sitwation it is usually easy to
quantify each sides’s ability to supply the
combat forces. This is an area that lends
itself to quantification (just look at all the
operations research work done in
transportation and supply). The problem is
that most gamers find the details of
logistics boring. It is certainly more
exciting to push panzers than to calculate
how many trucks you need to supply those
same tanks.

AIR OPERATIONS TABLE

Die  Air Superiority Change
<0-2 Up 2 boxes

3-5 Up1box

6-7 No change

8-9 Down 1 box

10+ Down 2 boxes

1 Previous Air Superiority Level:

1+1 Arab3

Modifiers:
-2 Jordan only Arab nation at war
-2 US Aerial Intervention

+1  Soviet Aerial Intervention

-2 Israel2or3
-1 Israel 1
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The solution to this problem has been used in games for
decades. If the gamer can maintain some abstract line of
communication to his units, then it assumed that the staff can fill the
pipeline with the right amount of supplies. Over the years, the
variation in game design has been in specifying the abstract line of
communication. In some situations, it was nearly impossible for
either side to affect the supply status of the other, so the designer
rightfully opted to ignore supply considerations. In other
sitnations, the line was more specific, possibly even including
some notion of quantity.

In FG, the notion of a line of supply is also used. Unlike games
where this line is simply traced to an edge of the map, this line is
traced through a headquarters. For a headquarters to be in supply
it must trace a line of communications to a map edge. For combat
units to be in supply they must be in command of a headquartersand
that headquarters must have a valid line of communications. A unit
is in command if it is within the command radius of its
headquarters. Keeping in mind the abstraction that the
headquarters staff is maintaining the flow of supplies this supply
rule makes sense. As long as the unit is within the command radius
of the headquarters, then the staff can maintain supply. If it no
longer under effective control of its superior headquarters, then the
staff is probably not able to get supplies to it. Even more
importantly this rule tightly involves the headquarters in the supply
process.

Command and Control

Afier the previous discussion, it might be obvious that it is
difficult to separate the command and control functions of a
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headquarters. Many games take the view that it too difficult to
separate these functions, and the relative abilities of staffs are
simply included in the asscssment of combat abilities of the
individual units (i.e. it is reflected in the combat values of the units
represented by counters). In reality a headquarters provides a
variety of support to its subordinate units. In other games this
support is represented by counters that represent these capabilities.

While these techniques work, they give the players too much
flexibility. There is no restriction on how these counters can be
used. Unrealistic groupings of units are possible. FG solves this
problem through the mechanisms of subordination of units, and
representing the support capabilities as abstract features of
headquarters (figure 1). These capabilities include aerial resupply,
artillery ammunition replenishment, battlefield recovery (this
capability allows a victorious unit in a battle to ignore an adverse
combat result), combat engineers, HQ detection, jamming, tank
transporters, helicopter transport, air defense fire, anti-tactical
ballistic missiles, cruise and short range ballistic missiles, and
naval gunfire support.

There are certain restrictions on these capabilities, and not all
headquarters have them to the same level. Basically, if any
restrictions are satisfied, the headquarters simply applies the
results of any capability. It is important to notice that most of these
capabilities are those items normally referred to as “force
multipliers”. The difference between a good formation, and a poor
formation is number and quality of these capabilities. There is also
amore traditional command radius which determines how far from
the headquarters the subordinate units can be located.

So what signifies a good formation in FG? The subordinate
units can move farther afield (larger command radius, additional
transport available, better resupply). The units have greater
offensive punch (through attached fire assets, better resupply, and
better detection of enemy units). The units are more resilient (better
resupply, recovery, better engineering support, better troop quality
reduces adverse combat results).

The treatment of headquarters is probably where FG stands out
best from other games. It takes the middle ground between explicit
representation of command and control features, and simply
abstracting those capabilities into the combat values of the units,
The restrictions on the capabilities and the command radius prevent
the players from using the command and control effects in an
unrealistic fashion. There is still enough flexibility that the players
can prioritize these capabilities and use them to best effect. In
addition, unrestricted use will leave the headquarters vualnerable,
since they can only be detected when they use a capability. On the
other hand the players are not burdened with excessive detail in the
command system.

Limited Intelligence

Many gamers lament that the players in wargames have too
much intelligence. Unfortunately, there is not an easy solution to
this problem. In general there are two types of solutions to the
problem (well three if you count simply ignoring it). The game
designer can try to use some type of hidden counter rules, or he can
use some limitation on how units can react to enemy units around
them. Hidden unit deployment usually involves dummy counters
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and/or reverse sides of counters. These
solutions usually make the play more
cumbersome.

FG opts for restrictions on the unit
activities. Units must be detected before
they can be attacked, at least for strike
combats (i.e. combat at a distance).
Adjacent units can attack each other.
Although there is not a specific statement,
it appears that adjacent units are always
detected. There is a detection table (figure
2) 1o resolve the detection range. The
detecting unit type is referenced with
possibly other factors (for example the
level of air superiority). The result is a
range in hexes. If the detected unit is within
this range it is detected.

The detecting player then has the
option to conduct a strike. This sirike can
be an air strike, or artillery strike. Of course
the other player may be able to apply
defenses against the strike. The result may
be a rather involved series of events
following the “detection” which makes for
a very inferactive game turn. In the case of
artillery strikes, there is also the possibility
of counterbattery fire. The result is that the
players must carefully consider the
situation and not simply conduct strikes
because it is possible.

Technology

Technology could mean anything. I do
not mean technology as a measure of
performance of individual weapons.
Rather, in modern combat technology is
becoming a very important element in
adding new capabilities to combat units. It
is technology as these new capabilities that
I want to discuss.

The recent adventure in the Persian
Gulf has made the world aware of short
range ballistic missiles (SRBMs), although
ironically these missiles (the Iragi Scuds)
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Piece Baude,
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were used as strategic weapons. In
addition, cruise missiles made their large
scale debut, with live coverage by CNN at
the target zone. This class of weapons has
not had good coverage in wargames, even
games covering the modern period. In a
certain view, SRBMs are nothing more
than artillery. If you ignore their nuclear/
chemical capability this view is probably
correct. Their advantage over conventional
artillery is their range. In addition, it is also
possible to shoot them down, at least in
theory. In FG, U.S. headquarters have
limited anti-tactical ballistic missile
capability. This capability probably
reflects the U.S. Patriot missile system.
Cruise missiles at a tactical scale are
also mostly like artillery. Many of the main
advantages of a cruise missile are not
relevant to a wargame (i.e. no pilot so they
can be used in dangerous situations).
Anotheradvantage is that they are difficult,
if not impossible, to shoot down. FG
comes in on the latter side of this debate.
Cruise missiles are treated the same as
SRBMs, except they cannot be shot down.

Stealth technology also makes an
appearance. There is a F-117A unit
representing the stealth attack planes. The
stealth technology makes this unit more
difficult to attack. It can only be fired on if
there is Arab air superiority. There is not
any justification for this rule. I guess the
assumption is that the opposing side would
not have the excess resources to go look for
these planes unless they already had some
advantage. Even then, there is a still a
combat modifier in favor of the F-117s.
Even though this rule is topical, and is
probably needed because of media
coverage from the Gulf War, itadds little to
the game. After all, it is just one unit.

One of the biggest areas that has been
affected by technology has been

Tervain Types
Al other

communications. The miniaturization of
moderm electronics has made possible near
miracles. The amount of data available to
unit commanders is almost staggering.
This revolution has also a an equal effecton
the commander’s ability to direct his units.
At an operational scale the effects of this
revolution are very difficult to model. FG
takes the safest course, and appears to
include these effects in the troop quality
and command/control rules. With any
capability there is going to be some
reaction to it. In this case the counter to this
data flow is broadly included in the
umbrella of electronic warfare.

Electronic warfare is included as two
rules. First, there is jamming. If an
headqguarters has a jamming capability, it
can attempt to jam an enemy headquarters
that is within that range. The attempt
involves a simple die roll. If it successful,
then the target headquarters is disrupted.
This greatly inhibits that headquarter’s
ability to use its capabilities. There is a
catch. There is an additional modifier for
eachtime a “nationality” successfully jams
an opponent. This modifier makes it more
difficult to successfully jam. This modifier
represents the opposing staff and units
overcoming the jamming. There is a
“surprise” aspect of jamming. ‘Once you
suffer from jamming you take steps to
avoid it. Sometimes these steps are
inadvertent. I remember one exercise
where jamming was so bad, that a
communications circuit was simply shut
down. Obviously the jammer would then
have to start over searching for the
replacement circuit.

The other electronic warfare rule is HQ
detection. 1 mentioned the increased
reliance on electronic communications.
Every time a headquarters uses one of its
capabilities, it is most likely using one or
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more of these communications circuits.
These communications make it possible
for the opposing side to detect the
headquarters. If it is successfully detecied,
then a strike can be conducted against it.
This capability presents a tradeoff for the
players. Their headquarters can conduct
command and control functions with the
combat units and never be susceptible to
counter fire. If those headquarters want to
use the “force multiplying” capabilities,
then they are exposing themselves to
enemy fire.

Morale

Morale is another of those elements
that is difficult to quantify. There isa long
standing technique that uses step
reductions to represent the degradation of
combat effectiveness, a technique that FG
uses. Of course this brings us back to
discussing exactly what morale is. This
degradation is not what many people mean
by morale. To most people, the gradual
reduction of ammunition and materiel, the
loss of effective personnel, and the wearon
equipment is usually considered
separately. Morale more typically is a
measure of the spirit of the personnel
involved.

If you think about it, there is a rough
correspondence between morale and the
readiness of a unit. As the readiness
increases, the morale usually improves.
Conversely as the readiness decreases,
morale declines, even if part of this decline
iscaused as much by fatigue. Socombining
the two into a single mechanism is a nice
simplifying feature.

There are two other aspects of morale
that are not covered by the explicit morale
rules. There is the esprit caused by training
and elan. In general, high quality units
know that they are high quality, and this
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knowledge is reflected in their
performance. Usually, this quality comes
about by training and exercising small unit
cohesion. The other factor reflects how
well the battle/operation is progressing (or
at least how each side perceives that
progression). In sporting events this
phenomena is usually called momentum,
and that is the term used in FG.

The unit training/esprit in FG is
represented by the troop quality ratings that
were discussed above.

Momentum is a difficult factor to
measure. This difficultly is probably why
most game designs ignore it. In general,
there are two solutions to the problem. The
designer can attempt to establish some type
of quantitative measure of the progress of
the operation. The alternative is to use
some type of challenge mechanism. In this
case, the players are allowed to determine
when a momentum check is tried. Then the
result is determined randomly with a die
roll. Of course there are some subjective
modifiers to the roll, and other limits on the
process. The most common example of this
type of check is in the Brigade Series rules
by The Gamers, Inc.

FG uses a quantitative measurement.
This technique avoids the obvious
difficulties of the challenge system, but
substitutes the equally difficult problem of
measuring such intangibles. FG uses a
very simple measure; winning battles. The
amount of momentum gained is a function
of the size of the battle, and the type of
defending terrain (figure 3). If one player
wins a large battle, digging out the
opposition from a city, then he gets a
correspondingly large increase in
momentum. The momentum points yield
that player more initiative, and also allows
bonus activations. The latter may seem out
of place, but the designer points out that

momentum is more than the lift from
winning. There is also a disruption in the
losing player’s plans that the player with
the momentum can exploit. This is a
brilliantly simple mechanism for capturing
both effects.

Is This State of the Art?

In our high-tech society state of the art
has become mixed with the vision of
technical solutions to problems. Actually,
it might not even be a solution, just a
bigger, faster, gizmo. Any design involves
alargeelementof art. The artis the intuitive
element of the design. In some cases, the
simplest mechanics can be used to great
effect 1o solve a problem. FG is an
excellent example of this type of design.
There are not any revolutionary mechanics
in the game. Most of them are tried and
true, if not traditional.

This gets us to the heart of the matter.
FG uses an innovative combination of
techniques to great effect. In this regard it
is very much state of the art. Earlier in this
article I discusses various parts of the game
design. To understand the art you must
look at how the elements work together.
Subordinate units cannot go racing around
the map, they must remain in range of their
headquarters, not only for command, but to
receive supplies as well. Those same
headquarters are very busy. They are
controlling their subordinate units as well
directing supply. In addition, they are
providing a whole range of combat
support. Of course, to do all of this they
must expose themselves to the enemy. It
requires a lot of communications to bring
all the pieces together.

Then as the battle goes well, things
seem to get a little easier. Your plans seem
to come together better, and your opponent
seems to bereacting less quickly. Allof this
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comes from the relatively simple rules.

If FG has a failing, it is in the lack of
doctrinal differences. The various
militaries of the world have radically
different doctrines. The Gulf War was an
excellent example of this phenomena.
Even though the Iraqi military relied
heavily on Soviet equipment, they did not
adopt Soviet doctrine. Soviet docirine
emphasizes constant mobility and
concentration on points of maximum
importance. The Iraqgis developed a very
static doctrine during the Iran-Iraq war.
This doctrine was developed to oppose the
largely infantry forces they opposed. When
this doctrine was used against a more able
opponent, it failed miserably. In part this
failure occurred exactly because the Soviet
equipment was designed to exploit a
radically different doctrine.

There is no mechanism to capture this
type of difference. In fairness, I have only
seen two game systems thatcould doit. FG
uses the more traditional approach of
giving one side lesser capabilities of the
same type. For example, the Israelis
generally have better command and
control ratings, and more and better
capabilities. This mechanism captures
some of the differences but not all of them.

This failing should not belittle the
design. FG still offers much. I would say
that it is the best of the current batch of
modern period games. Unfortunately,
there are no modern period games
currently published, if you discount the
rash of Gulf War inspired games. FG
provides an opportunity to understand how
the various elements of modern war work
together. B
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Editor: Keith Schlesinger

he"’y The Role of Hobby Clubs in
Game Development

After taking a hiatus from the hobby for most of the 1980s, John Kranzre-entered wargaming with
a vengeance. He founded the Phoenix (AZ) Historical Simulations Group in 1990 “just to see if there
were any gamers at all leftin the area.” The rest is history; the Group now has well over 100 members.
John also was the main inspiration behind the club’s newsletter, The Phoenix Historical Gamers
Journal. He is currently living in Switzerland, where he is Country Manager of Apple Computer
Imaging Products. He can be reached via GEnie (his address is, appropriately, SWISS.GAMER) and
on AppleLink under KRANZ. In the past few months he has forged ties with the European wargame
community, the fruits of which have already begun to appear in MOVES and will continue to be found
in these pages and in Fire & Movement.

Ulrich Blennemann’s contribution to the topic is one more indication of the bridge John is helping
to build between the Old and New World in wargaming. Ulrich is completing a Masters degree in
history at Ruhr University-Bochum in Germany, and has become John’s firm and fast ally in playing
and writing about games. He is president of the Gesellschaft fur historische Simulation—GHS (Society

of Historical Simulation), the German board wargaming association. This organization has 130

members located in Germany, Austria, France, Switzerland, and the Netherlands. Mr. Blennemann is
also a game designer (his Verdun is scheduled for publication in Command magazine) and a veteran
game developer and playtester.

Back on this side of the Atlantic, club notable John Leggat offers a third perspective on the topic.
John is editor of Lines of Communication, official monthly newsletter of Le Marshalate, a game club
celebrating its fifteenth year of operation and headquartered in southern New Hampshire. A charter
member of Le Marshalate, John moved to California, but is still active in the club and can be reached ‘
at 1222 Calle Las Trancas, Thousand Oaks, CA 91360. He can also be contacted on the GEnie computer |
network at JLEGGAT1 or CompuServe at 74716, 1106. Although Mr. Leggat concentrates on the
club’s experience with the late lamented Simulations Publications, Inc. (SPI), his observations and |
criticisms remain very relevant to board wargaming in the 1990s. ‘

All three articles explore how club playtesting is currently structured and how it can be improved
upon. All the authors are refreshingly clear and to the point. You will note that at times the authors
seem to be talking directly to one another. This is due to the fact that drafts were passed between the
authors to allow them to respond to the others’ thinking. This is something I will continue to experiment
with in MOVES, to provide more pointed, in-depth discussion of issues and games. I also urge all those
involved or interested in playtesting to pay close attention, and to comment freely. Your letters will
be published in MOVES, probably as an Editor’s Roundtable on the subject.
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UNSUNG HEROES

WAITING IN THE
WINGS

by John Kranz

There is an overlooked aspect of the
game industry which has had an impact
on many of the boardgames we own
today that goes far beyond the small
numbers of people involved in the pro-
cess. This could refer to game designers
and developers, of course, but it does
not. During various stages of game de-
velopment, these creative people turn to
this often underutilized yet valuable re-
source when it is time to put a game
under design to the test—or rather, the
playtest.

This resource is the various game
clubs across the United States and inter-
nationally which have conducted in-
house or “blind” (remote-location)
playtesting for game publishers, a trend
which began in the 1970s during the
boom-years of the gaming industry when
SPI was king, Today game clubs can fill
the void left by SPI's demise as an excel-
lent source of experienced gamers for

playtesting purposes.

