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Editorial ...

This issue, we are moving the editorial back to the
front of The Wargamer. We ore also adding lettersto
the editor. The letters received since the change of
ownership have been uniformly positive. Over the
last two months, the mail bag has divided itself
about 45/45/10 between comments about a re-
cent, rather confroversial article, interest in subjects
for future coverage, and general commenits.

Games Goff’s “Pro-Nazi Bias” article in Wargamer
Vol 2, #4 generated plenty of letters. One was chosen as a
fairly representative example of the group, and I thank John,
Jeff, Paul, Chuck, and others who also sent their letters. Asa
group, you demonstrated arange of passionate and considered
commentary. Insight into both cultural issues as well as the
designer’s perspective were represented.

Dear Editor,

I am writing in response to the “Pro-Nazi Bias...” article
by James Goff in the latest issue of The Wargamer. As an
historian and wargamer, I felt that his article presented an
oversimplified view of the issue. It seems to me that Mr.
Goff considers game designers of East Front simulations to
be so many Neo-Nazis or utterly devoid of any historical
perspective.

Game designers and the companies marketing their
games have always faced certain perceptual problems.
Surprisingly, Mr. Goff identifies the prevailing market
understanding of East Front games without realizing its
significance. The vast majority of source material available
represents the German/Western viewpoint. The lack of
Soviet material and U.S. Cold War bias necessarily shaped
the perceptions held by both designers and customers.
Titles aside, recent scholarship has found its way into most
East Front simulations and no game survives if it does not
present a balanced format. So why is there a “bias”? Why
are so many names pro-German or worse, pro-Nazi?

Dealing with the pro-Nazi issue first, I feel that Mr. Goff
has missed the mark historically. Of all the simulations
listed in his pro-Nazi column, only one title truly fits the
definition: Lebensraum, which existed as an actual Nazi
policy. The rest represent a German perspective. Is this to
say that the German Army was not a tool of the Nazi state
and should be absolved of all guilt? Of course not. The
issue here is a matter of degree. The German Army was no
more totally Nazi than the Soviet Army was totally
Communist. While both states held tight control over their
respective armed forces, support of state policies was never
universal, as evidenced by Stalin’s purges of the 1930’s and
the bomb plot of 1944 that almost killed Hitler. I feel that it
is important to put this period in proper historical perspec-
tive.

As to the heavy emphasis on pro-German titles, Mr.
Goff deals with the issue and I have paraphrased it
previously. Years of an accepted perception do not die
easily. The overall view of the “East Front Campaign” may
be a little more exaggerated than some other periods but
opinionated source material is not the only factor. Consider
the cultural difference between east and west. Russia, and
later the Soviet Union, has always been a rather mysterious

land. Further, how many average wargamers can read
Cyrillic? These points may be secondary to balancing the
scale, but if games are going to sell, the customer has to
know what he is buying. At $20+ a shot, he is not going to
take a chance on something that he is unfamiliar with. So
why change the names? Is this a unique situation?

No. Look at most other periods that wargamers explore
and you will find similar bias. The examples are as varied
as the games themselves. The modern, hypothetical
European games also shortchange the Soviets on titles
though I would disagree that the pro-West view is Nazi.
Going further back, there is a whole genre of games
known as “Napoleonics.” Finally, looking at the other
theater of World War 11, the Pacific, how many games
present the Japanese perspective? Most periods in military
history are dominated by a dynamic individual or military
force. Cultural and political prejudices creep into the
equation in the more modern periods but so long as
designers attempt a fair representation of the situation, the
gamie titles really hold no sinister intent.

The whole point of this article seemed blown out of
proportion. The Nazi regime embodied evil and its de-
struction was the only possible solution of a sane world.
Considering the image that the term Nazi invokes in all of
us, it should be used responsibly. Early post-war historians
also used Nazi as a blanket term for the German nation.
That concept is as invalid as the one depicting all Russians
as “Godless Commies.” If concentration camp games,
with body counts and ovens, were to suddenly appear on
the market, I would most readily agree with the sentiments
expressed in Mr, Goff’s article. But, since these titles
show no more favoritism than other periods, I feel that the
issue should be discarded as unimportant.

Sincerely,

Mark J. Perry

The other major group of articles is represented by a
letter from Bruce Jurin praising the Wargamer/Strategy &
Tactics series games (the Napoleonic series in particular).
After demonstrating his analytical and writing skills in com-
ments about Abensburg, we convinced him to write a feature
article for issue #8. Others have also been invited to write.
While we do have a staff that contributes the majority of the
magazine, weare always on thelookout for new contributors,
and our readers are a prime source. If you have a particular
game you're interested in, whether it be a Wargamer/S&T
game or any game on the market, feel free to contact us with
your ideas. If a feature length (5,000 words) article is a bit
longer than you want to get into, consider getting into our
Moves Review of Games rotation: 2,000 words on a brand-
new game and you get to keep the game. Review copies go
out on a first-come, first-served basis, so get your choices in
or ask for our current list.

Keep those letters coming. Your comments and input
shape The Wargamer.
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PAS DE CALAIS

Volume One of the Westwar Series
By Christopher Cummins

John Schettler’s Pas de Calais is a brilliant diamond in
the rough. His innovations on the impulse system of play
and the elements of division level operations simulation
are elegant and thorough, yet simple. His thrust into
alternative history presents events which were quite
possible and might well have led to an earlier ending to
the war in Europe.

When I say diamond in the rough, I refer to the design
within the physical presentation. It is unfortunate that
Vanguard Games has chosen to publish the game in what is
a throwback in some respects. The two full-sized four-color
operational maps which cover the French coast from Dieppe
north to Dunkerque and inland some 100-150 kilometers
(60-100 miles) are reminiscent of early SPI games and there
are several minor questions about the effects of terrain
between hexes and whether some partial hexes are on the
coast or inland. There is also a two-color strategic map for
movement of German units throughout France and the Low
Countries. The 600 one-sided counters are years out of date
in terms of their dull color and lack of clarity, and the HQ
circles and diamonds are confusing when more conven-
tional symbols are the norm. However this is where the
dullness of the game ends. To be fair, part of my view of Pas
de Calais at this physical level is that there are Strategy &
Tactics’ and Victory Games’ games which, when setupnext
to Pas de Calais , provide a sharp contrast in the use of color
and state-of-the-art graphics.

The game comes with a 32-page rules booklet and a
multitude of charts to assist play. I found the rules booklet
to be difficult and play to be quite slow at first, owing to the
number of new and innovative concepts being introduced,
but by the time I got through the first three scenarios I was
used to this new system of play. The rules are organized into
a basic set of rules covering units, command control and
supply, zones of control, stacking, and terrain. These are
followed by a section of special rules covering unique
situations such as Full Scale Operations, Postponing the in-
vasion, Emergency Allied Evacuation (oh, no, not another
Dunkirk!), and Flooding, as well as Elite Units (airborne and
specialized/heavy armor) and Allied Strategic Air Power.

More examples of play are needed and I highly recommend
that new players take a couple of divisions out for maneu-
vers in the middle of the board until the basic rules make
sense. The basic rules are followed by the rules covering
pre-invasion and invasion operations. Finally (and I do
mean finally), we arrive at the regular turn sequence and op-
erations and combat. I strongly advise new players to read
the sequence of play and these last two sections firstand then
go through the basic rules; the game system will make more
sense if approached from the sequence of play and opera-
tions framework to the basic rules and details. Don’t get me
wrong. I give Pas de Calais high marks as a game and as a
simulation. Vanguard Games” dedication to this game and
additional games in this series through a quarterly newslet-
ter are admirable. System changes, errata, scenarios, and
other information will be provided. Gamers will be getting
a game which will potentially grow and expand to cover D-
Day and much of the battle for France.

Players are invited to play six scenarios, ranging from
two short hit-the-beach and seize a port to a 60-turn cam-
paign game going from invasion to breakout. Scenarios
cover 1943 and 1944 conditions, allowing analysis of a 1944
Calais invasion or of either of the two possible 1943 inva-
sions (Sledgehammer and Roundup).

Pas de Calais has some similarities to Winter Sturm and
The Last Victory, Schettlers’s East Front games, but he has
obviously been busy refining his design concepts, as Pas de
Calais takes some big steps forward. Take a look at the
sample units. Units are rated for size with A’s and B’s for
regiments and brigades, C’s for battalions, D’s for flak
batteries and most HQ’s and E’s for German Kampfgruppe
HQ’s. Tactical supportrates the unit’s ability to supportany
adjacent attacks. Movement allowances are cross-indexed

with terrain and mobility (mechanized/non-mechanized) to #

determine movement costs. Armor units are also rated for
armor strength, which provides die roll modifiers in combat
and may allow some cancellation of zones of control (more
on zones of control later).

Headquarters take on real significance in this game and
are rated for offensive and defensive operations, armor/anti-
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tank defense capability, and divisional artillery support.
Command control and the interaction of HQ’s and their sub-
ordinate units is at the heart of this game. A particular unit’s
combat value is found by cross-indexing its combat class
with the parent HQ’s current value for offense or defense.
Using our sample units, the A-2-6 cross-indexed with its
parent HQ, the US 4th Infantry Division, we find that its full
sirength combat value is 16 on offense or 18 on defense. Unit

7.0 TERRAIN EFFECTS

i
7.2 Mobility Class 5.7 6.1 K]

TYPE CRT/AT 10) 11 20C STACK  ARTY
MAJ RIV 4 +3 BR -2 4 NA
CITY 4 2 4 -2 6 +2
FOREST 3 2 4 -2 4 +1
RIDGE 3 2 4 +/=1 6 +1
TOWN 2 2 3 =1 [ +1
MIN RIV 2 2 +8 =1 [ NA
MIXED 1 1 4 [4) [ 0
WooDs i 1 3 [+] () 0
CULTIVATED 1 1 4 [+] ] 0
MARSH # 1 2 [ [+] 6 ]
LOWLARD # 1 2 8 [¢] [ [}
BEACH 1 1 2 [+] 8 =1
CLEAR [] 1 2 [+] 10 -1
MIN ROAD NA 1 2 NA oT oT
MAJ ROAD =3 1 1 NA oT oT
FORTS VAL oT oT =1 4 +VAL
* Add in Rain +1 +2 -1 -2 °
Mobility class ¢ units may only cross rivers at bridges.
Forts use the CRT line which corresponds to their printed value.
“0T® indicates that other terrain in the hex is consulted.
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offensive and defensive values are variable, depending on
the degree of fatigue and attrition the division has sustained
as well as the type of operation it is conducting.

Here is a central innovation of Pas de Calais. Individual
regiments and battalions do not suffer losses, rather the
division registers losses as temporal (fatigue) and personnel
(attrition) reductions in offensive/defensive ratings. Fatigue
accumulates as a division conducts operations and, at the
end of each turn, is reduced according to the unit’s basic
morale. Attrition occurs as a result of combat and can be
removed only through refitting with replacements. Again,
with our sample units, let’s say one attrition point had been
previously sustained and that the division was currently
conducting an advance operation, which costs one fatigue
point. Now the unit cross-indexes with a strength of 12
halved down to 6 for attacking on the march, Adjacent units
support an attack with their tactical ratings, and armor units
add their DRM’s (again halved). There is also divisional
artillery, as well as tactical air support, naval support (Allies
only), and higher level support available to aid the attack or
defense. Units must stay within command control or they
are sitting ducks; units out of supply also pay severe penal-
ties. If our unit above was out of supply, it would be reduced
to 2 on the offense and 9 on the defense if the 4th HQ was
at full value. Obviously, headquarters are central to this
game.

Zones of control are much more dynamic in Pas de
Calais, and are labeled either “controlled” or “contested”
depending on the tactical ratings of units adjacent to the hex
in question. If both sides have units adjacent to an empty
hex, it is contested. If one side has at least twice the value on
the hex as the other, it is controlled. Also, the strength of
control is rated strong or weak. Only the strongest armor bri-
gades and regiments have the tactical rating of four neces-
sary to strongly contest/control ahex by themselves, sounits
tend to stay together for mutual protection and support.

Playersin Pas de Calais are castin the role of Army Com-
mander at the strategic level and Division/Corps Com-
mander in each impulse. At the strategic level, there is a cat
and mouse game of guessing what the other side will do. The
Allied player must decide when and where to launch the in-
vasion while the German player tries to guess hisintentions.
The more correct guesses the German player makes, the
more rapid his reaction will be to the invasion.

The game starts with the Pre-Invasion phase. The Allied
player secretly decides on a semi-monthly target date and
picks two strategic locations from the six major areas along
the coast as his invasion sites: Durkirk, Calais, Bulonge,
Somme, Treport, and Dieppe. He also decides whether to
send the first wave in at high or low tide (going in at the
wrong tide adds to the landing conditions, and the second
wave goes in under the opposite tide conditions). At the
same time, the German attempts to guess when and where
the invasion will fall as well as the first wave tide conditions.
The more correct guesses the German makes, the more
Command/Supply points he gets to add to his initial allot-
ment. The more points. the greater the initial reaction the
Germans will be able to conduct. The Germans also get

’




obstacle factors (forts, entrenchments, and minefields) to
deploy at the start of each game to beef up their permanent
fortifications printed on the map.

The Invasion Watch then starts at the beginning of the
invasion season for the appropriate year. During each semi-
monthly turn the predominate weather is determined. The
Allied player has an advantage in predicting what the
weather may be. The German player must, with his more
limited knowledge, decide when to call an alert. Beyond the
exact guess he made at the beginning of the game, which
would gain him five Command points if correct, he also gets
two alerts to use during the invasion season, which would
gain him three points were the invasion to arrive during an
alert. The Allied player then resolves.the precise weather
and announces whether the invasion is on. If not, or before
starting the invasion, the German may get the opportunity to
adjust his headquarters placement and add additional forti-
fications. While the Germans are busy making things
tougher on the Allies, the Allies are busy augmenting their
invasion forces, changing their drop zone locations, and
attempting to destroy bridges. When the invasion finally
occurs, play moves to the Invasion Phase.

The Invasion Phase resolves the planning and guess-
work. The Allies soften up the beaches with naval barrage
while the Germans disrupt the landings with fortified guns
and minefields. The Allies land their paratroopers and
struggle onto the beaches while the German makes limited
movements and counterattacks and attempts to delay and
repulse as much of the Allied assault as possible. Unless the
Allied player has invaded on too narrow a front or in
separated landings, he will gain a lodgement and begin to
build up.

During each regular turn, the current weather is deter-
mined and units are checked for command radius. Limited
buildup of troops and supplies come through beachheads, so
the Allies must seek to secure a port as rapidly as possible.
Beachheads, mulberries, and ports contribute to the Allied
supply situation. The greater the supply, the more Com-
mand poinis the Allied player can gain for use. He also
checks the weather and rolls for air power. The he divideshis
air points between strategic interdiction and tactical air
support. Strategic interdiction directly affects the German
Command point accumulation as well as attrition and move-
ment of units as they enter the operation map. Tactical air
support adds a +1 DRM to combat.

After adding Command points to their respective tracks,
the players can bid up to their total of ten points for the
initiative for the next turn. The winner transfers his Com-
mand point bid to the initiative track and the loser transfers
half his bid to the reaction track. The difference between
these two tracks determines how many impulses will com-
pose the turn with the initiative player generally getting
twice as many impulses. Each reaction impulse, the turn
track advances one 12-hour space.

Now we get to the meatand potatoes of Pas de Calais, the
Operations Phase. The players have twelve differentoptions
to choose from, each allowing from one to five divisions to
conduct an operation. Each operation imparts different ca-

pabilities as seen in the Operations Chart.
Attheimpulselevel, thereis aconstantinterplay between
the players leading to a chess-like flavor of move and
countermove. Each impulse, the player can conduct one
operation, At the end of these impulses, each player gets a
final opportunity to expend the remaining points in his pool

*

9.1 Allied Planning

_TIME: 1944 PLACE:

1943

DROPZONES

Circle E E CJDIEPPE
| Month L L CJsoMME

and JuL E MAY E CITOCQUET
Time L L [ BOULOGNE
Period AUG E JUN E [JCALAIS

L L [JDUNKIRK

SEP E JUL E

L . L RESERVE

TIDE: HIGH LOoW CMD=

| DIVISION COSTS: INF=1, ARM=2, PARA=1, IND=three for 1
Six free Rangers, Commandos, or Royal Marine Units.

OPERATIONS

4 of{FULL (OP EXIT
OPERATION DIVSISCA COMBAT | ZONE
ASSAULT 1 2 Full aAll
ADVANCE 2 4 Half All All || Weak Halflh 2
COUNTERATTKY 1 2 Full All All [ Weak | Half] 2
BARRAGE 3 4 Arty [[None || None | Nons Nonej12
MANEUVER 3 4 1 Full Tact pWeak | Weak | Nonhe 1 ]
ROAD MARCH { 3 4 i*Doubled | Tact |None | None | None || None| 0
HOLD 5 5 ¢ || 1o 2 Def All | Weak || None || None| 0
DELAY "3 NA [} Half Def |Weak | None | None || Nonep O
REGROUP 3 3 0 1 Hex Def None | Hone || None Wonej 0
REFIT 3 3 °§o None Def |Non@ [ None ¢ None | None O
RETREAT 3 NA 1 Full Tact || All [ None | None [ None] 0
STRATEGIC 3 kRR [} Half Def None All | None }| None| ¢

#42 Strategic Operations occur only in the Final Resolution Segment.
* Two levels of fatigue on the second road march.
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in a final flurry of operations. The reaction player also
collects points for initiative player losses and gets a free
Counterattack Operation for every three points collected.

For example, the Allied player has gained the initiative
with 10 points and the Germans have 5 reaction points. The
impulses will proceed with the Allies first, then the Ger-
mans, then two more for the Allies, one for the German, and
two for the Allies. Then, the German gets a final reaction fol-
lowed by an Allied exploitation impulse.

10 May-June 1988  #6

Let’s take a look at an example of play. Figure 1 shows
the Allies seeking to seize the V-1 site at 1351, as well as
advance into St. Omer and the airfield adjacent to the south-
west. The Germans have suffered some attrition, with the
331st having suffered three points during its fight with-
drawal from near Calais and the 182nd one point last turn.
The British 1st infantry has an independent battalion of
heavy tanks attached to assist in securing the awirfield.

The Allies select an Advance Operation which will let

Arrows are attacking units.




them close in while seeking limited attacks. At the southern
end of the line, they disrupt and retreat the German defender
and cause another attrition point on the 331st HQ, while
seeing one of their units fail a morale check and disrupt. Fur-
ther north, the Canadians decide to wait and see with the
possibility of slipping a unit across the bridge at 1550/1551
on an Advance or Assault to turn the 182nd’s Aariver line.

The Germans have a choice between a no cost (no
reaction points) Hold Operation to gain a -1 DRM for these

two divisions and three other divisions or a Counterattack
Operation to move umnits to cover the gap in their line. The
Germans select a Counterattack Operation and move two
182nd units one hex south along the river to cover the bridge.

See Figure 2. The Allies, seeing that an Advance Opera-
tion will not gain them the V-1 site and will reduce their
potency on the airfield attack, selectan Assaultoperation for ~ Figure
the British 1st (raising its operation fatigue level to the 2
maximum three points). (continued on page 15)

The Wargamer 11



PAS DE CALAIS

by John Schettler

Designer's Response

My thanks to the Wargamer for a fair and comprehen-
sive review of Pas De Calais. Mr. Cummins demon-
strates a good grasp of the rules and system, and the
reader should find his article to be an excellent profile of
the game. The designer’s notes presented with this ar-
ticle have already outlined the reasoning behind many of
the decisions made in the course of the design itself. I
wanted to take a new look at the old Normandy cam-
paign, a battle in which I have a particular interest. The
Allied prospect for an invasion at Calais has always
intrigued me, and I am sure that players with a similar
interest in the battle will devour this game for the new
and untried strategic possibilities it opens up on this
classic engagement. The “What I’ aspect of simulation
gaming has always commanded a large part of my
interest in the field. Pas De Calais is tailor made for
players wholike to experiment and ‘“¢inker” with a game
to comstruct scenarios and battles which reflect their
own analysis of and thinking about a campaign.

As Thave always done all of the graphic artwork for the
game, I would like to comment briefly on my choices for the
physical presentation of the components. It is interesting to
note that Mr. Cummins compares the “look” of the game to
SPI-era offerings. To be quite honest, I happen to love the
Simonsen graphics of the vintage SPI games. To my mind,
the artwork I did for Pas De Calais is much more reminiscent
of the work done for titles like SPI’s Atlantic Wall, The Nest
War, Typhoon or Highway to the Reich during the reign of
the great monster games. I played them all to death, and after
thousands of hours of gaming, these are still the titles I come

back to time and again. They are, in fact, what I believe a
wargame should look like on the table, and I have tried to
take a leaf from Mr. Simonsen’s book in the graphic presen-
tation for Pas De Calais.

I chose a soft sandstone paper with two shades of green,
blue, and brown to depict the terrain and roadnet for the map.
This paper tends to harmonize and blend the other colors,
and was deliberately designed to be easy on the eye, consid-
ering the fact that players will be staring at it for hours on
end. The colors chosen for the countermix fell more to the
iraditional preferences of green for the Americans, khaki for
the British, shades of blue and gray for the Germans with, of
course, white on black for the SS. It is my belief that many
players familiar with SPI style graphics will feel right at
home with these maps and counters, as I do. Frankly, the last
thing I want from the physical presentation of a game is a
sharply contrasting mix of colors, and God forbid, anything
that glows in the dark. Graphics are a matter of style and
taste, and the work done for Pas De Calais reflects my own
leanings in that area. I hope to get better in this aspect as my
craft as I go along.

As for the rules organization, this again is reflective of
my own “gamer’s mind.” There is now a large body of
serious and experienced simulation gamers that can sit
down at a new design and digest it with ease. All they need
to know is a few important facts which are common to
almost every game: how do I move, what are the terrain
effects, zones, and rules of supply. Given this they will
master a new system quite easily and be playing compe-
tently in a short time. My organization of the rules for Pas
De Calais favors this experienced gamer. All of the basic
parameters for the game are outlined up front in sections 1.0
through 7.0. The “chrome™ and optional rules are all to-
gether in section 8.0. Then the game begins in section 9.0,
with the invasion rules logically preceding the rules for
regular turns. You can’t play a regular turn until you have
invaded.

One note not brought out in the profile is that the rules
have been printed on three-ring binder paper instead of the
normal stapled booklet. As the system grows and changes,
and new material is added, we will issue new pages to
replace the old material to all our registered customers free
of charge. In short, we are offering a game system, not just
a game. Players will not have to search around for “official
errata” or new scenarios anymore. It will be sent to them
automatically.

Lastly, I would like to extend my appreciation to the
cadre of gamers who have fought with me on the East front.
With this, my latest offering in Pas De Calais, 1 welcome
you to the West.

Designer's Notes

The first decision that a designer usually makes after he
has chosen a subject to work on is setting the scale of the
battle. The entire gaming system and its simulation mechan-
ics will hinge on this question, and it is important to note that
a designer must also consider budgetary constraints which
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will serve to limit the physical size of the components
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available for the game. In the case of Pas de Calais, the raw
material available for the design amounted to a mapboard
playing area which could not exceed 32 by 40 inches, six to
eight hundred playing pieces, and a rule booklet of roughly
28 pages.

The original design for the game was already well out-
side these boundaries when first produced in 1986. It was
comprised of two 24 by 36 maps, and well over a thousand
counters on regiment and battalion level. Thus the first thing
that had to be done when the game entered the development
stage was to pare down the components so that they would
fit into the budget of a small company trying to make a start
in a very competitive and limited market.

In the beginning the temptation to tie the Normandy
Campaign to the Calais game was great. Would the players
accept a purely hypothetical design on WWII? There were
other titles published along these lines, such as Sealowe and
operation Olympic by SPI, but these games would not
number among the top sellers in the industry. Though
virtually every contemporary game published from Sixth
Fleet to Next War was hypothetical, it seemed that gamers
were less likely to permit a designer to tamper with the
historical outcomes of WWII, long since etched in stone and
depicted in hundreds of games to date.

The original scale of the game, roughly three miles per
hex, was tinkered with and new maps drawn which would
comprise both the Normandy and Calais beaches. The
rationale was to give the gamer the full range of options
available to both sides on attack and defense when consid-
ering an invasion of France. This change was dramatic and
threatened to completely alter the complexion of the origi-
nal design. In the end it was decided that since an invasion
at both sites was very unlikely, the players would be oper-
ating on only one of these two map areas at a time, rendering
the second beach area useless and not allowing for enough
playing space on the remaining map. I was back to the same
question the Allies faced — where would the simulation
Iand? If Normandy was to be included, Calais had to go, so
the decision did not take long. Patton would lead the assault
at Calais.

This decision now opened both maps up again for the
single beach area, and with some minor trimming and
offsetting of the maps, it became possible to present a
playing area of reasonable depth on the original scale of
three miles per hex. The maps were drawn from a direct
projection of a Michelin road map, with minor alterations to
account for terrain variations in the 1940s and to allow
certain features to better conform to the hexagon grid. The
Calais design had a new look, but was still essentially the
same game as the original finished in 1986.

The next consideration was the countermix. In this I was
working from a personal bias, preferring the counters in my
games to be clean, simple, and uncluttered with a great deal
of unnecessary and irrelevant color or data. Including regi-
mental and battalion identification numbers on each piece
may add a little flavor to the game and demonstrate that the
designer has taken the time to look up the numbers, but
beyond that, if the specific unit ID is not an essential

ingredient in the gaming system, it is irrelevant, I made the
decision early on to produce the counters with a simple
division ID number, unit type symbol, and only data rele-
vant to the system — no setup hex numbers or chrome.

The next question was: “How many?” The original
counter mix included all of the independent tank, AT, and
artiflery units on both sides in battalion size units. Thus the
average Allied infantry division was pushing ten to twelve
counters and the US armored divisions had all of the tanks
on battalion level also. Producing the counters this way
meant that fewer divisions could be included in the mix, and
it would be impossible to include units for the 1943 scenar-
ios on the German side. Beyond this economic constraint, I
noticed that players would tend to stack their battalions
anyway, creating maneuver elements that were closer to
regiments and brigades, when considering the stack as a
whole, This was the only way they were going to get
sufficient combat strength for effective play on both attack
and defense. Thus the decision to move to asimple regimen-
tal organization for the divisions made sense on both counts.
Ttreplaced the stacks of battalions with a single counter, and
fit nicely into the budget target of 600 heavy-stock playing
pieces.

The mix wasredone and tested in the prototype with good
results. The original “feel” of the game was not altered, and
the playing board was much less crowded and easier to
manage without the cumbersome need to stack. The anti-
tank battalions and artillery units became values instead of
counters, and were printed on the HQ counter for each
division. Corps level units were either grouped into discrete
brigade-sized units which represent two or more battalions,
or eliminated altogether and depicted by a simple support
track mechanic. The end result was a clean, simple counter-
mix with more room for new divisions and less clutter on the
board.

At this point something needs to be said about the manner
in which the units were assigned their combat ratings. In
general, a three-battalion regiment was given a class A
rating, though some German regiments being reduced to
two battalions were assigned a class B rating. The quality of
the troops was accounted for by the Division HQ ratings for
offense and defense, and by assigning the unit tactical
rating. Values were calculated using formulas presented by
Colonel T.N. Dupuy in his Quantitative Judgment Analysis
Method (QJM.). The morale and performance of each
division was further tailored by the Division ratings, which
were largely derived by analyzing engagements in which
the division actually fought and through the historical re-
search on the Normandy campaign. Players may be sur-
prised to find seasoned divisions like the British 51st High-

landers to be rated quite low, but this division performed -

very poorly in the Normandy Campaign. On the German
side a few infantry divisions that were actually three-
regiment organizations were pared down to two regiments,
under the assumption that the third regiment was retained in
its original defense position to man the coastal front.

The infantry divisions were relatively easy to construct,
but creating the panzer and armored formations led to some
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interesting decisions. Three basic mechanized symbols
were used in most armored divisions, and they are inter-
preted differently in this game than the actual military-type
symbol. The pure armor symbol in the allied divisions
represents a “tank-heavy” formation with minimal infantry
support. The number of actual tank battalions in the unit
were factored at a rate of two armor points per battalion.
Thus the pure armored unit in the American 2nd Armored
division represents three battalions of tanks. The Armored
Cav symbol represents a mixed formation with emphasis on
the armor. The single infantry slash in the symbol will
actually mean that one battalion of infantry is depicted in the
counter, with the rest of the regiment as pure armor. Combat
Command B of the US 2nd Armored is therefore an organi-
zation of one infantry and two tank battalions. Similarly, the
Mech infantry symbol represents an infantry-heavy forma-
tion with some armored support, perhaps from a single tank
battalion or tank destroyer unit along with two battalions of
infantry.

Though the German panzer division was a three regiment
organization, it seemed unrealistic to depict it with the usual
pure armor regiment and two panzer grenadier regiments.
The panzer regiment normally fielded two battalions of
tanks, and one would operate with each grenadier regiment.
Thus the German Mech infantry units are rated with strong
armor factors because the panzer battalions were presumed
to be attached. The discrepancy between similar regiments
of the same division is accounted for by the fact that some
units were tracked, while others were using trucks for
transport. Also, by 1944 the panzer divisions all had at least
one panther battalion along with the normal Pz IVs. Grena-
dier regiments which are rated with a tank value of 5 are
presumed to have the panthers operating with them. The
German tanks were given an “edge” over their allied
counterparts, with a battalion of PZ IVs rated at 2 armor
points, Panthers at 3, and Tigers at 4. The third counter
bearing the armored cav symbol is a conglomerate of the
division recon battalion, mobile anti-tank elements, and
perhaps a company of tanks for good measure. In general,
units with mobile infantry were given higher tactical ratings
to simulate the effects of combined arms. If the infantry was
operating in halftracks, the ratings are higher yet, as in
Panzer Lehr, which had all of its infantry in tracked AFVs.

The original design concept of cross-indexing a unit
combat class rating with a division offensive rating re-
mained unchanged. This mechanic made it unnecessary 10
backprintcounters or provide hundreds of step-loss markers
for every unit in the game. Again, the intention to produce
a clean and uncluttered system was uppermost in mind.
Players will recall how the early CRTs with exchanges and

eliminations gave way to more sophisticated step reduction .

systems with “second generation” games. The division
attrition system used in Pas de Calais was substituted for a
step-reduction system and provided for a more playable
game.