Common Pitfalis to Playtesting
From its inception, playtesting has
fallen into two standard formats. “In-
house” playtesting normally occurs un-
der the direct guidance and supervision
of the game publisher. [The term “pub-
lisher” covers game designer, game de-
veloper, or both for purposes of this
article - ed.]. “Blind” playtesting is con-
ducted by the playtesters themselvesora
designated third party and is not under
the publisher’sdirect control. The amount
of in-house or blind playtesting will vary
depending upon the tastes and resources
of the individual publisher. For the sake
of convenience and costreduction, many
publishers will often bring playtesting
in-house within a closed circle of gam-
ing acquaintances developed over the
years. Of course, publishers lacking suf-
ficient local gaming contacts or those

located in geographically remote areas
will naturally tend to place an emphasis
on blind testing.

There are clear dangers with both
approaches. In-house playtesting places
the publisher right in the middle of the
playtest process. This gives him enor-
mous power to influence the process,
which will actally hinder honest and
adequate playtesting. For example, the
publisher should not be there to “hold
the hands” of playtesters while they at-
tempt to understand and apply the game
rules. Otherwise, rules completeness is
not being properly measured and ambi-
guities will persist right through to the
final product. Of course, once a rules
problem or ambiguity exists, the pub-
lisher should clarify such instances, but
only after taking notes to make sure the
ambiguity is actually corrected in print
and not overlooked.

The Glebal War playtest conducted
by SPI in the mid 1970s provides an
ideal object lesson to those who think in-
house playtesting is a cinch and involves
little orno organization. During in-house
playtesting, the developer noted that ev-
eryone really was enthusiastic and ex-
cited with the overall game. It looked
like a winner. Unfortunately, the devel-
oper did not realize that many of the
playtesters were adding their own rules
toimprove the game—rules which were
never incorporated into the final pub-
lished game! The lack of attention and
detail on the part of the developer (as
well as the playtesters for not keeping
the developer informed), serves as an
example of how improper playtesting
can impair the final product. Thus, in-
house playtesting can offer a clear ad-
vantage for the publisher, but only when
approached with great care. Whenever
possible the publisher should remain in
the background as an “observer” who

takes notes and only rarely asks ques-
tions or umpires disputes.

The obvious disadvantage or danger
of blind playtesting, on the other hand, is
the potential for a lack of communica-
tion between the publisher and group
conducting the test. Obviously, the pub-
lisher will not be present to view the
playtesting, so it is the playtest group’s
responsibility to keep the game pub-
lisher informed of the proceedings at all
times. I gather thatsome blind playtesting
has amounted to little more than the
publisher sending out a game tobe tested
and never hearing anything back of sig-
nificance regarding the playtest. The old
saying “nonewsis good news” has abso-
lutely no place in playtesting! Several
games collecting dust in my closet are
testimony to this fact. This is why well-
organized game clubs should prove su-
perior to casual players in the blind-
testing process.

Clubs And Testing: New Recipe
Needed

How hasclub playtesting been struc-
tured since the 1970s, and has it always
been a recipe for success? As far as
structure is concerned, an individual
member of a game club will commonly
approach a game publisher offering as-
sistance for playtesting of designs cur-
rently under development. Sometimes
the offer is reviewed and approved by
the club, sometimes it “signs on” if the
publisher responds favorably. Rarely if
ever do game companies approach clubs.
‘When the publisher accepis the offer, it
sends out the playtest materials, gener-
ally consisting of a single map copy,
counters (many times uncut and un-
mounted), and rules manuscript. During
playtesting, the game club will ofien
contact the publisher when rules ambi-
guities exist, including further input at
times regarding various aspects of the
game.,

Although this is often the standard
practice followed today, it is no recipe
for success. This process has many short-
comings which need to be studied and
improved upon if the game publisher
wishes to raise the quality of the
playtesting being conducted, something
that will certainly have a major (even
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decisive) impacton the overall quality of
the game.

What the Publisher Gan Do

As touched upon earlier, the game
publisher certainly needs to do more
than simply send out playtest materials.
Getting playtest materials out the door is
no time for the publisher to pat oneself
on the back, thinking that the primary
jobhasbeen accomplished and the rest is
up to the game club to accomplish. If
anything, the publisher's work has just
begun.

Rarely do I hear of game publishers
sending out a playtesting “packet” con-
sisting of more than just the nuts-and-
bolis of the game to be tested. This
certainly lends the term “blind” to blind-
playtesting. In this case the game club
will lack an understanding of the
designer’s intent in the game under re-
view, and how they should approach the
testing as a group. The publisher needs
to include, af an absolute minimum, the
following materials from the onset:

* The overall design philosophy of the
game

* Notes on particular rules cases or game
sitnations which need special attention,
with reasons why.

» Historical references used and recom-
mended readings for the playtest group
to develop a better understanding of the
historical situation concerning the game.
A simple check-off list or form to be
completed and submitted by the game
club to make sure certain key items are
not overlooked during the playtest.

Now, how many game publishers
out there have provided any of these
materials? How many game clubs out
there would like this type of information
before venturing into playtesting a game
for a publisher? This is simply a case of
alack of information and structure which
can limit the effectiveness of any club
playtesting conducted. Sure this may
sound like a lot of work, but since when
has club playtesting ever been other-
wise. More importantly, without suffi-
cient investment in every step of game
design and development, how can the
publisher rest assured that the game is
the best it could have been? To me, it is
simply a matter of getting something out

of an entire process that reflects what has
been put into it. For those publishers
who have created some truly unplayable
dogs who still do not get the point, sim-
ply remember the following bit of wis-
dom from the computer world; “Gar-
bage in, Garbage out.”

Of course, this only begins to scratch
the surface of the problems and chal-
lenges involved here, and I hope that
other commentators will discuss this fur-
ther. The main point is that there is
certainly more the publisher can and
should do to help improve the overall
club playtest process. For instance, the
publisher should get o know the make-
upofthe game clubdoing the playtesting.
Who are the individuals? What is their
overall gaming experience? (Some game
clubs have a combined gaming experi-
ence of 300 years or more among their
members!) What games have they played
which may cover the same topic as the
gamebeing playtested? Answering these
questions is vital to maximum two-way
communication, and communication is
most definitely the key to playtesting of
any kind, particularly the blind variety.

Today’s personal computing tech-
nology can also play a role in club
playtesting, if it is available to the parties
involved. The game club and publisher
may coasider communicating to each
other via electronic mail using any of the
popular Consumer Electronic Bulletin
Boards, such as GEnie or Compuserve.
3W’s Arabian Nightmare published in
S&T No. 139 is a prime case in point.
Practically all communications among
the playtesters and the publisher were
conducted via GEnie. Although this first
plunge into doing game development by
network was not a total success, it re-
mains a fine testament to how today’s
computing technology can enhance com-
munications and improve the blind-
playtesting process, particularly when
the aggressive deadline set by the pub-
lisherand the events of Operation Desert
Shield are taken into account. [The game
was conceived in late August 1990, just
days after the invasion of Kuwait, and
completedin late October, with publica-
tion just after Christmas - Ed.]

I pity the publisher who dares to
blame playtest groups or individuals for
contributing to faulty game design or

incomplete rules. A quality product is a
direct result of quality control, which
simply must be left in the hands of the
publisher. Often publishers do not pro-
vide sufficient time for playtesting their
designs. In some cases, they knowingly
setdeadlines to short too allow for proper
development, thus treating the complete
exercise as a ritual that must be endured
instead of mastered.

Rules of Thumb for Game Clubs

Having climbed on the backs of pub-
lishers for lack of quality when it comes
to playtesting, it is time to examine the
other side of the equation. What about
the responsibilities of the game club to
provide the appropriate setting for giv-
ing a game the most thorough playtest
possible? Here are some ideas for the
game clubs to consider.

Rule #1: If, FOR ANY REASON, you
feel your game club may not have the
resources or sufficient interest to con-
duct a thorough playtest which will span
several weeks to several months; do not
bother approaching the publisher. Any
reduction of participants during the
course of playtesting would likely pro-
duce an incomplete playtest.

Rule #2: Make the playtest an ENJOY-
ABLE undertaking for all members in-
volved, because it’s going to entail a lot

| of work for all the club members. Try to

arrange some extra social gatherings to
allow players to step away from the
intensity of the playtest maps and to
discuss the design in general.

Rule #3: Assign someone to record or
collate all rules questions, observations,
and comments which need to be ad-
dressed by the publisher.

Rule #4: Hold a General Meeting in
which the various playtest participants
can voice any general concerns they
have or gaming situations they would
like to experiment with, Other clubmem-
bers not directly involved in the test can
ask questions and make comments, which
will give the testers a chance to respond
to “outside opinions™ and perhaps shake
them out of any ingrown thinking and
conceptual barriers that might have de-
veloped within the dynamics of the test.

Rule #5: Focuson play balance inregard
to scenario victory conditions. If a trend
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is emerging in which one side seems
favored, be sure to make the publisher
aware of this. Either the rules, the victory
conditions, or both must be changed.
Rule #6: Provide input on needed play-
ing aids. Not only the publisher but the
gaming public will be thankful. More
needs o be done to make boardgames
user-friendly. Recent S&T magazine
games are good examples of how well-
thought out play aids can enhance a
games’ overall playability.

Rule #7: If you have some ideas regard-
ing game design or rules mechanics,
don’t be shy—feel free to submit them.
However, keep in mind that the rules
provided by the publisher need to be
carefully studied. Your game clubhasn’t
been asked to design a game; but rather
toplaytest the rules as originally concep-
tualized. How involved the game club
gets in incorporating their own rules and
presenting them to the publisher will
simply become a matter of give-and-
take between the publisher and game
club.

Rule #8: Allow members to provide

input on ways to improve the playtest
underway. There should always be time
and room for improvement during the
actual playtesting process.

Rule #9: Submita mock game review of
the game as if it had been already been
published. Try to predict the various
complaints and concerns the consumer
will have with the game. Play devils’
advocate for the game publisher. While
definitely an optional feature of a playtest,
this could be an interesting project for
club members, and may prove 1o be an
invaluable “reality check” for the pub-
lisher.

The Final Analysis

It is the publisher’s duty to provide a
quality product, as they are the ones
ultimately cashing in on consumer dol-
lars or suffering the consequences of
failing to give players their money’s
worth. Publishers should not bother try-
ing to pass the buck by blaming
playtesters or the strange alignment of
the stars for one’s own failure to take full
charge of the production process. It comes

down to Quality Conwol (QC) and in-
vesting the time and effort needed w0
improve the currently shaky playtesting
process. Many game companies have
shown great initiative in improving the
graphic design and quality of their games.
Now it is time for all publishers to under-
stand that other aspecis of game design
of equal or greater importance should be
improved upon as well. Even the most
visually stunning game that cannot be
played is like a turkey dressed up in
peacock feathers.

There are a wealth of game clubs out
there which have an interest in conduct-
ing playtests and are fully capable of
doing so under the proper circumstances.
Itis my hope that publishers will not turn
their backs on this excellent resource for
effective playtesting, and that attention
will be placed on making improvements
to the overall process by both sides. In
the end, the publisher and game club
playtesters are not the only winners when
working well together. When a gamer
can purchase an excellent game design,
everyone becomes a winner.

GAME CLUB PLAYTESTING:
THE VIEW FROM EUROPE

First, let me tell you a ligtle bit about
game clubs in Germany as compared
with those in the United States. Since
there are simply too few gamers in Ger-
many to justify local gaming clubs, the
Society for Historical Simulation (GHS)
caters to gamers across Western Europe.
One does not find biweekly or monthly
meetings going on in a group this widely
dispersed! Instead, we hold regional gam-
ing conventions twice a year, including
“Hexacon,” our annual GHS gaming
convention. These events are well-at-
tended since it’s the only opportunity for
all our members to meet for a weekend
of intensive gaming and to manage 0rga-
nizational affairs.

by Ulrich Blennemann

Our first game club playtest occurred
in 1987. At this time, Ty Bomba was
stationed with the US Armmy in Ger-
many, and he attended our first annual
Hexacon game convention. Since he
needed playtesters for his soon 0 be
published game for Strategy & Tactics
magazine number 118, The Tigers Are
Burning, he asked our groupif we would
like to become involved in playtesting.
We were eager to do so. Initially, Tho-
mas Scheben and myself were selected
as game developers. We received two
playtestcopies of the game and recruited
several GHS members who were resid-
ing near our homes, in order that we
could also arrange face-to-face playtest
gaming sessions. We recruited those

members who expressed a strong inter-
est in playtesting, and who also had an
interest in the topic which the game
covered. Being a World War II Eastern
Front game, a popular gaming topic in
Germany, we were able to recruit sev-
eral experienced gamers.

With Tigers, we balanced the two
basic types of playtesting described by
John Kranz in his article. Each playtester
would spend some sessions playing the
game “blind” outside of our direct super-
vision, and some “in-house.” In the
Iatter type of test, Thomas and ['would
either playtest the game with our club
members or simply watch a game under
progress and take notes as questions
arose. Our playtesters were asked o sub-
mit written reports to us detailing the
blind sessions they had played and what
areas of the game, in their opinion, had to
be revised. Every two to three weeks,
Thomas and I would compile these re-
ports as part of our “developer’s re-
ports” that we sent to Ty Bomba. This
format seemed 10 work quite well. The
designer was not only kept up-to-date
regarding the playtest under progress,
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but we as playtesters could expect regu-
lar communications with the designer on
various points we had raised. Our first
taste of group playtesting has proven
quite addictive since we now enjoy re-
ceiving playtest projects on a regular
basis.

- Based on my own personal experi-
ence with the GHS, game clubs are cer-
tainly well suited for playtesting pur-
poses. Nowhere else can you find so
many dedicated and interested gamers.
However, it is important that game pub-
lishers organize some blindtesting of
their games to avoid any nasty surprises
when the game finally finds its way to
print. Otherwise, a publisher could fall
victim to a similar fate as described in
John Kranz’s accounting of the in-house
playtest for SPI’s Global War. Itis nice
when the designer and/or developer is
available to answer questions immedi-
ately for playtesters, as long as they also
remember to keep notes on points raised
during playtesting that will be addressed
before the final game is published.

What Needs to be Done?

In a standard playtest, one receives a
rules draft, map, and counter manifest.
When I begin a playtest, I expect to
receive reasonably complete rules from
the designer. I do not view my job as
playtester as including the role of rules
editor, and it is important for publishers
to keep this in mind. The rules certainly
do not need to be a work of art, since this
is the rules editors’ job anyway, but
without a working set of rules, there is
not much that a playtester can do. I
consider rules completeness one of the
most important aspects for proper
playtesting. Getting playtesters bogged
down in trying to help a designer com-
plete the rules to a game certainly does
not make for a very effective use of
playtesting. If the rules are not ready,
then the testers should send them back to
the publisher with their comments and
questions for more work. Only when
this situation does not occur is it time to
begin actual playtesting. The other
playtestcomponents(maps, playing aids,
counters, etc.) don’t have 1o be of ex-
traordinary quality; functionality is the
key.

The game publisher or designer must
give each playtest group sufficient time

to study and playtest the game enough to
solve questions and problems that ap-
pear rarely during unusual game situa-
tions. I like to see playtest groups receive
at least six months for playtesting pur-
poses at an absolute minimum, although
more time would be of even greater
benefit for everyone involved. I do un-
derstand, however, that most publishers
are under pressure to release new titles
for cash flow reasons. Balancing
playtesting against the race to get games
published is a difficult task for most
game companies, particularly when one
considers the pressure on publishers to
release a product at key times when
consumption is highest (Christmas, the
summer ORIGINS national game con-
vention). There’s nothing more frustrat-
ing than receiving an underdeveloped
game which was rushed through simply
to benefit from direct sales to the con-
sumer. In the end, both the consumer and
ultimately the game company will suffer
when releasing underdeveloped games
for such reasons.

Contact Means Everything

Communications between publish-
ers and playtesters are critical for proper
playtesting. The playtest groups should
feel welcome to send as many playtest
reports as they wish to the publisher—a
common occurrence when the publisher
seems responsive to a playtest groups’
comments. The publisher or designer
must be sure to provide sufficient feed-
back regarding playtest reports submit-
ted by playtesters. Not doing so need-
lessly decreases the potential results and
effectiveness of the work performed by
the playtest group.

Quality Before Quantity

One does notneed alot of playtesters
to have a game playtested extensively.
Quality not quantity of playtesters is the
key. Players should not be too impressed
if they see ten to twenty names listed as
playtesters in the game credits. Nothing
is guaranteed. Two to four quality
playtesters who are really devoted to
their work and invest a lot of time t0
good effect should suffice. Moreover, it
is much easier to communicate with just
four gamers rather than twenty. [ know
that it is very difficult for publishers to
determine which players are the really

devoted ones, although this will become
fairly apparent as the playtesting process
proceeds.

1 think John Kranz is absolutely cor-
rect that publishers/designers not only
should send out the rules, maps, and
counters but also include some design
notes describing the “philosophy” of the
designer and a short bibliography. A
detailed description of how the
playtesting process should proceed, a
deadline, and how often reports have to
be submitted is also a must. Finally, I
find John’s idea of writing a “mock
game review” of a playtesi game an
intriguing one. In my opinion, such a
review could really pointout the strengths
and weaknesses in a game design cur-
rently under development.