Step-loss systems quickly see the wholesale elimination
of units, as a counter can have only two sides or “steps.” It
was rare, however, for a unit to be completely eliminated in
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actual combat. Even after units were virtually destroyed,
their regimental organizations still existed and remained in
the order of battle, even if they were only shadows of their
original size and strength. The premise behind the HQ
attrition system assumes that losses sustained by one ele-
ment of a division would be made good by other fresh
elements as replacements and reinforcements were sent to
threatened areas. Thus it is possible to sustain a regiment as
a fighting organization at the expense of weakening the
division as a whole if the player so elects. In light of the
decision to go to the regimental organization, it was neces-
sary to allow the units to have a reasonable staying power.
Otherwise there would simply not be enough units to hold
the line. Thus, if the player wishes, his units could absorb
“hits” equal to the full defensive rating of the division,
which is usually from six to ten points.

Now to the system itself. Depending on the “state of the
art” at the time they were designed, most games will either
use what I call a “sequential” movement/combat system to
regulate play, or an “integrated” system. Sequential systems
have all the units of one side moving prior to any combat,
and then all combat resolved in a separate segment of the
turn. Sometimes a second movement phase would be in-
serted to allow for exploitation after successful combats, but
in the main these early games were fairly rigid until the reign
of the great SPI era “monster games” ended. Though suc-
cessful in their day, these systems always seemed too

- unrealistic and tedious to me. To have every unit on a given

side moving up to its full capability and conducting combat
was a feat seldom accomplished by real battlefield armies.
Beyond this, returning to the end of the line after a two hour
movement phase and trying to remember just how you
planned to attack a given hex was cumbersome.

By thelate *70s and early 80s anew “integrated” system
began to appear which combined movement and combat
into one process. The design work done for my first title,
Winter Storm, used such an integrated system which was
ideally suited to the fluid armor battles of the east front.
Though far superior to the older sequential systems, this still
saw most activity by one player completed while the other
watched. In the Westwar system I decided to create an alter-
nating initiative impulse system where the action constantly
shifts from one player to another. The resulting effect was to
produce a game where battles developed from the moves
and countermoves each side made in the turn. Not only is
this more realistic, but it is also much more engaging and
involving for the players. They are forced to “think on their
feet” and make decisions constantly throughout the turn.

The next problem I tackled in the system was the seem-
ingly superhuman capabilities most older designs endow
units with. In these games a unit’s capabilities and strength
remained fairly cohesive no matter what it was doing:
attacking, retreating, marching, etc. Some designers tried to
correct this system flaw with a flurry of “status™ markers
which most players are now familiar with. Counters to
simulate engaged or disrupted units, fatigue, supply status
and command failure all made positive and much needed
contributions to the state of the art. But other concepts soon




appeared to replace them and help relieve the clutter on the
board.

Many modern designs used a division “mode” system to
simulate the fact that 2 unit has different capabilities de-
pending on its deployment. It was only necessary to mark
the HQ of the division with a mode marker to transfer certain
movement or combat penalties to subordinate units. Why
did designers of WWII games fail to employ some of the
excellent innovation and leading edge design concepts
pioneered in contemporary titles for their own games?
WWII was a very mobile war on almost all fronts, but
designers still kept releasing games tied to the older sequen-
tial play systems. It was time for a change.

In battle a division was usually given an “order” by the
superior command and would assume the necessary deploy-
ment to carry it out. Units preparing for a major assault
would strengthen the front, tie in with their artillery, pre-
position reserves, and coordinate fire support from other
army assets. All of this took time, and it always bothered me
that most units in WWII designs could race across the board
and unleash their full combat power against the enemy.

I decided to use the basic concepts pioneered in modern
designs where “modes” would limit a unit’s movement and
combat capability, but there was neither room for nor a
desire for a host of mode markers in the countermix. Ireread
accounts of battle engagements and overlaid a system of
orders to simulate what the unit was doing. Each “order”
would tailor the movement and combat of a division while
fitting nicely into the shifting initiative impulses I had
designed to regulate the flow of play. The operations chart
quickly took shape and jived nicely with the operations the
units undertook historically.

Full-blown assaults by divisions were relatively rare, and
even when the division did commit itself to a major attack,
itwas usually a“twoup, one back affair” with the regimental
deployment, and often only one or two battalions would be
committed from the frontline regiments! This meant that the
average “assault” might begin with four battalions and be
reinforced to six if required. More often than this a division
would be conducting and “advance” along its front, with a
smaller portion of its total combat strength committed to the
line of attack. Soon the operations chart had been fleshed out
to its present form.

By chopping up the movement and combat capabilities
enjoyed by most units each turn in other games, and meter-
ing them out in a graduated way, I tried to create a more
realistic set of “operations” that a division might undertake.
The time span of the game made it feasible to allow a
division to receive new orders each impulse and eliminate
the need for HQ mode markers. The operational fatigue rule
was inserted to prevent players from pushing the same
divisions over and over again without penalty. Each time a
division operates it looses effectiveness.

The final result is a system in which both players engage
one another like two chessmasters. How would a chess
game be if one side got to move all his pieces once before the
other could begin? The Westwar system was a refreshing
alternative to its venerated though honored ancestors. B

PAS DE CALAIS volume One of the Westwar Series
(continued from page 11)

Sliding their combined arms team to 1651, they assauli the
airfield at 1751. The Allies have added their divisional
artillery of 4 and two poinis of higher level support to
augment the combat factors of the attacking units and
achieve an odds ratio of 2.5 to 1. The tanks add a +3 DRM,
which is partially offset by the defender's AT rating of -1
DRM. As the target hex is clear terrain, the Germans gain no
defensive AT die roll modifier for terrain. The Allies throw
in one last positive die roll modifier for tactical air to bring
their modifier total to a net +3. This brings their die roll of
three up to six on the 2.5 to 1 column cross indexed with the
terrain code of zero for a clear terrain hex. The result of 4
forces the German defenders to disrupt, retreat two hexes,
and suffer an additional attrition point on their HQ. On their
dieroll of 3, the German unit disrupts and retreats two hexes
to the Headquarters and add yet another attrition point to the
331st. The Allies advance to secure the airfield and place a
breakthrough marker on 1750, which they use later to cut off
the 331stGermanregiments from Command Control. How-
ever, the Germans will probably pull the nearly worn out
331st out of the front line for refit rather than watch it de-
stroyed.

Pas de Calais definitely forces players to act and react.
The initiative player must consider the reaction player’s
responses to his operations. The reaction player should seek
to disrupt the tempo of the initiative player forcing him to
waste impulses and operations. The initiative player, espe-
cially the Allied player, should seek to gain breakthrough
results and exploit any gaps that appear because they will
probably not be there the next impulse.

At the strategic level, the Allies need to land such that
they secure one port rapidly and a second port by about
D+10 if they are to win. One port plus the beachheads and
mulberries will provide them with enough Command points
and additional divisions to maintain the initiative. Two ports
will add an occasional Full Scale Operation and plenty of
units for a refit rotation that will eventually overwhelm the
Germans. The Allies need not fear a battle attrition with their
6:1 advantage in refitting, in fact, they should encourage it.

Armor is a real spearhead in this game, providing major
punch in strength, but largely through die roll modifiers.
Armor attacks against exposed infantry may see the de-
fender remove the regiment rather than take multiple attri-
tion points against the HQ, as well as set up a breakthrough
and a possible exploitation into the defender’s rear. One
impulse and an opening, and a mechanized division can be
halfway to Germany or down to the beaches before you
know it.

All in all, Pas de Calais may suffer from some image
problems, and its alternative history topic may not interest
some people, but the Westwar Series will later include
Normandy and more of the historical French battles as well
as a longer and more comprehensive treatment. My advice
isto getinnow on a great game and a great game system. Pa
de Calais may be the sleeper of the 1988 lineup.
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Historical Alternatives:
1943 vs. 1944
Calais vs. Normandy

_ PASDE CALAIS

by Christopher Cummins

By late 1942 or early 1943, the Americans believed an
attack on the French coast was militarily possible. As
early as the ARCADIA conference in January 1942, the
British put forth the idea of an attack against France to
reduce the pressure on the Russians. Code named
“SLEDGEHAMMER?, it would have seen initial land-
ings on a five brigade front between Dieppe and the
Somme, building to a total of seven infantry and five
armored divisions within a two to three week period. The
British backed off the plan, however, stating the danger
from the German Luftwaffe and U-boat attacks, the lack
of adequate shipping, and the strength of the Axis forces
relative to their own were too great.

These arguments would not hold up with a realistic mili-
tary point of view. By mid-1942, both the U-boat and Luft-
waffe threat had been eliminated as major determinants, and
the Allies had the sealift capacity for a major invasion.
Finally, as will be reviewed, the Axis forces were not as
formidable as they appeared in the west, owing to their heavy
commitment of troops and equipment in Russia. However,
the British steadfastly believed that an early invasion would
end in disaster and promoted a Mediterranean strategy begin-
ning with the “GYMNAST” invasion plans for North Africa.

In April 1942, a second invasion plan was presented by
General George Marshall and U.S. Secretary of War Henry
Stimson, and was backed by General Eisenhower and much
of the American military command. The Americans pressed
for an invasion in 1943 under the code name “ROUNDUP.”
It was to be preceded by “BOLERO,” a massive American
buildup of troops and materials in England. ROUNDUP was
t0 see a landing of three divisions on the French Coast
between the ports of Le Havre and Boulogne, building up io
ten to twelve divisions in a few weeks. The British supported
BOLERO because of the materials that would have become
available to them in the UK, but they opposed ROUNDUP for
the same reasons they had discarded their own operation
SLEGEHAMMER. The British continued to believe that
unless the German morale was cracked first, the Allies did not
have a chance of succeeding against them in France. With
GYMNAST actuated in the TORCH Landings to finish the
Axis occupation in North Africa, it was clear that the British
wanted a peripheral strategy. The Americans were against the
British plans to attack Sicily and Italy, the “soft underbeily,”

considering it a needless waste of Allied manpower and
equipment. '

The British resources were limited, and Churchill knew it.
An indirect strategy would focus those limited resources
where the Axis forces were weaker (in the Mediterranean
theatre), providing a good chance for batile victories, while
still serving to drain Axisresources and forces from their main
effort in Russia and lowering the morale of Germany and its
allies, especially Italy.

Throughout the winter of 1942-43, Allied forces builtup in
England, even with the TORCH landings and fighting in
Africa. By April 1943, the Allies had available a superior set
of forces in almost every respect when compared with the
German Army in the West. The Americans had assembled six
infantry, two armored, and one airbome division by early
Spring. Another airborne division was to be ready in July and
three more infantry divisions in August. The three divisions
earmarked for the Pacific could have been easily diverted to
France for an invasion operation. Altogether, the Americans
could have brought twelve divisions ashore with four or five
in reserve to a August 1943 ROUNDUP.

Beyond the American contribution, the British could have
provided at least nine infantry, four armored and one airborne
division. Among the other Allies, the Canadians could have
fielded three infantry and two armored divisions, and the
French had three infantry and at least one armored division by
September of 1943. Altogether, the Allies could have easily
landed some twenty divisions in an August ROUNDUP with
up to twenty more divisions available during the Fall for the
liberation of France and a potential drive on Germany.

On the other side of the equation, British General Brooke
reported that the Germans had forty divisions of their own and
could build up against an Allied landing faster than the Allies,
dooming the invasion to failure. The August 1942 disaster at
Dieppe was used as an example of the tremendous difficulty
of achieving a secure beachhead against professional German
defenders. However, this was a small operation with limited
objectives and no expectation of staying ashore. Further, it
showed the folly of assaulting a port directly. An examination
of the German order of battle reveals that they were much
weaker than Allied intelligence believed. In April 1943, the
Germans did have some forty-plus divisions along the Atlan-
tic Wall and in the Western theater, but they were largely
composed of second-line troops. Much of the infantry was
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configured in light (understrength) divisions labeled “occu-
pation” or “reserve.” Several units had only two regiments,
and almost all regiments were significantly understrength.
These divisions were often thrown together out of cadres of
burned-out units from the Eastern front and filled out with
poorly trained Kriemhilde replacements, Walkure units, Ost
battalions, and Kiwis (non-German “volunteers” or Germans
who did not qualify for first-line units). Younger soldiers
were replaced by older recruits and sent East for the critical
1943 campaign. Many divisions were reduced to seven infan-
try battalions and average company strength was 30-40% be-
tow normal. Clearly, the Germans were using the west as a
reserve area, believing the Allies would not attack their
Festung Europa. Units were generally armed with older
WWI artillery, or weapons captured from the French or
Czechs. Many units had little organic transport, with some di-
visionsrelying entirely on civilian transportation or horse and
cart to move their service elements. There were about fifteen
to twenty divisions of this type and the rest were first-line
units. either refitting for rotation to Russia or were the few
actually stationed for Atlantic Wall duty. The vaunted Panzer
divisions in France were severely understrength, fielding
only twenty to sixty tanks per division, while the vast major-
ity, and the newest tanks, were shipped off to Russia for
Kursk. Even the §S Panzers, which would prove themselves
tough defenders in 1944, were only beginning training in
1943,

Clearly, the German strength present in the west was
insufficient to combat the possible ROUNDUP operation
without canceling the Eastern offensive and transferring
significant forces to France. The Axis forces across the
Channel were only just beginning to dig in behind their
Atlantic Wall, and both the strength and morale of the Ger-
mans and other Axis forces in the West were questionable.
Still, the Dieppe raid shaped Allied thinking. The concern that
the invasion would fail, with the loss of men, equipment, and
morale, overshadowed the rewards of an early end to the war.
The British fear was particularly for the American forces, for
which they had little regard. They cited Kasserine as an
example, claiming that the Americans were not ready to face
the “real” German army in France. Yet, while green Ameri-
cans did suffer initially against some of the best and most ex-
perienced Panzer troops under Rommel, they held the line
and the field by the end of Kasserine. With hindsight, it is
clear that the US forces suffered undue criticism as a result of
this engagement, and that actually they did quite well for their
first major effort, demonstrating great tactical flexibility
under trying circumstances.

But the British refused to take the risk. Even if the Allies
did have the units needed for the assault, how would they get
them there and keep them supplied? They asserted that the
shortage of landing craft would make an attack on France im-
possible, but this was only because of the diversions to the
Mediterranean and the Pacific. A look at the operations that
the Allies actually did conduct in the Summer of 1943 reveals
an amazing capability. In July, they landed seven and a half
divisions in operation HUSKY against Sicily. One hundred

and sixty thousand troops took part in that attack along with
14,000 vehicles, 600 tanks, and 1800 guns. Compare this to
the figures for OVERLORD in 1944 and the Allied capabil-
ity becomes apparent. (Six divisions with 176,000 men,
20,000 vehicles, 1500 tanks, and 3,000 guns.) The HUSKY
operation was not as big, but it clearly was in the same league
with OVERLORD and could have been applied to the French
coast. In Sicily, the Americans proved their metttle against the
best the Germans had available. Consider what might have
happened had they gone against the weakened defenders of
France.

The military facts all add up to a clear Allied potential for
invasion in 1943. By diverting forces to Italy, the Aliies
gained little. After the African disaster, the Italians could have
contributed little to the defense of France, and were essen-
tially out of the war, other than to defend themselves weakly.

German coastal arfillery. (Ulistein)

The last argument, that of allowing the Russians to bleed the
enemy in the Bast so that resistance in France would be less-
ened, is eliminated by examining the tremendous improve-
ment in German troops and defenses in the West by 1944.1In
the Summer of 1943, the Allies would have faced four or five
understrength Panzer formations with older and fewer tanks
that their own tanks were quite capable of overcoming. The
chief conclusion to be drawn was that the decision to wait
another year was largely political. And sothe opportunity was
lost.

What of the strategic possibilities for 1944? By the end of
1943, everyone knew what the final result would be; it was
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just a matter of when and at what cost. As winter and spring
1944 passed, tension mounted in Europe, with the expecta-
tion that an invasion was now imminent. All eyes seemed to
be on Pas De Calais, which had been subjected to the scrutiny
of the Allied planners as early as 1942. The French destina-
tion of the most direct route across the Channel, the beaches
of Calais offered the possibility of rapid turnaround in the
sealift forces, which might enable a speedy buildup after the
invasion. An attack there also opened the most direct route to
the heart of German V1 and V2 missile sites ready to unleash
their barrage on England as well as Paris, and to Germany’s
Ruhr Valley industrial complex. The major ports of Le Havre
and Antwerp flanked the invasion area, which itself was
straddled by a series of smaller ports at Dieppe, Boulogne,
Calais and Dunkirk. These facilities, combined with the
mobile “mulberry” ports the Allies planned to bring with
them, promised more than enough support to sustain ten to
twelve divisions ashore in the first month of the campaign.
The main disadvantage of this choice was that it seemed t00
obvious and direct. Allied planners quickly learned that the
German defensive dispositions favored Calais, and also had
the attention of Hitler, and later Rommel, who believed the in-
vasion would likely come there.

The second alternative was the historical site at Nor-
mandy, which was chosen largely because it provided good
beachesand a large portat Cherbourg, and a weaker defensive
front than Calais. The actual invasion achieved complete

surprise, largely because of the tremendous credibility of the
threat to Calais, a credibility reinforced by elaborate Allied
deception operations, and the refusal of the German high
command to see Normandy as more than a diversion until too
late.

In one of the most crucial events that befell the Germans
before D-Day, Roenne, a German intelligence master, had
been frusirated by operatives in the SD (German intelligence
organization), which consistently downplayed the informa-
tion he sent it about the Allied buildup in England. His data
was apparently being halved before being passed up to higher

Rommell observes landing-craft fraps . (Ulistein)

levels for operational planning. Ina quirk of fate which played
directly into the Allied deception, Roenne decided to double
hisactual estimate of enemy divisions, expecting thatit would
be halved to the accurate figure by the SD. In fact, the officer
responsible for the undervalued reports was transferred, and
at the same time Roenne’s doubled estimate was suddenly
accepted as accurate. This led the German planners to believe
that there were some eighty divisions assembling in England
for an invasion of France, when in actuality it was closer to
forty. When the Allies landed at Normandy, the Germans
thought they were seeing only a diversionary attack, and that
the “real” invasion was still coming at Pas de Calais, an error
that cost them the campaign.

During the preceding weeks before June 6th, Hitler had
ordered the strengthening of the Normandy front based on a
“hunch.” Rommel was also giving the area a second look and
was slowly pushing his mobile divisions forward toward the
coast in accordance with his belief that an invasion must be
metand defeated on the beaches. The German high command
had been bickering over the deployment of the Panzer Divi-
sions for months. While Rommel wanted to fight on the
beaches, Runstedt and Geyr wanted to retain the Panzers fur-
ther inland for a decisive counterattack. In the end, Hitler
divided up the Panzer divisions among the three generals in
such a way that neither plan could succeed.

While Rommel managed to position his three divisions to
within a few hours’ march of the beaches, it is interesting to
note that both the 2nd Panzer
and the 116th Panzer were
covering the Pas De Calais
region, with the 21st at Caen
near the Normandy site. It is
also interesting that. the so-
called “OKW?” reserve divi-
sions of Panzergroup West
were not concentrated in any
central location, rather they
were dispersed over a 300-
mile front in a second eche-
lon of defense. This wide dis-
persal of the decisive
“counterattack” force is tes-
timony to the extent to which
the Germans remained un-
certain of the allied intentions. If Rommel had had his way,
Normandy would have been beefed up considerably and
Panzer forces would have been positioned much closer to the
beaches, making Pas de Calais a more attractive target for its
strategic value. In the end, Normandy was chosen for its
tactical advantages, as well as the expectation of significantly
fewer losses. The Allies lucked out in some respects on slow
German reactions. They might well have been bottled up on
the Cherbourg peninsula in another Anzio, or even driven off
the coast, had the Germans reacted swiftly. In the end, history
has determined the outcome, but we, as gamers and students
of history, will never stop exploring the alternatives and
asking, “What If?” g
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HITTING THE BULL’S EYE

I find it immensely interesting that when I
first started revising the Sniper! and Patrol
games in 1985, there were only two other
wargames (that I am aware of) that covered
modern combat at man-to-man scale. Since
then, at least three more have been pub-
lished (two of which, like the Sniper! game,
were based heavily on previously published
games). Yet, despite this surge of man-to-
man games, very few articles have been pub-
lished about any of them.

F or anyone unfamiliar with it, the Sniper!
game uses a ground scale of two meters
per hex, a time scale of thirty seconds to five
minutes per turn, and a unitscale of oneman per
counter. The game focuses on soldiers rather
than equipment. An understanding of the dy-
namics of fire and movement is essential to
success in the game.

Currently, there are three games in the line:
the Sniper! game, which deals in broad strokes
with man-to-man combat in all theaters of
World War II, Korea, Vietnam, and modern
Europe; Hetzer, which covers in detail the
fighting on the western front in World War II;
and Special Forces, which focuses on elite
units in modern settings. A fourth game, Bug
Hunter, is currently in production. It examines
the popular science fiction theme of embattled
humans threatened by vicious alien creatures in
space and on the ground.

This article addresses some of the common
problems that must be overcome during a
Sniper! scenario and provides some guidelines
to players on how to get the most out of their
soldiers and weapons during the game. Besides
this general advice, specific pointers are in-

by Steve Winter

cluded on one of the more common situations:
assaulting and defending a building. But first,
the beginning.

Organizing the Squad

The first, and perhaps the most important,
decision each player has to make is how to
organize his squad. Each situation places its
own restrictions on deployment, but the tactical
guidelines that follow can be applied univer-
sally.

The first stage in organizing is planning.
Look at the scenario and decide what the best
course is for achieving victory. Do youneed to
attack? Does the terrain allow long-range fire
support? How much time can you afford to
spend fighting and how much must be spent
maneuvering against an objective?

Many players make the mistake of assum-
ing that, in a game as tactical as Sniper/, the
situation changes too rapidly for any overall
plan to be effective. It’s true that the tactical
situation can change alarmingly in a single
turn, but that doesn’t make planning unneces-
sary. A plan is every bit as important in a
Sniper! scenario as in an operational or strate-
gic game. The player who approaches the game
with the attitude, “T’ll just shoot and see what
gives,” is the player who probably is going to
lose.

Once you have a plan, the squad can be
organized to carry it out. Proper organization is
crucial to success. Remember that a squad
leader (whose role the player fills) is primarily
a manager. The most important part of his job
is knowing the strengths and weaknesses of
each soldier under him and assigning each
soldier to a job that suits his ability.

Toward that end, organize the squad into
two elements: a maneuver (or assault) element
and a fire support element.

Maneuver is the more dangerous of the two
jobs. Soldiers with activation ratings of one,
two, and three belong in the maneuver element.
With their low activation ratings, these soldiers
can operate independently or in small teams.
They react quickly to enemy moves and take
advantage of mistakes. You canrely on them to
perform well in any situation.

Soldiers with high activation ratings —
four, five, and six — belong in the fire support
element, along with the squad leader and the
squad’s automatic weapon (machine gun or
automatic rifle). These soldiers tend to do very
little of anything if left to themselves. But with
their squad leader nearby to kick them into
action, they can provide excellent covering
fire.

If most of your machine pistols are in the
hands of soldiers with activation ratings of four
ormore, consider switching the roles of the two
groups. Two or three machine pistols can give
your maneuver element tremendous punch.

Organizing your squad this way allows
maximum flexibility and gnarantees that you
will getthe best performance from eachsoldier.

Placing and Using Weapons

The various weapons of the Sniper! game
have differences that go beyond the Firepower
table. Often, putting the right weapon in the
right place can achieve an effectfar greater than
its firepower would suggest.

Rifles are notreally meant for killing enemy
soldiers in offensive action. Their presence on
the battlefield is supposed to discourage enemy
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soldiers from getting too close to friendly sol-
diers. At the ranges depicted in the Sniper/
game, however,'the enemy is already too close.
At such short range, rifle fire can be quite
deadly. This forces the enemy to be careful and
keep his head down. Don’t expect rifles to
inflict many casualties; they’re too easy to hide
from. Always assign a few riflemen to protect
themachine gunner. If nothing else, atleast that
means someone is available to pick up the MG
if the gunner is killed.

Machine pistols are primarily assault weap-
ons. Put as many MPs into the maneuver ele-
ment as possible. They are murderous at point
blank range (10 hexes or less). Machine pistols
are also excellent for opportunity fire because
of their high firepower. They have two danger-
ous weaknesses: they ten to run out of ammo at
inopportune times, and they can’t shoot
through interior walls. Nothing can be done
about the first problem. The second problem
can be sidestepped with grenades.

Machine guns dominate the firefight. Ex-
pect most of the killing to be done by machine
guns. With its high firepower, a machine gun is
lethal at any range. Don’t feel compelled to
haul it in close to the enemy. Always fire it
prone or with a supporting ledge to avoid the
reduced firepower penalty. Always assign a
loader; the firepower that you gain by guaran-
teeing that your MG won’t run out of ammo far
exceeds what you lose by taking a rifleman out
of the firing line. Always protect your machine
gunner; it is almost never worth trading his life
for an enemy rifleman. More than anyone else,
the machine can afford to use quick fire. His
firepower is so high that he probably won’t
notice it’s been reduced for quick firing.

Automatic rifles can be irritating. They are
supposed to fill the role of a light machine gun,
buttheyhaveless firepower and also tend torun
out of ammunition at the worst possible times.
Still, the same guidelines apply to their use as to
machine guns.It’s thebest weaponyouhave, so
use it as much as possible and protect it as best
you can. (Some people have asked what quali-
fies a weapon to be an automatic rifle. An AR
is any light automatic weapon that is primarily
clip fed: the Browning automatic rifle, Bren
light machine gun, Nambu light machine gun,
and DP 1928 are all ARs.)

Shotguns are just big rifles. The best place
for a shotgun is covering a door, staircase, or
corridor — places where an approaching en-
emy will be funneled through a single hex and
forced to either slow down or stack. If he stacks,
a shotgun blast should kill or incapacitate ev-
eryone in the hex. Besides this, the terror aspect
of a shotgun is sometimes more useful than the
shotgun itself; some players are irrationally
afraid of shotguns.

Assault rifles (abbreviated AW for lack of
anything better) change the complexion of the
game considerably. Suddenly, with their inclu-
sion, everyone has tremendous firepower. Ap-
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proaching within 20 hexes of the enemy is
extremely dangerous in modem scenarios.
Assaultrifles should use automatic fire most of
the time (especially with the revised standard
rule that prevents automatic weapons from fir-
ing on the zero firepower column of the CRT).
AWs definitely should be quick-fired almost
exclusively. To do anything else is suicide.

renades are the most dangerous weapons

in the game. Machine guns kill more

people, but grenades inflict more casualties.

Consider: grenades are the only weapons that

can attack unseen enemies; grenades attack

everything within their burst radius; grenades
stun people even if they have no other effect.

The best way to use grenades is in salvos.
Instead of having one soldier throw one gre-
nade, have three or four soldiers throw gre-
nades simultaneously. An attack that heavy
should clear any location.

You get the most effect from your grenades
by throwing them at the beginning of the turn
rather than the end. Stunned soldiers recover at
the end of the tum, so by throwing your gre-
nades early in the turn you ensure that enemy
soldiers will be stunned longer. Defensive
grenades are usually preferable to offensive
grenades because their larger burstradius stuns
more soldiers.

Be very careful when throwing grenades.
They can scatter back and stun or wound your
own soldiers. This is a particular danger in
urban scenarios where soldiers try to throw gre-
nades through a window just across the street.
The street is only four hexes wide. With a -2
modifier for throwing through a window, abad
dice roll can easily drop that grenade right at
your man’s feet. Whenever possible, drop your
grenades through windows and doors instead
of throwing them. That way your soldiers
aren’texposed to any blastor counterattack and
there is no danger from scatter.

If the enemy is out of throwing range, or in
the upper floors of a building, userifle grenades
instead. Too many players see that a rifle gre-
nade takes two or three rounds to prepare and
decide that the weapon is useless. But its accu-
racy and range make therifle grenade one of the
most powerful weapons in the game, despite its
slow loading time.

Don’t forget about smoke grenades, either.
The randomness of the smoke pattemn makes
them somewhat unreliable. The solutiomn, as
with fragmentation grenades, is to throw three
or four at once. This should crisscross any open
ground with enough smoke to cover your
movement. Or, if your enemy is in a building,
throw the smoke through the window right into
the enemy position. It will obscure their vision
just as effectively as it would in the street, it
lasts longer, and it isn’t subject to the vagaries
of the directional die roll.

Everything that applies to grenades applies

. in spades to grenade launchers. A GL allows

you to fire grenades farther and more accu-
rately than you can throw them, and much
faster than you can fire rifle grenades. If your
squad has a grenade launcher, use it. It should
be firing as fast as possible at anything it can
see. (If you find yourself in the distinctly un-
comfortable position of not having a grenade
launcher when your enemy does, you don’t
have many options. Either stay well out of his
line of sight, or knock out the grenade launcher,
or charge until you are inside the grenade
launcher’s minimum range. With plenty of guts
and luck, you have a small chance.)

Satchel charges, on the other hand, are not
just big grenades (except in the Raid scenario,
where they work dandy for stunning a large
portion of the enemy). The satchel charge's
power to create a breach is more important than
its burst radius. The best place for a breach is
between adjoining buildings. There, the attack-
ers have cover to assemble before their attack.
If you are above the enemy, use your satchel
charge to breach the floor and dump grenades
through to the lower level. If you are falling
back, set the satchel charge to cover your re-
treat. When the enemy sees it, he should at least
slow down. If your opponent is cautious and
you suspect he will wait for the satchel charge
to explode before advancing, give it a two or
three turn delay. He’ll lose his mind waiting for
the thing to go off.

Rocket launchers are useful for much more
than just attacking vehicles. Use them any-
whereyou would use a grenade launcher orrifle
grenade, or even a satchel charge. Their one
drawback is backblast. Look for places where
your rocket launchers can be fired before
committing them to any location on the map.
Many buildings are just too small to safely
house a rocket launcher.

The flamethrower’s power is as psycho-
logical asitis physical. Its use is voluntary, and
itis interesting to see what sort of player opts to
use a flamethrower. Used carefully against a
fortified position, a flamethrower is devastat-
ing. Used carelessly, it is also devastating, but
against its own squad. In either case, the results
are dramatic.

The flamethrower’s strength is that it ig-
nores terrain modifiers. It is as effective against
apillbox as itis against a clump of grass. It also
doubles its victim’s preservation penalties. A
squad that is subjected to flamethrower attacks
will collapse very quickly. The flamethrower’s
weakness is that it is very difficult to bring a
flamethrower to bear against the enemy. Your
opponent is going to throw everything he can
against an approaching flamethrower, and the
unfortunate FT operator can’t even fall prone to
protect himself.

The only defense for a flamethrower is
cover and movement. It is essential that the
flamethrower have a covered approach to its
firing position. Until it is in position, keep it
moving. And provide lots of covering fire. An




enemy with his head down can’t shoot at your
flamethrower.