Although Ibelieve that the quality of
playtesting has increased in the last few
years, it can still be improved. If publish-
ers and designers take a close look at
John’s article and really try to incorpo-
rate some of his observations into their
playtest practices, we can all benefit.
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Doing It Right With Game Clubs

“Le Marshalate” of southern New
Hampshire undertook its first official
playtesting in 1979 for Joe Balkoski,
designer and developerof SPI’s Patton’s
Third Army. The initial outing was
probably our club’s best for SPL the
game had no errata, and I still rate it
among my all-time favorite games. The
seven-member playtest group also
worked on two sequels in what became
known as the “Westwall Series,” Op-
eration Gremade and Sicily: Race for
Messina. Then came the Battle of
Monmouth, the one truly set-piece battle
of the American Revolution, and Task
Force, the precursor of the “Fleet Se-
ries” published by Victory Games. Fi-
nally, the club participated in the devel-
opment of Victory Games’ Cold War.
All the games we tested were published
by SPI or VG between 1979 and 1981.

Although our club wasrelatively suc-
cessful in serving as a playtester for
these SPI games, the process was char-
acterized by a single and unfortunate
recurring theme: rushing games into pub-
lication. Around the time of the Iranian
hostage crisis and the deep economic
recession that followed, SPI entered a
period of financial crisis that ultimately
led toits collapse. Flat or declining sales
due to hard times (plus the advent of
video and computer games) led the com-
pany to emphasize cash flow and speed
things up dramatically. The high ambi-
tion of the mid 1970s steadily turned into
mounting desperation. This caused those
in charge to confuse quantity with gual-
ity, or at least to ignore the issue in order
to get more games on the market. De-
signers and developers came under se-
vere pressure to increase output. The
crush of SPI's game schedule resulted in
poor planning, not encugh time for ef-
fective development, and very little at-
tention o our playtest feedback.

Despite these problems, it was a fas-
cinating experience and one from which
my fellow club members and I derived
much benefit. We did mostof our testing

by John Leggat

for Joseph M. Balkoski and Eric Lee
Smith, and it was a great experience
working with two such top-notch de-
signers. The experience and insight we
gained in these years form the basis for
most of the observations which follow.

What is a playtester?

Simply put, it is a gamer who volun-
teers time to play and provide feedback
on various aspects of a game under de-
velopment. For the most part, the pub-
lisher values the playtester for gaming
experience and objectivity, not histori-
cal competence, although most of those
involved like to think of themselves as
experts on one or another aspect of mili-
tary history. Club members naturally
tend to form sub-groups with particular
interests, and it is one or more of these
that forms the core of any playtest. Ide-
ally, each playtest session should have a
leader who can organize the players and
fully document the results for the de-
signer and/or developer. This is espe-
cially important with “blind” testing
which is done in aremote location where
the designer or developer is unable to
witness or monitor the testing. Since the
collapse of SPL, “blind” testing seems (0
have become more importantin the hobby
as publishers have become scattered
across the country, sometimes in rela-
tively inaccessible locations when com-
pared to the “good old days™ when most
of the action took place in mid-town
Manhattan, Although no statistics exist,
it may well be that blind testing has
pulled even with or perhaps even sur-
passed the “in-house” variety.

A good playtester is one who under-
stands hisrole and stays within the bound-
aries set by the higher powers that be.
Working as a subordinate part of a team
with the designer and developer can yield
an exciting product of high quality that
will be a commercial success. A good
playtester responds to the needs of the
designer/developer and supports the to-
tal effort on a committed and timely

basis. For their part, good designers and
developers recognize the value of
playtesting and work diligently to make
it akey part of the development process.
Within the general framework of
playtesting, there are four major respon-
sibilities or functions, which are covered
indescending order of importance in the
sections that follow.

L Play Acceptability and Balance

The single most important function
of a playtester is to play the game and
provide objective criticism and subjec-
tive opinions about the completeness,
excitement level, feel and balance of the
game. Good playtesting involves exten-
sive play and, where possible, this play
is conducted by a number of  different
playtesters over a four to eight week
period, depending on the project sched-
ule. It is especially important that the
playtesting is carefully and meticulously
recorded and sent to the designer/ devel-
operinaccordance with the agreed-upon
schedule. Written feedback should docu-
ment each game played and include:

¢ Dates of Play

« Opponents/Sides

« Scenarios and optional rules

e Set-up (if not completely set
by scenario)

e Strategy for each side

= Tactics of play

 Turn-by-turn details - the more,
the better!

= Outcome, compared to Victory
Conditions

= Time required to play each turn,
plus total per game

e Summary comments and
recommendations

Each tester needs to make every ef-
fort to communicate all issues and con-
cerns to the playtest leader. For this
reason alone, the leader should not be an
actoal player. The leader in turn must
absorb as much detail from the course of
play as possible. Unusual situations such
as special battle situations and outcomes,
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table results which lead to unusual con-
ditions, and the like must all be noted
down. This makes keeping a written
record an absolute necessity. In some
cases, where the playtester has a good
grasp of the historical situation, input
may include comments about the his-
torical accuracy of the simulation. Usu-
ally, however, a competent designer has
conducted research that takes him far
beyond the understanding possessed by
playtester. 1t is the playtest leader’s job
to note down all the comments made by
self-proclaimed “buffs” and let the de-
signer/developer make the final judg-
ment. Once the sessionis over, the leader
should review and rewrite the material
as soon as possible, so that it can be
rendered as accurate and informative as
possible for the designer/developer who
must interpret and apply the results.

II. Rules Editing

The second most important function
of a playtester is to serve as an indepen-
dent checker of the rules of the game,
including charts, tables and other play
aids. The best rules critics meticulously
read and re-read the rules, looking over
all details, checking for completeness,
and noting any ambiguities or contradic-
tions. Also, they may suggest ways of
simplifying the explanation of a rule.
Editing can be done early in the
playtesting, since it often precedes play
of the game. The more “eyeballs” that
can be put on the rules early in the
playtesting, the better. It is important to
have somebody willing to organize rules
feedback so that it can be clearly under-
stood by the developer. The playtest
leader ought to do it, or delegate the task
to someone else and make the factknown
to all the testers. Feedback should be
positive and action-oriented, as in the
following format: “Rule 4.2 seems &0
contradictitself. Should be changed from
[X]... 0 [Y]....”. Avoid comments like
“Rule 4.2 makes no sense and mustbe in
error. Fix it.” Why make this the second
priority? Because even the best “rules
lawyer” will surely alter the comments
made once play actually begins. The
feedback ought to be withheld from the
designer/developer until actual testing
begins. This reduces the risk of confu-
sion within the rules, and renders the

playtest groups’sreport clearer and more
decisive.

III. Check Scenarios

In most cases, a new game has a
number of scenarios, frequently ranging
in difficulty and size from introductory
to tournament/campaign level.
Oftentimes, it appears that scenarios in
published games have been constructed
without any prior testing, leaving it for
the customer to discover what is going
on. In the worst cases, incomplete sce-
narios can make a game unplayable due
to “showstopper” errata, or not worth
playing because they completely favor
one side over the other. To prevent such
disasters, the playtesters must endeavor
to play all the scenarios (or at least the
ones specifically assigned by the de-
signer/developer) as much as possible,
and assemble the following checklist:

* Setup complete and correct

* Victory Conditions properly defined
= Balance of play reasonable
Strategies used by players,
including those that did not work

IV. Recommend Design Changes

Usually, the last thing that the de-
signer/developer is interested in is an-
other “expert” giving advice about game
design. However, a playtester who has
done a good job of performing the first
three functions is entitled to make rec-
ommendations for the designer’s con-
sideration.

Why Can Game Clubs Do It
Better?

Playtesting is a worthwhile and en-
joyable experience that can lead to the
publication of a great game when it is
done right. The process demands the
closest possible tcamwork and commu-
nication between designer, developer,
and testers. This is where a game club
can offer publishers a big advantage.
Since club members usually know one
another and are frequent opponents, they
are familiar with their respective skills
and interests. For example, in our club,
I was the playtesting recorder who had
the responsibility for organizing the test-
ing, writing the reports, and communi-
cating with the designer and developer.
Others in the club performed essential
support activities like rules reading and

interpretation to make sure that every
aspect of the simulation made sense.
Other club members specialized in try-
ing out various strategies. Still others
just played like crazy to get a statistical
representation of playability, balance and
outcomes. This varied mix of talents and
preferences is a tremendous asset when
itis important to accomplish a great deal
on a tight deadline. By spreading the
work around, a club with five to ten
members devoted to a game can accom-
plish in a few weeks what it could take a
couple of independent testers months or
even years to do.

Despite the inherent advantages of
clubs, human nature and busy schedules
require that sufficient time must be al-
lowed for the testing to be completed.
This is a hard nut 1o crack for the game
designer and developer, who are almost
always under the gun to meet deadlines,
let alone wait patiently for the results of
playtesting to roll in. For that reason
alone, playtesting is usually seen as be-
ing at the end of the chain and outside the
control of the designer/developer. All
the more reason why playtesters must
execute well and meet their commit-
ments on schedule. If either side does
not keep up its end of the bargain, the
inevitable result is a product that is not
fully developed and is likely to have
errors and play balance problems.

The cash flow problems mentioned
earlier in connection with SPImay prove
to be unavoidable in the board wargame
business. If so, then it becomes impera-
tive for publishers to take the fullest
possible advantage of those game clubs
across the USA and Canada which are
willing to playtest games. By spreading
out the burden, itmay be possible tokeep
the hobby well stocked both with quality
wargames and with publishers who can
realize a profit from tight production
schedules. Clubs and publishers need to
be oncloser terms, and it will take efforts
by leaders on both sides to bring this
about. Ifthisishandled correctly, every-
one involved in the process and the play-
ers themselves will come out “ahead of
the game.”

MOVES 45




46

“The Hills of Stanley”:

A Game Inspiration Nearing Reality

by Mark H. Walker

[We beginan occasional seriesthat takes
a behind-the-scenes look at the game
designprocessfor whatis usually dubbed
“Third World” or independent publish-
ers. Others, whether great or small, new
or experienced, are encouraged to re-
late their own stories about designing
anddeveloping games. Simply send them
to (or call) the Associate Editor of
MOVES magazine at the address pro-
vided in the Editorial.]

In October 1991, the Walker family
set out on a short vacation to a small
lakeside recreation facility northeast of
Charleston. My wife, one-year-old
daughter, and I settled into a cheap wa-
terside cabin for the weckend. Friday
night, following the daunting task of
bedding down the baby, I sat down to
play the “Tank Duel” scenario in GDW’s
Battlefield: Furope. A company of Rus-
sian T-80A’s were attempting to delay a
Leopard I company driving across the
board. This is an interesting situation,
except for the bland sameness of the
tanks. Instead of T-80’s, how about two
companies of T-55s or T-62s7 None
existed in the counter mix, but designer
Frank Chadwick had supplied the unit
values in the back of the Battle Manual.
Here was an open invitation to do some-
thing more than just play by someone
else’s rules. I could make them myself.

Those words started a domino effect
which in just over a year’s time has
brought me to the brink of becoming a
game designer. I settled on T-55s and
wrote the scenario, then expanded it into
a campaign game [see “Kampfgruppe
Pfieffen” in MOVES 73]. Then 1 did a
Fire Team scenario for Line of Depar-
ture #4, and a Squad Leader/MBT
conversion with scenarios for The Gen-
eral. All of the sudden, I was up to my
keyboard in this designing and writing
stuff!

By now you are probably saying,
“Who is this guy and why should I care
about his life story?” Well, if T had just
started pontificating on the trials and
gribulations of wargame design, you prob-
ably would have said “Who is this guy
and why should I care what he thinks?”
I have been around the hobby awhile
(about 20 years), but many of you read-
ing this can claim a term of service at
least as long. Am I a design pro? Nope.
But what I hope to do in this and subse-
quent articles is share the thoughts and
frustrations of a rookie war game de-
signer and provide a working outline of
how to design and develop a wargame.

Undl recently, my game was un-
named. I toyed with calling it “Falklands
Land Battles.” I know just what you are
thinking: “that’s a very catchy title!”
Believe me, I shared your impatience
and frustration! Those feelings gave me
the incentive to keep on racking my
brains for a betier one. So what do you
think of The Hills of Stanley? Well, that
will do for the time being, anyway. Let’s
call it Stamnley for short. (If you have a
cousin by that my name, then you have
my apologies ... and pass along my sym-
pathies to him as well!)

Finding a topic

This is the obvious first step, and it
shouldn’tbe too hard. T had several ideas
floating around in my head. I made a list
of possible topics and then investigated
which ones had sufficient material writ-
ten about them to support research for a
wargame. Don’t forget that your re-
sources should include a map to serve as
a foundation for the playing surface. If
you can’t find a book with a suitable
map, maybe you can find one through
the Defense Mapping Agency. I wrote
directly to the Falklands and still haven’t
received one, but I will be able to get
along fairly well with substitutes. I chose
the 1982 Falkland campaign because it
interested me, there was plenty of re-

search material, and it fit into the design
parameters I had in mind. Which brings
us fo....

Defining Goals and Parameters

This involves basic things like:
= How complex do I want this game o
be—small and simple or large and in-
volved?
« Who am I targeting—experienced play-
ers, beginners, or (somehow) both?
e How long do I want a single match to
take—a couple of hours, an evening, a
week, half a lifetime?
¢ What facets of the conflict will I ab-
stract—must the Falklands include sea
and air units?
e Which aspects will I present in detail
(i.e. what is the desired scale of activ-
ity)?
e What are the points or “lessons of
history” I am trying to get across?

Before you can answer any of these
questions, you must first resolve one
other matter that is even more funda-
mental: the position the game will oc-
cupy on the “art vs. science” design
spectrum. Those who lean toward game
design as a science tend to place more
emphasis on empirical data like muzzle
velocities, caliber, penetration, range,
armor thickness, rounds per minute, eic.
Designers who favor “art” emphasize
the other side of the coin, the less well
documented subjective or “soft” data:
psychological weapon effects, morale,
leadership, training, chance, and the like.
Tobruk (AH) is a good example of the
“scientific” approach. Up Front from
the same company is more “artsy.” Most
games of course incorporate elements of
both styles. You have to understand both
the weapon systems, the capabilities of
the troops employing them, the effects
of fate on those involved, and the quality
of leaders present at the battle in order to
produce a good, reasonably accurate de-
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sign. I look at game and scenario design
as similar to writing an interactive novel.
The most important criteria of any game
I play is, “Does it feel right?” Another
way of asking this question is, “Can the
game capiure the players and propel
them into the game/situation/scenario?”

. I personally lean toward the artistic
side of the spectrum, I feel gun veloci-
ties, armor penetration, and so forth do
not represent the critical dimension that
decides the outcomes of engagements
between reasonably well maiched oppo-
nents. How these and more subjective
factors work together fo create that all-
important “feel” is what matters. Re-
search is certainly important, but intu-
ition and focusing on what you are trying
to portray are the key factors io creating
a game that others can enthusiastically
relate to and profit from.

In Stanley I want to display funda-
mental differences in unit morale. The
Argentines had good weapons, although
Tam not totally sold on the idea that they
had superior firepower. In any event,
they certainly outnumbered the British.
Yet the British won decisively. This is
the key issue that I believe my game
should address. The answer appears to
lie in the realms of superior leadership,
training, and morale. Simply put, when
the order was given to fire, more “Brits”
squeezed the trigger than “Argies.” In
Stanley each unit is rated for firepower
(both anti-personnel and anti-armor),
movement, and morale. Morale repre-
senis the sum of a unit’s leadership,
training, physical and mental condition-
ing, as it does in real life. Prior to com-
bat, each unit will roll a dic cross-in-
dexed against its morale on a “pre-com-
batmorale check table” to determine any
modifiers applied to the attack. In other
words, the lower a unit’s morale, the
larger the negative modifier reducing
the effectiveness of its offensive fire.
This die roll will also be affected by such
situational considerations as whether the
unit in question is firing from fixed posi-
tion, assaulting, etc. Hopefully this will
show that the Argentine rifle companies
seldom put out firepower commensurate
with the capabilities credited to them
“on paper.”

Now that Stanley is firmly placed in
the realm of “art” rather than “science,”
I can begin to answer the other basic

guestions. I want to create a fairly simple
game with about six pages of rules and
playable in one night. By “one night” I
mean the few hours between dinner and
the local news that a married person with
kids thinks of when he hears that phrase,
not the endless “all-nighter” in which a
college student or convention-goer might
indulge. The primary focus of the game
will be the land war; naval and air power
will be abstracted as support points. In
this land war I believe the key factor was
the difference in leadership and morale
of the two forces, not the technology at
their disposal. Most of all I want the
game to feel right, be fun to play, and
work properly for all but the rawest new
recruits to gaming. Are you all tired of
errata books longer than the original rule
book? I don’t think there’s an excuse for
it—at least none that a little attention to
detail and development would not cure.

Formulating the Game Concept

After you decide what the goals of
the game will be, you naturally need to
figure out how to get there. What will be
the vehicle you use to propel your de-
sign? This is what I call the the basic
game concept. It is the blending of a
multitude of ideas into a rules skeleton,
to be fleshed out as we proceed with
additional conceptualization and receive
playtest feedback. This framework will
include initial parameters such as unit
size, map scale, turn length, Combat
Results Table (CRT) structure, stacking
limits, and the nature of unit interaction
(e.g. ranged vs. adjacent or same-hex
combat, effect of unit integrity, head-
quarters effect, unit differentiation, etc).