Another interesting use for the flame-
thrower is in ambush. Remember, it can be
substituted for a rocket launcher in any sce-
nario. If your opponent is driving into the
scenario in trucks, a flamethrower can be much
more effective that a rocket launcher. a single
burst into a tightly-packed truck will push a
fragile squad past its preservation limit. And
don’toverlook the possibility of putting a flam-
ethrower in a second story, third story, or roof-
top hex. A flamethrower can be fired from
positions where a rocket launicher cannot, and
with the advantage of elevation it can fire down
into the passenger compartment of a halftrack.

Mines serve the same purpose in the Sniper!
as they do in any other tactical game — they
deny the use of advantageous terrain to the
enemy. Slopes and treelines are obvious loca-
tions for mines, as are any other covered ap-
proaches to your position. If you are convinced

you will be overrun, seed mines throughout
your position and then fall back, drawing the
enemy into the trap. Put two or three mines in
crucial hexes; you might get lucky and nail
some sucker who thought, “Lightning never
strikes the same place twice.”

Claymore mines are tremendous if the en-
emy blunders into them. To assure maximum
effectiveness, group your claymores so their
burst zones overlap. Alternately, arrange them
so that the first blast motivates the enemy to
take cover in the area that will be affected by the
second blast. Heavy cover reduces a
claymore’s effectiveness significantly, so try to
position the mine to take advantage of unavoid-
able open ground. In all cases, a human trigger
is much more reliable than a tripwire. Use
tripwires only where a human operator has no
safe overwatch position.

The inclusion of artillery in the game is
something of a concession to the completists.
Atthe extremely shortranges typical of Sniper!

scenarios, artillery is awfully hard to use effec-
tively. Its effects in the game are highly ab-
stracted. The most profitable game use of artil-
lery is to drop one or two rounds per turn
slightly behind the enemy position to stun as
many enemy soldiers as possible. Be extremely
careful with your targeting, however, as evena
small mistake can be disastrous. And don’t
forget about smoke rounds, especially if you're
attacking. They’ll provide good cover and at
least assure that you don’t blow up any friendly
soldiers.

Understanding Geography,
Terrain, and Tactics

The Sniper! maps represent a wide range of
terrain but they all have something in common:
severe line-of-sight restrictions which allow
combatants to get very close to each other
before opening fire. Examining the types of
terrain prevalent on the maps, and their effects,
will improve your game immensely.

BLOCK DEFENSE
A German squad is defending this

expected to come from the top of the
diagram. Building A has no interior

If the enemy has satchel charges,
however, it provides a covered assault
position against the rest of the block.
The Germans have occupied the
building to keep the enemy out at least
temporarily. Two soldiers were sent to
avoid isolation. When the battle gets
too intense, they will try to fall back to
the main building, under cover of

small, two-building block. The attack is

cover so it cannot be defended for long.

smoke if necessary. From their setup
positions, they can get into room D in
one move.

Room B is the most likely target
for the initial assault because it has a
door facing the enemy. Even though
the door provides the best forward-
facing cover, it is a risky position for
the machine gunner because of the
room’s vulnerability. The gunner and
loader will have to fall back when the
assault mounts. Rifleman 32 watches
the back of the building for flanking
moves and can turn o attack anyone
coming through the door.

e

Room C has no outside doors so it is
fairly secure. Adjoining room E
provides a final fall-back position. The
squad leader is present to activate
soldiers 31 and 43.

Soldiers 7 and 23 are on the second
floor. The advantage fo being upstairs is
that a single grenade can’t stun or injure
everyone in room B. From their setup
positions, both soldiers can reach the
stairs in a single move.

Riflemen 2 and 31 should be

armed with rifle grenades to break up
enemy corncenfrations before the
assault gets rolling. ||
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The cities depicted on Sniper! maps are
strange combinations of fantasy andreality. On
onehand, they seem to be heavily damaged and
fought over: there are no doors in the doorways,
no glass or shutters in the windows. At the same
time conditions suggest a city that is in good
repair: there is no furniture debris in the rooms,
no rubble in the streets, no shellholes in the
walls. All of these are simplifications for the
sake of playability. '

Il three categories of urban terrain are rep-
resented on the maps (if you include
Hetzer and Special Forces): isolated buildings
surrounded by relatively open ground; de-
tached buildings clumped into groups, but with
narrow walks and alleys between; and dense
blocks where buildings share common walls,
separated from other blocks by wide thorough-
fares.

The best position in urban terrain is to be
prone in a doorway. This gives a defense mul-
tiple of four. A window by itself yields only
defense multiple two, which is some protection
against a rifle, but has no effect on automatic
weapons. Being prone by itself is the same
thing.

The defensive power of buildings comes
from the fact that you can hide behind a wall
and be completely protected against enemy
fire. The problem is surviving when you pop
your head up to shoot. And the solution is to use
quick fire and quick throw instead of direct fire
and throw.

Many players underestimate the usefulness
of quick fire and quick throw. They see the
reduction in firepower and accuracy and decide
that these are desperation measures. In fact,
there is seldom a time in city fighting when a
soldier should be attacking any other way. The
only excuse for performing direct fire is that
you are willing to gamble your soldier’s life
that there will be no retum fire.

In fact, quick fire is quite a bargain. Using
QF reduces your attacks to one-fourth of their
usual firepower (each attack is halved and you
can attack only half as often). But it also re-
duces your opponent’s attacks to one-eighth of
their usual firepower (he is halved for opportu-
nity fire and quartered for shooting at a moving
target) and leaves your soldier under cover at
the end of the tumn.

Consider a common situation: Two enemy
soldiers are both behind window hexsides and
within 10 hexes of each other. Your soldier is
using quick fire. The enemy soldier can shoot at
you only if he is prepared for opportunity fire.
Assuming he is, his firepower is divided by 16
(halved for opportunity fire, halved for the win-
dow, and quartered for the moving target). If
armed with a bolt-action or semi-automatic
rifle, he is firing on the “1” column of the CRT
andneeds toroll an 11 to wound you. An assault
rifle, automatic rifle, or machine pistol fires on
the “3” column (needing a 10 to wound). In
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return, your firepower is divided only by four
(halved for opportunity fire, halved for the
window). With a rifle, you attack on the “5”
column (needing a 9 to wound). With an auto-
matic weapon, you attack on the “15” column
and need only a 6 to wound your target. And
when the exchange is over, your soldier will
again be hidden behind hard cover where the
enemy can’t get at him.

The same argument applies to grenades.
The grenade is more likely to scatter when
quick-thrown, but anyone who can shoot at you
is.exposed to the blast anyway; the grenade
doesn’t need to go through the window. And
your soldier will again be hidden behind his
wall by the time the grenade explodes.

Along with direct fire, many players seem
fascinated by upper floors. There are a few
cases where upper positions are superior to
ground level, particularly during ambushes and
stand-at-all-costs defenses. More often than
not, however, upper floors become traps for
soldiers who stay at their posts too long. If the
enemy captures the ground floor of the building
while half of your squad is upstairs, you can be
destroyed piecemeal.

‘When springing an ambush in town, choose
your targets with an eye toward blocking the
road with wrecks.

The city is blind spot heaven. There’s no
excuse for being exposed to enemy fire unnec-
essarily. Use cover during your approach and
assembly. At the same time, of course, try to
disrupt enemy movements and deny crucial
buildings to him. Machine guns are the best
weapons for this type of work. Heavy machine
guns are even better, if you’re playing Hetzer or
Special Forces.

If the sewer rule is in use, take advantage of
it. Sewers are most useful for crossing danger-
ous streets without getting shot to pieces. Do
not, however, try to move through a sewer di-
rectly into an enemy-held building. Unless
your opponent is a fool, he will see you coming
and annihilate your assault team with grenades.

Dense outdoor terrain is similar to city ter-
rain, but the differences are crucial. Movement
is extremely slow. Don’t expect flanking
moves to go unchallenged. Defense values are
much higher, also, so don’t expect to get many
easy kills. Because the defense multiples are
high, you can afford to be more aggressive with
your machine gun, assuming it’s set up in good
protective terrain. Grenades will inflict fewer
casualties because of the high defense mul-
tiples, but they still stun everything in their
burst radius, so use them liberally.

Mixed terrain is characterized by islands of
protective terrain surrounded by open seas of
death. Movement is quick and good cover is
generally available, so firefights are fluid.
Protect your flanks and challenge the enemy’s.
Slopes are the best positions because they pro-
vide complete concealment when it’s needed.
Remember that slopes can also block line of

sight, allowing youto move safely through oth-
erwise open ground. Finally, don’t be reluctant
to fall prone and crawl the last few hexes into
firing position. It’s better to get there a turn or
two later than expected than never at all.

Open terrain is very dangerous. There is
precious little cover, and it is all close to the
ground. Movementis slow; expectto evade and
crawl a lot. It is essential that you get either
good cover or the first shot. If you surrender
both to your opponent, you’re in for a very
rough time (and probably a short game). Fire-
fights rarely happen at such close range in open
terrain, and you’ll see why when the bullets
start flying. Stay out of grenade range if pos-
sible. Grenade range is probably only 10 hexes
because everyone will be prone. Standing upin
enemy line of sight to'throw a grenade is suici-
dal. Keep your soldiers spread out and cover
every possible approach; open ground that no
one is watching is as good as covered ground
for infiltrating. When in doubt, keep moving.
And if things look bad, pour on the fire. The
best defense in open ground is heavy fire.
You’ll be safe as long as the enemy is afraid to
stick his head up.

Bocage is unlike any of the other terrain
types. There is very little ebb and flow in
bocage. Either you hold the hedgerow or you
don’t. If you get flanked, you must fall back.
Always defend the back side of the hedgerow,
not the forward side. Place foxholes in the
bocage if you can. A foxhole in bocage is won-
derfully safe. Place your Clear Terrain markers
to create holes in the hedgerows that your
soldiers can use to shift positions rapidly. And
control the road if you can. The squad that
controls the road has much more freedom of
movement than its opponent. If you can’t con-
trol the road, blow up an enemy vehicle and
block it. Remember that you can buy six or
seven mines for the price of a single rocket
launcher and they are more likely to immobi-
lize a vehicle than is a rocket.

Foliow Me, Boys

Yoursquad leader is the cornerstone of your
squad. Choosing a good leader and using him
correctly can easily double a squad’s effective-
ness.

Unfortunately, you don’t always have a lot
of control over who becomes the squad leader.
Itis important that all three candidates have the
qualifications to be an adequate leader, at least.

The things to look for in a squad leader are
his activation rating and his panic rating. No
other abilities have any bearing on his quality as
a leader.

Theleader’s activation rating should be two
or three. Anything higher than a three means
that he won’t be active often enough to make
much difference. And you don’t want to waste
your activation-one soldiers in leader posi-
tions; they are much more useful as fighters.

Even more important than his activation




rating is the leader’s panic rating. This must be
as low as possible; two is best, three is accept-
able. A panic rating any higher than three
means that your leader may spend much of the
scenario panicked and absolutely useless to
anyone. A leader with an activation rating of
four and a panic rating of two probably will be
more effective than one with an activation
rating of two and a panic rating of four.

Aleader serves two roles: he activates slug-
gish soldiers and rallies panicked soldiers. Of
the two, the first is far more important. A
panicked soldier will recover eventually on his
own. A soldier with an activation rating of five
or six may sit out an entire firefight without
doing anything.

Always remember that your leader’s job is
to lead. He might never fire his weapon or
throw a grenade in the entire scenario. There’s
nothing wrong with that if he is spending the
time activating other soldiers instead. Every
time your leader shoots at someone, he proba-
bly is exposing himself to enemy fire. If he gets
plugged, you’ll quickly find yourselfin alot of
trouble. Keep him out of the line of fire so he
can do the job you selected him to do.

Isolation, Panic,
and Preservation

Any one of these three conditions can be
crippling. The best way to deal with them is to
avoid them altogether.

Isolation is easy to avoid. Never send any-
one anywhere alone. Three-man teams are best,
but two will do. Isolated men move normally,
so if someone does become isolated, either pull
him back to rejoin the squad or send someone
else to join him.

Panic is unavoidable and largely uncontrol-
lable. It is also temporary, so try your best to
weather it out. If a soldier bolts, get him into
cover, even if that means moving toward the
enemy. If the soldier panics in the open, cover
his position with smoke until he can crawl to
safety. The best location for the smoke is right
in the panicked soldier’s hex.

Use your leader to rally panicked soldiers
only if that doesn’t interfere with something
more important, or the panicked soldier is in
grave danger and your preservation limit is
low.

The initial panic check can be used to your
advantage if you get to fire the first shot. Move
everyone into cover and then fire the shot. Your
opponent probably will still have a significant
portion of his squad in the open, where they will
panic and be pinned. If you control the situation
to that extent, it is always worthwhile trigger-
ing the initial panic check even if your shot has
little or no chance to hit anything.

Don’tignore an enemy soldier just because
he’s panicked. He might recover at any time.
And a panicked soldier who is killed or
wounded counts against the enemy’s preserva-
tion limit the same as anyone else.
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easlly activate the men in the fire support slement.  If the machine gun s
detached, the gunner activates the loader. Rifleman 21 was the third
leader candidate. (Top number is the soldier's activation rating, bottom: .

Preservation is the key to victory, even in
scenarios where it isn’t directly mentioned in
the victory conditions. Never trade soldiers
one-for-one unless your preservation limit is
much higher than your opponent’s. If your
preservation limit is low, defense must take top
priority. Counterattack only to inflict casual-
ties, not to harass. Use grenades wherever
possible.

If you have the misfortune to be pushed past
your preservation limit in a scenario where that
does not automatically end the game, your
squad leader doubles in importance. Remem-
ber that every soldier he activates is eligible to
perform any task the leader is eligible for. Even
soldiers with activation ratings of five and six,
who are normally rendered pretty useless by

preservation effects, can continue fighting if
their leader’s activation rating is sufficiently
low.

Vehicles

Vehicles are of the great unknown. You can
play a scenario once and annihilate the enemy
with just a tank, and the next time you play the
tank is destroyed on the first turn before it can
fire a shot. The big question surréunding ve-
hicles is, how aggressive can you afford to be
with them? The answer depends on how much
they scare your opponent.

Don’t even think about being aggressive
with trucks. They aren’t combat vehicles. The
passengers are not only exposed to all attacks,
but bunched into eat stacks. If your force is
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equipped with trucks, drive real fast and hope
you get lucky.

Halftracks and enclosed APCs are much
better than trucks. Their machine guns give
them some firepower and both the driver and
passengers have some protection. They are still
primarily transport and fire support, however.
Don’t try to overrun the enemy if he has any
anti-tank weapons.

Tanks -are the most ferocious of the ve-
hicles, and therefore themost feared. As long as
your tank commander doesn’t make any mis-
takes, he should live a long time.

Mistake number one is leaving the tank
opened up. Button down and swallow the pen-
alties that entails. They aren’t half as bad as
getting the tank commander picked off by a
sniper and watching the entire crew bail out.

Useyourmachine guns as much as possible.
In all likelihood, your tank will be fighting
infantry. That’s what the machine guns are for.
The main gun is for fending off enemy armor.
Go ahead and use it if you have the time and the
inclination, but the MGs are your primary anti-
infantry weapons. ‘

If the enemy has pillboxes, go after them
with your tank. Driving over the pillbox de-
stroys it, and a rocket launcher can’t be fired
from inside a pillbox.

Always watch out for rocket launchers. A
shot into your flank or rear can knock out the
tank atrespectable range. There is no such thing
as an ignorable threat.

Mines are even worse than rockets. They’re
cheap, they’re invisible, and they’re very reli-
able. Unfortunately, there’s not much you can
do to counteract mines except avoid them.
Since you don’tknow where they are, avoiding
them is tricky. You do know where they might
be, however. Justlook at the map, decide where
you would most like your tank to be, and
assume that that’s where the mines are.

Don’t forget that your tank also serves one
other secondary, but potentially decisive, func-
tion. It creates temporary cover and line-of-
sight obstacles wherever it goes. Having
trouble getting across astreet? Park your tank in
it and cross behind it.

Officer Candidate School

After all the specific advice of the preceding
sections, some general advice is in order. These
guidelines apply in all situations, offense and
defense, to quality troops and conscripts.

You’re not in a hurry. Only a few scenarios
have tum limits. Assuming you aren’t playing
one of them, take your time and do things right.
Coordinate your movements and attacks. One
of the worst mistakes you can make is to rush
into an unsupported assault because you hate to
see soldiers sitting around doing nothing. They
are doing something very important if they are
waiting for their fire support to get into posi-
tion.

Stay on the move and expose your soldiers
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to enemy fire as infrequently as possible.
Always use quick fire and quick throw in pref-
erence to direct fire and throw unless there is a
reason to throw away one of your soldiers.

Have aplan. You can change it and adjust it
in reaction to enemy moves, but think about it
ahead of time. Ideally the best way to play a
Sniper! game is to spend 15 minutes planning
before playing the first turn and then play the
game as quickly as possible. This is an ultra-
tactical game. The more time you spend think-
ing and plotting during the game, the less real it
feels. Encourage yourself (and your opponent)
to think fast. You’ll make more mistakes but
you will also have more fun.

Keep track of your heavy weapons. Know
where your machine gun, automatic rifle, gre-
nade launcher, and rocket launcher are at all
times. If these weapons aren’t doing something
important, it’s time to either start shooting or
start moving to a better position.

Avoid upper floors of buildings except
where necessary. Ground floor allows much
faster redeployment at only a small cost in visi-
bility.

If your turn ends early (like when your first
draw is the “6” chit), either place lots of sight-
ing markers or geteveryone moving. Moving is
an excellent defense, because the Move marker
stays on your soldier until the end of the turn,
regardless of how many rounds your opponent
gets. Sighting is risky. It gives you the option of
shooting later in the turn but also leaves your

soldiers exposed to multiple counterattacks.

An excellent alternative is to place the sighting

markers defensively — on top of the sighting

soldiers, not peering through a window or door.

This leaves the soldier under cover but allows

him to shoot at anyone who pokes his head
through the window or door.

Don’t rely too heavily on sighting markers

and opportunity fire. Opportunity fire keeps the

. enemy honest — it makes him work for his

ground. But at the same time, it exposes your
soldier to attack. A few well-placed grenades
can make ashambles of your squad if you leave
too many men sighting out the windows. Two
or three markers is plenty to place during the
Initial Sighting phase.

Block Clearing

The Block Clearing scenario is the most fun
and the most challenging of the Sniper! scenar-
ios. Every offensive and defensive trick de-
scribed in this article comes into play in this
scenario. An examination of its ins and outs
reveals a lot about how the game works. If you
play the Block Clearing scenario well, you can
play any of the scenarios.

This analysis of a block clearing operation
is intended to show how the principles de-
scribed in this article can be applied in the
game.

The attack breaks into three stages: moving
into position, getting into the building, and
clearing the building.

Make maximum use of cover when moving
into your assault positions. There is no reason
why the defender should get to shoot at any-
thing during this period of the game. If you
clump soldiers together in a single room, ex-
pect a grenade to come through the window., If
you plan to attack from more than one side,
someofyoursoldiers willhave a few turns to sit
and smoke while the others complete their
approach. Resist the temptation to start a fire-
fight with only half your squad. By doing so,
you hand the advantage to your opponent and
allow him to concentrate against only a portion
of your force. Splitting your squad in this sce-
nario isn’t a good idea anyway. The defender
can easily isolate each group and prevent shift-
ing between them.

As the defender, keep your eyes open while
your opponent is deploying. He isn’t going to
allow you many opportunities to attack, but if
he slips, let him have it. If he concentrates too
much, toss a grenade. Ifhe tries to cross a street,
close it off with a machine gun. If he brings the
tank too close, hit it with a rocket. If you jump
to an early lead, you may demoralize your
opponent enough to make him careless.

If they are available, both players should
start preparing one or two rifle grenades right
now.

Geiting into the block is the most dangerous
part of the assault. There is no safe way to cross
a street, especially if the enemy knows you're
coming and from which direction. The only
way to get across safely is to suppress the
defenders with fire and grenades, fill the street
with smoke, and run for it. If you make that
forward wall hot enough, the defender must fall
back. Machine guns generate alotof heat, asdo
grenades. This is a critical point in the game, so
don’t be afraid to expend ammo.

If the defender has soldiers on upper floors
covering the street, they are hard to get at with




hand grenades. This is the realm of rifle gre-
nades. If you have one or two prepared ahead,
use them now to stun or wound the defenders in
upper floors.

The defender can win the game right here.
Slaughter the attacker in the street and he loses.

Have one or two grenades ready when you
see the attack building. When the attacker pops
his smoke, roll your grenades out the windows.
The explosions should clear the smoke away
from your walls and leave his mouth hanging
opern.

Remember those rifle grenades you were
told to prepare? They should be positioned at
the wall. When the smoke appears, getready for
opportunity fire. His smoke now protects you
as much as it does him. Because of the smoke,
attacking soldiers may not be able to get com-
pletely across the street in a single rush. When
there’s anice group outin the open, fire therifle
grenade, Unlike a hand grenade, it detonates
immediately — instant gratification.

f the attacker establishes a foothold, throw

him back immediately. His men are
vulnerable until they are reinforced. Two or
three defending soldiers should be positioned
in interior rooms adjoining those the enemy is
likely to take. When the assault team gets
inside, roll grenades through the door and cut
them down with automatic weapons.

From what’s been said to the defender, the
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attacker should see that his only chance lies in
generating such a volume of fire that no defend-
ers remain in forward positions to oppose him.

Once the attacker gets into the block, expect
some of the most vicious fighting imaginable.
The grenade is king in this environment.

Aking, of course, needs a queen, and she is
the satchel charge. Satchel charges give the
attacker flexibility. No longer do you have to
fight your way through heavily guarded doors;
you make your own.

Once in the building, there are two ways to
clear it: top to bottom and bottom to top.

Bottom to top is more common because the
ground floor is usually the first one captured.
Clear that floor completely. Then, using ma-
chine guns or automatic rifles, fire through the
ceiling at defenders above. When the area
around the stairwell is clear, dash up to the next
level and get out of the stairwell as soon as
possible. Stairwells are death traps, so spend
the least possible time in them. Repeat this
procedure one floor at a time until youreach the
roof.

Clearing from top to bottom requires a good
supply of satchel charges. You can get atthe top
of the building from adjacent roofs or by mak-
ing a heroic dash up a ladder. Once there, use a
satchel charge to breach the floor. Dump gre-
nades through to make sure it’s safe, then
clamber through the hole. If you make your
breaches near the stairwell. vou can use it to
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descend safely instead of risking a jump.

Bear all this in mind when you are the
defender. Cover the stairs with grenades and
machine pistols. Shoot through walls and floors
wherenecessary. Watch out for enemy soldiers
moving up to areas where there are no doors —
they probably have a satchel charge.

In room-to-room fighting, always operate
in twos or threes to avoid isolation. Don’t
bunch up more than that or you'll attract gre-
nades. To clear a room, follow this sequence:
one soldier prepares a grenade, both soldiers
move adjacent to the door or breach, drop the
grenade through the door while the other sol-
dier prepares quick fire, mow down the stunned
Survivors.

Of course, expect the enemy to do some-
thing during this ballet. He’ll either drop a
grenade of his own, shoot at you through the
wall, or evacuate. If he drops a grenade (and
you survive), you’ll be stunned but he’ll be un-
armed. If he shoots through the wall, you have
the advantage of movement and probably
won’t be hurt. If he clears out, you’ve accom-
plished something.

These are the basics. There is, of course, no
substitute for experience. You can learn more
by playing the game once than by reading this
article ten times. If you forget everything else
written here, remember this: if your opponent
isn’t squirming, you're doing something
wrong. |
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Designer’s Notes

by Rick Swan

¢ SPECIAL FORCES 6

Special Forcesis asimulation of modern
commando and anti-terrorist warfare
based on TSR’s Sniper! gome by Steve
Winter, which in furn is a revision of $PI’s
original Sniper! designed by Jim
Dunnigan. Special Forces examines
military conflicis and terrorist opera-
fions in various hoispots around the

world. The game is intended to be user-
friendly (as a stand-alone game, famili-
arity with the original Sniperfisn’t neces-
sary), playable in an hour or two, and
interesting enough so it'll spend more
fime on agomefable than on ashelf. TSR
was also kind enough fo keep the price
down without skimping on components.

Iwasmoreorless given afrechand to setthe
scope of the game, so the first design decision
was to establish parameters. It seemed it could
go one of two ways — it could either focus on
a few select forces in specifically chosen con-
flicts, or it could take a broader view and allow
for forces from around the world to participate
in a variety of situations. The first option would
demand a more detailed and complicated sys-
tem than I wanted, not to mention requiring the
answers to questions I wasn’t comfortable
answering (Which nationalities should be in-
cluded? What’s a “typical” terrorist opera-
tion?). The second option was more attractive
— not only would it give players a lot to pick
from, it sounded like it’d be more fun to design
and more like a game I’d like to play.

That decided, the next item on the agenda
was cooking up a method to generate soldiers.
If the squads were to have their own character,
the soldiers needed unique abilities dependent

. New Scenarios for Snipert: Spec1al Forces
by Rick Swan

; Following are newslfuations for the scenarios given in the
_ Special Forces scenario book. All set-up and special rules
for each scenario are presumed fo be in effect.

- [126.0] Raid

Terror In Belgium

Map: urban :

. Weather: Thick Fog or random Spring

* Revolutionaries for Proletarian Action/FRAP (Alpha): terrorists; 6
- MP, 38R, 1 MG, L FT, 2 8C; 1 truck; track D; pres 21

- Belgium (Bravo): elite infaniry; 8 AR, 4 AW, track C; pres 21

[127.0] Assault
Contra Drive
‘Map: rural; mixed terrain; shallow stream
Weather: Clear or random Summer
Contras (Alpha): 8 SR, 2 AW, 2 MG, 1IFV; irack F; pres 24
_ Sandanistas (Bravo): 128R, 1 HMG, 2 SC, 1 RL, 6 mine points; track
E; pres 26

- Warin India k
Map; rural; mixed terrain; shallow stream

. Weather: Clear

Pakistan (Alpha): regular infantry; 9. AW, 3 SR, 3 MG, 2 IFV; track
C:pres 30

India (Bravo): elite infantry; 8 AW, 2 MG, 2 RL, 10 mine points, 50
artillery points; track D; pres 24

[128.0] Urban Siege

Manila Assault.

Map: urban

Weather; Clear

Moro militants (Alpha): guerillas; 5 BR, 6 AR, 2RL, 4 SC; track E;
pres 22

Philippines (Bravo): conscript infantry; 7 AW, 4 SR, 1 nest, 20 mine
points; track F; pres 19

Village Engagement: Bekka Valley

Map: urban

Weather: Clear

Lebanese Shiites (Alpha): terrorists; 5 AR, 3 MG, 1 HMG, 2 FT, 1
GL, 3 SC, 1 truck; track E; pres 27

PLO (Bravoy): terrorists; 6 BR, 2 AR, 1 MG, 1 GL, 1 nest, 20 mine
points; track F; pres 18

[129.0] Border War

Syriallsrael

Map: rural; mixed terrain; shallow stream

Weather: Clear

Syria (Alpha): regular infantry; 9 AW, 3 MG, 1RL, 2SC, 2 APC, 15
mine points; track D; pres 25

Israel (Bravo): regular infantry; 4 SR, 5 AR, 1 HMG, 3 RL, 1 tank,
20 mine points; track E; pres 28

[130.0] Strongpoint

Rebel encampment on the Gulf of Fonseca

Map: rural; mixed terrain; shallow stream

Weather: Clear

El Salvador (Alpha): elite infantry; 10 AW, 1 MG, 1 HMG, 2RL, 2
SC, 1 APC; track F; pres 28

Rebels (Bravo): guerillas; 5 SR, 5 AR, 1 HMG, 2 foxholes, 2 nests,
1 APC*, 15 mine points; track E; pres 23

* The APC s deployed behind the wooden building. All set-up rules
for moving and fighting that apply to Bravo soldiers also apply to the
APC.

New Scenarios

Following are new scenarios for Special Forces. Each scenario
gives the situation being simulated, the set-up, special rules, and
victory conditions, followed by orders of battle for several specific
situations. Players can use the Build-Your-Own Squad rules from
Special Forces to create situations of their own design based on these
scenarios. The scenarios are experimental; players may wish to
adjust the victory conditions and orders of battle to maintain balance.
All standard, intermediate, and advanced rules are presumed to be in
effect.

A. Zero Hour
An isolated squad must entrench and hold off the advancing enemy
until the arrival of a friendly artillery barrage.
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notonly on their training, but also their nation-
ality. Training is reflected in five possible troop
types. Elite forces (such as the Green Berets
and the Israeli Defense Force) are the world’s
best, with a subdivision of elite counterter-
rorists which are even better. Regular infantry
(such as the U.S. Army) are a country’s stan-
dard fighting men, while drafted civilians com-
prising the conscript infantry are less motivated
and less effective. Guerillas (such as the Af-
ghan Mujahadeen and the Nicaraguan Contras)
are not as well organized or well equipped as
formal armies. Finally, terrorists (such as the
Basque ETA) are squads of organized zealots,
unpredictable and highly motivated. Each of
these troop types has specific modifiers for ac-
tivation, panic, and combat abilities. Elite in-
fantry, for instance, are generally more able
than guerillas; terrorists are less likely to panic
than conscript infantry.

Each of the 36 nations represented in the

game is capable of producing all five types of
fighting men. Each nation has specific modifi-
ers for four ability ratings (moving, firing, gre-
nade throwing, and hand-to-hand fighting)
along with modifiers for activation and preses-
vation. Additionally, each nation lists a major
arms supplier, indicating which table to use
when purchasing weapons. (Terrorists have a
special arms table all to themselves.) Admit-
tedly, this method of assigning primary arms
sources is simplifying a complex situation.
Even though the USA and USSR are far and
away the world’s major arms suppliers,
anybody’s weapons can show up anywhere, as
the Iran-Contra affair so neatly demonstrated.
For those uncomfortable with this rule, the de-
signer gives official permission for players to
assign arms suppliers as they wish, perhaps
auctioning weapons to the highest bidder.
Special Forces introduces road, bridge, and
stream hexes as new terrain features not present

in previous Sniper! games. Incidentally, the
water hexes were originally supposed to be a
river. (It was pointed out to me that in the game
scale of two meters per hex, the “river” was
about fifteen meters at its widest point. The
puny river thus became amighty stream.) None
of the new terrain posed any design problems,
with one tricky exception. In the Sniper! sys-
tem, panicking soldiers bolt in a random direc-
tion. If a soldier panicked toward the stream,
would he stop short or dive in? In real life, I
suppose this would depend on how desperate
the soldier was to get away. Rather than intro-
duce a desperation modifier, the game goes for
the most entertaining solution. Panicking sol-
diers heading for the stream can count on get-
ting wet.