What type of CRT will be em-
ployed—oddsratio, combat differential,
or firepower factors? Will the CRT be
bloody or not? Stanley utilizes a fire-
power CRT similar to Squad Leader
(AH). Units can be disorganized, re-
duced a step, forced to retreat, or a com-
bination of the above. How serious the
results of the fire directed at a unit willbe
often depend on the unit’smorale. Hope-
fully the CRT will demonstrate the dif-
ferences between the two nationalities.
The British in general will be able to
absorb much stronger attacks without
detriment due to their higher morale.

Units represent rifle and headquar-
terscompanies, Milan, MG/Heavy weap-
ons platoons, mortar platoons, howitzer
and AA batteries. I'm frankly not sure
that I need the AA batteries. With very
absiracted air rules they probably won’t
be necessary for air defense. However,
there is documented evidence that some
batteries were used in a ground support
role. 'l put them in the initial playtest
version and let the playtesters decide
whether and how to use them.

Game scale is one kilometer per hex
and three hours per turn. The scale puts
this game into a unique category (I hope).
Itis notanother in the plethora of platoon
sized tactical wargames. The majority of
combat will take place between adjacent
units. The typical rifle company’s range
is only one hex. I hope this gives the
game a classical “move-fight” sort of
feel. However, with one kilometer hexes
there will still be ranged combat and thus
the need for discriminating among unit
capabilities. For example, a Milan pla-
toon will have a range of two, allowing
it to sit back and provide support for the
maneuveringrifie companies. In this way
I am aiming for a tactical “feel” in an
operational setting.

One kilometer hexes do not come
duty free! Initially I wanted to put all of
East Falkland on the game board. But
with one kilometer hexes that would
have made a map over 180 hexes long.
Two kilometers per hex would still yield
90 hexes. But if I just portrayed the
northern arca of East Falkland from
Goose Green to Port Stanley I might just
fit 2km. hexes on a single map. Then the
problem of preserving distinct unit capa-
bilities reared its ugly head. Utilizing
two kilometer hexes a Milan platoon
would have the same range as a rifle
company, and a M1A1 company would
have the same range as a T-72 company
(just thinking ahead here!). My solution
(at least so far) is to abandon the idea of
depicting the entire campaign and and
dispense with the map of East Falkland.
Instead the game will feature four sce-
narios (Goose Green, Opposed San
Carlos landing, Batile for Stanley, and
Counterattack at Fitzroy), each with its
OWN mMap.
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Establishing a “Cornerstone”
Unit

A cornerstone unit is the unit that all
other unit strengths are based on. There
has got to be a baseline, right? At Goose
Green 500 British Paras defeated about
1500 Argentine soldiers. How many of
these Argentines were maintenance or
Air Force personnel? Let’s say it would
take about three Argentine rifle compa-
nies to equal one British Para or Marine
company. The typical Argie rifle com-
pany should have one third the firepower
of a Britcompany, right? NOT SO! They
actually had more raw firepower. So I
decided to give them higher firepower
and make the law of averages on the pre-
combat morale check table dictate that
they rarely would ever use all of it.

My baseline unit became a British
pararifle company. All other units would
be compared to this one to determine if it

had greater or lesser firepower, morale,
anti-armor firepower, etc. The paracom-
pany was given eight firepower factors,
a morale of seven, anti-armor factor of
two, and movement of six. The typical
Argentine rifle company (due to their
superior FN/FAL rifles) had slightly
better firepower at ten factors. However
their morale is usually only four or five
so the effective firepower is normally
significantly less than ten. Their anti-
armor factors are zero, and movement of
five. The lower movement factor is due
to poorer physical conditioning and
motivation. The Argentine 5th Marine
battalion, which gave the Scott Guards
such a hard time at Tumbledown moun-
tain is rated higher in morale and move-
ment.

The Hills of Stanley

Goose Green Scenario
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Scenarios & Variants

Anglo-Dutch War Scenarios for
Wooden Ships:& Iron Men

The two large battles of Sole Bay and the
Texel have been split into a number of
separate scenarios to allow these battles
to be fought on one board, and to obviate
the need for restrictive command control
rules. With fleets as large as the ones
represented, about 200 ships of all sizes
on both sides, it was rare for a com-
mander-in-chief to have strict control
overmore than his own squadron. Indeed,
it was not rare for whole squadrons to
disappear out of sight, much less out of
effective signal range.

Also for playability, all ships of less
than 60 guns have been deleted. The fo-
cus here is on the development of line
ahead tactics, and ships smaller than 60
guns rarely held a position in a line-of-
battle. The only exceptions are those
when light ships played a distinctive or
unique role, such the Spanish galley
squadron at Agosta. _

The main role of light ships was to
screen damaged vessels and tow them out
of harm’s way. Thus, in the scenarios
losses will appear higher than occurred
historically, but the overall nature of the
battle isnotaffected. Where a ship is sunk
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in the game, in real life it has likely been
towed away, but with such heavy damage
it will be out of action for some time in
any case. (Option: Before rolling on the
Destroyed Hull Table, roll one die. On a
result of 1-3, the ship has been success-
fully towed away-—rtemove from the
board. On 4-6, procede as usual with the
DHT roll. Ships which are towed away
count half victory points.)

Lastly, the scenarios cover only the
period of heaviest fighting, ending when
the historical fleets had exhausted the
bulk of their ammunition. Battles often
went on for several hours after this, but
with much reduced rates of fire and little
chance of altering the outcome.

Sole Bay, June 7, 1672: Fighting
began shortly after 7:00 AM. The com-
bined Anglo-French fleet was surprised
by the sudden appearance of Dutch sails
on the horizon. This war was character-
ized by consistently bad scouting on the
part of the allies. Typical practice was to
divide a fleet in three squadions—van,
center and rear. In the English fleet these
were color coded white, red and blue
respectively. Each squadron was usually
subdivided into three divisions.

The allied fleet was not in particularly
good order, and the sudden onset of the
Dutch caused further disorder. The
French formed the van or white squadron,
under Jean d’Estrees, and he headed
southeast for open water, fully expecting
the rest of the fleet to follow hislead. The
English made up the red and blue squad-
rons. The latter, under the Earl of Sand-
wich, made sail for the northeast. The
Duke of York (the future James II), com-
mander of the red squadron and overall
commander, followed Sandwich. The
battle then, broke into two distinct ac-
tions.

D’Estrees was held by the Frisian-
Zeeland squadron under the redoubtable
Adriaen Banckert. He did not close, but
was satisfied with conducting a cannon-
ade at relatively long range, while De
Ruyter fought the decisive action against
the English. D’Estrees, with the wind
against him, could not or would not move
up for close combat. The firing was in-
tense and losses were not negligible. Su-
perior Dutch gunnery gave them a de-
cided advantage.

Out of sight to the north, the main
action took place. The Amsterdam-
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Noorderkwartier squadron under W.J.
van Ghent faced off against Sandwich.
Shortly after these combatants opened
fire, De Ruyter closed with York. The
wind stayed light, and with the English
coast nearby, there was little chance for
manecuver. There was no hesitation to
shorten up the range here, ofien muzzle-
to-muzzle and the result was a bloody
slugfest.

Van Ghent tried to take his ship, the
Olifant across the bow of the Royal
James, Sandwich’s flag, to give it a rak-
ing broadside, but failed. The Olifant was
heavily damaged and Van Ghent was
killed in a broadside from the James, but
the English vessel was itself so badly shot
up that it fell victim to one of De Ruyter’s
special fire-ship squadrons. (While still
frequently taken into battle, line ahead
tactics made it comparatively easy to
avoid fire-ships. They were generally
only of use in harbors, and their success at
Sole Bay owed much to the congested and
restricted nature of the fighting here.)

The Royal James burned to the water
line killing Sandwich and most its 700-
man crew. Overall, Dutch gunnery
proved decisive. The fighting ended with
the onset of darkness and mutual exhaus-
tion. Both fleets reunited during the night
and headed back to their respective an-
chorages. According to contemporary
reports, this battle was one of the worst in
memory. Human casualties bear this out,
even though losses in ships were rela-
tively minor (typical of this time period).
The Dutch lost two light ships but suf-
fered 600 killed and 1200 wounded. The
Anglo-French’s most serious loss was the
Royal James and its 700 men. Addition-
ally, the allies lost another 700 men killed
and 1000 wounded. Allied ships were so
damaged that further naval operations
that year were not feasible.

The Texel, August 21, 1673;: The
Anglo-French fleet was now commanded
by Prince Rupert, an experienced and
competent commander if not particularly
lucky. Edward Spragge took the blue
squadron, while D’Estrees and the
French again formed the white. Rupert
thought it prudent to leave his invasion
barges in harbor so as not to encumber his
war fleet, which sailed for the Dutch coast
to seek out a decisive confrontation with
De Ruyter.




The Dutch commander, mean- | SCENARIO CHARTS
while, was sheltering his ﬂeet n sha.l- The Battle of Sole Bay (also Solebay), June 7, 1672
low waters (the aggressive Cornelis Scenario 1a “De Ruyter vs. York”
Tromp succeeded Van Ghent, and | Weather Conditions: Wind Direction 3, Wind Velocity 2, Wind change 4.
Banckert still commanded the Frisian- Board Edges 5-6 and 4 are considered land and any ships forced to move
Zeeland squadron in the van). Rupert | into the edge are run aground and considered sunk.
found the Duich off Kijkduin not far Ship Name Guns Class Bow Dir Hull Qual Crew Guns Rigg Pt
from the main naval base at Texel. It Hex# Nr 123 LR 1234
was 100 late in the day to attack, so | LRglish:
Rupert waited for morming Blue Squadron
) > i Triumph 74 SOL2 130 5 12 Cr 444 717 7177- 25
However, during the nightthe wind | ypicom 64 SOL2 K29 5 10 Av 333 55 666 15
changed in favour of the Duich,and De | Royal Sovereign* 100 SOL1L M28 5 16 El 777 99 88 32
Ruyter did not let the chance slip and | Plymouth 60 SOL2 028 5 9 Av 333 44 666- 14
attacked, in spite of odds of 3-2 against. Mary 62 SOL2 P26 5 9 Av 333 55 666- 15
Rupert, frustrated by De Ruyter’sspoil- | Edgar 72 SOL2 S26 5 12 El 443 17 777- 27
ing tactics at the two earlier battles of | Henry 82 SOL2 U26 5 13 El 544 88 777- 28
the SChOODCVClt, made sail for open Royal James** 100 SOL1 V24 5 16 Cr 776 99 888- 20
waters hoping to draw De Ruyter far Montague 62 SOL2 X24 5 9 Cr 333 55 666- 18
Rupert 66 SOL2 Y23 5 11 Cr 433 66 1777- 20
enough away to prevent an easy retreat | w00, 66 SOL2 BB22 5 11 Cr 433 66 1777- 20
behind the treacherous shoals of the | Gioucester 62 SOL2 DD22 5 9 Av 333 55 666 15
Dutch coast. Saint Andrew* 96 SOL1 EE21 5 15 El 666 99 883 31
Rupert was not to be disappointed, Saint George 66 SOL2 GG20 5 11 Av 433 66 777- 17
and De Ruyter pursued hotly with his French Ruby 80 SOL2 M9 5 13 Cr 444 77 T777- 25
own squadron of the and sup- I;edks quadron 60 SOL2 KKI9 5 9 Av 333 44 666 14
. . » or v -
g;r,':dDZyR?;t efr:f'f:c aslq:ggra?:;g?ils Royal Charles* 9% SOLI LL17 5 15 Cr 666 99 883 28
, . Rainbow 64 SOL2 NN16 5 10 Av 333 55 666 15
numbers. Meanwhile, Banckert, with | p 000 62 SOL2 LL20 5 9 Cr 333 55 666 18
only the Zeeland division, held off the | Royal Katherine 82 SOL2 MMI9 5 13 Av 544 88 777- 20
entire French squadron and for mostof | Fairfax 60 SOL2 0019 5 9 Av 333 44 666- 14
the battle prevented D’Estrees fromre- | Monmouth 66 SOL2 QQI7 5 11 Cr 433 66 1777- 20
joining Rupert. D’Estrees eventually | Cambridge 66 SOL2 SS17 5 11 Cr 433 66 777- 20
managed to sail through Banckert’s Saint Michael 90 SOL1 UUl6 5 14 Cr 554 88 888- 27
line, but by that time the fighting in the Pr_ince*** 100 SOL1 VvVi4 5 16 El 776 99 888 32
center had largely ended, and Rupert | ¢ “°, & SO TS 3 1 Av 3 e . 1
: esolution \'2 -
had taken a heavy beating. London* 96 SOL1 UUI8 5 15 Cr 666 99 888 28
Neither commander was well | 14 James 68 SOL2 XX16 5 11 Cr 443 66 777- 20
served by their rear squadrons. Cornelis | Dunkirk 60 SOL2 VVI9 5 9 Cr 333 44 666 17
Tromp, in command of Amsterdam- | Monk 60 SOL2 XX18 5 9 Cr 333 44 666- 17
Noorderkwartier squadron, was as un- Dutch:
disciplined ashe was skillful. Hewason  |-Amsterdam-Noorderkwartier (Rear) Squadron
no good terms with De Ruyter, having Oisterwijck 60 SOL2 C4 4 9 Cr 322 44 666- 16
been removed from senior command in l‘:‘"ie‘:;dm gg ls:gg‘z g:; j 3 g ?22 ‘1‘ ‘1‘ 2224 (1)8
- . . . (o] am e
1666 duc to gross insubordinationinthe | |, 20 FS6 E21 4 3 El  1— 11 4444 0
St. James’s Day Fight, a chief cause | .o von Bnkhuizen 72 SOL2 WI3 4 12 Cr 433 77 777- 24
why DeRuyter lost that battle. Spragge, | ojifaner 82 SOL2 120 4 14 El 544 88 888 30
Tromp’s English counterpart, wasabit- | Justina van Nassau 64 SOL2 KI9 4 10 Cr 332 55 777- 18
ter personal enemy of the Dutch officer | Woerden 68 SOL2 MI8 4 11 Cr 333 66 777- 20
from the 1664-68 war. Spragge had | Pacificatie 72 SOL2 O17 4 12 El 433 177 1717- 26
boasted he would take Tromp back to Dolfijn** 84 SOL2 Ql6 4 14 El 544 .88 888 30
London in chains or die in the attempt. Noorderkwartier 60 SOL2 S15 4 9 Cr 322 44 666- 16
The two captains fought a bitter, per- | Komeetster 68 SOL2 U4 4 11 E 333 66 777- 22
sonal duel, toe-to-toe, ignoring any sig- | G242 72 SOL2 G21 4 12 Cr 433 77 777- 24
) : Akerboom 60 SOL2 YI2 4 9 Cr 322 44 666 16
nals from their respective commanders Maas (Center) Squadron
as they moved farther out to sea. | Groor Hollandia 60 SOL2 W17 4 9 El 322 44 666 18
Spragge wasforcedtoabandonhisflag- | provincievan Urecht 60 SOL2 Y16 4 9 Cr 322 44 666- 16
ship and moved to another vessel, | De Vrede 26 FS5 WI15 4 4 El. 1— 11 444 0
whichin turn was so pummeledithadto | Wapen van London 20 FS6 Y4 4 3 El 1— 11 444 0
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be abandoned. While movingto a
third vessel, the ship’s boat carry-
ing the Englishman was hit, and
Spragge drowned.

The battle ended shortly after
7:00 PM. De Ruyter re-united his
fleet and withdrew to home wa-
ters. The Anglo-French ships were
so scattered and shot up, espe-
cially the rigging, that the flect
could not re-unite until well after
dark. It then limped back to En-
gland. The allied forces were too
damaged to sail again for some
time, De Ruyter still patrolled the
coast and there would be no inva-
sion. Unable to maintain such a
large fleet, Charles II would leave
the war and enter a profitable neu-
trality. Losses in the battle are not
known. The Dutch lost an esti-
mated 500 dead and wounded,
with Anglo-French losses consid-
erably higher.

Agosta, April 22, 1676: A
French threat against Sicily, then
held by Spain, led the Dutch gov-
emment to send a squadron under
De Ruyter to the Mediterranean to
support the Spanish. Several inde-
cisive actions were fought, with
the French under the able leader-
ship of Abraham Duquesne. The
decisive battle took place off
Agosta. The Spanish admiral,
Corbete, insisted on taking the
center of the allied line. However,
when De Ruyter closed up to the
French, the Spanish ships failed to
follow up. The Dutch squadron,
outnumbered and split into two,
bore the brunt of the fight, with the
French gaining the advantage.
Due to damagedrigging, however,
the French vessels could not pre-
vent the Spanish galleys from tow-
ing the disabled ships to safety.
Casualties on both sides were
about 500 killed and wounded.
The Dutch suffered an irreplace-
able loss during the fight when De
Ruyter was mortally wounded, his
legs smashed by a cannon ball—
the firstand only wound in hislong
career.