Entertainment value settled a lot of deci-
sions in Special Forces. Take, for instance, the
lethality of terrorists. The rules allow for terror-
ists to designate members of their team as

L Set—Up

Weather: Clear or random summer

The Bravo player sets up hlS men inmap sectlons Aand H behmd ;

the stream. The Alpha force sets up in sections D and E:
The Bravo player réceives one pillbox. Bravo men not deployed

in the pillbox are deployed in foxholes. The Bravo player uses
; concealed deployment and places a smoke marker in every hex that
contains one of hismen ora plllbox, the Alpha player knows where

they are, but not what they are or how they’re armed.

The locations of Bravo’s mines, if any, are recorded secretly and
revealed only whien someorne detonates a mine. Mines can be placed
in any non-water hex in areas A, B, C, F, G, and H. Ifbarbed wire is

- used, it is deployed openly ~
2. Movement to Contact ~

Players follow the normal sequence of play w1th the followmg

_exception: Bravo soldiers cannot fire any weapons until the ﬁrst
- impulse of turm two. ~ ‘
3. Special Rules

~ Before the game begms, the Bravo player rolls one die to deter- o

- Iran(Bravo): regularmfantry,B AW SAR lHMG 15 mmepomts,
: trackF pres 18

mhine how many artillery points he receives. The resultisrecorded in
 secret on his roster. The Bravo player can purchase any type of
artillery with these points.

1=50pomts = 4=80 points
2 =60 points 5 =90 points
3= 70 points. 6 = 100 points

_ The Bravo player then rolls a second die to determine on what

game turn the artillery will arrive. The tarn of artillery arrival is
recorded in secret on his roster. Bravo artillery can arrive onno turn
other than the one indicated by the die roll.

1=wmm 6 4=tum9
2=tm 7 5= turnlO
3=tum 8 6=twmll

Alpha and Bravo. soldiers may ex1t from any map edge Once

exited, they can not return.
4. Victory Conditions

‘The game lasts 15 tums The Alpha player wins 1f he exits two
healthy or wounded men from map edge AH after first crossing the

stream. If only one Alpha man is exited, the game. 1s a draw. If no

Alpha men exit the map, t the Bravo player wins. .
5. Orders of Battle - '
‘Cambodian Crush o

Map rural; dense terrain; shallow stream ,

Cambodia (Alpha): guenllas -4 BR, 4MP 3 SG, IRL 1FL track

E; pres 19 ;
Vietnam (Bravo): regula: mfantry, 3 SR 6 AW, 15 mine pomts
track E:pres17

Angala Assault

‘Map: rural; mixed terrain; dry stream
L Weather: Clear or Heavy Rain
Angola (Alpha): guerillas; 9 SR, 6 AR, 1 APC; track F pres 21
Zaire (Bravo): elit
_.points; track E; pres 17

elite ufantry, 6 SR 2 MG 1 MG, 1 RL; 20 mine

: Iraman Oﬁ'enszve - ~
‘Map: rural; open terrain; shallow stream

Weather: Clear

Iraq (Alpha) regular 1ﬁfan1:ry, 9 AR, 3 MG 2RL; 1 truck; track E

pres 20

. Into the Western Desyeft'

Map: rural; open terrain; drystream

Weather: Clear ‘ o
Libya (Alpha) elite mfam:ry, 8 AW 3 MG, 2 RL 1 tank; track D ;
pres 22

; Egypt(Bravo) regularmfamry 3AW SAR 2MG 1APC 15mme ,
points; trackE pres 8 o

B. Commumcatxon Breakdown

© Sincealoss of communications cancrlpple anarmy ’s efforts the ‘
commumcauons centeris a pnme objectWe for mfantry and terror-

ists alike.
1. Set-Up : /
The Bravo player selects a room on the floor of any buﬂdmg in

‘area A, B, F, G, or H to be the communications center. ThlS locauon ‘

is made avaﬂable to the Alpha player before play begins.

The Bravo player deploys his forces using concealed deploy- =

ment. Nomore than two Bravo soldiers can be deployed in the com-
: mumcatlons center and no more than a total of four Bravo soldlers‘

can be deployed on the floor of the building containing the commu-
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suicide units, Suicide units' can. be human
bombs. (who detonate themselves at'an oppor-
tune moment) or'truck bombs (detonated by a
driver bent on demolishing as many bystanders
as possible). Wounded human bombs can still
detonate themselves, but how about incapaci-
tated ones? For all practical purposes, incapaci-
tated soldiers are out of action in the Sniper!
system. Yet, imagine the fun when an advanc-
ing soldier enters the hex of an incapacitated
enemy, and: the enemy abruptly. blows them
bothto kingdom come. Too good to pass up, so
in the final polish, in¢apacitated human bombs
(vas.well as the incapacitated driver of a truck
bomb) can make one last attempt to-detonate
himself with a 50 percent chance of success.
(Creditfor this suggestion, along with credit for
much of the game’s fine tuning; to Jon Pick-
ens.)

Although Special Forces emphasizes com-
bat as experienced by the individual soldier; it

also has ‘rules for vehicles — rubber rafts,
armored. personnel carriers, infantry: fighting
vehicles, and tanks. Tanks presented the most
interesting - design -considerations. Modem
tanks are heavier and deadlier than their World
‘Warll counterparts, but they are also larger and
more vulnerable. After frustrating experiments
with adjusting the combattables, Itook the easy
way. out and made the tank counters larger,
taking up eight hexes instead of six. With main
guns comparable to light artillery, tanks ‘can
still cause a lot of trouble, even though they
make a bigger target.

A 'problem ‘designing games set in the
modern world ‘is that ‘many. of the weapons
haven’t been used much. It’s hard to determine
how effective they actually might be. For ex-
ample, how well would modemn tanks operate
on the battlefield? Tanks are complex ma-
chines requiring a lot of maintenance — would
breakdowns beafrequentproblem? My feeling

is thatthey would, so Toriginally required adice
roll before a tank moved. On‘arollof 2-11; the
tank moved normally. On a roll'of 12, the tank
suffered a breakdown and was unable to move
for the rest of the game, although it could fire
normally. The rule didn’t make it into the final
draft — it slowed play, for one thing — but in
retrospect, T think I let tanks off too easy. (That
is, if my-assumption about their susceptibility
to breakdowns is correct. Think I could get the
Pentagon to run a field test?)

The. weaponry ‘in Special Forces ranges
from ‘poisoned pit traps to laser-guided ‘artil-
lery. Since nuclear weapons are piled high ‘to
the sky, why weren’t they included? Well;:T
wanted them. They were in the first draft; but
ultimately they had to go. Here's why. At:its
widest point, the game map represents an area
of “about" 100 ‘meters. The smallest ‘tactical
nuclear weapon in today’s world is -about one
kiloton. A onekiloton bomb would wipe out 95
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nications center, The rest of the Bravo soldiers can be deployed any-
where in areas A, B, F, G, and H, but they must be at least 10 hexes
away from the communications center.

The Alpha force enters the map on turn one anywhere along the

_DE map edge.

2. Movement to Contact
. The normal sequence of play is followed with one exception:

. Bravo soldiers cannot fire or move until they spot an enemy soldier

within 10 hexes. Spoited units are placed on the map, All Bravo
soldiers are eligible for opporrunity firc at the begmmng of the pame.
3 Specw.l Rules

Bravo must destroy the commumcahons center by planting a

satchel charge inside it and blowing it up. Any Bravo soldier can

plant a satchel charge. A delayed fuse is attached to the saichel

charge which causes it to explode in 1-6 rounds. The Bravo player

_ decides the length of the fuse when the satchel charge is planted and

secretly records this information on his roster sheet.

Detonation is not automatic. On the round when the satchel
charge is scheduled to explode, the Alpha player rolls two dice. On
aroll of 2-10, the satchel charge is defective and does not explode.

The Alpha player can attempt to plant another satchel charge in the
communications center and fry again.
‘ The Bravo engineer can attempt to defuse the satchel charge by

entering the hex containing it. Once the engineer has entered the hex

fo examine the charge, the Alpha player must tell hir when the

charge is set to explode. To attempt to defuse the charge, the Bravo
player rolls one die. On aroll of 1-5, the charge is defused. On aroll
of 6, the attempt has failed, and the charge will detonate on schedule.
The engineer can make only one attempt at defusing any charge

4, V1ctory Conditions

The game has no set length. Play continues until one side
achieves a victory, Victory is assessed as follows:

Alpha major victory: A satchel charge sticcessfully detonates in
the communications center, and the Alpha soldier setting the charge
escapes off any map edge in wounded or healthy condition.

_ Alpha substantial victory: A satchel charge successfully deto-

nates in the communications center, but the Alphasoldier setting the

charge is killed or mcapa01tated before leaving the map.

Bravo substantial victory: An Alpha soldier carrying a satchel

charge enters the communications center, but the charge is never

‘ detonated
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Bravo major victory: All Alpha soldiers are kllled or mcapac1—
tated before ever entering the communications center

5, Orders of Battle

Terrorist Strike: France

 Map: urtban

Weather: Clear or random Spring
Action Dlrecte (Alpha) terrorists; 7AW 2MG, 3 SC trackD pres
15

14

* The truck can be deployed behind any buﬂdmg con‘cammg Bravo
soldiers.

Attacking the Great Satan

Map: urban

Weather: Clear or Snow .
Shiite Moslems (Alpha) terrorists; 2 BR, 4 AW 2MG 1 PT 3 3C,
1 truck; track E; pres 20

United States (Bravo): elite mfantry, 6 AW 2MG, 1 HMG track D
pres 17

Guerilla Headquarters Phllzppmes

Map: wrban

Weather: Clear ot random Spnng

Philippines (Alpha): elite infantry; 8 AW lMG 1RL,3 SC track

E:pres 16

 Moromilitants (Bravo) guen]las, 65R, 3AW 15 mine points; track
G; pres 15 ‘

RA Surprise

Map: urban
Weather; Clear or random Autumn

IRA (Alpha): terrorists; 6 SR, 4 MP, 1 Fl" 1MG,48¢C, 1 truck track

B; pres 22

Great Britain (Bravo): regular infantry; 5 AW 2 MG, 2MP, 15 mine
points, 1 truck*: track C; pres 17 ‘

* The truck can be deployed behind any building containing Bravo
soldiers.

C. Duel
Opposing factions struggle to recover vital documents from the

debris of a previous battle.
A Set:-Up

France (Bravo): regular infantry; 6 AW 2SR, 1 truck*; track C; presi




to 99 percent of the soldiers on the map, regard-
less of where it was detonated (buildings or
other fortifications would offer modest protec-
tion— for a while). If ten game maps were laid
end to end and a one kiloton bomb detonated on
the far edge of the lastmap, at least 50 percent
of the soldiers on all ten maps would be killed.
Consider that a twenty kiloton bomb was drop-
ped on Tapan in World WarII. See what Imean?

Shretegies
Since Special Forces covers awiderange of

sitdations, it is- difficult to-generalize about
strategies.: However, here ‘are some tips. for
some of the basic scenarios. All rules are pre-
sumed to be in effect.

Patrol: Both sides enter the map at the
beginning of the game intending fo inflict as
many casualties as possible while advancing
friendly soldiers to - the opposite map. edge.
Note that the game ends if either player has his

soldiers leave the map. Of course, this means
giving up tenpoints to the enemy for possessing
the field, but if the friendly tally is high enough,
it’s worth doing. Unless a player has a good
charice of controlling the field, it’s not worth
the trouble dragging incapacitated soldiers off
the field. Heartless, but too risky and too time
consuming.

Assault: Since forcing an enemy 1o his
preservationlimitdivides his victory point total
in half, this scenario rewards. the aggressive
player. For that reason, heavy armaments
(tanks; - flamethrowers, satchel charges). are
especially useful: Bravo shouldn’t worry too
much about knocking out Alpha tanks, as the
victory point award is the same as for incapaci-
tating an enemy soldijer.

Urban Siege: Each side must keep in mind
the advantages and disadvantages of fortified
buildings: Most of Bravo’s fortifications
should be devloved as far back from the ad-

vancing enemy as possible. The Bravo player
should take early advantage of opportunity fire
to- wear down: the- advancing: troops: Bravo
should strike early arid hard; he will find snipers
to be particularly effective. The Alpha player
must send an expendable point man to reveal
enemy positions. From then on, the strategy of
the Alpha player is essentially the opposite of
the Bravo player. He needs to assess Bravo’s
strength and determine where that strength is
concentrated. Caution, not haste, is the key to
an Alpha victory.

Border War: The strategy is essentially the
same for both sides. Careful deployment of
mines and booby traps can keep. advancing
soldiers at bay: If possible, take out enemy ve-
hicles early, as their mobility can prove disas-
trous as the game progresses: Be sure to keep
some forces in reserve for later in the game.
This situation rewards the player who advances
slowly and steadily. B

Selectany three unused truck or APC counters. Rollonce foreach

1 = 2525  4=2530
290095 5=2029
3=1725  6=1730

Center each counter with its wrecked sideuponthe mdwated hex on
the rural map. Facing of the counter is not crucial,
Select three unused Activation markers; one should be labeled 1,

 the others should be labeled with two different numbers. The Acti

vation marker labeled 1 represents the documents., Invert the mark-
ers and mix them so neither player knows which is labeled 1. Place

_ one marker on each of the three wrecked vehicle counters.
_ Each player sets up his foroes on a different map. Forces are
deployed in secret. The Alpha player deploys his men on the
wreckage map within 10 hexes of map edge AH. The Bravo player

deploys his men on the other map , within 10 hexes of map edge DE.

~ Whenthe forces have been deployed, the Bravo transfers his men to

the corfesponding hexes on the Alpha player’s map. Vehiclesenter
the game from map edges AH (Alpha) and DB (Bravo) on the ﬁrst ;
.

2. Movement to Contact

No action otherthanmovementcanbe takenonthe ﬁrsttum The '

\normal sequence of play is in effect in subsequent turns.

3. Spec1al Rules

- __ The objective for each s1de is to recover the documents and_ 5
. removethem from the player’s map edge. Any soldier can dxscover ,
and remove the documents. To discover the documents, the soldier

mustbe in a wrecked vehicle hex and take no actions that turn other
than searching. To search, roll one die. On a roll of 1-2, the marker
on thatvehlcle is revealed. If itis the documents marker, the soldier
can take it. If it is not the documents marker, the marker is removed
from play; both players now know the documents are in a different

wreckage.Onaroll of 3-6, thesearchis mcomplete Thesold1ermust ‘

search again on hisnext turn. The third turn of searching is automati-
cally s successful If the searching 1 is interrupted, that soldier or any

other soldier must startover. Two soldiers searching the same wreck

_on the same turn can both make search rolls.
When the documents are discovered, place the docu:ments

‘ counter on the followmg table. If the same resultis rolled twice, re-
ol ~ ‘

: Terrorzst Rumble
_ Map: rural; clear terrain; dry stream

Weather: Clear or random Summer

_ Black September (Alpha.) fanatic Terrorists; 4BR 4 AW, 2MG 2
- RL ltruckitrackE:pres34

_PFLP (Bravo): fanatic terronsts 7AW, 2 AR 1 MG, l HMG 1
 truck; track D; pres 30

marker under the soldier carrying them. The documents can be

passed between soldiers occupying the same hex. A soldier can

retrieve the documents from a killed or incapacitated soldier who

was carrying them. The documents cannot be destroyed by weapon

fire or explosions.

4 Victory Conditions

The Alpha player wins if the documents are moved off map edge

_ AH.TheBravo player wins if the documents aremoved offmapedge
DE. There is no time limif; the game continues until one side wins.

5. Ordets of Battle

_ Showdown in rhe Sand

‘Map: rural; open terrain: dry stream
Weather: Clear

Arablegion (Alpha) elite mfantry, 10 AW 2MG, 3 SC, 1 truck, 1

APC, 40 artillery points; track c; pres 25
Israchi Defense Force (Bravo): elite infantry: 7 AW, 4 MG, 2 RL 2
SC 1 tank, 20 artillery points; track B; pres 25

In Darkest Afrzca

_ Map: rural; dense terrain; shallow stream

Weather: Clear or Heavy Rain
National Union for the Total Independence of Angola (Alpha) guer-

 illas; 9 AW, 3 MG, 3 SC, 2 FL, 1 truck; track E; pres 21

Angola (Bravo): ehte mfamry, 8 AW, 2RL, ZMG 1 HMG, 1 IFV;
track E; pres 19

k OnaSilent Field

Map: rural: mixed terrain, shallow stream

_ Weather: Clear or random Spring

. USS.R.Spetsnaz commandoes (Alpha): elite mfamry, 7 SR, 7AW,
 3MG,1HMG,3RL, 1 tmck 1 tank, 20 artlllery pomts track D: pres
38

U.S. Special Forces (Bravo) elite infantry; 10 AW, 4 MG, 2R1, 2

SC, 1 IEV, 1 tank, 30 artillery points; track C; pres 40 |
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Tactical Tips

'CAMPAIGN ANALYSIS

A LOOK AT NORTH
GERMAN PLAIN

@ harles T. Kamps Jr. gives gamers
C a disturbing preview of what is
» hopefully an avoidable future
with North German Plain, the feature
gamein Strategy and Tactics#117. Kamps
takes a look at the consequences of a sur-
prise attack by Warsaw. Pact invaders
against North Atlantic Treaty Organiza-
tion forces in northern Western Germany
thattakes place in the early 1990s. The first
of a planned Central Front series, North
German Plain’s tight design and concise
rules bring the subject vividly to life for the
newcomer while providing enough
chrome and options to rivet the interest of
the veteran. At first glance, the game ap-
pears to stick to. fairly standard design
conventions, -but ‘a - closer examination
reveals a lot of twists and. turns. Veteran
gamers may find that a victory in North
German Plain requires a reassessment of
conventional strategies.
Overview :

North German Plain is a two-player
game with one side controlling the attack-
ing Warsaw Pact forces and the other
handling the NATO defenders. The PACT
(Warsaw Pact) and NATO players alter-
nate turns, with a turn consisting of four
phases: ground movement (including arri-
val of reinforcements), helicopter move-
ment, helicopter reaction, and combat.
The hypothetical battle takes place overa
period of five days. The game lasts 15
turns. Two. turns representing. six hours
each of daylight are followed by a turn
representing 12 hours of night.

by Rick Swan

Each map hex represents four kilome-
ters. A quick look at the mapsheet shows
that the area is far from being just a flat
plain. The southern portion of the map is
covered with patches of rough terrain and
thick woods. There are several swampland
areas, mostnotably in the northwest, west
central, and east central regions. Urban
clusters are prominent around Hamburg
and also in the Habenhausen, Oldenburg;
and Bremerhaven areas in the north. Per-
haps the most notable terrain features are
the high water areas produced by the Elbe
River, a result of the region’s high water
table and generous annual rainfall:

North German Plain represents formi-
dable mobility challenges to both sides.
Understanding the terrain limitations and
advantages is of paramount importance in

mastering the game, The limited access to
roads and autobahns,” for instance; and
their built-in movement restrictions are
headache inducers for the PACT player.
PACT’s western drive is hindered by the
dense forests and roughs in the south, the
water hexesof the Elbe River in the north,
and the proliferation of urban hexes in the
south. Urban hexes are especially aggra-
vating, asPACT units must spend twice as
many movement points than the NATO
player to pass through them. Marsh hexes
sprinkled liberally over the game map can
cut movement to a single hex. Moving a
unitmore than a couple of hexes perturnis
tough, making the control of roads: and
autobahns crucial to any game plan.
Access across the rivers is also limited.
There are, for instance, only six bridges
crossing the Elbe River. Three of these
(hexes 1337, 1438, and 2239) are sur-
rounded by woods and roughs. Two others
are actually multiple bridge routes (2542
to 2540 to 2438, and 2938 to 2737). The
sixth is in Hamburg, and to make matters
worse, it’s another multiple (3335 or 3535
to. 3338). Furthermore, the ‘high water
hexes adjacent to many of the bridge and
river hexes severely ‘restrict river cross-
ings in wet seasons when the movement
point cost is increased from one to four.

Units are divided into four general cate-
gories: companies (including batteries and
troops), battalions, regiments (including
artillery - groups), and brigades ' (here, a
group of artillery battalions). Each side has
units from various nationalities. NATO
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forces include the Netherlands, West Ger-
many, Britain, and the United States, while
PACT forces are the Soviets and Polish.
The RNA (Royal Netherlands Army) is
assigned the defensive sector near the Elbe
River and will likely take the brunt of the
PACT assault in the early stages of the
game. The tough British BAOR forces
begin in a good position, entrenched in
favorable terrain near Bergen-Hohne and
Fallingbostel. The United States force
consists of a brigade of the 2nd Armored
Division. Though only a few units in size,

the US force is strong and mobile, with
easy access to.the roads. The numerous
West German forces are also positioned
for mobility and can easily concentrate
against a PACT invasion from just about
any direction. The PACT invaders are the
tough, intimidating units of the GSFG
(Group of Soviet Forces Germany) and
Polish forces represented by the Pomera-
nian Military District who enter the game
on the fifth turn, adding reinforcements on
turns 8, 9, and 12,

The efforts of both sides are supple-
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mented by helicopters, air strikes, and
electronic warfare. Helicopters can con-
duct combat at extended distances, but are
primarily useful in transporting eligible
ground units over area of difficult terrain.
Air strikes are represented by a variable
number of strike points awarded at the
beginning of each tum. Points may be used
to help units disengage from enemy zones
of control, hinder zone of control disen-
gagement of enemy units, and modify both
friendly and enemy attacks. Note that
NATO has a distinct advantage in air

L =

Map 1 In North German Plain, the shortest distance between two points is seldom a straight line when it comes to helicop-
ters. The Soviet 9-3-20 helicopter in hex 3721 wishes to attack the Netherlands artillery unit in hex 3716. The copter could head
due east and take its chances with enemy air defense fire, but a close look shows an approach that guarantees its safety. Using
the route shown, the copter enters just a single enemy-controlled hex (3720). Since a copter can enter one enemy-controlled hex
at no penalty, the copter undergoes no defense fire at all.
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operations, receiving 44 strike points over
the course of the game compared with
PACT’s total of 20. Chemical attacks
support friendly combat in conjunction
with air support or artillery. Electronic
warfare is used torender enemy air support
(including helicopters) ineffective as well
as negating enemy artillery efforts. Like
air support, chemical attacks and elec-
tronic warfare are represented by points
awarded at the beginning of each turn. The
PACT forces receive substantially more

electronic warfare points during the
course of the game (135 total for PACT, 91
total for NATO), somewhat offsetting
NATO’s air strike superiority.

Key Rules

North German Plain has a number of
rules that are either contrary to those typi-
cal of wargames of this scale or unique to
this design. While the rules are clear, vet-
eran gamers may find old habits hard to
break and should make a point of studying

the details of this system. Here are some of
the more important ones along with their
implications.

* No Supply Rules. There are no supply
considerations of any kind in North Ger-
man Plain. As supply rules introduce their
own set of complications, newcomers will
likely welcome their absence. However,
veterans should note that the freedom of
maintaining supply lines allows for iso-
lated units anywhere on the map, Working
in conjunction, isolated units can take

Map 2 The hedgehog and facing rules of North German Plain have a major effect on establishing zones of control. (Hexes
into which units exert zones of control are indicated with arrows.) Because units have only two frontal hexes, care must be taken
when building defensive lines. Note that the line made by the three units labeled A leaves gaps for invaders; there must not be
more than a single hex between units in a line (units labeled B). The other configurations illustrate the advantage of hedgehogs.
The hedgehog labeled C does a better job of controlling hexes than the convoluted arrangement of the three units labeled D.
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advantage of their zones of control to cut
off enemies or tie them up.

Facing. Unlike many games, units in
North German Plain are positioned on the
map so their front edge faces the comer
rather than the side of a hex. The two hexes
adjacent to the front edge of the unit are
front hexes, the hexes on each side are
flank hexes, and the two adjacent to the
unit’s bottom side are rear hexes. A unit
exerts a zone of control only into its front
hexes. This is a major difference from
games which allow aunit to exert zones of
control intoall six adjacenthexes and from
games where a unitaligned with the side of
a hex exerts zones of control into three
frontal hexes.

The: facing rules have an important
effect on the creation of defensive lines. In
three-hex frontal games; units can have
two empty spaces between them and still
create lines fully covered by zones of
control. In North German Plain, units can
have only one empty space between them
and still create fully controlled lines. Play-
ers can compensate somewhat for these
restrictions by taking advantage of the
hedgehog rule. By placing two units back
to back in the same hex, flank and rear
hexsides are eliminated, and the hedgehog
units surround themselves with zones of
control.

Note that zone of control considera-
tions are especially critical in certain ter-
rain; there is only a 50 percent chance of
successfully disengaging from an enemy
ZOC in flat, broken, and high water/dry
hexes. Hedgehogs ' can' be  particularly
advantageous for defensive lines in these
terrain types.

Road Movement Restrictions. As if the
terrain - didn’t make ~movement . hard
enough already, North German . Plain
imposes severe restrictions for using the
roadways for PACT forces. PACT units
may not use the roads while stacked and,
worse yet, must leave a space of one hex
between friendly units on the road. If a
PACT unit moves through a road space
already occupied by a friendly unit, it must
pay one movement point for the occupied
hex and one for each of its adjacent hexes;
a unit therefore spends a total of three
points where it would have costonly 1 1/2
had it been unoccupied. Since a six unit
“train” actually takes up 11 hexes, the
PACT player can avoid much of this diffi-

culty by limiting the number of units
moving on a road. The PACT player
should also remember that a train comes to
a screeching halt as soon as the lead unit
enters an enemy zone of control or enters
a hex with prohibitive terrain and lacks the
points to continue (such as a bridge hex).

Helicopter Movement. Helicopters
have a radius of action rather than move-
ment allowance, enabling them- to theo-
retically traverse niearly half the map in a
single turn.. The helicopter. can move
through one enemy-controlled hex at no
penalty, but subsequent entry into enemy
controlled-hexes requires the helicopter to
undergo attack from enemy-air defense
fire. Since the helicopter has a one in six
chance ‘of elimination for each such air
defense attack, whipping through enemy
ZOCsposes considerablerisk. By remem-
bering thatunits exert ZOCs only into their
two frontal hexes, helicopters weaving a
carefully: planned route can- limit: the
number of these attacks.

Variable Combat Strengths. Ground
and helicopter units have two different
combat strengths — mobile and close ~—
that are applicable according to the terrain
of the defending unit. Both the defender
and the attacker must use the indicated
strength. Mobile strength is used in flat,
high water, broken, and marsh hexes.
Close strength is used in wood, rough, and
urban hexes. For just about every unit,
mobile strength exceeds close strength.

However, it is the degree of difference
that is the crucial consideration. Whereas
mobile and close strength for certain RNA
mechanized infantry isnegligible (4 and 3)
and identical for certain cavalry units (1),
the strength differences for Soviet units
can be dramatic. Some of the Soviet tanks
haverespective mobile and close strengths
of 12-6,17-6,and 19-8, making the tank’s
effective ‘combat  strength - significantly
higher in favorable terrain. Obviously, itis
best to end a unit’s movement in a hex
giving the optimum defensive advantage
— in these examples, woods or rough
hexes for the RNA units (to force any
attacks from strong enemy units to use
their weaker close strength ) and flat or
broken hexes for the Soviet tanks (to dis-
courage enemy attacks by capitalizing on
their superior mobile strength). This tactic
may violate the ingrained convictions of
veteran players, but in North German
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Plainitisn’talways wise to secure units in
traditionally preferred defensive terrain
such as urban and wooded hexes.

Advance After- Combat. When a de-
fending unitretreats asaresultof anattack,
it leaves behind one or more hexes as a
path of retreat. The attacking unit or units
may advance along this path; stopping at
any point they wish. That in itself is not
unusual, but there are a couple of interest-
ing exceptions. First, all units in an attack-
ing stack may advance regardless. of
whether or not they participated in the
attack: Second, and more notable, PACT
units adjacent to an attacking unit but not
adjacerit to the defending unit (and not in
an enemy ZOC) act'as a second echelon
and may advance along the path of retreat
as if they had participated- in the attack.
Additionally, two hexes are added to the
distance it can advance after combat. This
isaclear incentive for the PACT player to
keep hisunits in bunches; considering that
the basic movement allowance is 6 points
and that a single hex of marsh or wooded
terrain can eat up most of this, the benefit
of ‘a second: echelon  advancement can
amount to an extra turn of movement in
many circumstances. Advancement after
combat rewards the aggressive. player,
particularly the PACT player.

Counterbattery Fire. Generally, artil-
lery fire must be used in conjunction with
ground force attacks. However, artillery
units are allowed to used a special type of
indirect attack called counterbattery fire
against enemy artillery. A player may at-
tack with asmany friendly artillery units as
are inrange of the target artillery. If avail-
able, counterbattery attacks may be sup-
ported by air strikes and chemical attacks.
The defending unit uses its special defense
strength to resolve the attack; this strength
is no more than 2 for units of any national-
ity.
The counterbattery fire rule should be
considered a gift from the designer. Artil-
lery fire is exceptionally deadly — the less
available to the enemy, the better. The
wise player should attempt counterbattery
fire as often as possible in the early game
turns to knock out as'many of these long-
distance nuisances as he can.

Forbidden River. The Elbe River hexes
that extend towards the north map edge
from Hamburg (beginning in hex 3533)
cannot be crossed. Players of either side
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who allow their units to be trapped in the
pocket flanked by the Elbe and the swamps
to the east (the general area of Bramstedt
and Elmshorn) probably deserve what
they get. On the other hand, if the NATO
player goes out of his way to avoid this
area, the. PACT player might consider a
sweep up and around (say, from the Barg-
teheide area up through the Hendtedt-
Ulzburg/Kaltenkirchen area) to attack
Hamburg from the north.

Victory Conditions

It’s difficult to plan .a game strategy
without a clear idea of what constitutes a
victory. North German Plain is especially
challenging in this regard as the victory
conditions are more or less left up to the
players. Four objectives are given, and
while achieving all four can certainly be
considereda major victory; there are no
game mechanics for determining victory
levels - when considering :them  together
and fewer than all four have been success-
fully achieved.

All victory objectives -are considered
from the perspective of the PACT player.
Objective one is 'PACT ‘control of the
Baltic approaches, measured in terms of
the number of PACT units exited off the
north edge of the map between hexes 4729
and 4752. Since this can be accomplished
with ‘late-arriving ‘reinforcements whose
participation isn’t necessary in the main
battles - (or: shouldn’t  be, if ‘the PACT
player is on the ball), this objective is the
easiest 1o achieve. Objective two is. the
isolation of Hamburg, attained by having a
single ground or artillery unit adjacent to
the Elbe River north of hex 3632 atthe end
of the game. Assuming the PACT is in
good enough shape towards the end of the
game to have the unit to spare, this is also
an easily achievable objective.

Objective three is the disruption of the
US supply line, accomplished by a PACT
ground or artillery-type unit ‘occupying
eitherhex4612,4613,4712,0r4713 atthe
end of the game. This objective is more
difficult, owing to the distance involved.
Success in Objective four is measured by
how far PACT is able to penetrate west-
ward into West Germany; NATO consid-
ers a 100 kilometer penetration unaccept-
able, while PACT considers a defeat to be
anything under a 35 kilometer per day
advance. In game terms, PACT must ad-

vancea unit atleast to the east of the Weser
River or west of a hex numbered XX23;
NATO scores for holding PACT units to
hexes numbered XX24 to XX29, with the
optimum being on or east of hexes num-
bered XX36.

Because the objectives are of varying
difficulty, it is unfair to assign them equal
weight in determining an overall victory.
If for instance, a tactical PACT victory
required success in two of the four objec-
tives, the PACT player would obviously
concentrate on Objectives one and two
rather than the more. difficult three and
four. A fairer way of determining overall
victory is to assign a weight to each objec-
tive based on difficulty and military im-
portance (Objectives one and four —
control of the Baltic Approaches and pene-
tration into West Germany — are the most
desirable objectives from PACT’s point of
view), translate those weights into victory
points, then assign victory levels based on
the total number of points accumulated at
the end of the game.

Hereisasuggested victory point sched-
ule. All points are assigned to the PACT
player. This table supersedes the victory
conditions presented in rules. These sug-
gestions should not be considered “offi-
cial”rules butrather a template with which
players may experiment.

Victory Points Table

Each PACT division-level equivalent *
exited off the north edge of the map be-
tween hexes 4729 and 4752 inclusive by
the end of Game Turn 15:1 point

Bonus -for exiting 4 PACT :division
equivalents by end of Game Turn-15: 1
points

One ground or artillery-type unit adja-
cent to the Elbe River north of hex 3632 at
the end of Game Turn 15: 4 points

One ground orartillery-type PACT unit
occupying hex 4612,4613,4712, or 4713
at the end of Game Turn 15: 5 points

PACT doctrinal advance: **

PACT tank or mechanized unit on hex
numbered XX30 to XX35 inclusive atend
of Game Turn 15: 2 points

PACT tank or mechanized unit on hex
numbered XX24 to XX29 inclusive atend
of Game Turn 15: 3 points

PACT tank or mechanized unit east of
the Weser River in or west of hex num-
bered XX23 at end of Game Turn 15: 4

points

PACT tank or mechanized unit west of
the Weser River at the end of Game Turn
15: 5 points

PACT tank or mechanized unit exits
west map edge by end of Game Turn 15: 6
points

* A PACT division equivalent is con-
sidered to be 6 units. o

** Points for PACT doctrinal advance
are awarded only once at the end of the
game for the single farthest advanced
PACT tank or mechanized unit which is
west of the Elbe River.

Atthe end of Game Turn 15, the PACT
player totals his victory points, then vic-
tory is assessed according to the following
table. (Again, this is not part of the “offi-
cial” rules, but rather a suggested method
based on the victory point table above.)

Level of Victory

20 points: PACT Strategic Victory

19-15 points: = PACT Tactical Victory

14-10 points:  PACT Marginal Victory

9 points: NATO Marginal Victory

8-5 points: NATO Tactical Victory

4 or less points: NATO Strategic
Victory

If these charts are used, the PACT
player would be well advised to study
them closely before planning his game
strategy. The PACT player. cannot win
only by achieving Objectives one and two
(worth -5 and 4 points respectively) or
Objectives two and three (worth 4 and 5
points); the NATO marginal victory level
was purposely setat nine to discourage the
PACT player from exclusively concen-
trating -on .two of the easiest objectives.
PACT canscore a strategic victory only by
achieving the maximum number of points
for all four objectives. By a good showing
in all -objectives, the PACT player can
reasonably expect to achieve a tactical
victory. Note that a tactical victory cannot
be achieved without some success in Ob-
jective four, an intentional consideration
as this is PACT’s key objective.

Players of equal skill will find these
tables especially tough for the PACT side.
Even a PACT marginal victory is difficult
— a PACT strategic victory is cause for
celebration. If play balance continues to be
frustrating, the PACT player can be com-
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pensated: by awarding a handicap — a
bonus of two points is a good place to start.
Alternately, players may agree to include
one or more of the optional rules to restore
balance. (Se¢ the last section of this article
for suggestions.)

Strengths and Weaknesses

North German Plain awards very spe-
cific and very different strengths and
weaknesses to the NATO and PACT play-
ers., Taking advantage of the strengths
while minimizing the weaknesses is vital

to a player’s success; each should assess
their strong and weak points before play
begins. Here’s a look at both sides.
PACT: Mobility limitations pose the
biggest problems: for the Warsaw Pact
player. Asthe PACT units drive west, they
continually encounter areas of hostile ter-
rain. The edsternmost region is as good as
it gets; with the exception of the area west
of the Weser River; this region has the
greatest density of clear hexes. Approach-
ing the Elbe River, PACT facesroughsand
woods to the south and Hamburg’s central
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urban sprawl. The urban hexes are particu-
larly tough on PACT as passage requires
one movement . point compared with
NATO’s 1/2. PACT is also faced with
crossing the rivers. This costs one for bat-
talion/companies and two for regiment/
brigades if they’re fortunate enough to
find an underdefended bridge. Otherwise,
they move at a sluggish cost of two or four
if the river must be forded. PACT can
count on NATO units forming zone of
control lines at the Elbe River and secon-

~dary lines further west. Finally PACT

Map 3 Anexample of advance-after-combat. The 19-8 Soviet tank unit in hex 3621 attacked the 4-3 Netherlands mech infantry
unit that was in 3720. The 8-4 Soviet 3G tank stacked with the 19-8 did not participate in the attack. A roll on the Combat Results
Table required the 4-3 unit to retreat three hexes; the NATO player retreated the unit to hex 4019. The 19-8 unit will now advance.
Even though the 8-4 didn’t participate, it is allowed to advance with the 19-8 as it was stacked with it. The first hex entered must
be 3720, the first hex vacated by the retreating unit. The stack may then advance to any adjacent hexes from that point on. The
stack advances to hex 3719 where it enters the zone of control of the 5-3 Netherlands tank unit and must stop. The 7-6 26G mech
infantry was used as the PACT second echelon unit and followed the advancing stack, stopping in hex 3720.
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units cannot vse the roads with the same
easeasNATO, asthe PACT units onaroad
must be separated by a hex. PACT’s pri-
mary movement advantage is its ability to
send second echelons along an enemy path
of retreat. Used to capacity, the second
echelon-rule goes a long way to offset
PACT’s mobility disadvantages,

PACT is burdened with some frustrat-
ing stacking limitations. Where NATO
may stack two -ground-and/or artillery-
type unitsin asingle hex; PACT may stack
atotal of one ground unit plus one artillery-
type unit (or two artillery-type units).
Depending on how the NATO player’s
stacked units are orientated, both must be
attacked from the flank or rear foraPACT
attacker to qualify for a combat modifier;
NATO units in a hedgehog have no flank
or rear hexsides. The hedgehog option is
denjed the PACT player. Unitsin a PACT
stack must be oriented in the same direc-
tion.

Although PACT can’t use deep inter-
diction air -attacks, they have several
combat: advantages over NATO. PACT
has extended range capabilities for Soviet
artillery units; especially deadly for the 9-
4-2 and 7-4-2 “DAG” units which fire ata
strength of four at ranges of five t0 seven
hexes. PACT also has superior electronic
warfare support, nearly double that of
NATO in the final game turns. PACT can
use chemical weapons to support attacks.

PACT’s primary advantage is in its
superior combat units. Only a handful of
NATO units have strengthin excess of six.
PACT has more than 40 units whose
strength exceeds 10. Most of the PACT
mechanized units are all but unstoppable;
it can take a good half-dozen or more
NATO: units in a coordinated attack to
threaten a single one in the heavier Soviet
mech units, While PACT is heavily out-
numbered at the beginning, NATO rein-
forcements arrive steadily throughout the
game.. No NATO reinforcements are
available after Game Turn 8. PACT s still
receiving substantial reinforcements on
Game Turns 9, 10,712, and 13.

NATQ: Though unit for.unit PACT’s
forces are stronger, NATQO has them out-
numbered, overwhelmingly so in the early
stages of the game. This gives NATO an
advantage in mobility into sturdy zone of
defense lines to hinder the advancing en-
emy. In a sense, all of NATO’s units are

Set-Up

P
e

expendable, as there is no victory ‘point
penalty forcasualties. AlINATO hasto do
is hold PACT back.

NATO has a strong air- strike ‘advan-
tage. NATQO gets off to a slow start in
available air points'— in fact, none are
available in the first three turns == but
acquires instant air-superiority in Game

Turn 4. (4 points to PACT’s 3) with-a
steady supply of three or four per turn for
the rest of ‘the game. In contrast, PACT
never gets more than two points per turn
and has none at all every third turn . Auto-
matic deep interdiction attacks is another
plus forNATO, although notasmuch ofan
advantage as it first may seem. Deep inter-

North German P‘lain:“
Reinforcement Schedule Analysis

_ The following tables provide a reinforcement schedule breakdown for both the
NATO and PACT players. The first column lists the Game Turn number. The
second column gives the total number of units entering the game on that turn, fol-
lowed in parentheses by the same number expressed as a percentage of the total

_number of units available for the entire same. The third column gives the total
number of mobile strength points entering the game on that turn, followed in paren-
theses by the same number expressed as a percentage of the total number of mobile

strength points available for the entlre game,

NATO Reinforcements
Game No. of ~ Mobile
Turn  Units Strength Points
72.(60.5) 301 (62.2)
8(6.7) 37(1.6)
none none
none none
434) 16 (3.3)
4(3.4) 16(33)
10@B4) 38(1.9)
10(84) 39 (8.1)
11092 371096
_none .~ none

1
2
3
4
5
6;
7
.

PACT Reinforcements
Game No. of Moabile
Turn Units
Set-Up  27(333) 412 (47.5)
~ 6014 63(713)
none none
none _none
6(74) 63 (13)
607.4) 46 (5.3)
none none
6(1.4) 57 (6.6)
6004 46 (5.3)
6(14) 49 (5.6)
6014 44 (5.1)
__1nione . none
6(14) 49 (5.6)
6(1.4) 37(4.3)
none none

Strength Points

Examixﬁng these tabies reveals in-
formation useful to both players.

‘Though NATO outmumbers PACT by

nearly 3 to 1 in units in play at the
beginning of the game, NATO has
superior mobile strength. (While only
mobile strength is considered in these
tables, an analysis of comparable close

- strength would yield similar results,

though not as heavily favorable to
PACT.) What's more, NATO has
nearly 2/3 of its total mobile strength in
play at the outset, while PACT has less
than half. About 2/3 of the total |
number of NATO pnits are in play
before Game Turn 1, compared with
about 1/3 of the total number of PACT
units.

The greatest number of reinforce-
ments for NATO is the 11 arrivingon
Game Turn 8, but they bring with them
only 37 mobile strength points. While
PACT’s reinforcements stay at a steady
six units, the least number of reinforce-
ment strength poings for NATO ina
single turn is 37 (Game Turn 13) while
the most is 63 (Game Tum 4). Most
significantly, NATO’s reinforcements
end with Game Turn 8. PACt still has
24 units to come (nearly 30 percent of
its total), bringing with them a formi-
dable 179 mobile strength points. B
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diction succeeds only on aroll of one, and
this may be countered by PACT’s roll of
five or six. There are nine PACT divisions
schedules to enter the game as reinforce-

“ments. It is therefore highly unlikely that
NATO will succeed in more than a single
deep interdiction attempt.

Since PACT’s direction of: attack is

extremely . limited . in- the early turns,
NATQ is in an excellent position not only
to size up and counteract PACT’s initial
assault, but also to exploit PACT s move-
ment restrictions. If PACT is unable to
regularly use its second echelons, NATO
can take advantage of road and urban
hexes to maintain restrictions of its own to
deal with. First, NATO units are forbidden
to cross the East German. border at any
time, and second, units of the West Ger-
man 6th Panzer Grenadier Division (ex-
ceptthe 6/6 helicopter) can’tcrossthe Elbe
River. The effect is to limit the number of
NATO units available to overwhelm ad-
vancing invaders, but since PACT must
sooner or later press westward, it is un-
likely that either of these restrictions will
hinder the NATO player to any great de-
gree. :
The bulk of the NATO forces are in
play at the beginning of the game. Since
the swarm of units is harder to manage than
a small number, the NATO player is more
apt to make crucial errors (most likely,
failure to establish adequate defensive
lines) in-the first few turns. The NATO
player also runs the risk of overconfi-
dence; PACT’s efforts seem hopeless in
the first third of the game, but his rein-
forcements have barely begun to arrive.
Failure is all but assured for the NATO
player if he suffersheavy losses in the first
halfof the game, as hislastreinforcements
arrive on Game Turn 8.

Generdil Strotegiés

PACT: The best advice to the PACT
player. is. to--carefully. consider: the four
objectives. 'which “can - generate: victory
points for him and prioritize them before
the game begins. Objective four — the
doctrinaladvance — should be atthe top of
his list. This objective stands to net him the
most victory points; but it also requires the
most planning. Because movement is dif-
ficult for PACT units, it is vital to send a
group of units on their way west immedi-

ately. There is no ideal route, but the units
should stick to the southern side of the map
in. a:dry season and watch for a central
opening.in wet seasons to avoid the high
water hexes in the southeast. The northemn
section: of the Elbe River is impenetrable,
and PACT will inevitably encourter a
substantial. number of NATO units ini the
Hamburg region. From the East German
border to the western 'map edge is a dis-
tance of about 40 hexes. This means an
advancing unit must average just over two
hexes per turn. With a limit of six move-
ment points per turn, an advancing PACT
unit has little time to waste.

The PACT player should be the Ieast
concerned . about: Objective one.” Four
complete PACT division equivalentsenter
the game beginning on Game Turn 9, the
turn after NATO has exhausted all its rein-
forcements, meaning that PACT should
have plenty of available forces: to meet
Objective one in the final third of the
game. Likewise, there should also be a
sufficient number of units available in the
final five turns to meet Objective two. (If
PACT has suffered heavy losses and lim-
ited western advancement by mid-game,
he might consider holding back two or
three weaker units that can be putin place
for Objective twonear the end of the game.
This frees up reinforcements for combat
and to meet Objective one.)

Meeting Objective three requires mov-
ing a significant: distance. The PACT
player should decide within the first few
turns which unit or units he will be sending
to Bremerhaven. Notice that Objective
three units must travel around the Elbe
Riverand will likely want to avoid Ham-
burg. Again, a southern route is probably
the safest; even though at first glance it
seems circuitous.: For: both- Objectives
three and four; units with a strong close
strength are the best choices to take advan-

_-tage of the defensive terrain in the south

(woods and rough). .~

Since the biggest obstacles to PACT
progress are: rivers, PACT units should
waste no time in heading for the bridges.
Units should not be sent in the same direc-
tion. A formidable number of units should
be sent towards the bridges in hexes 2542,
3246, 3546, and 3849. 1t is to the NATO
player’s advantage to control the bridges,
but with PACT advancing on several of
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North Ggman Plain:

Expanded
Sequence of Play

A. PACT Reinforcements

1. Check Game Schedule (27.1) for air
strike points, electronic warfare points, and
chemical attack points available for current
2. Check reinforcement schedule for
reinforcements available to enter on the
current turn. All units enter by road move-
ment on the east edge of the map. No unit

‘may enter the map north of hex 3853.
_Soviet units may enter on or south of hex

3853 by road movement or may enter ;
directly on the railhead. at hex 2444, Pol-
ish units may enter on or north of hex 2453

by road only.

3. As each reinforcing divisionis
about to enter the map, the NATO player
tolls for a deep interdiction attack, If
NATO succeeds with aroll of 1, PACT
negates the attackonarollof 50r 6. If

- PACT rolls 1-4, the reinforcing division

may not enter. The division can attempt to
enter agam on the Text turn,

B. PACT Ground Movement
1. Units occupying a NATO zone of ;
control must attempt disengagement before‘

_moving by rolling on the Disengagement

Table (4.4). PACT may spend air support
points to help units disengage, and NATO

‘may spend points to hinder d1sengagement

2. Non-helicopter units move accord-

_ Ing to the rules of movement. Stacks can
_ consist of one ground unit plus one artil-

lery-type unit (or two artillery-type units)
in a single hex. For urban hexes westof

the border, units must pay one movement

point per hex. Units using road movement

. must not travel stacked and must leavea
road movement space of one hex on each

end ofa umt

C. PACT Héhcdpter Movement

_ Helicopter units can move to any hexes
w1thm their radius of action not occup1ed ‘

by NATO units and can transport air
‘mobile units that have not yet moved dur-

ing the current turn. Helicopter unitscan

. enter one NATO controlled hex at no

penalty. For each additional NATO-con-
trolled hex _ (continued on page 38)
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kkExPa‘;nde‘d Sequence of Play -
(continued frompage37)

_ entered byia hehcoPter, NATO rolls one
die, On aroll of 1, the hehcopter andany

_ transporfed ground units are destroyed and
‘ removed fmm play ‘ ~

D. NATO Hehcopter Reactlon

NATO hehcopters can move hehcopter -

- units to any hexes within the1r radiusof
__ action not occupied by PACT umits and
_can transport air mobile units that began
_ the phase stacked with them, Entermg
_ PACT-controlled hexes is resolvedas
~ explalned above ‘ . -

E. PACT Combat Phase -
1. Ground, anﬂlery-type and hehcop-
, jter units conduct attacks accordmg to the

‘ rules of combat PACT can spend ar

‘pomts to support attacks. NATO can spend ~

. air pemts to support defense. PACT elec-

_ tronic points can be spent in an attempt o

_hinder NATO amllery and air support.

‘ PACT can spend chemical points to sup-
port attacks in conjuncnon with at least
one artﬂlery-type unit or air support point.

2. Any or all victorious attacking units

_can advance along the enemy path of re-
| Ireat, A PACT unit or units whlch began

the combat phase adjacent to an attackmg

unit but not adjacent to the defendmg umt
and not in a NATO -contre]led hex can .
; advanceal‘ong the path of retreat asa

second echelon as if they had participated

in the attack. Two hexes are added to the
dxstance a second echelon urnt can ad-

vance, but the first hex entered mustbea

_ hex from whicha friendly unit attacked.

Stackmg restnctmns apply at the end of -

the advanoe

E. NATO Relnfofcenients

1. Check Game Schedule (27 1 for air. |
strike points and electronic warfare pomts ~

avaﬂable for current m,
9 Check Iemforcement schedule for
 reinforcements available to enter onthe
current tum. Units enter using ; mad move-
‘ment at the hex listed, w1th the number of
movement pomts mdlcated left o move,

G NATO Ground Movement ;
1. Units occupying aPACT zone of
control must attempt dlsengagernent before
moving by rolhng { contmued on page 39)

them, the NATO player must divide his
forces. This strategy maximizes the num-
ber of PACT units able to cross the river.
Note that the early turns are also PACT’s
best opportunity to use the roads while
NATO ‘is ‘occupied * forming -defensive
lines.

PACT needs to strike fast ‘and strike
hard before NATO can mobilize. Remem-
ber that successful attacks enable the use
of second echelon movement, extremely
helpful for the long trip west. Knock out
enemy artillery whenever the opportunity
presents itself; NATO artillery is ‘an in-
creasingly dangerous annoyance ‘as the
game progresses. NATO s likely to use air
support heavily — PACT gets no benefit
from: hoarding: their electronic: warfare
points.

. NATO:; Compared to the PACT player,

NATOQ’s strategy is simple. NATQO must

contain PACT; the further east it holds
them, ‘the more successful it will be.
NATO must concentrate its forces early,
leaving enough units in the west to pick off
any stray. PACT units that manage to.get
past the Weser River, Assuming the sug-
gested victory point schedule is used,
holding PACT east of the Elbe River limits
it to a marginal victory at best. If NATO
secures Bremerhaven and ties up any stray
PACT units heading west through the
southern woodlands, a NATQO victory is
assured.

NATO should be more concerned
about slowing down PACT than inflicting
casualties; in theory, if every single NATO
unit is destroyed, PACT: still can’t win if
the territorial objectives aren’t met. In the
early: game tums, NATO forces must
concentrate on establishing a defensive
line at the Elbe River; being sure to limit
PACT access to the bridges. NATO forces
should use their hedgehog option when-
ever ‘possible toincrease their effective
zones of ‘control. Owing ‘to their more
powerful units, some PACT: forces are
bound to ‘break through even the most

“carefully established defensive line at the

Elbe. For that reason, NATO should hold
back some of its units to establish defen-
sive linesin the south, the mostlikely route
of advancing PACT units. NATO should
move -to. quickly control the roads; "if
enough ‘units aren’t available to control
them, small units (such as West German

cavalry) should be placed at key junctions
of the roads to restrain PACT movement.

Since they are generally less powerful
than PACT units, NATO units should
choose their defensive terrain carefully —
mobile strength defends best in flat, high
water, and marsh; close strength defends
best in woods, rough, and urban. NATO
unitsare especially vulnerable toisolation.
Anisolated Netherlands unit of almost any
type doesn’t pose much of a threat to an
advancing Soviet tank. A group of three or
fewer NATO units generally makes an
irresistible target. ‘

Because of PACT’s increase in elec-
tronic warfare points, air support becomes
more and more difficult for NATO as the
game progresses. Use air strikes hard and
heavy in the middle third of the game
before PACT’s EW kicks info full gear,
Decep interdiction should provide several
golden opportunities for NATO — a suc-
cessful deep interdiction should signal the
NATO player to follow up with his most
aggressive assaults.

NATOforcesoutnumber PACT forces,
though PACT: units are stronger. NATO
can anficipate a fair number of casualties;
for thisreason, it is a good idea to offer up
the weaker Netherlands units on the front
lines. British and United States units are
best held ‘back," as ‘is the West German
helicopter; the helicopter is NATO’s ace
in the hold for delaying any PACT unit on
the verge of meeting Objective four,

NATO’s biggest problem is anticipat-
ing PACT’s overall strategy, particularly
singe the strategy may.not be entirely clear
before the middle of the game. For: this
reason, itis a good idea for NATO to think
of the game in groups of five turns-and
focus on specific defensive goals for each
(allowing, of course, for any surprises). In
Game Turns 1-5, NATO should mobilize
its forces — establish a defensive line at
the Elbe (heavy on expendable Nether-
lands units), concentrate reserve forces
(heavy on British, United States, and some
of the tougher West German units), and
place defensive units on roads and key
bridges. During ‘Game Turns 6-10, the
PACT strategy should be clear GfPACT is
still struggling to cross the Elbe by Game
Turn 10, NATO -doesn’t have ‘much to
worry ‘about). NATO should focus on
preventing PACT’s meeting Objectives
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three and four in the middle turns. If
NATO has sufficient forces available to
give PACT a hard time with Objectives
three and four by Game Turn 10, the last
third of the game can be spent addressing
Objectives one and two, remembering that
the wise NATO player won’t do much
with Objective one until the final game
turns.

Handling Variables

Aside from the whims of the Combat
Results Table, there are two variables in
North German Plain that neither player
can control which present their own com-
plications: season determination and elec-
tronic warfare results. Both variables must
be taken into account when organizing
strategies.

The seasonis determined by adieroll at
the beginning of the game. There is a 50-50
chance of a dry season (winter or summer)
resulting in dry high water hexes or a wet
season (fall or spring) resulting in wet high
water hexes. Seasons have no effect on
defense — both wet and dry high water
hexes use mobile strength—but they have
a major effect on movement. Dry hexes
cost one movement point while wet hexes
cost four, Since PACT is already at a
mobility disadvantage, a wet season is
good news for NATO.

In a wet season, PACT should avoid
high water hexes, and this means minimiz-
ing the use of the bridges at 2541, 2838,
and 2637. Instead, consider paying the
movement point cost to cross rivers at
unbridged hexes; the cost of four move-
ment points for aregiment/brigade is pref-
erable to struggling across a series of wet
hexes surrounding a bridge hex. Note also
that wet seasons make Objective four
more difficult, as the southern route is
clogged with wet hexes in the southwest
and central portions of the map. A central
route in the general areas of Verden and
Bruchhausen-Vilsen is preferable to a
strictly southern route in a wet season.

Seasonal differences don’t make as
much difference to NATO. Like PACT, it
is a good idea for NATO to avoid wet
hexes in a wet season, but NATO’s supe-
rior mobility should adequately compen-
sate for any seasonal movement limita-
tions. Anticipating amore central route for
advancing PACT units, NATO should
station several units in the Bremen area to

hold them off; the crossroads at 2913 is a
good central location for NATO.

An electronic warfare attack is deter-
mined by a die roll, with a 50-50 chance of
success. Although both players use the
same table and the same results, they are
not equally affected — since the PACT
player has more electronic points avail-
able to him in the game, he will use the
table more often, and since there is no
penalty for failure, the effect is more un-
certainty for the NATO player. Assuming
that half of the PACT electronic warfare
attacks will have no effect, this means that
NATO’s air support will be severely re-
stricted, increasingly soin the latter part of
the game when PACT can expect five or
six successful EW attacks per turn. Since
EW points cannot be used for defense, the
NATO player should use his air strikes to
exclusively support friendly attacks as the
game progresses.

Optional Rules‘

Optional rules do not affect players
equally. As seen, wet seasons hurt PACT
more than NATO, so the PACT player
should think twice before agreeing to op-
tional rule 20.0.

Rule 21.0, which allows for concealed
deployment to both sides, helps PACT
more than NATO. The majority of the
NATO units have mobile strengths in the §
to 3 range, but the mobile strengths of
Soviet units range from 8 to 19. Since the
Soviets have more to hide, hidden deploy-
ment favors PACT.

The benefits of the final four optional
rules are obvious. Rule 22.0 severely lim-
its the reliability of Polish units, a big plus
for NATO. Rules 23.0 and 25.0 are also
major advantages for NATO, especially
25.0 which gives a tremendous boost to
NATO by awarding it an extra movement
turn and earlier reinforcements. This ad-
vantage can be offset by employing rule
24.0, which accelerates PACT reinforce-
ment and allows PACT to set up the 1st
Guards Tank Division at the beginning of
the game.

Judicious use of the optional rules can
restore game balance between players of
unequal ability. Consider using 25.0,22.0,
and 20.0 (wet season) to help out a weak
NATO player, and 24.0 and 21.0 to assist
a novice PACT player. B
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Expandgd Sequence of Play
(continued from page 38)

on the Disengagement Table (4 4). NATO
may spend air support points to help units

disengage, and PACT may spend points to
hinder disengagement. ‘

2. Non-helicopter umits move accord-
ing to the rules of movement. Stacks can
consist of two ground and/or artillery-type
units in a single hex. Stacks can form

 hedgehogs. Entering any urban hex from
any direction is like Autobahn movement

(1/2 movement point per hex). Stacks
cannot use road movement. If a unit enters
a road hex occupied by a friendly unit, it
mustpay | movement pointtoenterin-
stead of 1/2 point. "

H. NATO Helicopter Movement

Helicopter units can move to any hexes
within their radius of action not occupied
by PACT units and can transport air mo-
bile units that have not yet moved during
the current turn, Helicopter units can enter
one PACT controlled hex at no penalty.
For each additional PACT controlled hex
entered by a helicopter, PACT rolls one
die. On aroll of 1, the helicopter and any
transported ground units are destroyed and
removed from play.

1. PACT Helicopter Reaction

PACT helicopters can move helicopter
units to any hexes within their radius of
action not occupied by NATO units and
can transport air mobile units that began
the phase stacked with them. Entering
NATO-controlled hexes is resolved as
explained above.

_J. NATO Combat Phase

1. Ground, artillery-type, and helicop-
ter units conduct attacks according to the
rules of combat. NATO can spend air
points to support attacks. PACT can spend
air points to support defense. NATO elec
tronic points can be spent in an attempt to
hinder PACT artillery and air support.

2. Any or all victorious attacking units :
__can advance along the enemy path of re-

treat. Stacking restrictions apply at the end
of the advance. '

‘ K. End of Turn

If this ends Game Tum 15, assess vic-
tory according to PACT’s successful
completion of objectives, ‘ g

The Wargamer 39




CAMPAIGN ANALYSIS
Once More Into The Breech

HORSE SOLDIERS

be battle of Tupelo (July 14,

I 1864) was probably typical of
~most Civil War battlesin so faras

the events of the day bore little resem-
blance to the plans conceived by the lead-
ers on either side. In a period when battle-
field communication was limited for the
most part to word of mouth or a hastily
scribbled note, it is surprising that any
instructions were capable of being carried

outas intended. Difficulties with the coor-

dination  of ‘movement between forma-
tions, unforeseen obstacles, lost or misun-
derstood orders, enemy fire, intransigent
subordinates and the untimely death of a
key leader, to mention a few, all conspired
to undermine the best laid plans of ‘any
army commander. The passage of infor-
mation from the firing lines back to the
commander was just as uncertain when
subordinates, faced with circumstances
that “precluded - consultation - with ‘their
“superiors”, were forced to take independ-
ent action. It was the soon-to-be-unem-
ployed general who did not quickly realize
that “It is a bad plan that admits no modi-
fication.”

With the introduction of Richard
Berg’s new system for the long enduring
Great Battles of the American Civil War™
game series, players are treated to a hefty
dose of the frustrations Civil War leaders
had to ‘swallow during a battle. In this
system a player must achieve a diceroll
result within a particular range before he
can move, fire, melee, change formation
and such with any unit or formation of
units. If he rolls the required number he
carries out his orders; if not, the initiative
passes ‘over ‘to the -other player. The
chances of “orders” being obeyed are in-
creased or-decreased by the command rat-
ing of the army commander, the brigade
commander, the line of communication,
and the current state of fatigue of the unit

Tupelo
by Paul Dangel

receiving the orders. (There is a good
chance that the commander of an ex-
hausted -brigade will tell your courier to
“buzz off™.)

Goneis the total assurance that you will
be able to march a brigade down a road,
shake itinto battle formation, fire a couple
of volleys, and go right in with the bayonet
while the enemy sits and watches. The first
time one of your brigades gets meleed in
road column because you lost the initiative
before you could change its formation, or
when you cannot get that exhausted bri-
gade to make one more attack that will
open up the enemy line, is when you begin
to appreciate the anxieties and frustrations
the real army commanders faced. The
system also succeeds in showing thateven
the best generals had to be willing to take
risks, since the highest rated leader in the
game has no guarantee of being obeyed by
his subordinates.

Tupelo is the first of the GBACW™
game series to use this system. It simulates
the attack by Nathan Bedford Forrest’s
“cavalry army” under the command of
Stephen Lee on the Federal 16th Corps

under A.J. Smith (of Pleasant Hill fame).
Forrest had been harassing the line of
communication of Sherman’s army which
wasmoving on Atlanta, He had alsorouted
aUnion force larger than his abouta month
earlier at Brice’s Crossroads. All this pro-
voked Sherman to exclaim that he would
be willing “to lose ten thousand men and
empty the Treasury™if thatis what it would
take to get Forrest. Smith maneuvered his
infantry corps, including cavalry, into a
position near Tupelo, Mississippi in which
Forrest (Lee) would be compelled to at-
tack him. After several unimaginative and
murderous assaults across open ground on
the morning of July 14, 1864, the South-
emners finally yielded the field to superior
Union firepower and withdrew.