Oland, June I, 1676: The
Danish fleet, under Admiral Juel,

Ship Name Guns Class
Reigersbergen 72 SOL2
Maagd van Dordrecht* 68  SOL2
Gelderland 64 SOL2
Wapen van Hoom 62 SOL2
Westfriesland 78  SOL2
Zeven Provincien*** 80  SOL2
Eendracht 76  SOL2
Stad Utrecht 66 SOL2
Delft 62 SOL2
Waesdorp 68 SOL2
Ridderschap v Holland* 66  SOL2
Alkmaar 62 SOL2
Deventer 60 SOL2

The Battle of Sole Bay, Part Two
Scenario 1b “Banckert vs D’Estrees”

Bow
Hex#

AAl4
CC13
EE12
GGl11
10
KK9
MMS$
007
QQ6
SS5
Uu4
WW3
YY2

Dir Hull Qual

Nr

PR A TR T TR R SR NP NP N -

12
11
10
9
13
13
13
11
9
11
11
9
9

Cr
Cr
Cr
Cr
Cr
El
El
Cr
Cr
El
El
Cr
Cr

Crew Gunms Rigg

123

433
333
332
322
443

LR

77
66
55
55
77
88
77
66
55
66
66
55
44

Weather Conditions: Wind Direction 3, Wind Velocity 2, Wind Change 4.

Ship Name Guns Class
French:

White Squadron

Tlustre 70 SOL2
Terrible* 70 SOL2
Conquerent 70 SOL2
Admirable 68 SOL2
Foudroyant 70 SOL2
Saint Philippe** 78  SOL2
Grand 70 SOL2
Invincible 70 SOL2
Superbe* 70  SOL2
Sans Pareil 66 SOL2
Fort 60 SOL2
Dutch:

Zeeland-Friesland (van) Squadron
Steenbergen 68 SOL2
Zierikzee* 60 SOL2
Groningen 70 SOL2
Qostergo 62 SOL2
Pro Patria 24 FSS
Schiedam 24 FSS
Sevenwolden 76  SOL2
Walcheren** 70 SOL2
Prins Hendrik Casimir 72  SOL2
Kalandsoogh 68 SOL2
Oudshoorn 70 SOL2
Oranje* 70 SOL2
Schieland 60 SOL2

Wapen van Nassau 62 SOL2

Bow
Hex#

DD13
DD15
DD17
DD19
FF21

FF23

FE25

HH27
HH29
HH31
HH33

9

s11
s13
S15
Q10
Q16
R17
R19
R21
R23
Q26
Q28
Q30
Q32

Dir Hull Qual Crew Guns

Nr

e N N e e T S

NN NDNDN

12
12
12
12
12
14
12
12
12
11
10

11
9
11
9
4
4
13
11
12
11
11
11
9
9

The Battle of the Texel (or Kijkduin), August 21, 1673

Scenario 22 “Banckert vs D’Estrees”

i23 LR
Av 444
Av 444
Av 444
Av 443
Av 444
Av 544
Av 444
Av 444
Av 444
Av 433
Av 333
El 333
El 322
Cr 433
Cr 322
El 1—
El 1—
Cr 443
El 433
El 433
Cr 333
Cr 433
El 433
Cr 322
Cr 322

717
77
77
66
77
88
717
717
717
55
44

66
44
717
55
11
11
717
717
717
66
77
717
44
55

Weather Conditions: Wind Direction 1, Wind Velocity 5, Wind Change 5.

Ship Name Guns Class
French:

White Squadron

Foudroyant 70 SOL2
Terrible* 76 SOL2
Excellent 60 SOL2
Invincible 70 SOL2
Tonnant 64 SOL2
Reine** 104 SOL1
Tlustre 70 SOL2
Pompeux 70  SOL2

Bow
Hexit

X28
727
BB26
DD25
EE23
GG22
121
EE20

Dir Hull Qual Crew Guns
123

Nr

LA L b L L L

12
12
10
12
11
17
12
12

Av
Av
Av
Av
Av
Av
Av
Av

4444
444
333
444
433
877
444
444

LR

77
77
44
77
55
1010
77
717

1234

777-
777-
777-
666-
-
888-
777-
777-
666-
77-
777
666-
666-

Rigg
1234

7717-
77-
777-
T77-
777-
777-
771-
777-
771-
777-
666-

7717-
666-
777-
666-

771-
777-
777-
777-
777-
771-
777-
666-

Rigg
1234

777-
777-
666-
771-
T77-
888-
777-
T77-

20
18
17

30
27
20
17
22
22
17
16

19
19
19
18
19
22
19
19
19
16
14

22
18

17

26
26
20

26
16
17

19
19
14
19
16
27
19
19
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Grand 70 SOL2
Sans Pareil 64 SOL2
Glorieux 64 SOL2
Orgueilleux* 70 SOL2
Fortune 60 SOL2
Dutch:

Van Squadron (- )/ Zeeland Division
Eenhom 70 SOL2
Zierikzee* 60 SOL2
Justina van Nassau 64 SOL2
Prins 64 SOL2
Wapen van Enkhuizen 72  SOL2
Walcheren** 70 SOL2
Westfriesland 78 SOL2
Domburg 60 SOL2

The Battle of the Texel, Part Two
Scenario 2b “De Ruyter vs Rupert”
Weather Conditions: Wind Direction 1, Wind Velocity 5, Wind Change 5.

Guns Class Bow Dir Hull Qual Crew Guns
Hex# Nr

Ship Name

English:

Red Squadron

French Ruby 80 SOL2
London* 96 SOL1
Old James 68 SOL2
Royal Katherine 82 SOL2
Triumph 74 SOL2
Royal Sovereign*** 100 SOL1
Henry 82 SOL2
Victory 82 SOL2
Resolution 70 SOL2
Edgar 72 SOL2
Charles* 96 SOL1
Warspite 70 SOL2
Rupert 66 SOL2
Mary 62 SOL2
Dutch:

Maas Squadron + Friesland Division
Prins Hendrik Casimir 72  SOL2
Groningen* 70 SOL2
Qostergo 62 SOL2
Gideon 62 SOL2
Steenbergen 68 SOL2
Maagd van Dordrecht* 68  SOL2
Ridderschap v Holland 66  SOL2
Spiegel 70 SOL2
Zeven Provincien*** 80  SOL2
Eendracht 76  SOL2
Vrijheid 80 SOL2
Waesdorp 68 SOL2
Stad Utrecht 66 SOL2
Voorsichtigheid* 84 SOL2
Alkmaar 64 SOL2
Gelderland 60 SOL2

KK20
LL17
NN16
PP15

RR14

BB32
DD31
FF30

HH29
QQ21
S$820

Uuu19

X15

PR IR IR Ik T T e

017

++++

W Wy Wy Wy

AR AN DR

DA

12
1
1
12
10

11

10
10
12
11
13

13
15
11
13
12
16
13
13
11
12
15
11
11

12
1
9

9

11
11
11
11
13
13
13
11
11
14
10
9

Cr
El
Cr
El
Cr
El
El
Cr

Cr
Cr
Cr
Av
Cr
El

El

Cr
Av
El

Cr
Cr
Cr
Av

El
El
Cr
Cr
El
El
Cr
Cr
El
El
Cr
El
Cr
El
Cr
Cr

+: ships set up directly behind the lead ship in the direction and

order indicated.

444
433
433
444
333

433
322
332
332
433
433

322

666
443
544

777
544
544
443
443
666
443
433
333

433
433
322
322
333
333
332
433
544
443

333
332
544
332
322

717
55
55
77
44

77
44
55
55
77
77

44

LR

717
99
66
88
71
99
88
88
77
717
99
717
66
55

717
717
55
55
66
66
66

777-
777-
777-
777-
666-

777-
666-
777-
777-
777-
171-

666-

Rigg

777-
888-
777-
777-
777-
888-
77-
777-
771-
177-
888-
771-
771-
666-

77-
777-
666-
666-
777-
771-
777-
7717-
888-
177-
888-
777-
771-
888-
666-
666-

19
16
16
19
14

18
18
20

26

16

31
20
20

32
28
26
18
27
28
21
20
15

26
26
17
17
22
22

24
30
27
27
22
20
30
18
17

had just managed to elude a much supe-
rior Swedish force under Admiral
Creutz. A Dutch squadron led by Tromp
then arrived and united with Juel. The
combined fleet offered battle to Creutz
on June 1. The Swedish fleet, due to an
unknown cause, was caught in some
confusion. Early in the battle, the flag-
ship Krona blew up throwing the
Swedes into complete disorder. There-
after the Svard and Apple were sunk. It
was a crushing defeat, with Swedish
casualties at about 1400. The Danish-
Dutch force lost about 500 men. For the
remaining two years of the war, Den-
mark was free from the threat of an
amphibious invasion.

Victory Conditions

Victory is determined as under rule
section XI B. To win a strategic victory,
one side must gain one quarter more
victory points than the opposing side.
(Multiply the lower VP total by 1.25 o
determine this victory level.) Other-
wise, the player with the most points
wins a marginal victory. For the Texel
scenario 2a, the French must gain 1.5
more victory points than the Dutch fora
strategic victory and at least 1.25 more
for a marginal victory. The Dutch wina
strategic victory if thay simply have
more victory points than the French, and
a marginal victory if the French have
less than a 1.25 advantage in victory
points.

For Sole Bay and the Texel, results
for all the individual scenarios can be
played and compared to determine an
overall winner for each battle. For all
the Texel scenarios and Sole Bay 1b, a
strategic victory is worth 1 point. A
marginal victory is worth no points.
Sole Bay 1aearns 2 points for a strategic
victory and 1 point for a marginal vic-
tory.

Flagships are worth bonus points.
Divisional flagships (indicated by * on
the fleet lists) are worth 5 extra points,
squadron flagships (indicated by **),
are worth 10 extra points, and the fleet
flagship (indicated by ***) is worth 25
extra points.

General Special Rules

A. Anchoring: allowed in all scenarios.
B. Reduced Range: Ships at this time
carried a wider variety of different sized

MOVES 53




cannon than ships of the Napoleonic
era. This effectively reduced overall
range, thus maximum range is re-
duced from ten to eight hexes.

C. Korps Mariniers: In 1665, the
Dutch created the marines regiment,
the first modern body of naval infan-
try. Thus, all Dutch crews melee at a
morale level one higher than current
morale. As well, all non-Dutch ships
except Spanish galleys must add one
to grapple attempt die rolls to repre-
sent the otherwise general reluctance
to board. Ungrappling is unaffected.
D. Loss of Flag Officers: If a fleet or
squadron flagship is demoralized
(Critical Hit #7 H) all ships under its
command are also demoralized. Fleet
flagships command all vessels that
appear in a scenario, while squadron
flagships command the squadron as
indicated (division flagships have no
morale effects). If a flagship strikes, is
captured, surrenders or is otherwise
destroyed, all ships under its com-
mand are demoralized as above. A
single flagship can cause only one
mass demoralization per game, i.e. a
flag officer can only be killed once
(note this on the ship’s log).

For example, the Prince is cap-
tured, causing a general demoraliza-
tion. The English recapture the ship,
butlater still it suffers critical hit#7 H.
The Prince is demoralized, but no
other English ships are affected by the
critical hit. If the ship first received
the critical hit, this would cause a
general demoralization, but its subse-
quent capture would then have no
morale effect.

Note that fleet flagships are also
squadron flags, and thus cause the
loss of two morale levels to their own
squadron (one level for losing the
fleet flag and a second for a squadron
flag). For all scenarios where a fleet
flagship is included, except 1a, this
effectively means all the friendly
ships on the board will lose two mo-
rale levels for the loss/demoralization
of the fleet flagship.

E. Maximum Scenario Length: 40
turns.

The Battle of Texel, Part 3
Scenario 2¢, “Tromp vs Spragge”
Weather Conditions: Wind Direction 1, Wind Velocity 5, Wind Change 5.

Ship Name Guns Class Bow Dir Hull Qual Crew Gums Rigg Pt
Hex# Nr 123 LR 1234
English:
Blue Squadron
Cambridge 70 SOL2 Ri6 5 11 G 443 77 777- 21
Dunkirk 60 SOL2 S14 5 9 Cr 333 44 666- 17
Royal Charles* 100 SOL1 Ti5 5 16 El 776 99 888 32
Unicom 64 SOL2 Vi4 5 10 Av 333 55 666- 15
Dreadnought 62 SOL2 X13 5 9 Cr 333 55 666- 18
Rainbow 64 SOL2 Y12 5§ 10 Av 333 55 666- 15
York 60 SOL2 AAll 5 9 Av 333 44 666- 14
Saint Michael 90 SOL1 CC10 5 14 Cr 554 88 888 27
Prince** 100 SOL1 EE9 5 16 El 776 99  888- 32
Saint George 66 SOL2 GG8 5 11 Av 433 66 777- 17
Gloucester 62 SOL2 H7 5 9 Av 333 55 666- 15
Henrietta 62 SOL2 KKé6 5 9 Cr 333 55 666- 18
Swiftsure 70 SOL2 LI4 5 11 Av 43 77 777- 18
Saint Andrew* 96 SOL1 NN3 5§ 15 El 666 99 888 31
Lion 62 SOL2 PP2 5 9 Cr 333 55 666- 18
Monk 60 SOL2 RR1 5 9 Cr 333 44  666- 17
Fairfax 60 SOLZ NN1 5 9 Av 333 44 666- 14
Dutch:
Amsterdam-Noorderkwartier (Rear) Squadron
Kalandsoogh 68 SOL2 S20 5 11 & 333 66 777- 20
Olifant* 82 SOL2 U119 5 14 El 544 88 888 30
Delft 62 SOL2 W18 5 9 Cr 322 55 666- 17
Noorderkwartier 60 SOL2 Y17 5§ 9 Cr 322 44  666- 16
Amsterdam 60 SOL2 CC15 5 9 El 322 44 666- 18
Akerboom 60 SOL2 EE14 5 9 El 322 44 666- 18
Gouden Leeuw** 82 SOL2 GG13 5§ 14 El 544 88 888 30
Pacificatie 80 SOL2 Mm12 5 13 Cr 444 88  888- 27
Schieland 60 SOL2 KK11 5 9 Cr 322 44 666- 16
Komeetster 68 SOL2 009 5§ 11 El 333 66 777- 22
Hollandia* 80 SOL2 QQ8 5 13 El 444 88 888 29
Provincie van Uwrecht 60 SOL2 SS7 5 9 Cr 322 44 666- 16
Wassenaer 60 SOL2 UU6 5 9 Cr 322 44 666- 16
The Battle of Agosta, April 22, 1676, Scenario 3 “De Ruyter’s Last Fight”
Weather Conditions: Wind Direction 5, Wind Velocity 2, Wind Change 5.
Ship Name Guns Class Bow Dir Hull Qual Crew Guns Rigg Pt
Hex# Nr 123 LR 1234
French:
Pompeux 70 SOL2 DD19 6 12 Av 444 77 T777- 19
Lys* 74 SOL2 FF20 6 13 Av 444 77 T777- 20
Magnifique 70 SOL2 HH21 6 12 AV 444 77 777- 19
Parfait 60 SOL2 122 6 10 Av 333 44 666- 14
Eclatant 60 SOL2 LL23 6 10 Av 333 44 666- 14
Sceptre 8 SOL1 NN24 6 15 Av 555 88 888 23
Saint-Esprit*** 70 SOL2 PP25 6 12 Cr 444 77 777- 23
Saint-Michel 60 SOL2 RR26 6 10 Av 333 44 666- 14
Fier 60 SOL2 TT27 6 10 Av 333 44 666- 14
Sans Pareil* 64 SOL2 VV28 6 11 Av 433 55 777- 16
Grand 70 SOL2 XX29 6 12 Av 44 77 777- 19
Spanish:
Neustra Senorad Pilar 64 SOL2 RR1S 6 10 Gr 333 55 666- 13
Santa Ana 60 SOL2 TTie 6 9 Gr 333 44 666- 12
Santiago* 32 F3 VvV 6 5 Gr 222 22 5555 9
San Bernardo 20 GY5 PP12 6 3 El 211 11 333+ 11
Concepcion 260 GYS RR13 6 4 El 221 11 444* 12
San Ignacio 9 GYe TTi4 6 2 El 111 11%* 222-% §
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Dutch:

Spiegel 70 SOL2 M4 6 11 Cr 433 77 I77- 24
Eendracht®** 76 SOL2 KK15 6 13 El 443 77 777- 27
QOosterwijk 60 SOL2 MM16 6 9 CR 322 44 666- 16
Gouda* 76 SOL2 TTi9 6 13 El 43 77 T777- 27
Provincie van Urecht 60 SOL2 VV20 6 9 Cr 322 44 666- 16
Steenbergen 68 SOL2 XX21 6 11 Cr 333 66 777- 20

*use rowing only, **for basic game fire one broadside every other tarn
and for advanced game do not double guns.