‘What follows is a somewhat detailed
account of a playing of the Tupelo game. It
is not an example of how to play the game
“perfectly” for one will find mistakes,
sometimes stupid ones, errors in judg-
ment, and just plain bad luck; in other
words, atypical game and not a showcase.
The optional set-up for the Confederates
was used since the-players felt this option
provided better play balance.

The Armies

The Confederate -army consists - of
seven cavalry brigades and an independ-
ent infantry brigade (historically termed a
“division”). (See CSA Command Struc-
ture Chart.) The cavalry brigades are or-
ganized into three divisions, two of three
brigades and one of two brigades. There
are five artillery batteries, each with four
guns, which are distributed among the
cavalry divisions. Because of its dragoon-
like method of operating, this army has
beentermed a“cavalry army” by some and
a “mounted infantry army” by others.
Below is a brigade-by-brigade examina-
tion of the army showing Strength Points
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and averaged Morale Ratings:
Strength Ave, Morale

Points M/DisM.

Chalmers’ Div.

McCulloch’s Bde 28 4/4

Rucker’s Bde 18 4/4

Buford’s Div.

Crossland’s Bde 18 3/4

Bell’s Bde 26 5/5

Mabry’s Bde 20 4/4

Roddey’s Div.

Patterson’s Bde 14 5/4

Johnson’s Bde 16 5/4

Lyon’s Inf, Div. 42 -/3

Forrest’s Escort 2 6/5
- Total 184

The greatest problem for the Confederates
is that their army is much smaller than the
Federals (184 points to 237 points and 20
guns to 24) in addition to being shouldered
with the burden of the attack. But the Rebel
disadvantages are balanced by some posi-
tive points.

First of all two-thirds of their army is

mounted, giving them superior mobility
when presented with the opportunity to
overwhelm a portion of the enemy and
exploit any breakthroughs. The threat of a
cavalry charge is a tactic whose bark is
usually worse than its bite, especially in
Civil War days. Units in good order in
good defensive positions usually have
nothing to fear from even the most per-
fectly executed charge. However, disor-
dered units caught in the open are as good
as finished when ridden down by cavalry.
Again, the charge threat alone is usually
enough to keep an opponent from trying
anything too daring.

Secondly, three of its eight brigades
may use dismounted pistol tactics, which
allows these units to let go a volley in their
enemy’s faces just prior to an assault.

Thirdly, the CSA command structure
gives the Confederate player an additional
level of command. Lee is Forrest’s com-
mander and Forrest commands everyone
else. Lee’s command abilities were: cer-
tainly inferior to Forrest’s and in game
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terms this means that the CSA overall
commander has a lower command rating
than his immediate subordinate. Forrest
can be used to perform the essential but
rather unexciting duty of moving unat-
tached batteries and supply wagons. His
cavalry charge bonus can also be used
when the circumstances permit. Forrest is
most important as the backup commander
to Lee. Should Lee become a casualty,
Forrest would become overall comman-
der. Tam not suggesting that the Confeder-
ate player send Lee on a “death ride” into
the Union lines just to get him out of the
way. The scenario’s penalties for that ac-
tion are very severe.

Overall, the Confederate player has an
uphill struggle. Forrest’s victory at Brice’s
Crossroads was won against a force also
superior in strength. But the Union armyin
that battle was poorly led with most of its
manpower arriving on the field exhausted
and: disorganized. Forrest exercised su-
perb leadership, using the mobility of his
forces to take advantage of every Federal

~ CsA Commdnd Structure at Tupelo
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mistake. At Tupelo the Union army will be
better led and in .secure defensive posi-
tions. But worst of all, Forrest will not be
in command.

The Union force at Tupelo, under
command of A.J. Smith, is composed of
nine brigades, seven of which are infantry
brigades of the 16th Corps.(See USA
Command Structure Chart). This corps is
organized into two divisions; the First
(Mower’s) having four brigades and the
Third (Moore’s) with three. Attached to
Smith’s command is a brigade of United
States Colored Troops under Bouton, and
the Second Brigade of Grierson’s cavalry
division under Winslow. These last two
brigades were presentat the Brice’s Cross-
roads debacle. The force’s artillery com-
plement contains 24 pieces in 6 batteries.

While Smith’s corps cannot be called
an elite unit, it is fighting components are
pure “bedrock” in matters of numbers and
morale.

Strength Ave. Morale

Points M/DisM.
Mower’s Div.
McMillen’s Bde 20 -4
Wilkin’s Bde 35 -f4
Wood’s Bde 24 -/4
‘Ward’s Bde 9 -/4
Moore’s Div.
Murray’s Bde 32 -/4
Gilbert’s Bde 31 -f4
Wolfe’s Bde 25 -/4
Bouton’s Bde 36 -3
Winslow’s Bde 23 4/4
9 11 Cav (3rd Cav) 2 4/4

Total 237

The Union player enjoys the advan-
tages of superior numbers and the defen-
sive role in the game. His regiments are
strong and are average to above average in
morale. While weak in cavalry compared
to his opponent, his essentially defensive
role in the game better suits his solid infan-
try force. When his cavalry does get into
action it is better equipped in weaponry
than its Confederate counterpart:

Dispositions & Plcins

Since most of Smith’s set-up positions
are fixed, there are few options to discuss
concerning his deployment. The only

meaningful choices the Union player is
permitted to make are for the placement of
Bouton’s Colored Brigade, the assign-
ment of the 9 Il cavalry regiment, and two
of Winslow’s cavalry units. The Colored
Brigade is deployed to extend the line of
Wolfe’s brigade (3/2/16) southeastward
beyond the southern irrigation ditch in the
direction of the Victory Point hex at 3306.
The USCT artillery is placed on the knoll
at 3008 to cover the high ground that
reaches up to the woods. The 911l is placed
on the VP hex at 3306 and is assigned to
Bouton’s Brigade, although its initial
deployment places it out of command.
Winslow’s 3 Iw (a) and 4 Iw (a) dis-
mounted units are placed in the woods and
cornfield, respectively, west of VP hex
1221 to slow any Confederate advance
along the road. They are supported by the
remainder of Winslow’s brigade in
mounted formation at Harrisburg.
Mower’s division (1/16) is stretched
along the north edge of the ridge overlook-
ing the stream and cornfield at the north

end of the map. Moore’s division (3/16)
meets the west end (left flank) of Mower’s
line at right angles and continues the Fed-
eral front southward. Murray’s brigade (1/
3/16) faces the west and extends nearly to
the northern irrigation ditch. After a siz-
able gap of open ground to Murray’s left,
Wolfe’s brigade (3/3/16) spans the area
between the two ditches with the woods
directly to its rear. Moore’s third brigade,
Gilbert’s (3/2/16), is held in reserve at
Smith’s HQ near the orchard at 1006.

The Union player realizes that all his
plans must be in reaction to what the CSA
player does. Smith’s force already has a
lock on enough VP hexes to win. The
battle is simply a matter of holding on to
them.

The decisions the Confederate player
makes even before the game begins are
ones that he will have to live with for the
whole battle. The scenario rules require
him to enter at least five of his eight bri-
gades through at least three of the CSA
Entrance areas on the westedge of themap

Insert #1

Turn 9 (3:00 PM)

of Roddey’s division and Wolfe’s

(Roddey’s Division)
TCT Rolls: Johnson’s Brigade — 7
Patterson’s Brigade — 8
Declared Melees:
(1DPatterson, 5 Ala., 10 Ala. (a),

(2)4 Ala. (a) against 49 T11.
(3)Johnson, 4 Ala. (b), Williams
against Wolfe, 52 Ind.

No Union Retreat Before Melee
Effected Melees:

is captured.

dismounted pistol fire only to be

After a round of fire combat the units

brigade positioned as illustrated here.
Confederate Action: Divisional Assault

Stuart against G/2 IlL. artillery section.

(1)Patterson and the 5 Ala. assault the
artillery section. The 10 Ala. (a) is disor-
dered by defensive fire and does not as-
sault, Stuart fails the morale check and
does not assault. G/2 11l artillery section

(2)4 Ala. (a) survives defensive fire,
passes its morale check and performs

Roddey’s Attack On Wolfe

repulsed by the 49 IIL

modified Engaged procedure below).

brings in the 49 Il1. as reinforcements.

Second round of melee results in an At-

tacker (Wolfe) Retreat.

The divisional assault ends with
Roddey’s two brigades overrunning

Wolfe’s position, including the capture

of 2 artillery pieces.

Modified Procedure for Engaged Melee

Results (12.84):
Instead of “freezing” the engaged
units in the melee hex until the next

original defender in the assault may
continue the melee immediately. This
continued melee is not considered a

separate action and any of the defender

options presented in 12.84 may still be
used (counterattack, reinforce and
counterattack, or retreat).
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(3)Johnson’s stack assaults Wolfe’s
stack and the result is an Engaged (sce

Wolfe elects to continue the melee and

Assault action, as stated in the rules, the




b

on the first turn. The remaining three bri-
gades may: enter through any of the En-
trance Areas on any turn after turn one, but
their place and time of appearance must be
noted before the game begins and may not
be altered. The optional deployment per-
mits the CSA player to plan his attack
againstan enemy who by virtue of the rules
is fixed in position. By carefully sequenc-
ing which: unit will arrive in what order,
and with alittle luck, the Confederates can
lure the Union army- out of position and
attack it ‘with reinforcements from: an
unexpected quarter.

To win, the Confederate player must
accumulate enough Victory Points to ex-
ceed the Union player’s total. The easiest
way to do this is to grab VP hexes without
going “‘toe to toe” against the bulk of the
Union army.. Because cavalry casualties
are worth double infantry losses, the CSA
player must try to avoid: attrition: battle
situations or it ' will not matter how many

- VP hexes he grabs. An examination of the

map and the Union deployment reveals

that the most accessible and lightest de-
fended VP hexes are in the southern por-
tion: of  the map below the streamand
irrigation ditches. -Bringing ‘a division-
sized force through Entrance Areas Cor D
should be enough to push aside Wolfe’s
and Bouton’s brigades.

Buford’sdivision (2/C) of 3 brigades is
assigned to enter in mounted formation
through area D onturn 1, and push through
the woods and take the VP hex at 1221 and
the one deep in the woods at 2205, This
will: require. - Buford  to cut through
Bouton’sbrigade and brush aside Wolfe’s,
by which time the Union player will likely
be sending reinforcement over from the
northern end of his line. To counter this
Chalmers’ division (1/C) of two brigades
will also enter on turn one through areas €
and B, which will also satisfy all the CSA
deployment requirements. The role of
thiese two brigades will be to clear the high
ground: west. of Harrisburg occupied by
Winslow’s cavalry and capture the VP hex
at 1221, From there it will cautiously move
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eastward ‘astride: the Pontotac Road and
threaten the angle in the Union line at the
juncture of Moore’s and Mower’s: divi-
sions. Chalmers’ division will enter the
map dismounted. :

Rucker’s division (R/C) is scheduled to
enter the map on turn three (9:00 AM) in
mounted formation atEntrance AreaC. By
this time Buford’s division should be exit-
ing the woods ‘in front of Bouton and
Wolfe: Rucker will be in a position: to
assist either Buford’s advance or Chalm-
ers’ demonstration. Lyon’s infantry “divi-
sion” will enter the map ataréa B on turn
4in a fatigued condition. Itsrole will be to
occupy the ridge west of Harrisburg and
defend the VP hex at 1221. After it has
rested it will release Chalmers’ division so
it may move southeastward to assist the
main attack being carried out by Buford.

Turn One (7:00 AM):
Aufomatic CSA Initiative

The Confederate player uses his free
initiative action to move Mabry’s brigade
onto the map through area D. He desig-
nates another brigade movement action to
bring Bell’s brigade on through the same
area; At this point his plan begins to un-
ravel with his TCT roll of five (actually
four but Bell modifies the diceroll by +1)
and he is forced to PASS to the Union
player. :

Mabry’s advance from area D reveals
the Confederate hand to the Union player,
but the presence of one brigade is hardly
justificationto shift the army to face south-
west. Instead he attempts and succeeds in
moving some of the regiments of Murray’s
brigade (1/3/16) to close the gap between
that brigade and Wolfe s right flank. Next,
he orders Winslow to move his mounted
units from the Harrisburg west to the open
ground just east of the churchand ceme-
fery. Hé;e they change from column toline
formation. Becoming anxious about the
lack of support in his-center, he orders
Gilbert’s brigade (2/3/16) plus a battery
and a supply wagon closer to the cornfield
behind Murray’s position. Since there are

too few Confederate units onthe map toas-

certain their true objectives, the Union
player voluntarily PASSes.

Bell finally gets on'the map and moves
northeastward from area D to join Mabry.
He is followed by Crossland’s brigade,
Buford, two batteries of artillery and: fi-
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nally Forrest with his escort. Switching to
Entrance: Areas B-and C the Confederate
player orders: McCulloch’s brigade plus
one battery and a supply wagon onto.the
map. This brigade’s left rests on Pontotoc
Road with the remainder of its units ex-
tended south. Its objective is to occupy the
high ground and woods west of the church,
As it enters the woods atop:the ridge it
encounters Winslow’s: 3 Iw(a) cavalry.
Advancing onto the map in line north of
the road is Rucker’s brigade supported by
a battery. It runs-into: Winslow’s: other
advance cavalry, 4 Iw:(a), deployed in the
cornfield at:the -north. end of the high
ground. One battalion -of the 8th: Miss.
works its ‘way behind - the -dismounted
cavalry threatening to cut it off. In prepa-
ration to attempt a divisional assault, he

 tries to bring the division commander onto
the map butherolls a2 (“’snake-eyes’) and
his turn ends immediately.

The Union player sees the danger to the
exposed 4 Iw (a) dismounted cavalry and
orders the 4 Iw.(b) tocharge the Mississip-
pians. The charge is. perfectly executed
without loss and the cavalry wheels to its
right to melee the other half of the 8th
Miss. regiment. This unit retreats before
melee and the charge ends. Winslow’s
brigade, an independent unit, is out of the
command ‘range ‘of any Union. division
commander and must use the “C” line on
the TCT forits action attempts. The Union
playerrolls a 3 (FINISHED) trying to get
his cavalry to fire on Chalmers’ division.

Since the Confederate player’s turn is al- -

ready. over, this ends turn one.

The first hour of battle did not-go well
for.the Rebel player. Buford’s division,
while completely on the map, got only one
of the two marches it needed tostay on
schedule. Chalmers’ division only began
tomeet its objective before the turn ended.
The Union player has.a good idea of what
the Confederates are up to with two of their
three divisions on the map; however, just
where they will strike his line remains a
question,

TURN 2 (8:00 AM):
CSA Wins The Initiative

The free initiative action‘is used 1o
move Mabry’s brigade further northeastin
the - direction ‘'of the 'southern ‘irrigation
ditch, In order to avoid having to make his

TCT diceroll on the “D” line, the Confed-
erate -player attempts and succeeds in
bringing Lee on at area B. Bell is able to
move his brigade abreast of Mabry’s right
flank but the attempt to do likewise with
Crossland fails on a diceroll.of 5 (PASS).
Seeing the direction Buford’s brigade
is taking, the Union player is able to move
Gilbert’s brigade :(2/3/16): further to the
south so it is placed behind Murray’s right
flank.  Shifting attention to. Winslow’s
cavalry, he successfully rolls for several
rounds of brigade fire resulting in Confed-
erate: return - fire; all: of ‘which causes
Rucker’s ‘brigade to. lose two: strength
points before the Union rolls a PASS.
Crossland finally moves up.to Bell’s
right flank and the Confederate player
succeeds in moving that brigade a second
time (Action 2 for Bell). Buford. and
Mabry (Action 2 for Mabry) continue to
move through the woods keeping up witk

Bell. By now both brigades are one march
away ‘from -the -open field :in front -of
Wolfe’s (3/3/16) and Bouton’s positions.
The attempt to move Crossland a second
time - fails ‘when the ‘Confederate player
rolls a 3 (FINISHED).

Gilbert’s brigade is moved once again,
this time to the stream east of the northern
irrigation ditch. He is accompanied by the
9.Ind artillery and a supply wagon. The
Union player decides the time has arrived

-to shift-his 16th Corps to face the threat

from the southwest. He pulls McMillen’s
brigade (1/1/16) out.of its position and
marches it in the direction ‘of Murray’s
brigade ‘west .of ‘the cornfield: Moving
back to Winslow’s cavalry, the remaining
mounted cavalry units are dismounted and
sentinto the woods west of the church to
preventMcCulloch’sbrigade from sweep-
ing-around the Federal left. A dozen or'so
-ounds of brigade fire and return fire result

Insert #2

Turn 12 (6:00 PM)

McMillen’s brigade (1/1/16) ad-
vances on the church and cemetery
west of Harrisburg hoping to capture
VP hex 1221. Confronting it is Lyon’s
“infantry division” atop the high

Lyon outnumbers him in strength
points by over two to one but the
Union morale is generally superior. If
he can get three or four of Lyon’s

Union Action 1: Brigade Fire

TCT Roll: 10 (CONTINUE)

Fire: 10-Minn, 72 Ohio, 95 Ohio (11
SP’s) at Neely (2) in hex 1221 —
Result 9.(no effect)

Return Fire: Neely (a) (6.SP’s) at 72
Chio — Result 7 (1 hit, morale check
— passed)

Fire: 114111, 93 Ind. (9 SP’s) at
Neely (b) in hex 1122 — Result 10
(no effect)

Return Fire: Neely (b) (6 SP’s at 93
Ind = Result 7 (1 hit, morale check
—passed)

ground. The Union player realizes that

units to disorder or rout by fire combat
hecanclose foran assaulton the VP hex.

McMillen Rupulsed by Ly‘on

Union Action 2: Brigade Fire

TCT Roll: 7 (CONTINUE)

Fire: 10 Minn., 72 Ohio, 95 Ohio (10
SP’s) at Neely (a) in hex 1221 — Result
2(2 hits, morale check — passed)
Return Fire: Neely (a) (4 SP’s) at 72
Ohio —Result 4 (1 hit, morale check —
passed)

Fire: 114 111;, 93 Ind., (8 SP’s) at Neely
(b) in hex 1122 — Result 4 (morale
check — passed)

Return Fire: Neely (b) (6 SP’s) at-114
1. — Result 3 (1 hit, morale check —
passed)

Union Action 3: Brigade Fire
TCT Roll: 4 (PASS)

Confederate Action 1: Brigade Fire

TCT Roll: 8§ (CONTINUE)

Fire: Ghlsn (a,b), Neely (a,b) (22 SP’s)
~-at93 Ind. in hex 1020 — Result 3 (2

hits, morale check — disordered)

Return Fire: None

Fire: Blizhr (b) (6 SP’s) at 72 Ohio‘in

hex 1320 — Result 6 (72 Ohio disor-

dered, Bltzhr ammo depleted

Return Fire: None
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in all- but two. of Winslow’s troopers run-
ning out of ammo. For all their trouble they
kill one of Chalmers’ strength points and
disorder several other units while losing
one SP of their own. The nearest supply
wagon is at the far end of the map, so there
is no question of immediate resupply. The
turn. winds up- with the Union player
moving this supply wagon part way up the
road to Harrisburg along with several units
of Wilkin’s brigade (2/1/16). Two con-
secutive PASSes on the TCT ends the
second hour of the battle.

While Buford’s division -has made
decent progress through the woods, it is
still a march behind. Chalmers’ division
continues to be mired down on the high
ground west of the church, blocked by a
single cavalry brigade. Chalmers cannot
really be blamed because the Confederate
player has spent all his dicerolls getting
Buford through the woods. If his dicerol-

ling does not improve in the next hour'a
change in plans may be necessary: The
Union player: chuckles gleefully: at- his
opponent’s frustration. He feels he has the
situation well in hand and is sure of the
Rebel intentions:

TURN 3 & 4 (9:00 - 10:00 AM):
CSA Wins Initiative Both Turns

These two turns develop into pure
maneuver phases for both sides. Buford’s
division continues its northerly trek thru
the woods and ends tum four poised on the
edge of the clearing in front of Bouton’s
USCT brigade. The Union player has
managed to move all of Moore’s division
of the 16th Corps to the south side of the
stream east ‘of the irrigation ditches.
McMillen’s and Wilkin’s brigades of the
1/16 complete their shift from Mower’s
right ‘flank ‘to  the left, occupying the
ground previously held by Murray.

Confederate Action 2: Brigade Fire
TCT Roll: 9 (CONTINUE)
Fire: Ghisn(a,b) (12 SP’sy at 93 Ind., in
hex 1020 — Result 7 (morale check —
second disorder becomes a rout; unit re-
treats to 1017)

Return Fire: None

Fire: Neely (a,b) (10 SP’s) at:114 1IL;, in
hex 1120 —= Result 2 (2 hits =114 111
disordered)

Return Fire: None

Confederate Action 3: Brigade Fire
TCT Roll: 5 (PASS)

CAMPAIGN ANALYSIS
Once More Into The Breech

Winslow’s cavalry continues to with-
draw eastward: south  of Harrisburg and
into the cornfield where they will be resup-
plied.  The  Confederate ‘player. prods
McCulloch’s brigade into and through the
woods around the church and cemetery
recently evacuated by Winslow’s troop-
ers.. Neither Roddey’s nor Lyon’s regi-
ments have arrived on the map as poor
dierolls continue to plague the Confeder-
ates. Instead of having his main blow. fall
on only Bouton’s and Wolfe’s brigades he
is now: faced with fully half of the 16th
Corps!

TURN 5 (11:00): CSA Wins the
Initiative (Once Again))

Considering how quickly the Federals
are reinforcing their southern: flank; the
Confederate player decides the opportu-
nity for a methodical dismounted attack
against Bouton has been missed: He in-
tends to: set up Buford’s division for a
massed cavalry charge against the USCT
brigade, hoping its relatively low morale
will make it retreat and disrupt the rein-
forcements arriving behind it: With this in
mind he is able to position two of Buford’s
brigades (Bell and Crossland) in mounted
linie: formation: in the: clear ground just
northeast of the woods. Instead of atterpt-
ing to charge with just these two brigades
he ‘decides to throw in Mabry’s brigade
also, but to do so he must first change its
formation. from: column to line. This at-
tempt fails and play PASSes to the Union
side. :

Seeing what the Confederates are up to,
the union player moves Gilbert’s brigade
(2/3/16) behind - the USCT: battery, and
Murray’s: brigade - (1/3/16) -across  the
stream behind Wolfe (3/3/16). Bouton’s
brigade opens fire on some of Mabry’s
mounted units causing some units todisor-
der. The next attempt to do the. same fails
with a PASS.

Mabry rallies the disordered units and
succeeds in. getting: his brigade: in:line
formation. The time has arrived for the
charge to begin. Buford is:in command
range of all his: brigadiers. Mabry’s bri-
gade is on the left with its flank touching
the end of the southern irrigation ditch.
Bell’s brigade is in the center astride the
ridge. Crossland’s Mounted Infantry cov-
ers theright, extended up to the 9 lllon VP
hex 3306. The division commander begins
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to lower his upraised sword signaling the
commencement of the three brigade as-
saults when he hesitates..: (the CSA player
has justrolled a4 —PASS).

Bouton’s three regiments and artillery
battery open a galling fire on the mounted
Confederatesacross the field in front of the
woods. Several rounds of this fire, which
the Rebel cavalry cannot return because
they are out of range, causes 12 SP losses
plus several routed units. When Bouton's
units have run out of targets and/or ammo,
the artillery battery continues to bombard
Crossland’s brigade. '

The Confederate player must now put
his shattered division back together. The
surviving units arerallied, dismounted and
deployed along the edge of the woods. The
chances.of finessing the Union player are
all but gone. The only hope of victory now
istotake the VP hexes by:storm. To do this
will'require all available troops. He suc-
ceeds in. bringing both brigades of
Roddey’s division on the map and moving
them into the area between the two ditches
before rolling a FINISHED.,

The Union player completes his turn by
attempting to order Murray’s brigade to
come to Wolfe’s support but two consecu-
tive PASSes end the turn.

TURNS 6 & 7

(12:00 NOON — 1:00 PM): USA
Wins Initiative Both Turns

(For A Change) |

After the fiasco with Buford’s aborted
cavalry charge, both sides spend the next 2
turns preparing for the inevitable Confed-
erate assault. The Union player nervously
shifts McMillen’s and Wilkin’s brigades
in the center of his line. At one point he
even contemplates going over to the offen-
sive himself butquicklyrealizes that thisis
exactly what his opponent desires, i.e. to
leave his carefully prepared positions.

The Confederate player spends his part
of both turns moving up two artillery bat-
teries (Morton and Rice) to the edge of the
woods on Mabry’s left. These guns are in
a perfect position to enfilade Bouton’s
brigade while Buford attacks it from the
front. Further north he moves Roddey’s
division closer-to Wolfe’s position be-
tween the two ditches. Lyon’s brigade is
still off the map and by the time it does
come on it will no longer be fatigued.

TURNS 8 & 9 (2:00 — 3:00 PM)
USA Initiative Turn 8,
CSA Initiative Turn 9

Too anxious to waitfor the Confederate
player’s attack, the Union PASSes after
moving Winslow’s cavalry to a reserve
position behind his line. He does not have
long to wait, since the Confederate player
moves Patterson’s and Johnson’s brigade
of Roddey’s division up to contact with
Wolfe, at which point he rolls a PASS.
Wolfe attempts to get in the first volley but
rolls a PASS instead. End of turn 8.

On turn 9 the Confederate player shifts
the . scene. of -the action by . moving
McCulloch’s  brigade . from. the - church/
cemetery, area to Johnson’s left, facing
Wilkin’s brigade (2/1/16)..-When he tries
to do the same with Rucker’s brigade he
rolls a PASS. ‘

Once again Wolfe is ordered to open
fire on Roddey’s division, which he suc-
ceeds in doing. Both sides trade fire and
return fire for several actions before the
Union playerrollsaPASS. The firefightis
continued by the Confederates until they
PASS, Wollfe fires for a few actions and
PASSes back. Casualties have been mod-
erate in spite of the close proximity of the
combatants. A Federal battery, G/IlL, has
been doing most of the damage to the
Rebels so the Confederate player decides
itistime to take it by assault. Roddey is in
position fo conduct a divisional assault,
whichhe opts to do despme the outcome of
his last such attempt.

This time both the brigades succeed in
meleeing and the battery along with most
of Wolfe’s position is carried. (See Insert
1). Roddey next deploys Pettus’ Flying
Battery and begins bombarding Wilkin’s
exposed left flank until a PASS result puts
an end to it.

The Union player yields the wooded
angle formed by the ditches and the
stream, along with the captured battery.
Herallies the remnants of Wolfe’s brigade
and forms them along the stream that leads
into the northern ditch, and at this time he
rollsaPASS. The Confederate player does
the ‘same- trying to rally: some of
Patterson’s units.

This turn-has given the Confederate
player new confidence. Although he has
suffered more casualties than his oppo-
nent, he feels thata well coordinated attack

on the Federal line will force the Union
player ‘into ‘some ‘hasty, and hopefully
costly, offensive actions.

TURN 10 (4:00 PM):
USA Wins The Initiative

The fighting between Wolfe and Rod-
dey extends north to Wilkin’s and
McCulloch’s brigades. After a dozen ex-
changes of fire between them the Union
player finally rollsa PASS. The Confeder-
ate player moves Rucker closer to the front
line on McCulloch’s left but PASSes be-
fore the brigade can join the action. The
Union player renews the firefight for sev-
eral rounds before he rolls a FINISH.

With Rucker’s brigade in position to
cover McCulloch’s left flank the Confed-
erate batteries, Thrall and Ferrell, begin to
bombard the Union units in the cornfield
(McMillen’s and Winslow’s brigades).
This succeeds only in lowering their
ammo levels without doing much damage
to the enemy. One of the supply wagons is
brought forward and after several resupply
actions the turn ends.

TURN 11 (5:00 PM):
CSA Wins The Initiative

This is ‘the “‘do or die turn for the
Rebels. He must take VP hex 3306 and be
in position to capture the other one at hex
2205 by ‘turn 13, He cannot worry too
greatly about casualties, and must try to
inflict at least as many as he takes to
achieve even the lowest level of victory.
He begins the turn by moving Buford’s
two intact brigades, Bell and Crossland; to
where he can execute an overwhelming
divisional assault on the 9 11l dismounted
cavalry (hex 3306) and the USCT battery
(hex 3008). Bell succeeds in making his
assault dieroll (‘7?) but Crossland fails on
a ‘3’ (normally a FINISHED result but for
divisional assault attempts it becomes a
PASS).

The Union' player: moves Gilbert’s
large brigade (2/3/16) into the gap be-
tween the ‘9 111 -and the USCT battery to
counter the Rebel assault. When Gilbert
attempts to fire on Bell he PASSesinstead.

Crossland’s brigade manages to assault
the 9111 onits own, onlyto have the Federal
troopers withdraw before combat leaving
the VP hex to the Confederates. Bell’s
depleted brigade is too weak to tackle
Gilbert head-on so Rice’s and Morton’s
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batteries open a long-range bombardment
on Gilbert’s flank and rear, hoping to dis-
order or rout a few of its regiments. The
CSA turn ends after only a couple of inef-
fective artillery fire actions.

Gilbert’s brigade opens fire on Bell and
annihilates half its units, causing the bri-
gade to exceed its BCE level and rout into
the woods to its south. The same treatment
is dealt to Crossland who also retreats to
the woods. The Union player recovers VP
hex 3306. He spends the remainder of his
turn positioning the brigades of Mower’s
division for an attack on the church area in
hopes of taking VP hex 1221 and putting
the Confederates away for good.

TURN 12 (6:00 PM):
CSA Wins The Initiative

With the last flicker of hope for any
chance of victory extinguished in the last
turn, the Confederate player decides to
minimize any further losses and keep the
Federal level of victory as low as possible.
He uses the free initiative to bring Lyon’s
‘division’ onto the map through area B. It
was originally scheduled to arrive on turn
10 in a fatigued condition, but after the
long delay it has returned to a normal
status. The attempt to pull Chalmers’ divi-
sion back from the Union center results in
the CSA player rolling a FINISHED. (The
dice went right into the trash ¢an on that
one.)

The Union senses the time for the kill
has arrived. He quickly smashes through
Chalmers’ units but with equal loss to
Wilkin’s - attacking brigade. Pursuing
Chalmers’ routed survivors, McMillen’s
brigade runsinto Lyon’s fresh units defen-
ding VPhex 1221 near the church. The en-
suring fire combat results in McMillen
losing 8 SP’sto Lyon’s loss of 2 (Insert2).