The Battle of Oland, June 1, 1676, Scenario 4 “Denmark Strikes Back” 4 3
Weather Conditions: Wind Direction 3, Wind Velocity 4, Wind Change 6. -
Ship Name Guns Class Bow Dir Hull Qual Crew Guns Rigg Pt ~ 7 1€ ¢ Y
Hex# Nr 123 LR 1234 \.VI Mlb&Z\P\ (
Swedish: GAMES & HOBBIES
Cesar 60 SOL2 NN23 3 9 Av 332 44 666- 14
Drake 66 SOL2 LiL22 3 11 Av 333 66 777- 16 | Australian Design Group
Svard* 94 SOLT JI21 3 15 Av 766 99 888- 25 gg;’g;?ﬁ?ﬁ:jﬁf‘é‘;‘;:n;iaa)' """""""""""" -
Sol | 74 SOL2 HH20 2 12 Av 443 77 777- 18 Fatal Alliances (WWI WiF Expansior‘\')-
Saturnus 64 SOL2 FFR21 2 10 Av 333 55 666- 15 Avalon Hill
Hieronymous 64 SOLz P23 5 10 Av 333 55 666- 15 Deluxe DIplomacy NR ......o.vvveerveveeriesivesieneeriens $41.25
Viktoria 8 SOL2 R22 5 13 Av 444 88 777- 21 gg:iia[')ceagﬂ érsrgﬂi(t:g&ni?vn; ggggg
Krona*** 124 SOL1 T21 5 18 Cr 877 1212 999- 35 | Sionewall Jackson's Way . 526.25
Apple 86 SOL1 V20 5 14 Av 544 88 888- 23 Columbia Games
Jupiter 70 SOL2 X19 5§ i1 Av 433 77 777- 17 | astFront
Carolus 60 SOL2 Z18 5 9 Av 332 44 666- 14 | WestFront
Wrangel 60 SOL2 E28 5 9 Av 332 44 666- 14 | Maytair
Merkurius 64 SOL2 G27 5§ 10 Av 333 55 666- 15 mim;ﬁnA Rae“rscéﬁﬁéillsuﬁk AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 2%2;2
Nkael* 84 SOL] 126 5 14 AV 444 8 8 888- 22 [o]4 MErcan Rails NIt .., .
Mars 72 S0L2 K255 12 Avo A3 T T e e e 25 st oy .. $30.00
Venus 64 SOL2 M24 5 10 Av 333 55 666- 15 |scorchedEarth ... 552,50 Across 5 Apris ... 522,50
Danish:
Gylden Love 60 SOL2 FF7 2 8 Av 222 44 666- 13 EZfry(v;.ﬁ?ers ............. $16.50 o {Pacific Th ... $30.00
Churprinds* 76 SOL2 DD8 2 13 Cr 44 77 777- 25 | Emb. an Angry Wind .. $21.00 WWIl (European) ... $30.00
Christianus IV 60 SOL2 BB9 2 8 Av 222 44 666- 13 GDW New Magazines
Anna Sophia 60 SOL2 Zi6 2 8 Av 222 44  666- 13 [The sands of War ..... gggg 8ommt§nd ((Current}[)$é 100
Enigheid 62 SOL2 V12 2 9 Av 333 55 666 15 |DootvKessenme 51300 B e T
Christianus V#** 86 SOL1 Ti3 2 14 Cr 544 88 888- 30 | GMT Games 61725 Historical Gamer ... $3.00
Tre Lover 60 SOL2 R4 2 9 Av 332 44 666 14 |CEISRGE"" 5000 osprey Books
Fredericus IIT 60 SOL2 P15 2 9 Cr 332 44 666- 16 Thoator of the Mind E%za;tine 49/%555??'8?
eater of € 1IN iCKamauga .
Dutch: The Speed of Heat ... $30.00 Cuadaleand 1943 51125
OOStergo 60 SOL2 X11 2 9 El 322 44 666- 18 War for the Union ...... S30.08 Pergiggégg)éom 507
Justina van Nassau 64 SoL2 N16 2 10 Cr 332 35 777- 18 i(alto(fjeth'flgsatr::j :n’;li(esdzilz " are new reE;ases by lt'r‘xe n;a:-
Akerboom 60 SOL2 L17 2 9 Cr 322 44 666- 16 ufacturer, scheduled for release by January. If these games
Delft 62 SOL2 Ji18 2 ] Cr 322 55 666- 17 are not released by the scheduled date, the Commissary will
Waesdorp* 68 SOL2 H19 9 11 El 333 66 777 22 ship as son as the product is available.
Gideon 60 SOL2 F20 2 9 Cr 322 44 666 16 Mail check or money order to:
The Commissary Games & Hobbies
P.0. Box 1941 e Tomball, TX
773771941
Free Shipping on U.S. orders over $75. Texas Residents
) PR | add 8.25% sales tax. Please include $4.00 shipping on all
U.S. ord der $75. (Ask ship-
ClaSSlﬁ ed Ads ping Of;reﬁtg?naetrional ordserssA ;p
: Most COD and Meney Orders i
are shipped the same day. Others
FOR SALE:Assorted titles from GDW Europa Series, some used but mostly mint. Write for details. allow 2-4 weeks for delivery.
Brian Adams, 44 Nelder Drive, Mount Pearl, Nfld, CANADA AIN 4L7. Qﬂu'gggltﬂgooggggggo- Al prices .
WANTED: Strategic role in historical-oriented campaign game; any timeframe between (1770-1950). § ) k
Willing to play minor, or "fringe" powers and I can get more players if needed. Contact David Conklin, %a;aagtos’gl’ O§O35 of products! VI SA ®
8275 N Hillcrest Dr., Berrien Springs MI 49103-9503 or 616/473-1810. $3 refundable with first purchase.

FOR SALE: Primo collection of games and magazines from the 1960'st0 1990's. SASE to Tom McVey,
Box 572, Alia CA 95701-0572. 1-800-545-4926

HOW TO PLACE CLASSIFIED ADS

| We accept classifieds ads from individuals for items for sale, items wanted, and looking for players. The
rate is $20 for 40 words (50¢ for additional words) which gets you three ads, one in the nextissue of each
magazine (MOVES, Fire & Movement., and Strategy & Tactics). Between the three magazines, the word
will get out to about 25,000 gamers, plus a potential pass around readership of about 50,000 total.
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Playing Your Cards By
the Book:

Scenarios for Modern
Naval Battles

by James E. Meldrum

Since 1980 there have been a number
of novels known as “technothrillers”
published dealing with hypothetical con
flicts between the United States, Soviet
Union, and their allies. All of these novels
are technically realistic and provide ex-
cellent scenario material for wargame
scenarios. One of the first authors to write
a technothriller was Charles D. Taylor.
Five of his novels dealing with modern
naval warfare—Show of Force, Sunshine
Patriots, First Salvo, Sunset Patriots,
First Salvo, Silent Huner, and Coke
Point—provide excellent gaming situa-
tions for 3W’s card game of contempo-
rary naval warfare.

Modern Naval Battles treats mod-.

em naval engagements as an abstraction
and resolves them as a card game. Use of
cards for simulating naval warfare is a
perfectly valid idea, since battle line tac-
tics are largely obsolete given develop-
ments in modern naval weaponry. In the
past naval artillery and torpedoes have
been used at medium and short ranges,
respectively; these are now becoming
secondary weapons, supplanted by air-
craft and long-range missiles.

Players using Modern Naval Battles
asoriginally published receive their ships
in a random manner with the ship cards
being dealt from a deck. Naturally, the
Russian player will receive only Soviet
ships but the U.S. player may receive a
mix of U.S., British, or French naval
units. While vessels of these different
nationalities would probably cooperate,
the chances are greater still that all vessels
of a particular nationality would continue
to operate together. Unfortunately, the
game does not include scenarios reflect-
ing this fundamental fact, or simulate
specific situations that could be encoun-
tered during a hypothetical east/west con-
flict.

The scenarios included in this article
are intended to simulate contemporary
naval conflicts portrayed in Charles
Taylor’s novels. No attempt has been
made to duplicate these actions exactly

with respect to the names of the ships
taking part, but efforts have been made
through the use of special rules to simu-
late the types of ships participating. Exist-
ing game equipment and rules will be
used wherever possible. Players will,
however, be required to make additional
ship cards for simulating Chinese naval
shipping.

In these scenarios ships cards will not
be dealt from a deck; instead, players will
receive specific ship cards from the card
mix. Any additional ship cards will be
discarded unless otherwise mentioned in
the special rules. Depending on the sce-
nario, at the end of a round, players may
receive specific ship cards as “reinforce-
ments,” simulating additional ships en-
tering the battle zone. All rules from the
original game still apply, and additional
special rules are used to deal with situa-
tions not covered in the regular game
rules. Unless otherwise mentioned, all
victory conditions remain the same.

The Silent Hunter

One reocurring theme in
technothriller literature is the idea of a
“super submarine.” In The Silent
Hunter, the U.S. Navy develops such a
vessel. This super sub is drawn into a
clandestine conflict with Soviet forces
beneath the Arctic ice cap as the result of
an international crisis. The entire sce-
nario takes place beneath the ice.

Ships:

U.S.—Use all U.S. and British subma-
rines (total 3)

Soviets—Use all Russian Subs (total 3)
Special Rules:

I) All Soviet subs are Alfa class and all
U.S. subs are Los Angeles class.

2) The HMS Swiftsure is the U.S. “super
sub”; it has all of the same characteristics
and values as the Los Angeles except that
all ASW rolls made by this ship receive a

die roll mod ifier of 2 and the passive -

modifier is 2. This ship is worth 28 vic-
tory points.

3) Any Soviet sub eliminated in combat
reappears at the start of the next round as
an Alfa class sub. No more than 6 Soviet
subs may enter play.

4) The U.S. player receives no additional
ships.

Victory Conditions: Victory is decided on

the basis of victory points.
Choke Point

Soviet naval forces attempt to enter the
Carribbean to aid a pro-communist revolt
in Panama while a U.S. Navy task force
attempts to thwart them.

Ships:

Soviet—2x SSGN, 1x SSN, Ix CG
(Slava), Ix CVHG (Baku), Ix FFG, 6x
DDG

U.S.—1x CV (Constellation), 1x BB
(lowa), 3x FFG, Ix CG (Vincennes), 6x
DDG

Special Rules

1) As soon as the first Soviet submarine is
sunk, it may appear at the start of the next
turn as a reinforcement. This is the only
ship available to the Soviets as a rein-
forcement. No further sunk subs may
reenter play.

2) The Soviets begin the game with one
land based air strike. Victory Conditions:
Standard (11.4)

The First Salvo (I)

This scenario is presented in two sepa-
rate parts which may be played individu-
ally or together as a single game. The
novel First Salvo takes its name from a
massive Soviet air attack made on the
U.S. 6th Fleet in the Mediterranean at the
start of an invasion of Europe. The Soviet
fleet in the Med will deal with any survi-
vors. The main problem is that while the
initial Soviet attack hurts the 6th Fleet, it
is still full of fight. Meanwhile, a U.S.
SEAL team kidnaps the commander of
the Soviet rocket forces, preventing them
from using nuclear weapons. This ma-
neuver, coupled with the U.S. naval pres-
ence in the Mediterranean Sea, allows the
U.S. and NATO to reinforce Europe and
eventually defeat the Warsaw Pact.
Ships:

Soviet—1x CVHG (Baku), 2x CG
(Kronstadt, Kresta II), 9x DDG, Ix FFG
(Krivak I}, 2x SSGN (Charliecl.), Ix SSN
(Alfacl)

U.S.—2x CV (Kennedy, Constella-
tion), 3x CG (Ticonderoga, Vincennes,
Wainwright), 5x FFG, 6x DDG, 4x CGN
(Virginia, Texas, California, Missis-
sippi), 2x SSN
Special Rules:

1) On tum one the Soviet player re-
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ceives 4 land based air strikes and 2
bomber strikes. On turn two the Soviet
player receives 2 bomber strikes.

2) Advanced rule 12.1 must be used.

3) Both U.S. carriers and CGs
Ticonderoga and Vincennes must be
placed together in the center of the U.S.
task force.

Victory Conditions Standard (11.4), ex-
cept that the Soviet side must also sink
both U.S. carriers in order to claim vic-
tory; any other result is a draw.

First Salvo (II)

While fighting rages on in the Med, a
Britishtask force and a group of Russian
submarines fights a battle in the GIUK
gap. Ships British player uses all British
ships in the game and the Soviet player
uses all of the Soviet submarines in the
game.

Special Rules:
I) The Russian player receives two

bomber attacks on turn one and one
bomber attack on turn two.

2) Each Russian sub has a point value
of 10 in this scenario.

Victory Conditions: Standard (11.4)
Note: This scenario may be played in
conjunction with the first scenario as a
campaign game. Play each scenario sepa-
rately, then total the number of victory
points. The player with the largest total is
the winner.

The Sunset Patriots

A Soviet plan to scize oil rich areas
off the coast of China, together with at-
tempts to decoy the U.S. 7th Fleet into a
position where it cannot intervene, is the
subject of this novel. The Chinese, how-
ever, suspect what the Russians are doing
and resist with all available means. U.S.
forces manage to intervene successfully
to prevent the Soviets from capturing the
Chinese oil fields.

Ships:
Soviet—Ix CGN (Kirov), Ix CVHG

(Baku),1x CG (Kynda), Ix FFG, 9x DDG,
1x SSN or SSGN

U.S.—Ix VN (Nimitz), 3x CGN, 3x
DDG, 3x FFG

PRC—2xDDG, 3x DD, 3xFF, 5x S§
Special Rules:

1) The U.S. player controls both the

1.S. and PRC vessels.

2) The U.S. player receives 3 (Chi-
nese) land based air strikes on turn one.
Subtract one from all “to hit” die rolls for
these air sirikes.

3)U.S. and PRC ships may not attack
the same targets together; ships of both
nationalities must resolve their attacks
seperately.

4) Players are required to make addi-
tional ship cards torepresent the Chinesse
ships and submarines. See the data on
Chinese naval shipping at the end of this
article.

Victory Conditions: Standard (11.4)
A Show of Force

This novel deals with the conse-
quences of the establishment of a U.S.
cruise missile base in the Indian Ocean.
The Soviets consider this to be a provoca-
tion and send & fleet to eliminate the base.
Elements of the U.S. 5th Fleet enter the
area in order to prevent this from happen-
ing and a gigantic naval battle results.
Ships:

U.S.—All ships except BBsIowaand
New Jersey, and CVs Constellation and
Kennedy.

Soviet—All ships and subs
Special Rules:

1) Neither side may use either land
based or bomber air strikes.

2) The Soviet player receives 40 vic-
tory points for sinking the Nimitz instaad
of 22.

3) (optional) The Soviet player may
elect not to use the CVHG Baku and may
instead use the U.S. carrier Kennedy o
simulate the new Russian carrier Krem-
lin. Use all values for the Kennedy except
for air defense, which is reduced to 3.

4) Both sides may receive reinforce-
ments. All DDG, FFG, SSN, and SSGN
units may renter play one turn after they
have been sunk.

5) The U.S. player receives the Brit-
ish submarine Swiftsure which is consid-
ered to be a Sturgeon class SSN for this
scenario.

6) If play proceeds to the fourth
round, the U.S. player receives the BBs
New Jersey and Iowa, and the CV Con-
stellation as reinforcements.

Victory Conditions: Standard (11.4) ex-
cept that play ends when players accumu-
late 240 victory points.

Chinese Ships

There is one navy that figures in
Charles Taylor’s novels which is not rep-
resented in Meodern Naval Battles as
currently published: the ChineseNavy.In
order to play the scenario depicted in
“The Sunshine Patriots,” players will be
required to make extra ship cards repre-
senting ships of the Red Chinese Navy.
Players sould use the silhouettes found in
books dealing with ship recognition, and
follow the format used on the ship cards
in the regular game, Players may make up
to six cards for each class of vessel.

Chinese Ship Values

Luta Class DDG: Gun = 5"; Missile = B;
Point Value =6

Kiang Ha Class FFG: Gun = 3"; Missile
= B; Point Value = 4

Kiang Tung Class FFG: Gun = 3"; Mis-
sile = A; Point Value = 3
ROMEQ/WHISKEY/ESSE Class SS:
Torpedos = Yes; Subtract one from all
ASW die rolls; Value=5

Han Class SSN: Torpedos Yes; Point
Value =7

ES5G Class SSG: Torpedos Yes; Mis-
siles = B; Subtract one from all ASW die
rolls. Point Value =7 [ |

Carrier Crew
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The Boer War:

Variants and Scenarios
by James C. Gordon

Starting the War in
October

The Anglo-Boer conflict began in
October 1899, when the Boer comman-
dos laid siege to Mafeking, Kimberly,
and Ladysmith. Play begins on turn one
instead of turn two. All forces are consid-
ered in supply.

Boer deployment at start precedes the
three sieges. Place Joubert plus half of the
Ladysmith besieging force in Harrismith.
Meyer plus the rest of the Ladysmith
besieging force deploy in Volrust.
Cronje, de la Rey and the Mafeking be-
sieging force start in Klerksdorp.
Prinsloo and the Kimberly besieging
force begin in Paardeberg. Olivier and
Ferreira deploy as per the standard rules.

British forces deploy as per the stan-
dard setup with the following exception.
The Ladysmith garrison is divided
among Ladysmith, Dundee, and
Newcastle at the discretion of the British
player. All three towns must be garri-
soned by at least 5 SPs. The leader White
deploys in Ladysmith. No British forces
are entrenched at start.