Fearing that capturing the remaining
two enemy held VP hexes may cost more
casualties than points gained, the Union
player declares his turn over and that he
will not contest the two VP hexes (1221,
2215). The Confederate player agrees to
this informal truce since he lacks the
strength to break through the Union line.
The battle ends.

Aftermath

The final tally of the Victory Points is
an accurate measure of the performance of

both sides:
Union ‘
CSA Losses: 102 points (50 Cav x 2 + 2
I |
VP Hexes: 60 points (0803, 2205, 3306,
0811)
162 total points
Confederate
USA Losses: 44 points (4 Cavx 2 + 34
Inf + 2 Guns) :
VP Hexes: 30 points (2215, 1221)
74 total points
Difference 88 points = USA Strategic
Victory

The most obvious reason for the level
of victory achieved by the Union player
stems from points awarded for CSA cav-
alry losses. Cavalry is given a higher point
value because it represents a greater in-
vestment in' training and equipment per
man than was required to put an infantry-

man into the field: The game’s challenge

for the Confederate player is to réach
geographic objectives without offsetting
their value with his own casualties.

Given the circumstances presented by
the scenario itself, could the CSA player
have done better? Nothing could help his
absolutely- abysmal dicerolling, which is
an uncontrollable factor in any game. But,
all luck aside, what can the Confederates
do tactically to exploit their advantages?
One has only to point to the defeat of
Wolfe’s brigade on turn 9 to see an ex-
ample of a perfectly executed dismounted
attack, contrasted with Buford’s costly
cavalry charge attempt on turn 5. In the
former case Roddey’s division moved
with the high mobility afforded to it by
being mounted. When the proximity of the
enemy made remaining mounted too risky
(and costly), the troopers dismounted,
performing their fire attacks and final as-
sault on foot. Buford’s “charge” shows
what happens when cavalry is caught in
the open within range of small-arms fire
and artillery.

The lesson taught by these two in-
stances is, when opposed by an enemy in
defensive positions, cavalry must use its
mobility to bring greater numbers to bear
on a portion of the enemy line without at
the same time exposing the vulnerable
mounted units to hostile fire; i.e., approach
mounted — assault dismounted. (“Fustest
with the mostest.”)

Would there have been a difference if

CAMPAIGN ANALYSIS
Once More Into The Breech

Forrest had been the overall commander?
Forrest’s Command Rating for Tupeloisa
“B”; the same as Smith’s. Lee’s Rating is
a “C”. The only difference between the
“B” and “C” rating is on the PASS and
FINISH columns. There is a slightly better
chance of FINISHing (2 or 3 on the dice-
roll) on the “C” column than on the “B”
column (2 only). Both ratings have an
equal chance to CONTINUE. In terms of
winning the Initiative each turn the CSA
player certainly did better than the Union,
eight out of the twelve turns played, in
spite of the fact that he had only a one in
three chance of doing so.

Anyone who feels that the CSA
charces of winning would be improved if
Forrest commanded instead of Lee should
go ahead and use Forrest as' the overall
commander. After all, Lee did give Forrest
the choice before the battle began — per-
haps- the Confederate- player: should be
given  the same opportunity. :(In . the
developer’s notes for Horse Soldiers ™
(The Wargamer V. 2, N. 5) L'erroneously
reported that Lee “superseded” Forrest as
the Commander at Tupelo. Designer and
historian Richard Berg enlightened me.
Forrest gave up command to Lee voluntar-
ily.)

The Union player correctly interpreted
his opponent’s opening moves and took
advantage of the opportunities presented
by the poor Rebel dicerolls to shift the
facing of his army from northwest to the
southwest. Such a move was not without
considerable risks. For instance, had the
CSA player been able to complete his
intended moves, each reinforcing Union
brigade might have been overwhelmed
individually, as happened to Wolfe.
Winslow’s. cavalry brigade while in its
advanced position around  the- church
would have undoubtedly suffered the
same fate if Roddey’s division had arrived
earlier. But, as it was, luck was on the side
of the North in this game, and “What is
Tuck,” mused Napoleon, “but the ability to
exploit accidents.” , 7}

~ IMPORTANT ERRATA
Lee ‘sinitiative rating shouldbe C,

_ Forrest’s should be B. The Com-

_ puter ate this vital information

during the production of the

counterst .
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Reviews of Halls of Montezuma and To
The Rhine, and Blitzkrieg at the Ardennes

Traditional board war games rarely
translate exactly to the computer. Some
computer designers find them too dull,
and try to attach bells and whistles,
while others seem to suffocate in trying
to find a workable solitaire strategy for
the computer, without giving it
enormous advantages to make up for its
lack “of reasoning. :Computerized
boardgames, however, do have several
major advantages, mostly in that you do
not have to take the time to set them up,
or worry about where to leave them set
up, as everything is stored to disk. The
computer can also take care of a lot of
the chores of playing a computer game,
from fatigue and supply to movement
points.

The three games reviewed in this in-
stallment of the column represent three
vastly divergent styles of computer de-
sign as applied to traditional board war
games.

The SSG style has become a system,
each instaliment of which, from the
original Battlefront through Russia, De-
cisive Battles of the Civil War and now,
Halls of Montezuma, improves on the
last, but remains essentially the same. If
you like any one, you will probably like
the rest, and the reverse is also true. Re-
gardless of whether you like the system
{ personally do not, but the reviewer
does), the theories behind its design are
well explained in the text. The designers
also give you the means and documenta-
tion to cheat legally by going into the
design and rearranging things, or creat-
ing your own scenarios.

Modern Generals, Bit by Bit
Reviewed by Mark McLaughlin with Chuck Moss, Naor Wallach and Robert Lindsay

HALLS OF MONTEZUMA

From the Halls of Montezuma to the
shores of...well. You may not invade
Gaddafi-land, -but: Strategic - Studies
Group’s new: computer game takes you
everywhere else. Called The Halls of Mon-
tezuma and subtitled ‘A Battle History of
the United States Marine Corps”, the game
lets you command the fighting leather-
necks from Mexico City to Hue.

Designedbyateamled by SSG’s stellar
duo Roger Keating and Tan Trout, Halls
expands-and links with their previous Batz-
tlefront system. There are seven combat
scenarios; Mexico City, Belleau Wood,
Iwo Jima, Okinawa, Pusan, Inchon, and
Hue. The games can be played between
two humans or:in solitaire mode, with or
without an “enhanced” feature that ups the
computer’s power. In addition, a design
program allows you to customize your
own game scenarios with SSG’s construc-
tion routine “Warplan” and to fool around
with map and icons in the “Warpaint”
mode. ‘

The game is fast, simple, and, due to
superb tutorial-rulebook documentation,
can be quickly played. The packaging is
outstanding, with a large separate map-
sheet detailing the terrain. A 104-page
handbook crams in game instructions,
tactical advice, a history of the Marine
Corps, scenario notes, detailed explana-
tions of how to construct a scenario, xerox-
ready charts and a bibliography. Thereisa
save-game utility.

The on-screen display is colorful game-
board-style hexagons, with each menu’s
pertinent information inserted on the bot-
tom. Maps have 7 x 13 hexes on-screen,
and can go up to 39 across and 28 down.
Each hex represents approximately one
kilometer from side to side. Victory of

varying degrees is awarded on the basis of
points earned by capturing and holding
designated objective hexes.

Like Battlefront éndRussia, Halls uses
Keating and Trout’s menu-driven game
system. Instead of a command list, the
player cycles through a series of menus on
his keyboard, selecting options, accessing
units, choosing objectives, and allocating
support. A player doesn’t command indi- -
vidual units, but checks the menns to see
the status of his army. He gives his divi-
sions and regiments objectives to capture,
then sits back and watches the units Tun
around independently on the board. Every
turn, he decides who gets varying levels of
“support points” simulating air/artillery,
and specialized units, like engineers.

Halls is strictly a land game, with all
pieces and units either on the ground or
arriving from . off-screen. There is no
amphibious or combined arms aspect. The
player cannot vary where the troops hit the
beaches nor is there, aside from the sup-
port points, any tactical use of Marine
airpower.

Games run from Hue’s 99 turns to
Mexico City’s eight. Each turn generally
takes about ten minutes, the program run-
ning fast and easily. Each turn represents
six hours, with every fourth turn in night-
time (sleep preferred) mode. Weather fac-
tors will complicate. In addition, Halls is
compatible with Battlefront or Battles in
Normandy; previous scenarios can be run
in the Halls program.

In short, this is an admirable attempt to
provide maximum value for your dollar
(orpound), anditsucceeds onmany levels.
While no creative breakthrough in gam-
ing, the scenarios give generalship a
wringing workout, challenging the player
in terrain from open to broken to urban.
You confront a variety of foes, from a few
hapless 1848 Mexicans to a lot of canny
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North Vietnamese and suicidal Okinawa
defenders. There are six difficulty Ievels
which raise or lower required victory point
totals. Plus, when you master or get tired of
the given scenarios; you can-make your
own or boot up a different SSG game and
play some more.

That’s the good news: the bad may be
peculiar- to me. I’ve. reviewed every
Keating-Trout game: to-come down the
pike since 1985, and I grow increasingly
vexed with the command-control system.
In a nutshell, the SSG folks have decided
to base their games on the proposition that
a commander shouldn’t; and realistically
can’t, expect to control his army.

Thus the role of the player is to select
objectives:from a pre-set list {(and it’s a
damn small list, too), and assign them.
Once assigned; it’s neither simple nor easy
to alter objectives; and despite a fight-
what-you-see option; the inflexibility and
limited command system can drive you
absolutely up the wall:

You cannot say.‘‘go there”, and have
your commands: obeyed. The objectives
are pre-set and freeze all campaigns into
predetermined - channels. True, they’re
good objectives, but isn’t the idea of war-
gaming to let you take charge? I know it’s
realistic for a general to give commands,
then sit and watch them get screwed up,
but oy vey!. If I want to be a spectator ata
video. game, I'll go:watch my daughter
play Burger Time.

Now Iwanttobe fair: it may be thatI’ve

personally burned out on the SSG series.
And don’t get me wrong, I’'m impressed
with SSG’s games, with their attention to
detail, with. the respect and concern. for
player/customers that they show. Halls of
Montezuma is excellent value; a compen-
dium of fast; deceptively simple, but very
challenging = computer. - wargames.  Its
documentation” is excellent. Its replay
value sets an industry standard.

If you like and can easily work within
the game system, this meaty package is
heaver. If not, not. Just starting out? This
one is a good introduction to computer
gaming. Even. though you don’t get to
invade Libya, I give it high marks, if not
the “A+”.

Halls of Montezuma is available for the
Apple 1T (64K) and C-64 computers for
$40.00. — Chuck Moss

The second systemic approach to
board war games: for -the:computer
comes from SimCanada, whichmade its
name in board games over the last dec-
ade, but has now switched almost en-
tirely to computer games. Steven New-
berg and his designers did not want to
put graphics in their games; and used to
give you a mix of board game and com-
puter game, with a map and counters to
set up and move, and a computer disk to
access for your opponent’s moves. This
system gave you the feel (literally) of
playing a board game, with a computer-
ized opponent.

Some gamers (like the one who re-
viewed To The Rhine, below) donot like
this approach, as it leaves you with the
old problems of setting up and storing a
game, and forces you to translate the
computer’s decisions yourself. Some
reviewers, however, think thisis a fairly
elegant system; not unlike a text-only
adventure game. With that in mind,
read on...

TO THE RHINE

To The Rhine is atheater-level wargame
that: attempts: to recreate the situation in
Europe between August 29 and December
14, 1944 This is the second in a series of
games whose subject is the western front
during World War II.

The game comes: packaged in a stan-
dard plastic tray that is normally seen in
board games where you have the problem
of storing your counters once you’ve torn
them away. from the die-cut sheet. In this
instance, the only things stored in the tray
are- the ‘eight page rule book, the floppy
disk; two laminated maps, two grease
pencils; and two issues of the Simulation
Canada’s newsletters.

The rule book covers the important
facets of setting up a game, explanations of
all the different menus and commands that
youneed to know and interact with, and a
description of the different scenarios and
objectives for each. There are several
spelling mistakes and other gaffes in the
manual which give the impression that this
manual was rushed in its production.

The two:laminated maps are double-
sided and contain roughly the same infor-
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mation. However; one side is printedin'a
set of colors that I believe are meant to
show the relative height of the terrain
while ‘the: other side ‘tends to ‘'show the
political boundaries. On either side, you
will find the names of about 140 towns that
are sprinkled throughout the map. For
entering the city into the game, each city is
identified by a number. The numbering
scheme used is rather unusual. If you try to
follow the numerals in ascending order,
you will find your gaze travelling repeat-
edly up and down the height of the map
while slowly panning from left to right. To
confuse further; sometimes the numbering
seems to be non-sequential; butif youlook
hard enough, you will find the next num-
ber somewhere on the map. The rivers are
supposed to play a majorrole in this game.
However, only one side of the map (the
political one) shows the names of the triv-
ers:

The two grease pencils are used tomark
your progress on the maps. The ideais that
you may stop a game and yet have every-
thing ready for you when you pick it up
again. And, because this can be played as
atwo player game, you enstre security by
justturning your map over to the other side
so that the other player cannot see what
you plotted.

The two issues of Simulations
Canada’s newsletter were very instructive
reading.-In one of them, Simulations Can-
ada promises that they will not become
“;..a graphics game company.” Actually
that’s too bad; considering the direction
that is being taken by computer games.
The newsletter is sent only to-those who
have ‘purchased ‘a Simulations: Canada
game and sent back the registrations card,
and those who purchased games directly
from Simulations Canada by mail. It is
purportedly notavailable in any other way.
The newsletter is basically a marketing
brochure promoting Simulations
Canada’s latest offerings and telling you
of their future plans and releases. It also
inchidesasmall section of mini-reviews of
other companies” products which can be
very interesting if you have any of the
competition’s offerings.

The game is played by issuing a series
of keyboard commands that allow you to
travel through the menu system imposed
on you by the game’s designers. The
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“Game Tum Menu” is billed as the
“...central zone...” of the game. It allows
you to select which player gets to-move at
that particularinstant, when combat and its
resolution will commence, and gives you
access to the menu that lets you save the
game and exit from it,

The next level of menus is-called the
“Player Turn” menu. This is: where you
have access to the intelligence menu, the
Supply Allotment function, the Air Power
Allotment : function, the ~Allotment of
Replacements function, and the Issuing of
Orders function. Within the intelligence
menu.you may: check up on the general
situation which includes the weather re-
port-and the status of your troops and the
enemy’s based on your last turn, yourown
units’ status, and an abbreviated status of
enemy units, In all cases, you may call up
a more detailed report on each individual
unit by going through another menu level.

Your activities as theater commander
are to follow the menu orderings. You
must first check on your units’status. Then
you should allocate supplies and air power
to-them. And finally, you:should issue
replacements and orders -to your units,
Each turn represents one week of :action
and you may- specify, within that week;
when particular units should launch their
attacks of moves with an accuracy of three
movement points per-day. After you have
finished entering all the required com-
mands; the combat resolution  phase - is
entered, and you view the screen where
messages about what ishappening to your
units are displayed. 'When .the week’s
fighting is over, you are given the next turn
and-can go through the whole sequence
again until the end of the scenario.

You may play this game as either.the
Germans. or the Allies against the com-.
puter, watch it play itself, or play against
another ‘human opponent. with the com-
puter acting as the referee. There are five
scenarios covering different aspects of the

~ campaign and allowing for some ‘‘what

if...” type of activities. Under each sce-
nario, the force mix or strength of different
units may be changed. Otherwise, there
reallyis nodifference between any orall of
the scenarios. ,
Frankly,Ifoundplaying this game tobe
somewhat distasteful. With all the recent

advances in the computer wargame field
that have yielded better and better games;
this one seems like a throwback to earlier
and more primitive times. Forinstance, the
lack of any graphics. 1 can understand that
this makes it-a lot easier for Simulations
Canada to move their games across to
different lines of computers very easily.
Howeverl, as the consumer, suffer for it. I
find nojoy in having to constantly shift my
gaze between a bunch of text characters on
a screen and poorly drawn maps that I'am
marking up with a hard-to-erase grease
pencil. To getinvolved in the game to any
degree, I found that I had to'keep note-
books full of notes and constantly refer to
them. This is not the purpose of playing a
game on a computer!" The idea behind
computers is that they perform all of the
drudgery, not me!

What passes for-a player interface is
another bad example. The menu system
requires you to-look up a character on the
screen, and then type it in. There is no way
to use: cursor keys. or-(heaven forbid!) a
mouse or other more instinctive pointing
device. The menus are very inconsistent,
requiringatone time the pressing of aletter
and at other times the pressing of a num-
ber. The menu system is also capricious in
some of the ways thatithandles yourinput.
After playing the game for-a'while: you
may get used 1o hitting certain sequences
of keys quickly to denote certain units and
the actions that you want them to perform.
Don’tdo that! After some time, some new
units may become- available, at-which
pointall assignments of menukeys to units
are shifted around and all your key strokes
will go towards commanding the wrong
unit.

There are many bugs strewn through-
out the program. I will mention only a few
s0 as not to bore you too much. The game
requires you to enter a password which it
then verifies prior to letting you enter the
game, Very nice. Unfortunately, it also
does this when you are playing against the
computer.-Now: I ask you, who is more
likely:to cheat? You, or:the computer,
which has access to.all the info anyway?
During replacement allocation, there is no
indication of how many units and what
types may be allocated to.each sub unit.
Consequently, ‘you ‘must -try- things . out
until the computer stops jeering at yow-and

telling you that you cannot do that. Addi-
tionally, once you have allocated all of one
kind of unit, you are still expected to tell
the computer that you want to allocate zero
of zero units to that subunit while trying to
allocate the other kind. That could have
easily been fixed with a simple check
within the program’s code. The final bug
that T will mention concerns the speed of
the screen displays. When you are in the
Combat Resolution Phase, all results of
battles and movements are displayed
briefly on the monitor. Briefly means just
that; in most cases you will not have ‘e-
nough time to read the words, let alone
understand their meaning prior to more
and more displayed messages clearing
your screen and replacing the previous
ones. A slight delay or a request for player
input prior ‘to clearing the display would
have resolved this issue.

To The Rhine is an attempt to portray
the Allied advance to the river during the
closing stages of World War II. Unfortu-
nately, the ‘many -technical impérfections
and the fundamentally unsound design
philosophy of this game cannot allow me
to recommend it to anyone. It is my opin-
ion that in the age when Strategic Simula-
tions, “Inc. puts ‘out a game like Rebel
Charge at Chickamauga and other compa-
nies have fine products out there; that
Simulations Canada will have a very hard
time selling this throwback to the early
days of computer wargaming.

To The Rhine is available for the Apple
I and IBM computers for $42.00.

— Naor Wallach

A third style that first appeared in
the older SSI designs is to take a board
game and translate it, piece by piece, to
the computer screen. This, unfortu-
nately, has often meant a laborious type
of play with lots of scrolling maps,
counting out of movement points and
figuring of charts and tables without
another player there to help youspeed it
along. Sometimes it works, sometimes it
does not.

One game where it really does work
is Blitzkrieg at the Ardennes, a new game
by a-new company for.a new machine,
the Amiga 500 (one of the 16-bit ma-
chines that are only now delving into
real wargames).
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BLITZKRIEG
AT THE ARDENNES

The Amiga has: finally overcome its
initial problems to become the premier
graphics home computer. Now that the
Amiga 500 has become a hit, wargames
are finally being released for the Amiga.
The first was the conversion of SSI's
Kampfgruppe which was greatly - im-
proved by being rewritten in C to make it
much faster. Still itis only a conversion of
a game designed for the 8-bit machines of
the past. The first wargame to be designed
from the ground up for the Amiga has been
réleased. Command Simulations’ Blitz-
kriegatthe Ardennesisthe besttransiation
of a paper wargame created so far.

I'wish to stress this at first — this game
isnot a breakthrough in'terms of advances
in the computer wargames field of limited
intelligence or operational control of your
units as in some Simulations Canada
games. This is just the simplest system I
have seen so far for land wargames.

The initial screen of BATA is embar-
rassingly crude; given whatfollows it—a

scene of apoorlyanimated Hitler yellingat

his generals. Following this you are given
the main menu from which to chose which
side the computer will play, what the
weather will be like during the 1/2. day
turns from 16 December to 31 December,
what skill level the computer will play and
finally any handicapping of stréngth for
the forces of either side.

Now we see where the game really
shines — the map and counters. The map
is a 35 x 45 hex map showing all the
standard terrain — rough, woods, cities,
rivers, bridges and the Siegfried line. But it
isdonein 16 colorsandisviewable at three
levels: entire map which is used to select
an area to examine closeup, ‘a medium
view of half the map used to show both
side’s units and ZOC, and the closeup map
which givesa6x 8 hex view of the areaand
both side’s stacks of units. You can view
all the units in a hex without having to
examine them individually because the
counters are stagger stacked. The counters
are equally impressive. Each country has
its own background color, and each unit
type hasits own silhouette for armor, mech

infantry, infantry, rocket artillery, artil-
lery, paratroops and infiltrator. Each unit
has its strength and movement allowance
displayed along with a bar indicating the
reémaining percent of ‘the unit’s current
strength. The map and counters truly make
great use of the Amiga graphics.

The game uses the standard move/fight
sequence of play, biit this is aided greatly
by the use of the Amiga mouse forall game
functions. To move units you collect them
by clicking on them with the mouse. You
then can have the computer indicate where
the units'can move and select the area in
which you wish to place the units. Another
mouse click places them there, along with
amark on the counter indicating that it has
moved. For combat. you click on the de-
fending unit and then click on the attacking
units. Terrain effects are calculated auto-
matically. - Artillery - bombards - before
combat the same - way. Advance after
combat gives each unitan individual MA
foradvance after combat, which wiltallow
infantry a greater movement through
woods than armor; and the reverse: on
roads. Combat is odds based using a sim-
ple odds CRT. Mostresults are percentage
losses for both sides, with afew exchanges
atthe middle odds and elimination at high
and low odds. There are also supply dumps
and supply rules with the effects automati-
cally  implémented.. Units  can  blow
bridges and supply dumps.

The:-combatresolution ‘segment "is
loaded with sound—=-asitshould be for the
Amiga. During  the combat tesolution
segment a small box appears in the corner
where the die s “rolled”. There are digital-
ized. sound effects for combat; artillery,
airstrikes, V2 attacks, advance after com-
bat; bridge destruction, and the capture of
German infiltrators:.

The game can be saved to disk after
each player turn, and it is possible to
change a game from two-player to solitaire
and vice-versa in the middle of the game.
Victory is determined. by the capture of
Antwerp alone or Liege and several other
towns from a list:

When playing the Germans, make sure
to drive as quickly as possible up to Liege
as a stepping stone for an  assault on An-
twerp. Don’t. have armor attack into
woods, as they will not be able to advance
as far after combat. Use infiltrators and leg

COMPUTER WARGAMES
infantry to screen your flanks. Avoid end-
ing a turn within three hexes of an Allied
unit next, to a bridge as this will give them

.-a'chance to destroy the bridge. Use your
. attillery: units in mass to weaken units

before you assault. You must notallow the
Allies to channel your advance with a
string of blown bridges, so when crossing
a defended river line hit it with everything
possible and remember that armor may
never cross unbridged rivers:

The important thing to note about the
Allies is that if they hold Liege and An-
twerp they win, no matter how well the
Germans have done everywhere else on
the map. So don’t get involved in a big
Bastogne effort until you are sure Liege is
safe. Liege is the key to this game. Do
everything possible to slow the Germans
up. Make sure you have units backing up
your main defensive line along roads so
the Germans ‘cannot -advance -as far in
advance after combat. This game makes
blowing bridges very difficult, but if you
get a chance go for it. Defend in woods to
prevent the German armor from getting
big breakthroughs: Set up your defensive
artillery concentrated in one sector to attrit
units coming through. Protect your artil-
lery at all costs! Don‘t be afraid to give up
ground: anywhere except Liege and An-
twerp. When the weather clears use your
airstrikes on the lead armor or artillery.

There are problems with this game as in
any firsteffort. There are no historical unit
ID’s anywhere in the rule book or in the
game. The computer; even at its highest
level, is a terrible defender. In my. third
game I took Antwerp in four days! And it
can take the computer upwards of . ten
minutes to moveits forces: Butthese prob-
lems can be forgiven on a first effort as
remarkable as this is. Command Simula-
tions deserves your full support in their
endeavors. And Command Simulations is
now working ona version of this game that
uses one Megabyte of memory! This ver-
sion: will: feature hidden: movement and
many other new features. My advice to
Amiga owners is to get this. My advice to
others is to buy an Amiga and get this
game. You’llneverregretit. If you have an
Amiga, this is where the fun begins in
wargames.

=~ Robert Lindsay H
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- Inside Moves:
Developer’'s Nofes ¢« Novice vs. Veteran
Moves’ Review of Games « Challenge

Developer’s
Notes

Developer Paul Dangel highlights Nica-
ragua, scheduled to appear in S&T #120.

I® Nicaragua!
by Paul Dangel

Nicaragua is more than just a wargame,
itis also a game about revolution. In addition
to being a military simulation, Nicaragua
opens up a different dimension by directly
addressing the political and social aspects of
a revolution. Usually, game designers. treat
these non-military areaseither as irrelevant to
a game’s topic, or assume the game’s players
consider them to be unimportant. By doing
this, they attempt to portray what is in reality
arevolution as simply a war college exercise
to be ‘solved exclusively ‘with standard con-
ventional ‘weaponry. Nicaragua cannot be
worn by using ‘soldiers, tanks, and bombers
alone. Fully half the game mechanics delve
into the problems of controlling and winning
the support of ‘the people who inhabit the
country.

The players-do not. represent foreign
Chiefs of Staff sitting in their Pentagon or
Kremlin offices seeking ways to extend their
influence into Central ‘America. Rather; the
players fill the roles of Nicaraguan:govem-
ment (Somocista or Sandinista) -and rebel
(Sandinista ‘or Contra)-leaders struggling to
win ormaintain their control of the country by
methods that will least damage their standing
in the eyes of their own people and the world.
Right now there are three scenarios for the
game covering the Sandinista revolution, the
Contra counter-revolution and an introduc-

tory game focusing on one of the earlier anti-
Somoza insurgencies.

The game’s mapsheet is divided into two
main sections: the map of Nicaragua and the
game tracks, of which there are quite a few.
The Nicaragua map shows the country sec-
tioned into.16 areas or, in game terminology,
departments. (That’s right folks, no hexes in
this game,) Each department is rated for its
population density; namely, urban, rural and
remote types -of departments, Within ‘each
department is listed the types of social classes
who inhabitit. There are seven social classes
in the ;game: Workers, Intellectuals, Middle
Class, Indians,; Somocistas, Peasants, and the
Church. Not all social classes are found eve-
rywhere. For instance, the urban departments
are mainly populated by.the Middle Class,
‘Workers, and Intellectuals, while the Indians
are found only in the remote areas. Only the
Church is found in every department. By .the
way, there are small portions of both Hondu-
ras.and Costa Rica which are treated as semi-
departments for game purposes.

The other section of the mapsheet con-
tains numerous tracks which are used to
measure such things as National Will, social
class support, and the levels of assistance and
intervention given by foreign countries. Na-
tional: Will is the game’s main barometer of
success and failure. The National Will track
has boxes on it numbered from one to one
hundred and the box containing the player’s
National Will marker indicates how well his
cause is faring. The higher the number, the
better he is doing. If the marker is forced to go
off the scale at the low end, the player’s cause
has lost all will to live and dies out. National
Will levels change  throughout the :game,
constantly . going up.and down, ‘reflecting
each side’s successes and failures.

The social class tracks play a similar role
by showing the attitude of a particular class
toward ‘a player’s cause. Whether a class is
supportive, opposed, ‘or-neufral is indicated
by its political marker -on the -track. ‘The

movement of these markers is one of the main
battlegrounds 'in the game since ‘the social
class backing is ‘a ‘good, if indirect, way of
keeping the ‘National Will ‘level up. I say
“indirect’”because increases in National Will
actually spring-from the demonstrative .ac-
tions taken by the players, such as recruiting,
intelligence gathering, combat, etc. When a
player has the backing of numerous social
classes the chance of successfully executing
those actions is greatly enhanced.

Very similar in nature to the social class
tracks are the foreign country tracks. There
are three .of these; one each for the United
States, the -Soviet:Union, and for .the Latin

" American countries. Their support represents

the degrees of assistance and possible levels
of “direct ‘intervention depending on' their
marker’s placement on the track. Assistance
takes ‘the form of supply (usually ‘military)
and the ability to improve the basic fighting
quality of one’s army. The intervention levels
represent a more direct military effort by a
foreign .country on behalf of their favorite
cause. In addition to.the benefits of ‘assis-
tance, an intervening country gives the player
the option to introduce actual combat units
from that foreign country. These foreignrein-
forcements ‘do not represent massive waves
of U.S.;-Soviet, or Latin American soldiers;
butrather small units no larger than battalion
size and usually no more than a half dozen
battalions, at most, depending on the level of
intervention. These foreign forces represent
the injtial forces a country would place at the
disposal of a side to provide a kind of military
stiffening. Foreign intervention is ‘a very at-
tractive source .of combat: strength, but the
presence of those foreign units can cause
resentment and a loss of support on the
“popular front.” ‘

At the ‘extreme ends of the U.S. and
Soviet tracks are the Invasjon boxes. If a
player pushes the intervention level of either
of these two countries too high, its marker
will end up in the Invasion box. This means
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that the foreign country has decided to take the
situation into its own hands and land massive
combat forces in Nicardgua with the possibil-
ity of the conflict becoming global inscale. In
other words; the game ends right there (with
victory being determined at that point), since
the conflict has completely changed form and
scope.

Types of combat units include irregular,
light and heavy infantry, plus armor and secu-
rity units. The basic unit is a company; three
companies of the sameé type of unit can com-
bine to form a battalion: Combat unit counters
have values for: intelligence gathering; con-
ventional combat and guerrilla combat. The
size of the unit directly affects its. combat
abilities. The sum of the guerrilla combat
values: of  three individual -companies: is
greater than the same combat value of abattal-
ion composed of the same types of units: The
reverse is true for conventional combat val-
ues. So, the larger the unit the better it is in
conventional ‘combat but the: worse it is‘in
guerrilla warfare where smaller units have the
advantage.

‘When opposing - units: within'a“depart-
ment do battle the players secretly pick what
type of combat they each wish to engage in,
guerrilla or ‘conventional: Besides determin-
ing: which of the four combat results’ tables
will be used; the: type of combat chosen can
affect combat strengths, social class reaction,
the effects of air power and so forth.