The Boer player can attempt a sur-
prise attack against Kimberly, Mafeking,
and/or Ladysmith in October 1899 using
a maximum of two-thirds of the SPs
which would ordinarily lay siege to the
city plus any leaders within reach. Alter-
natively, the Boers can elect to deploy
smaller besieging forces. Roll the die
twice. The total indicates the maximum
number of SPs which may be removed
from the besieging force and still main-
tain the siege. Those SPs may deploy
with any Boer stack. If the Boers do not
attempt a surprise attack, the British
forces in Mafeking, Kimberly, and
Ladysmith automatically defend against
a siege when the first Boer force moves
adjacent.

Transvaal and Orange
Free State Mobilization

The two Boer Republics operated in
unison against the common enemy, the
British Empire. But the Boers by their
nature were independent-minded people
and the personalities of the leaders in-
volved were far from united on the con-
duct of the war.

In October, 1899, the Transvaal had
the capacity to field approximately
31,000 mounted troops and 800
artillerymen. The Orange Free State
could contribute about 22,000 riflemen
and 400 artillerists. The total artillery
force included 75 pieces of various cali-
bre, including many of the most modern
German designs. An estimated 4000
Cape Boers rose to support the cause and
there were about 4000 foreigners in the
Boer ranks. The total force pool num-
bered about 62,000 men although the
Boer commanders rarely had that many in
the field at any one time. Approximately
40,000 men went on commando at the
outbreak of hostilities.

If the Boers had been a more orga-
nized and disciplined military force they
might have achieved greater mobiliza-
tion at start. Prior to the initial deploy-
ment in November, 1899, the Boer player
rolls the die three times and draws SPs
from the Reserve Strength Point pool.
These initial reinforcements may deploy
with any leader but they may not be
deployed anywhere else.

Alternatively, the decentralized au-
thority in Boer society might have de-
layed the early mobilization of the com-
mandos. After the initial deployment in
November, 1899, the Boer player rolls
the die three times and must demobilize a
number of SPs equal to the combined
result. These SPs are returned to the
Reserve Strength Pool track and are
available for mobilization at a later date
according to the standard rules.

Boer Guerrillas in Cape
and Natal Colonies

Prior to invading the British colonies
during the Conventional War phase, the
Boer player determines guerrilla activity
in the Cape and Natal colonies. Roll the
die once each turn during the reinforce-
ment phase. The result equals the iotal
number of strength points recruited as
guerrillas in the Cape and Natal colonies.
These SPs cannot deploy in any towns
and must deploy within five hexes of a
railroad. Nomore than 3 SPs may deploy
together at any time. Once the Boer
conventional forces invade either colony,
these early guerrilla forces must join with
a conventional force stack. Also, no
further die rolls are made.

Boer Reinforcements

The Boer player draws reinforce-
ments from the Boer Reserve Strength
point pool each turn. The number of SPs
drawn depends on the number of die rolls
allowed by the strategic situation and
control of key cities.

Allow the Boers to roll one die each
turn. If the die result is a 6 the player
makes twice the number of die rolls for
reserve SP allocation for that turn. The
Boer player can attempt this doubling die
roll each turn but a successful result can
only be used twice per year. The player
makes the die roll before deciding
whether he will use the result that turn,

Boer Guerrilla Leaders

A variable die roll may activate the
Boer guerrilla leaders earlier than ex-
pected. On game turn 9, the Boer player
rolls one die for each guerrilla leader who
arrives late in the campaign. The result
indicates the number of turns before that
man deploys. If guerrilla leaders arrive
before the end of the Convention War
they operate as regular commando lead-
ers with stacking limits of 20 SPs.

Boer Attrition

The Boer citizenry were prone to tak-
ing unauthorized “French” leave when-
ever they felt the urge although many
returned to the fighting again. Each Boer
force is liable to lose SPs unless they
engage in a successful attack.

When the Boers suffer a Minor or
Major defeat in combat they use one or
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two die rolls, respectively, to determine
attrition losses. When the Boers score a
Minor or Major success in combat they
use one or two die rolls, respectively, on
the attrition table to add the indicated
number of SPs to that force as new re-
cruits.,

British Reinforcements

Reinforcements had to travel a long
distance before arriving in Cape or Natal
colonies. Then there could be along train
ride to the battle front. The exact turn of
arrival for British reinforcements is de-
termined by a die roll. On the turn before
Swrength Points, leaders, and armored
trains are schedules to arrive, roll one die.
A result of 1-2 means those forces arrive
one turn early, a result of 3-4 means those
forces arrive as scheduled, and a 5-6 de-
lays their arrival by one turn.

Supply availability was a constant
problem for the British. Roll once each
turn to receive supply wagons. A die
result of 6 provides one supply wagon. A
failed die roll adds 1 to the die roll ont eh
next mrn and these modifications are cu-
mulative until the next successful die roll.
On the trn following the next deploy-
ment of a supply wagon there is no modi-
fier.

Ordinarily, SPs which are lost for any
reason return as replacements after four
turns. The timetable for replacement ar-
rival can be made variable by a die roll
which indicates the number of turns be-
fore they become available. Roll sepa-
rately for each SP.

British Leader
Promotion and Demotion

Any British officer who lends his
combat modifier to ten combats which
result in @ Major victory is raised one
rank. This promotion can occur only
once during the game. Any British of-
ficer who lends his combat modifier to
five combats which result in a Major
defeat is reduced by one rank. If the same
officer is involved in five more defeats he
is removed from play permanently.

Naval Movement

When British forces are moving by
sea they may be delayed by bad weather.
Roll one die for each strength point,
leader, or supply wagon. On aresult of 6
the unit must return to the port of embar-

kation and may not move again that turn,
Any sea movement attempt on the fol-
lowing turn is automatically successful.
Otherwise, the unit can use regular land
movement without restriction.
Artillery Units

The Boer forces included a trained
professional artillery corps of 1200 men
and about 75 artillery pieces, including
the deadly Naval Pom-Pom weapons and
the 6-inch “Long Tom” sicge guns. A few
pieces were acquired in battle and
through Portuguese Mozambique. Brit-
ish Royal Artillery forces totalled about
300 guns, in 42 field batteries, 9 batteries
of horse artillery, 3 garrison batteries, 2
volunteer batteries, several armored
trains, some naval guns, and other units.

Add seven counters to represent Boer
artillery. No more than two artillery units
may stack with any single leader but
multiple leaders may stack together. Ar-
tillery units are lost when they are stacked
with Boer forces which surrender or are
totally eliminated in battle. Guerrilla
forces may not use artillery and any re-
maining artillery units are eliminated at
the conclusion of the Conventional War,

British artillery is integrated within
forces without the use of individual
counters. Each British leader automati-
cally commands artillery points equal to
his rank (i.e., the number of stars on his
counter). In addition, every multiple of
10 strength points in a force is worth one
artillery point. Any British force which s
entrenched or occupies a town and in-
cludes at least 3 strength points has one
artillery point.

Artillery factors add a die roll modi-
fier on offense (+1) or defense (-1) during
combat. Both sides may use artillery
DRMs. Neither side gains victory points
for eliminating artillery. The cumulative
modification for all participating artillery
units is limited to +2 or -2 before combat
resolution.

Leader modifiers

All leaders stacked with strength
points may participate in any combat by
adding their modifiers. If more than three
leaders are involved the player rolls one
die after combat resolution. On a die
result of 6 any one leader is considered a
casualty and withdrawn from play. A
second die result determines the length of

time for the withdrawal; #1-5 equals 1-5
turns and a roll of 6 means the leader is
killed and may not return at any time. B

1.6 COUNTERS

Sample Units:
British Leader:
—— Name
French
4+—— Caval
1 2~(c)-1 &
Initiative * & Combat Modifier
Rating
L Rank
Boer Leader:
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Initiative . )
Rating Olivier Evasion Rating
L 1-C )
Rank L &

~ 7

Cmndo

[@F:\% INF
Cavalry Infantry  Commando
AT
2 swTkiE.
4
Detachments Armoured Train

0

Ladysmith
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O

Ladysmith

Besiege Besieged

Sample Markers:

Demor-
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Dis-
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FeepBAck ResuLts: MOVES #69-71

Well, as they say, enough is enough. Feedbacking will return to every
issue beginning with a catch-up this issue and then onogoing from here.
Obviously, alot changed from the last review of feedback in MOVES #71
to now so let’s take a look at the high and low points, and what conclusions
we’re drawing.

Our average responder still continues to be in his mid to late 30’s, and
working in the professional or management areas. He still owns well over
100 boardgames, and is more likely to play computer games now than in
the past although, interestingly, it appears thathe may be playing computer
games less than previously. Average wargaming time stillhovers in the 15-
20 hours a month range.

Our average responder has continued to increase in optimism about
hobby growth and his satisfaction with the hobby is the same. In looking
at MOVES, he is very satisfied (a 7.5 approval rating!) with the diversity.
Individual articles and their ratings are listed in Table 1.

MOVES #71 was the highest rated issue of the group, although there
was a great outpouring of ideas about what could have been done to make
it even better. My own feeling is that the next Special Edition should be
tailored to some of these ideas and interests so look for feedback questions
concerning the next Special Edition. Among the articles, the Basic Wargame
Library was the highestrating, despite several responders pointing out that
it would have been an even better article if it had been limited to in-print
games. From the ratings, it appears readers liked the replays best and so
we’ll continue to have one every issue, although we have been discussing
having the replays be less of a blow-by-blow account and more of
discussion of strategies and tactics employed and results.

On the boxed game proposals, everything did well except for The
Napoleonic Wars (a series based on Friedland). I'm hoping Joe will do
another Napoleonic game in S&T and streamline those rules and charts.
Then we’ll try again on the boxed game idea. In the mean time, Joe is
finishing the World War One Quad (now titled “Over the Top!”) and will
be doing the French Foreign Legion, 18th Century (co-designed with Larry
Baggett), and British Empire groups for our 1994 line-up. John Desch is
busy with the Korean War group and Hitler Moves South.

That’s it for this time. Thanks for all the feedback and comments. We
appreciate your input!

MOVES#69 as a whole 64
Ligny—A Game Replay 6.8
Silverton 5.7
Sample game—Trajan 6.7
Scenarios and Variants Section 6.8
Europa MOVES 52
Wolfgang Auchinleck 5.0
Hobby News: Clubs and Conventions 6.3
MOVES#70 as a whole 6.7
1863: Replay of Fredericksburg II 6.7
Barren Victory 6.8
Desert Storm-CMD #13 6.7
Republic of Rome 6.0
Days of Decision 6.2
HW: Afghanistan-S&T #147 6.7
Operation Iceberg 6.0
Sicily-S&T #146 6.6
Scenarios and Variants Section 6.7
Wolfgang Auchinleck 4.8
Hobby News: Clubs and Conventions 6.2
MOVES #71 as a whole 68
Basic Wargame Library 72
D-Day (replay) 6.8
Basic Tactics for Beginners 6.6
Maneuver (game) 55
Maneuver (rules and map) 54
Article Index 6.5
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CONFLICT SIMULATIONS CLUB OF CAMP PENDLETON CA
c/o Jan R. Howell

302 S El Camino Real #B

Oceanside CA 92054

619/966-1822

Attention all San Diego area gamers! We meet the second Saturday of each
month in the multi-purpose room of the Cam Pendleton mainside bowling
alley, from 10am to 10pm. All miliatry and civilian personnel are wel-
come. We play all types of wargames, role playing and even computer
games. Contact Bill Howard (President) at 619/439-6782 or Jan Howell
(Secretary) at 619/966-1822.

THE EASTERN PENNSYLVANIA GAMING SOCIETY

This club meets on the thrid Saturday of every month at the George
Washington Lodge, Plymouth Meeting, PA from 9am to 3am. We play all
kinds of two player and multi-player military and political board games
along with the occasional tournaments and auctions. Contact Joel Ferich
at 215/825-6969 or Anthony Toglia at 215/853-2671.

THE PENNJERSEY GAMERS

This club meets on the fourth Saturday of every month at the George

Washington Motor Lodge in Willow Grove PA. Call Jim Vroom at 215/
245-1580.

Conventions

WINDS OF WAR 93

APRIL 3-4, 1993

This annual event will held at the Airport Ramada Inn at 140 and Rt 68, in
Greensboro, NC. Events include 5th annual ASL tournament, 1st annual NC
Commander's Call. Contact: Raymond Woloszyn, 7162 Mantlewood LN, Kemsville
NC 27284 or 919/996-5677 or GEnie E-mail R. Woloszyn.

HAVOC IX

APRIL 17-18, 1993

This annual event sponsored by Battle Group Bosoton will be held at Matignon High
School. Events include historical miniatures, boardgames, science fiction games,
etc. Contact: BG Boston Inc., ¢/o Harry Carter, PO Box 528, Somerville MA 02143.
HEXACON VII (GERMANY)

MAY 14-16, 1993

This annual event held at the Marksburg Castle in Braubach, Germany is the biggest
board wargaming convention andis hosted by Gesellschaft furhistorische Sumulation
(GHS). Events include tournaments in UP Front, Victory at Midway, World in
Flames and more. Alsofeatured is a game auction, Dealers Room, open gaming and
a guided tour through the Castle. Contact: Ulrich Blennemann, Rosental 76, D-4320
Hattingen, Germany or 02324/24049.

MADISON GAMES CON 93

MAY 15 & 16, 1993

This annual event (formerly Madison Games Day) will be held at the Quality Inn
South in Madison WI. Events include wargames, miniatures, boardgames, role
playing games and the Great Central Wisconsin Games Auction. Contact: Pegasus
Games, 6640 Odana Rd. Madison W1 53719 OR 608/833-4263.

GAMEX 93

MAY 28-31, 1993

This annual event will be held at the LA Airport Hyatt in Los Angeles, CA. All types
of family, strategy and adventure board, role playing, minitaure and computer
gaming. Bargains at the Flea Markets, Auction and Exhibitor area. Also seminars,
demonstrations and special guests. Contact: STRATEGICON, PO BOX 3849,
Torrance CA 90510-3849 or 310/326-9440.

ORIGINS 93

JULY 1-4, 1993

The annual National Gaming Convention comes to Ft. Worth. It will be held at the
Tarrant County Convention Center. Over 200 exhibit booths, hundreds and hundreds

of gaming events to chose from, seminars by the industries noteables, giant auction
and lots more. Write to: GEMCO, PO Box 609, Randalltown, MD 21133.




How to use the feedback response card:
Please read the following Feedback questions
and give us your answers in the form of letters
or numbers. We appreciate and encourage you
to make further comments about MOVES,
specific concerns about the hobby, or gaming
in general.

1. What is your age?

2. Do you own or have access to a computer to
play computer wargames (0=No, 1=Yes)?

3. How many computer wargames are in your
collection?

4. Are you interested in a line of Game
Assistance Programs (GAPs) that would
manage the bookkeeping aspects of wargames
(like resolving a combat in Tobruk at the touch
of three keys)?

5. What is your average gaming time per month
in hours?

6. Did you obtain this issue by subscription (0)
or buy it at a store (1)?

7. From your perspective, is the number of
people in the hobby increasing, decreasing, or
staying the same (O=steeply decreasing,
5=staying the same, 10=steeply increasing)?
8. How do you rate your satisfaction with the

hobby as a whole (O=worst ever, S=neither
happy nor unhappy, 10=best ever)?

9. Has MOVES improved or declined in the last
year? (0= significantly declined, 5= stayed the
same, 10=significantly improved) Please
provide specific comments on how we can
improve in the space below.

Please rate the following issues as a whole and
then rate the following individual articles
(O=terrible, 5= average, 10= excellent).

10. MOVES#72 as a whole

11. Combat Resolutions

12. Franco-Prussian War (replay)

13. Napoleonic Battles System

14. Thunderbolt+Apache Leader

15. Thunderbolt+Apache Leader (replay)

16. Freidland Design Notes

17. Scenarios and Variants Section

18. Hobby News: Clubs and Conventions

19. MOVES#73 as a whole

20. The War to Prevent All Wars: Case Green
21. Its More Real...Sands of War

22.1 Am Spartacus!-CMD #15 (replay)

23. Russo-Turkish War S&T #154

24. Scenarios and Variants Section

25. MOVES#74 as a whole

26. Race for Tunis & Bloody Kasserine

27. Stalingrad Pocket Replay

28. 1918: Storm in the West

29. Flashpoint: Golan

30. Theory

31. Scenarios and Vairants Section

Please rate these magazine format options (as
mentioned in the editorial) according to the
traditional O to 10 scale (O=absolutely don't do

this option, 5=neither happy or unhappy about
this option, 10=this is absolutely the best
option). Shades of dissatisfaction are indicated
by using 1, 2, 3, and 4 and shades of happiness
are indicated by using 6, 7, 8, and 9. With
options #34 & #36, there would be no
immediate price increase for the additional
pages; we would see if the circulation increased
sufficiently to cover the costs.

32. Stay the course. Locate a writer who will be
along-term editor and keep MOVES focusedon
the whole hobby with some alliance to S &T and
DG games.

33. Find a long-term editor, but drop the
frequency to quarterly and emphasize S&T and
DG games (half the magazine) with the other
half design theory and scenarios and variants
(about 12 pages each).

34. Return to the TSR version of S&T with a
MOVES section. 16 more pages would be
added to S &T with 8 devoted to S&T games and
8 to DG games.

35. Fold MOVES into a monthly F&M review
and analysis magazine. Continue to coordinate
independent writers for the analysis articles.
36. #35 plus add 16 more pages (80 total) to
F&M devoted to game support material
(scenarios, variants, replays, etc.) provided by
the game companies. This would be especially
valuable to those companies (and their
customers) which do not have their own house
organ magazines or newsletters.

Please note your comments about what articles,
lists, game topics, etc., you would like to see in
our 1994 Special Edition.

FEEDBACK RESPONSE ¢

#74

Decision Games e P.O. Box 4049 « Lancaster, CA 93539-4049 e (805) 943-6832

Further Comments

1 19

Please use additional paper or the back of this photocopled form for further comments.

: COUPON 81 OFF

I Any Christopher's Corner order with your
i completed feedback form.

i Photocopy of this page is encouraged.
!
|

EXPIRES MARCH 31, 1993
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Christopher’s

CORNER

FEATURING WARGAME MAGAZINES

Wargamer Vol.1 Strategy & Tactics Strategy & Tactics Mint Games
Issue # Pricefeach  Iss# Title Price Iss# Title Price ST W o e ey o0
3 $50 4  Gamescience Vietnam $55 85 Fighting Sail $30 SPL Camin o No. Af;cf"“ °) 292
5,7 65 6 Siege of Bodenberg 60 86 Cedar Mountain 50 SPI Atlx:t:ic Wall 180
6,9,10, 15, 16, 21P, 23P 60 7  Siege of Bodenberg 60 87 Desert Fox 40 SPI Flying Circus 100
28,33, 61 9 Sinai Wargame 50 88 BAOR 35 SPIIg2 s 100
12,19, 20, 22P, 24 50 11  Brittany Campaign 60 89  Sicily: Race to Messina 35 SPI Next War 100
13, 18P, 34,45 40 12 Rules for Naval Wargames 50 90 Monmouth 30 SPI Starforce Triolo, 100
36,47 30 17 Table Top Wargaming 40 91 RDF 50 SPI Wolf Pack Y 85
25,35,50,57, 62 . 25 21 Chicago/Goeben P90 92 Iwo Jima P40 SPI Solamons Campai 80
30-32,37,38,42,46,49,51,52 15 25  Centurion 80 93 American Civil War 40 SPI No. Africa Qmﬂ“g“ 20
* 26,27,29,39-41, 44, 48, 49 26 Grunt P80 94  Nordkapp 40 SPI 1918 s
53-56, 58-60 12 29 USN 80 95  Soldiess of Queen 40 Whi
30 Combat Command 50 96 Singapore 40 Sg st‘:‘; ect te Star ng
. . 31 Flying Circus 50 97  Trail of Fox 40 SPI Foxbat & Phantom (Dsn Ed) P50
Other Mint ngqzmes 32 Borodino P60 98  Central Command 40 SPI Freedom in the Galany P40
33 Winter War 80 99 Thunder at Luetzen P40
SE#1 Assault on Sevastapol $6 SPI Starforce 40
34 Ammageddon P50 100  Super Powers P40 SPI S P4G
ARES 35 Year of the Rat P50 101 Cromwell's Victory 40 SPI Firefight 40
. 36 Destruct of Army Grp Cent 60 102  Monty's D-Day 40 .
ISflle ‘:: id Killed Pnce/eacsl‘:o 37 Scrimmage 35 103 Road to Vicksburg 40 gg (;lzflgh‘ :g
or 39 Fall of Rome P50 104  13: The Colonies Revolt 30
2  Wreck of BSM Pandora P30 . X . SPI Barbarossa 40
R ) 40 Panzer Armee Afrika P40 105 Ruweisat Ridge 20
3  Barbarian King 30 N SPI Commando 40
41 Kampfpanzer P30 106  Pleasant Hill 40 .
4  Arena of Death 30 N V. SPI Plot to Assn Hidler 40
S Citadel of Blood P30 42 The East is Red 45 107 Wamaw Rising P25 SPI Bundeswehr 40
ta 43 The American Civil War P30 108 Remember the Maine P40 .
6 Voyage BSM Pandora 30 Ly SPI Panzergruppe Guderian 40
3 44 Tank! 45 109  Target: Libya 40 .
7 Rescue from the Hive 30 : . - SPI Eastis Red 35
45  Operation Olympic 50 110 Hastings: 1066 20 .
8 Ragnarok 30 X SPI Combined Amms 30
46 Combined Arms 35 111 Korea 40 . .
9 DeaV 30 SPI Combined Amns (zip) 25
. 47  Walf Pack P55 112 Patton to War P30 )
10 Retumn Stain, Steel Rat P30 . SPI Rescue from Hive Al
11 Abi 48  Sixth Fleet P70 113 Battle of Abensberg 40 SPI Cassino (zip) 25
ion P30 49  Fredesick the Great P50 114  Battle of Eckmuhl 40 ZIp)
12 Star Trader P30 AH Code of Bushido 40
. 50 Bettle for Gemmany Pés 115 Kanev 30 .
13 Damacles Mission 30 . AH Candidate 40
51 World Warl P5S 119 Home Soldiers 40 .
14 Omega War 30 : ., AH Siege of Jerusalem 35
iy 52 Oil Wer P40 122 Pegasus Bridge 30
15 Nightmare House 30 53 Punic Wams PSS 123 Campaigns in Vall 30 AH Squad Leader 30
16 High Crusade 30 - n vatey AH Luftwaffe P30
54 Dixie 40 124  Fortress Stalingrad 40 ; ;
17" Mongoose & Cobra 30 55 Breitenfeld P45 125  Far Seas 4 ﬁ mp d R"",. ch P30
Spec. Ed. 1 30 56 Revoltin the East P45 128 Africa Orientale 30 AH Nepoloon 3 Bay 33
57 Panzergruppe P45 129  Harvest of Death 20 AH Napolean st Waterloo 10
59 Plotto Assassinate Hitler 30 135 Sideshow 30 AH Baseball Strategy 30
Issue # Price /each 60 The Road to Richmand P45 136 Borodino: Doomed Victory 30 AH Starship T 30
TOOper
61  October War P40 137  Men at Anms 30 AH Twixt 20
4,6,8,9 $10 62 South Africa 35 138 Eylau P15 AH Flight Leader bt
63 Veracruz 1847 30 139 Arabian Nightmare 30 AH War & Peace 20
GRENADIER 64 Raid! P30 141 Hannibal: 2nd Punic War 30 AH 1776 b
. 65 Cobra 40 Prlce/each AH Arab-Israeli War 30
Issue # Price/each 66  Constantinople 40 157 16 AH Stock Magket 25
012 $10 67 Sionewall P50 %140,142-156 14 AH Wooden Ships/Iron Men %
68 Kharkov P35 %118,130-133 12
14-18, 20-24, 26,29, 30 5 AH Cross of Iron/SL 25
69 Tannenburg P25 %116,117,120, 121, 126, 127 10 AH Regatta (metal boats) %
CONFLICT 71  Cassino 30 S&T Special Editionsz 1-4 (set) 30 AH Waterloo 20
72 Armada P30 S&T Book (1-4) 175 AH TV Wass 2
Issue # Pricefeach 73 Panzer Batdles 30 Book 14, price each 50 AH Yellowstone 20
74 Ney vs. Wellington 50 .
4 NORAD 50 5 N 6 Art of Wi s AH Auto Racing 20
5 Khalkhin-Gol 75 e ‘Pd";“ 8 Art ol ¥War 0 AH Hundred Days Battle P16
7 Rifle/Musket-Alamo 75 o Pmc“““ ar % EXCAL Kaiserschlacht (zip) 150
% B ‘“’“;’xd Amy P20 EXCAL East Front (hex cntrs/zip) 150
- - — 1o - EXCAL Hannibal 42
*' Infixcatesdxnt}nsmaganneu a Bonus 79  Beilin ] 85 30 CounferAﬂ-ack EXCAL Malaya 41 (zip) 2%
List item. 80 Wilson's Creek P50 . EXCAL Remb. Gordon 2 2%
P Indicates that there is a punched copy 81 Tiwe 2 Issue# Price/each EXCAL Sovereign of Seas 2
available for half of the regular price. 82  Fifth Corps 30 2 Lee Invades North $25 - EXCAL Eagle Day (zip) 19
83 Kﬂld.lBl(ﬂ“ 20 EXCAL Edgehill (zip) is
84 tion Grenade 20 P,
Opezs c EXCAL Iron Horse 14
. ommand EXCAL Trax 13
Fire & Movement MOVES Issue # Price/each EXCAL Tl War i) 12
. . CAL Caen (zip
Isslue # Pnce/gh Issue # Pricefeach ;1’3 31022 EXCAL Sidi Rezegh (zip) 10
1,33-34,60 $25 » EXCAL Crimea (zip) 10
24 25 23,4 20 ‘;- z- 8,10 60 EXCAL Caseino (zip) 10
56,9,15,18 20 5-10 15 , 50 GDW DNO (zip) 120
7-8,10-14,16-17,19, 28 15 11-32, 35-55, 59, 62 10 9 40 GDW Scorched Earth 80
20-27,29-32, 36-56,59, 73,77 10 7 7 i1 30 GDW Russo-Japancse War (zip) 75
33-35, 57-58,60-72, 74-76,78-84 6 56-58, 61, 6369, 74 6 12,13 13 GDW Citadel 75
Complete Sez (1-84) $799 Complete Set (1-74) $699 1419 15 GDW Coral Ses (zip) P10




Mint Games

GDW Indian Ocean Adv (zip) $50
GDW Double Star

GDW Belter

GDW Suez 73

GDW Red Ammy
GDW_Third World War
GDW Chiefiain

GDW Guilford Courthouse (zip)
GDW Boots and Saddles
GDW Boots & Saddles (dmg box)
GDW Bundeswehr

GDW CPT Ed. Harpoon
GDW Assault

GDW Air Strike

GDW Mayday

GDW Beltstrike

GDW Asteroid

GDW Team Yankee

GDW Blue Max

GDW Alma

GDW Sky Galleons of Mars
GMT SPQR

GMT Alexander

GMT Opexration Shoestring
GMT 1863

GMT Airbridge Victory
GMT Thundesbolt+Apache
GMT Homet Leader

GMT Silver Bayonet

GTD Napoleons Campaigns
GTD Napoleon Peninsula Camp
GTD Napoleon Italian Camp
GTD Napoleon Russian Camp
Gama Starlord

GI Ancients

3W Shot & Shell

3W Lawrence of Arabis

3W Aces High (zip)

3W Never Call Retreat

3W 1944: Second Front

3W Modem Naval Battles Il
3W Starforce Tema

3W Modem Naval Battles I
3W Modem Naval Baules
3W Suategy (zip)

3W 2WW (zip)

TSR Wellington's Victory
TSR WWII

TSR Twilight War

TSR Sirocco

TF Grand Army of the Republic
TF Viceroys

TF Batutlewagon (folio)
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Tek Hob V (Pacific Fleet) 100
Tek Hob Lepoand I 100
Tac Stud Emp of Pead Thronwe 20
VG 2nd Flest 35
VG T Fleat 35
VG Gulf Suike 35
VG Open Fire 32
VG Korean War 30
VG Shell Shock 25
VG NATO P20
WE Imp. Romanum (1at ed.) 20
WE Imp. Romanum 35
WE Campaigns of Napoleon 30
WE Rommel in No. Africe P30
WE Desert Steel 30
WE RAF 30
WE Against the Reich 30
WE Star Warriors 30
WE Killer Angels 30
WE Operation BADR 30
WE AirCav 25
WE Assault on Hoth 25
WE Air & Ammor 25
Ad Tech. Fighting Gen. Patton 125
Balb Dragoen vs Hugsar 30

Christopher's

CORNER

NEW-Mint Games

3W Royalisis & Roundheads 11 3
3W Crossbows & Cannon
3W Black Prince
3W Give Me Liberty
3W Scratch One Flat Top
3W Salvo!
3W SalvoIl
IW Zitadelle (Kursk)
3W Sink Bismarck
3W Tarawa
3W Royalists & Roundheads
3W Raid on Richmond
3W Imperator
3W Ancients
3W Campaigns of Civil War
CG WestFront (block)
CG EastFront (block)
Rhino Camp to Stalingrad
NEW FROM ENGLAND
SG Starship Captlaln as
S$G Viking Raiders 32
8G Dark Blades 32
SG Outremer 32
8G Samural Blades 28
8G Cry Havec 28
SG Slege 28
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Punched Games

BulLine 7 Days Baitle(30% punch) $195
SPI Hwy to Reich 100
SP1 The Conquerars 100
SP1 The Romans 70
SPl Invasion America 55
SPl War in the East (1st ed.) 50
SP1 NATO Div Cmdr

SPI Air War (19t ed./10% pun)
SPl Korea

SP1 Fast Carders

SP1 Task Force

SHl Drive on Stalingrad (box)
SPl World War3

SP1 Panzer Armee Afnika

SPI Korea (zip)

SPI Hof Gap

SPI Sniper

SP1 Kaisers Battle (box)

SPI NATO

SH
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AH Guns August (dmgd box)
BtlLine Amner Supremacy
BtlLins Flat Top

Conflct Fall of Tobruk
GDW 1941

MB Broadsides

MB Battlecry

MB Dog Fight

OSG Panzerkrieg

OSG 20th Maine(zip)

PWG Cossacks Coming 40
TF History of 2nd World War 20
TF McPherson's Ridge (copyd rules) 20
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3M Thinking Mans Golf 40
3M Breskthm 40
VG Cold War 10
VG Lee vs. Grant 15

TO ORDER:

Include shipping charges based on the
chart below. Some items are one of a
kind, so please list alternates when-
ever possible. Credit memosissued on
itemns out of stock. We encourage youto
call and place your order by phone.
Prices are subject to change without
prior notice. All payments in check or
money ordermust bein U.S. funds drawn
onaU.S. bank and payable to Christopher’s
Comer. Credit card orders accepted for
VISA or Mastercard with & minimum
charge order of $40.00. Califomnia resi-
dents add 7.25% or applicable tax for
their county. Please allow 4-6 weeks for
delivery. Send name, address and order
10!

Christopher’s Corner

PO Box 3104

Quartz Hill CA 93586-0104
805/943-6832

(1:30-5:30pm (PST), Tuesday
through Friday & 9:30am to
§:30pm Saturday for placing
orders. Closed on Mondays.)

For each $100 or more of merchandise
you order, you eam one Bonus Item.
We'll even pay for the shipping! For|
example, a $250 order would eam two|
Bonus items with no additional shipping
charge. Please specify your bonus with
your order.

Bonus Items

Any Wargamer Volume 1, or Strategy
& Tactics issues marked with a %, or
Fire & Movement issue 31 (Kamikaze),
or S&T polo or regular T-Shirt (navy
only), or MOVES (green or red) or Fire
& Movement (red or blue). Please
specify size and color of T-shint with
alternate choices indicated.

Send SASE for full listing of
available merchandise.

Shipping Charges

Ist itern Adt'l items

10(15)
15(20)

5(6)
7(7)

Type of Service
$1 UPS Ground
1 UPS 2nd Day Air
1 UPS Next Day Air
1 UPS Ground to Canada
2 UPS Canada Next Day Air
7 UPS Overseas 3 Day
1 US Mail Domestic Priority
1 AE, AP, (APO & FPO)
1 US Mail-Canada
Europe (Express)
Asia, Africa, Australia (Express)

NaME

---------_-----1

i ADDRESS

Rerry, state

pald

0 pHONE

I visa/Mmc (oNLY)#

§ EXPIRATION DATE

§ sicnATURE

QTY | 1SS #/TINLE

SUB TOTAL

j

TAX (CA.RES.

E

SHIPPING

TOTAL ORDER |




* Four games with a common game system
for fast learning.

* Each game has its own scenario, map and
100 counters.

* Counters backprinted with starting hex
number for quick set-up.

* Introductory, Basic, and Advanced Rules
sections for different player experience
levels.

* Multiple scenarios to explore historical
alternatives.

Contents:

2 Standard Rules Booklets

1 Battle Rules Booklet

400 Two-sided Die-cut Counters
4 17” by 22” maps

1 Six-sided die

Playing time: 30 minutes to 2 hours.

4BAW is available from your local hobby store or direct from Decision Games. Sample magazines include mint
issues of Fire & Movement, MOVES and Stategy & Tactics with preference given to issues which include articles
on 4BAW. Upcoming games in this series include Four Battles of the American Revolution, Seven Days Battles,
Four Battles of World War One, and Napoleon's First Battles.

Mail To:
@ Decision Games @ P.O. Box 4049 @ Lancaster, CA 93539-4049 @ OR Call: (805)943-6832

(Phone Orders Must be $40.00 Minimum Charge.)

Decision Games
OVERLORD GAMES

Game Quantity| Price | Total Pr. Name:
Four Battles of the Ancient World $25.00 Address:
Sample pack of Magazines $12.00 City/State/Zip:
Shipping Charges subtotal Check One:
U.S.A: ($4.00-first item, $1.00- o . [CJCheck Enclosed(payable to Decision Games) [—] Money Order
each ;dgl:om@ iem) shipping & handling [JCharge to my []Visa[_] MasterCard
: (874 t item, ]
$1.00-each additional item) ~ CA 1ax(7.25% or appropriate} Account # Expiration Date:
OVERSEAS: ($10.00-first item,
$5.00-each additional item) TOTAL Signature