A unit’s intelligerice value ‘determines
how easily it can discover hidden or covert
units. ' All units are either in an overt or covert
status. Covert units are immune from attack
but at the same time. cannot attack and are
restricted from performing some game func-
tions depending on the type of unit. The overt/
covert status of units can be changed several
times in the course of a turn.

Units do not have movement  values.
Since movement is by area'and each turn is a
three month season, umits can pretty much
travel the length and breadth of the country at
will. The only impediment to total freedom of
movement is the presence of enemy tnits who
may decide to attack. The opposing player
may interrupt movement to announce thathe
is going to challenge the passage of overt
units.”A player may also have his moving
covert units stopped and searched in a similar
way. Air transport allows a limited amount of
direct movement between non-adjacent de-
partments without fear of enemy interruption.
Likewise, naval transport permits movement
across . lakes  and - between non-adjacent
coastal departments.

There are several varieties of units be-
yond those one would expect to find in-a
modern-era game. For instance, there are
political units which consist of Cadres and
Political Fronts. The Political Fronts repre-

sent “grass roots” organizations of people,
activists, local party workers and such. Cad-
res are the party “hard liners,” responsible for
the dirty work like political education, assas-
sinations;: strike organization, -and- terrorist
attacks, among other pleasantries. Both Po-
litical: Fronts and Cadres are essential’ for
recruiting and - conducting ' Psychological
Warfare Operations (PWO’s).

Psychological  warfare takes several
forms and is'one of the essential weapons of
the game: Foreign countries can be the target
of a PWO which represents an effort to influ-
ence that country into providing support. A
hostile PWO can be directed at an opponent’s
units to subvert them into giving up withouta
fight or even to defect. PWO’s can take the
form  of ‘propaganda campaigns targeting
one’s own or the enemy’s National Will.
Alternatively the propaganda can be directed
atthesocialclasses to convince them that they
should support onié cause and not another. The
PWO's are the non-military weapons of the
revolution-and are: wielded by the political
units.-The player who does not use psycho-
logical ‘warfare to its: maximum potential
every turn will quickly wind up on thelowend
of the National Will track.

Besides his: National Will: level, the
amount of support given by the social classes
is a good measure of a player’s performance.
‘When a social class is in support the chances
of successfully carrying out (or thwarting the
enemy’s) game functions like combat-and
intelligence gathering are enhanced. But sup-
port by a class does not mean they agree with
your politics:

The Government and Rebel player each
have a political program. The game provides
a generalized selection of four (from Left to
Right):: Marxist-Leninism, Social : Democ-
racy, Liberal Democracy, and Oligarchy. The
game begins with each side having a political
program; which can only be changed during
the course of the game at considerable risk.
Each social class (and foreign country for that
matter) has a predisposition toward the politi-
cal programs; either ‘pro,” “anti,”” or neutral.
Being ‘“anti” a political program does not
mean that the social ¢lass is beyond giving a
player its support; i.e., the class may differ
philosophically with you but may be desper-

- ate'enough to back you. A large part of the

game is to woo those neutral and persuadable
“anti‘* classes to support your cause; while at
the same time not taking for granted those
classes who naturally support you.

From' this brief overview: it should be
clear that'the game is both a political and
military simulation. But it is not political in
the way that diplomacy games are political.
That is, the players do not interact in politics
as they might in games like Kingmaker or
Viceroys. The game’s political interaction is

between the social classes (and foreign coun-
tries) and players-attempt to win support and
assistance. The players can by mutual agrée-
ment form cease-fires which prohibit com-
bat. In addition to the respite gained from a
cease-fire, there are gains to be made in
foreign support for agreeing to one and like-
wise there are penalties incurred for breaking
it

Comparisons: between ' this game and
Victory Games’ Central America are ines:
capable butnot necessarily apropos. Anyone
who has played and been absorbed by Cen-
tral America, as I have on occasion; cannot
dispute: that it is: the ‘most comprehensive
treatment of the conflict available. However,
98% of its focus is on the military issues with
the remainder left to the politics:of the inter-
vention game, if you can get that far. Nicara-
guais much broader in scope and muchmore
abstract by necessity. It is a game with 'a
Iesson to those, especially those of the West-
emmilitary tradition, who feel that all battles
are won simply by having bigger battalions
than the other guy. Its challenge is to make
the instruments ‘of ‘military: force, politics;,
and subtle persuasion all work in harmony to
win the battle for the “hearts and minds” of
the people: It is thus a more multi-dimen-
sional, and thus complete, study of revolu:
tionary warfare in the modem world: a

Novice
vs.Veteran

[ Who Am I?

The Players’ Dilemma
by Bruce Farcau

Perhaps the most effective selling point
and 'the one used most often: by wargame
companies down through the years has been
that of “YOU are Napoleon' (or Rommel, or
Guderian, or Lee) as werelive those thrilling
days of yesteryear and see if we can outdo the
masters. Certainly there are those wargamers
who are primarily interested in the pure com-
petition against their face-to-face opponent
or those who ‘merely use* wargames as a
means. of studying military history in a
graphic; intensive way, but let’s be honest. I
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Novice vs. Veteran ...
doubt that any wargamer can ‘slug his way
through ‘a game without letting his (or her)
mind wander to the thought that, “If T-had
been there, this is the way I would have done
it.” Even themost sedate, mature gamer takes
pride, in his heart of hearts, not in having
defeated Uncle Ned ora fellow ‘gamer from
down the street, but in having overcome the
odds ‘and historical ‘precedent ‘to . trounce
Wellington or Montgomery.

Having said this, it has always struck me
as odd how little most game designers.seem
to address themselves to the concept of giv-
ing the player a true “identity’’ in the game. A
clear ‘'example :of ‘this is SPI's ‘A -Gleam of
Bayonets - (Antietam), - where - the . Union
player is in command of all the Union forces
and yet must deal with McClellan’s incom-
petence and lethargy in releasing corps to the
battle. If the Union player is not, in effect, re-
placing McClellan, ‘whois he? If he:is
McClellan, why must he be obliged to lower
his intelligence ‘level ‘arbitrarily?:In.some
games. “idiocy rules” fit quite well, i.e.;"in
East Front World War I games. where the
player; the military commander, must work
around politically motivated directives from
Stalin or Hitler. In the Antietam situation, the
purpose of the rule is for play balance, obvi-
ously to  prevent the: unobstructed :Union
Army from sweeping all before it, yet it still
leaves me with an identity crisis when play-
ing the game.

In other games, rather than having the
player’s character arbitrarily shackled with
the limitations of his historical counterpart,
the player becomes a nonexistent entity en-
dowed with powers and abilities far beyond
those of mortal men. What historical person-
age would have had the powers given to the
Allied player in SPI's World War II game (or
World inFlames or others of the genre)? The
Allied player has the ability to overcome all
of the inter-allied squabbling which so ham-
pered the war effort and to ignore many po-
litical considerations which the actual par-
ticipants found so important. Apart from a
“cost’” in resource points, there is no reason
why the British and French in 1940 cannot
simply invade Italy or Spain, for example,
even though such an action would certainly
have brought down both governments and
probably eliminated any possibility of Lend
Lease aid from the Americans. What leader
would have been in a position to make that
decision?

In some games it is necessary to give.the
player -abilities that no one person would
haveinreallife inorderto compensate forthe
transition from reality to the game board.
Take, for example, Avalon Hill’s -famous
Squad Leader series and its offspring. In the
game, the player is responsible for-moving

and ‘directing the fire of as many as several
dozen infantry :squads plus tanks, guns, and
even aircraft. This is a simplification of real
life, in which several layers of command are
eliminated as a company commander would
actually direct his platoon leaders and leave it
to them to place their squads, and even indi-
vidual soldiers would be involved in directing
their own fire. This elegant system does make
great efforts to keep the player from being too
omnipotent, but the reason for. this apparent
anomaly is that, as the player does nothave the
multitude of real-life ‘worries of the actual
commander (staying warm, avoiding shell-
fire, dealing with personnel -problems, etc.,
etc,) which fill up his time, it is necessary to
give him these extra responsibilities in order
to maintain his interest. Some computer war-
games have tried to avoid this paradox, sim-
ply letting the player give realistic-sounding
orders to subordinate units which then move
and -fight ‘on their own. Consequently, the
player sits, ‘bored - silly, while “his - armies
“beepand “ping”* their way. to:victory.

....one of the best
lessons newcomers {o -
wargaming con learn is
that the rules of a game
are nof necessarily setin
concrefe ...

Then there comes the question of when the
playerassumes hisrole.In SPI’s Wellington's
Victory, the French player takes over after
Napoleon has already supposedly .committed

the gross strategic errors whichmade the cam-

paign all ‘but unwinnable, i.e., failing to de-
stroy the Prussian Army at Ligny and then
detaching far. too large -a force with. vague
orders to follow. the Prussians, thus denying
the French the use of one third of their army
while permitting ‘the surviving Prussians to
join Wellington at Waterloo. If the playeris to
become Napoleon, why does he have to-do.so
after ‘his ‘historical: counterpart has already
blundered so badly? Naturally, there has tobe
a cutoff point somewhere, but:in this, as in
many other games, the cut-offs seem to have
more: to do with counter-mix limits, game
scale, and length of play than with any sense
of the .oneness of the campaign in question.
The player has the sense of being dropped out
of the sky onto the battlefield and being left to
unscramble problems not of his own making.

This situation is even more pronounced in
the many games, even the majority,  which
actually-indicate where. each player’s units
will begin the game set up. Although some
games provide for an optional “free set-up”

rule, this is included more as an afterthought
than as recognition of each player’s right to
have as much freedom of action as possible.
Again, one is obliged to live with his “pre-
decessor’s” mistakes .as if he suddenly took
command following the untimely demise of
the previous commander. Of course, this does
happen historically on occasion as in the case
of General Meade taking over the Army of the
Potomac almost on the eve of Gettysburg, but
this is obviously a rare occurrence.

It would certainly would be a service to all
if game designers were to take the players’
need for an identity in a game into considera-
tion from the outset when designing the game
rather than leaving it as a mere aside. How-
ever, ‘as has been noted previously, the re-
quirements of play balance, rule complexity,
or the historical perspective of the game may
make this impossible. What, then, can. the
players. do to ‘try to -alleviate this problem?
Here -are: a few: suggestions -which -should
make ‘play more enjoyable in a significant
percentage of games.

First, players should simply take a mo-
ment before beginning a game fo contemplate
just “whom” each side in the game actually
represents. I's the player taking the place of an
actual historical personage, a combined staff,
head of state, military commander, or.a more
vague -collective entity representing overall
common interests of various groups :or-even
nations?

Next, ‘and this is obviously more -easily
done when playing solitaire than against alive
opponent, a careful review-of the game rules
should ‘be made, making note of:any rules
which reflect on the player’s roles, i.e.,;“idi-
ocy rules,” restricted initial unit set-up, politi-
cal directives, etc. ‘Are. these rules adequate
and in keeping with :both sides’ identities or
are they either too sketchy or too restrictive?

Naturally, one orboth players would have
to.have some knowledge of ‘the ‘historical
situation depicted by the game to make this
judgement. They would also have to be famil -
iar enough with the rules to be able to evaluate
their likely impact on play. It should also be
noted, especially for the novice gamer, that
almost any change players choose to make in
the rules will affect play balance one way or
the other and should only be undertaken with
the consent of both players. However, having
said that, one of the best lessons newcomers to
wargaming can learn is.that the rules.of a
game arenotnecessarily set in concrete, as the
pages full of errata and rules modifications
which appear in The Wargamer plainly attest.
There is nothing wrong in modifying arule or
two if the players are not comfortable with the
way they sound, although one must remember
that the designer has had the benefitof count-
less hours of playtesting, and he may have left
outor included arule for a good reason which
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will not become evident to the players until
after a number of play-throughs of the game.

As arule of thumb, Ilike to make free set-
up a standard, rather than an optional, rule.
One must be careful that one doesn’t do this
too lightly, however. Restricted set-up in a
strategic World War I 'game, for example,
might : represent - peacetime: - deployments
which could nothave been changed for politi-
calreasons. Ontheothérhand, in GDW’s Fire
in the East, for example; there is no reason
why the German player could notredeploy his
forces for an all-out drive on Leningrad rather
than having most of his armor start the game
in the center. One must be careful not to give
one side the benefit of historical hindsight,
redeploying to meet a threat that the actual
commanders could not or did not foresee.

As another rule of thumb, I tend to take a
hard look at *“idiocy rules.” Do they relate to
the historical errors of the player’s character
or to those of his superiors? In the latter case
they stay. In the former, I try to ook for some
way to compensate for their removal, possibly
tightening up the victory conditions for the
‘benefiting side.

In general, a little common sense, aided by
a little knowledge about the subject matter of
the ganie; can permit even the novice player to
fine tune most any. game to eliminate the
players’ “identity crisis.” I feel that having a
clear idea of who I “am” in a game greatly
increases. my. enjoyment. of the playing and
my. sense. of . dccomplishment: (assuming. I
win): after the game is over. Wargames, de-
spite the impressive mass of historical data
contained in even a simple one, are meant to
be fun, and letting otie’ s imagination go alittle
just-adds to:the pleasure. B

MOVE'S REVIEW

of Games

Edited by
Callie Cummins

 Moscow 1941
Seventh Fleet
Cannae 216 B.C.

B Moscow 1941

Reviewed by Rick Swan
Design: David Cook. Components: One 24-
page rules booklet, one 22" x 34" mapsheet,
600 counters, two player-aid cards, two six-
sided dice, tray, boxed. By: TSR, Inc.; Lake
Geneva, WI

I pity the fool who tries to'design another
East Front game. Since a hundred or so titles

can be listed without trying too hard, it makes
you wonder what's left to do.

The subject has an obvious appeal — vi-
cious ‘Nazis slugging it out with desperate
Soviets on on a bleak Russian landscape —
but designers have had a hard time making
both sides equally interesting to play. With
few exceptions, it’s'always been more fun to
play the Nazis. They’ve got more provocative
tactical decisions, more interesting hardware,
and have to deal with the formidable chal-
lenge of slogging through the Russian mud in
sub-zero temperatures. The Soviets are rele-
gated to holding them off as long as they can
—big deal.

The bias has seemed entrenched. In: the
classic ‘Panzergruppe Guderian, = Russian
units began the game inverted, their strength
revealed only when first engaged in combat:
While "acknowledging the inherent limita-
tions of a Soviet defense; it all but made the
game a- solitaire exercise for the German
player. To varying degrees; East Front de-
signers haven’t strayed too far from the Pan-
zergruppe Guderian assumptions, especially
inoperational level games. The result is play-
ers who arm-wrestle to see who gets to be the
Nazis.

David Cook presents Moscow 1941 witha
slightly different set of assumptions. For start-
ers, he assumes that while the Soviets were
perhaps better equipped than the Germans to
handle the severity of a Russian winter, it was
no-picnic for them either. Since the Soviets
suffer right along with the Nazis in terms of
artillery and tank shortages and aren’t always
able to zip along the snowbanks in skis and fur
parkas, the collapse of the Germansisn’t quite
so inevitable, Ditto for supplies; the Germans
hadalogistical nightmare maintaining supply
lines, but the Russians had their hands full
finding materials in the first: place. And
maybe taking Moscow wasn’t really all that
crucial to the surrender of the Soviets; the
game assumes that the control of key cities
could have turned the tide for the Germans,
making an ideal Soviet defense less obvious.
Given a choice, I'd still rather play the Ger-
mans, if only because it’s invariably more
interesting to attack than defend, but Moscow
1941 isunmatched in giving both sides a fair
shake,

The basic game systems stick to standard
conventions. The German player controls the
Wehrmacht and SS: forces; the Soviets have
the Soviet Supreme Command forces and par-
tisans in the German rear. The primary unit is
divisional, but units also come in regimental,
brigade, and battalion sizes. Themap is scaled
at ten kilometers per hex and includes roads,
tracks, - railroads; - and 'generous “areas  of
swamps and forests. Each turnrepresents four
days of operations; the October Blitz: sce-
nario, covering the preparation for Operation

Typhoon, takes ten tums, while the cam-
paign game,: covering the entire drive on
Moscow, takes 31 tarns but can still be coms=
pleted 'in"a single session: by experienced
players.

Following a weather check; players col-
lect initiative points, then bring in replace-
merits and reiriforcements. The first player
executes command checks, movement, com:-
bat, reaction movement, and reaction’ at-
tacks, then the second player does the same.
Activating combat units, committing defen-
sive and offensive support, and removing
fatigue require the expenditure of initiative
points which are awarded at the beginning of
each turm for the number of cities and towns
each player ‘controls. The number of initia-
tive' points is modified by the current ground
condition ‘and a bonus for each player as
indicated on the turn track. There aré gener-
ally ‘enough  initiative  points available to
carry out desired operations, but not enough
to squander:: Appropriately, the German has
the edge in initiative in the: first half of the
game, while the Soviets pick up steam in the
second half. (One quibble — since it’s neces-
sary to constantly refer to the Initiative Point
Table and Chart, it would have been nice if
they’d been included on the player aid cards
instead of juston an edge of the map; It makes
for a lot: of neck-twisting- for. one of the
players.)

Movement is the familiar check the ter-
rain; pay the price. Combat is the good old
odds-ratio, .roll-the-dice, “check-the-table.
Units must be active and in supply to attack,
and combat is modified by armor, combat
support: (purchased by: spending initiative
points),: fatigue, fortifications, terrain, and
weather. During the reaction phase; the de-
fending player can activate combat units,
assuming the units can trace a path of com-
mand. Losses are taken in steps, indicated by
markers placed under each unit. Units-can
take three losses before they are eliminated,
with the exception of the German breakdown
regiments. which can recombine into’ divi-
sions.

There:are simple but adequate rules for
overruns, force marching, building fortifica-
tions, Soviet paratroops, and Soviet Guards
divisions. The latter isan especially nice
touch: Every time the Soviet player rolls an
unmodified twelve on an attack or the Ger-
man player rolls a two, the Soviet player can
spend: initiative poirits during his next rein-
forcement phase to raise a unit to. Guards
status; which gives it a bonus on subsequent
attacks. Also notable are the weather rules,
which are among the best I've ‘seen in a
wargame of any kind. Determining ‘the
weather takes two steps. The temperature is
rolled first, modified by a number from the
turn track, then the ground condition is
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rolled, modified by the temperature.. This
results in either clear skies or precipitation
which is then compared 1o the current turn’s
temperature to finalize the ground condition.
It sounds convoluted, but is actually pretty
easy, producing ' realistic.: results - ranging
from drying groundto thawing snow to arctic
Dblasts. .

Moscow 1941 fits nicely alongside TSR 's
Onslaughtand Sniper series as easy-to-learn,
highly playable wargames that are perfectly
suitable for leery newcomers. This-is by no
means. the definitive East Front simulation
—I'm sure there are plenty more to come —
and historians ‘may disagree with some .of
Cook’s.assumptions, but I.can thirk of a lot
worse ways to spend an afternoon.
Capsule Commenis:

Physical Quality:: Okay, but TSR has done
better. The counters are bland, and the map’s
nothing special, but the rulebook is first rate
— well organized. and unambiguous - with
generous commentary.

Playability: Balanced, fun for both sides.
The October Blitz scenario is a warm-up; the
campaign game is the real thing.
Historicity: If you buy the premises, no
complaints.I bought ‘em,

Comparisons: Where shall we begin?It’s as
exciting -as Panzergruppe Guderian while
avoiding its-one-sidedness. As playable as
Avalon. Hill's Russian Front/Russian
Campaign, but more focused (and hence not
as interesting for those wanting the bigger
picture). Better in every respect than SPI’s
old Typhoon and Battle of Moscow.
Overall: Stands out in a crowded field, for
sure, For balance and playability, among the
best of ‘the. German-Soviet “‘operational
games.

@ Sevenih Fleet

Reviewed by. John Vanore
Design: Joe Balkoski. Components: 322" x
32" mapsheets, 740. counters and markers,
64-page: rules/scenario - booklet, multiple
charts and play aids, one 10-sided die, plas-
tic counter tray; boxed. By: Victory Games,
New York, NY. $35:00

The dice from my copy.of Second Fleet
have barely had -a chance to cool off, and
Victory Games is at it again, This time, we
have a change of venue from Mediterranean
and ‘Atlantic waters to the other side of the
world. Seventh Fleet, the third and probably
last gamein the Fleet series, presents a poten-
tial U.S.-Soviet naval conflict in the Pacific
Ocean and peripheral seas. The map, at the
series standard 46 nautical miles per hex,
covers:an area from the Kamchatka Penin-
sula to Cam Ranh Bay.in the SRV, and pro-
vides the framework for a variety of political-
military alternate futures.

One of the key additions to the game is the
political aspect, necessitated by the presence
of Japan, Taiwan, the PRC, Vietnam and the
Koreas. A ‘quick glance ‘at the three-section
map makes ‘the players’ predicament pain-
fully: clear. What, for instance, if Japan no
longer -wants -to- be America’s *‘unsinkable
aircraft carrier?”” On the other hand, if they do
not choose to sit:out the conflict, how will
these various and sundry allies function, and
to. what extent? To that end, Seventh Fleet
includes -a representative counter.mix to ac-
count - for:all . conceivable. permutations -of
these possible alliances. Unit counters repre-
sent individual frigate-sized and larger ships,
flotillas..of 13-4 ‘corvettes/patrol: craft, ‘and
squadrons of aircraft.

... Seventh Fleel is easily
identifiable a5 a Victory
Games produch. The rules, in
spite of o bit of residual
“Legalese,” are clear and
leave no perceptible gops
or loopholes.

The sequence of play, almost identical to
the earlier games in the series, uses eight-hour
turns ‘and hinges to a great extent on player
interaction. Naval forces are “activated” in
alternating U.S //ally and Soviet Action Seg-
ments, and the player may. only choose one
type of unit (surface, air, or:submarine) with
which to-operate at.any one time. Each turn
contains-three Action Segments, and forces
need not be activated in any set sequence, so
there is-a high level of decision-making re-
quired here, along with:a bit of trying to
second-guess your opponent:

Those -already familiar with the game
system will recognize a lot. In fact, the rules
appear to'have been written specifically with
former Second Fleet players in mind, as all
rules changes have been summarized up front
in the rules book and *flagged’” with a star in
the body of the rules. Thus, players who are
proficient with Second Fleet need only read
the “starred” rules and scan the sequence of

‘play before jumping into Seventh Fleet.

Speaking of rules, Seventh Fleet is easily
identifiable as a Victory Games product. The
rules, in spite of a bit of residual *Legalese,”
are clear-and leave no perceptible gaps or
loopholes. As usual, they are complete with
numerous examples of play to helpnovices to
the system get into the mechanics of combat.
The back of the rulebook contains designer’s

notes and commentary, along with notes on
the unit types presented in the counter mix.

The design here encompassed some evo-
lutionary ““cleaning up™-and progression of
the game system. New and additional chrome
as shore-based SS-22 missiles and Type 65
torpedoes -for-the -Soviets and fleshed-out
cruise missile rules for both sides make their
appearance here. Also, designer Balkoski has
tweaked the detection rules to‘make subma-
rines (more realistically) harder to detect. He
has. also. introduced ‘the concept- of Close
Defense hexes for Japan and the USSR, which
reflect, in an abstraction, coastal ASW forces
(such'as ‘helicopters) “and ‘coastal ‘defense
missile-artillery units.

In a ' major move away from ifs
predecessors, Seventh Fleet has no provision
for airborne, commando 'or marine units, ‘and
henceno Invasion Segment in the sequence of
play.Nor are there any Soviet SSBN counters,
which is surprising since the Pacific Fleet is
one of the two Soviet fleets (the ‘other is the
Northern -Fleet) : with :SSBNs -in its ‘OOB.
These two omissions, in my mind, represent
the only real fajlings of Seventh Fleet. T'd like
to be able, as the Soviet player, to invade and
seize northern Hokkaido, or to take command
ofthe Seventh Fleet and sink some boomers”
in the Sea of Okhotsk, Ch well; T can always
borrow some rules and counters from Second
Fleet and improvise.

Seventh Fleet comes with a ftotal of thir-
teen scenarios: nine short ones ‘using basic
rules: and - only one ‘map: section, and" four
campaign scenarios ‘using ‘the full gamut of
advanced rules,: all three map sections; and
hundreds of -counters. The short battle/en-
counter scenarios are well-balanced and pres-
enta wide variety of operations (anti-subma-
tine, air-to-surface strikes, etc.). The scenario
titles - are quite descriptive: “Return “of  the
Dreadnought,” “Invasion of Hokkaido,” and
“Tsushima Again,” to name but a few. They
are terse, with challenging victory conditions,
and are usually not decided until the very end.
In Navy parlance, “It ain’t over *til the fatlady
sings.”

Campaign scenarios can also run down to
the wire, although their long duration (up to
36 turns) can be a two-edged sword, A crush-
ing blow-early on, such as the devastation of
a carrier battle group, ‘can leave ‘the U.S.
player licking his wounds for a good part of
the game while waiting for the reinforcing
“surge” battle group to arrive and beef up the
fleet. In the meantime, the Soviets can'wreak
havoc:on the U.S. and allied forces without
their usual ‘air cover.

Obviously, I greatly enjoyed this game
and others in the series. It's ‘extremely well
thought ~out “and -presented,- and ‘contains
enough variety in its scenarios and rules sys-
tem that it will be on the playing table long
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after most other games are mere dust collec-
tors.

Capsuie Comments:

Physical Quality: Excellent.

Playability: High in the shorter scenarios.
Campaign scenarios are very intensive and
hence move slower, but still flow smoothly.
Ideal for team play.

Historicity: Hard to say, although recent
events in the Persian Gulf cast the relative unit
values in a favorable light.

Comparisons: Improvement over its series
predecessors. Head and shoulders above any
other games in this class. Overall: Excellent
simulation, well worth the steep price.

I® Cannae 216 B.C.
Review by Edward F. Snarski il

Design: M. Villa, M. Bertuzzi, R. Bruschi.
Components: One 26 page rulebook, three 19
x 27 inch maps, 1200 counters, four charts
and tables, two dice, three plastic counter-
trays with labels. By: Italiana Editrice Simu-
lazioni, Milano, Italy. $70.00

Cannae 216 B.C. is a grand tactical game
of Hannibal’s greatest victory and the Roman
Republic’s worst defeat. The game is a quite
serviceable recreation of one of history’s
greatest battles although the $70 price tag will
certainly limit sales of the game. The game is
an Italian import and import duties and the
limited appeal of the game probably account
for the high price.

Cannae does not advance game design by
any stretch of the imagination, but then war-
fare in Hannibal’s time was a much simpler
affair than it is nowadays. There are only so
many ways one can portray sticks and stones
and the designers have opted for a design that
ancients wargamers have seen in one guise or
another over the past few years.

The components are serviceable, and in
some respects very good. The counter art is
well done but the printing on the leader units
is almost indiscemnable. The cardstock maps
are disappointing in ground features and col-
oration creating an almost sterile effect. Start
positions are indicated on the map and greatly
help set-up. Overall, the map is serviceable
but adds no period flavor. One of the most
novel components in the game are the three
plastic “fishing lure” boxes for counter stor-
age. Labels are supplied for the boxes, as well
as diagrams showing the most efficient pat-
tern for storage of the 1200 game counters.

The game comes with three scenarios: two
introductory (cavalry battle, legion battle)
and the historical battle. The introductory
scenarios are used to acquaint the players with
the rules. The battle game is 40 turns long and
takes some time to play. Actual play time can
vary considerably depending on how well (or
poorly) one side does with the die.

The sequence of play is not complicated,
but time consuming, consisting of a Roman
movement phase, Roman combat phase (de-
fensive missile fire, offensive missile fire,
melee) and Roman rally phase followed by
the Carthaginian player wading through the
same phases.

Luckily, the Carthiginians only had to
contend with the Romans and not the rules to
this game, as they still would be in their
starting positions. The rules adequately ex-
plain facing and vertices, but nowhere is it
adequately explained in the movement rules
that a unit can advance to its front only. The
rules seem to indicate movement in any direc-
tion. However, prior game experience indi-
cates to the front hexes only, but then who
knows what lurks in the heads of Italian game
designers. Overruns are possible during the
movement phase as well as strategic move-
ment for units who start outside of enemy
ZOCs. Units may lose steps while performing
strategic movement, indicating how difficult
it was to control an ancient battle once it got
started.

The stacking rules are straightforward and
easily grasped. The combat procedure is well
done but the idea of employing percentage
losses takes some getting used to. Combat is
basically throw your sticks and stones, then
close for hack and slash. A nice touch in the
combatrules are morale checks prior tomelee
to determine whether the attack goes in or the
defender flees at the sight of your shining
armor. Theseretreats as well as retreats due to
combat results can cause havoc with other
units in your lines, as these other units can be
subject to losses as retreating units hit them.

Subordinate leaders add bonus factors to
attacks and reduce melee losses of units they
are stacked with, while Army commanders
have these abilities for all units within their
commandrange (five hexes). However, every
time a leader uses these abilities he is subject
to “counter battery” effects and may be
wounded or eliminated by use of a special

, combat table.

Morale, as befitting a game on ancient
warfare, is covered in some detail. Morale
checks are mandated prior to melee, during
strategic movement and attempting to rally
retreating units. As a unit loses combat
strength it also loses morale, and so on in a
vicious circle. Leaders automatically rally
units outside of enemy influence (five hexes)
and within their command range. Rally results
in unit strengths being restored, but in a con-
voluted procedure of a full strength unit re-
placing damaged units (or at least that’s the
way I understood it).

The line of sight rules are clear but too
helpful, in that one has a clear view of the
battlefield which was supposedly obscured
by clouds of dust. Optional rules limit missile

units to aone hexrange starting on turn 24 but
this seems a poor compromise. Victory is
based on the elimination of enemy units.
Knocking off leaders is worth extra victory
points but eliminating a leader is worth less
than wounding one 1127

The game ‘plays smoothly, although
slowly due to the number of units involved,
modifiers and morale checks. Strategy is
pretty much preordained, but the Roman can
change history if he doesn’t get himself sur-
rounded as in the actual battle. This is tough,
as the Roman cavalry is deficient and is
blown away almostevery time. The possibil-
ity for a Roman victory is there, albeit small.
Basically, the game is unbalanced and will
interest only those die-hards interested in
ancient warfare. Otherwise, the high price
will limit impulse purchases.
Capsule Comments:
Physical Quality: Uneven, counters are well
done.
Playability: Good, but a lot of tedious repe-
tition.
Historicity: Quite good. Everything seemsto
be here.
Comparisons: Pales in comparison to Alex-
ander the Great, but still a good effort.
Overall: A must for ancients fans, but cer-
tainly not an impulse purchase.

B Team Yankee
Reviewed by Rick Swan

Design: Marc W. Miller and Frank
Chaadwick. Components: Two22"x 16" geo-
morphic mapsheets; 240 die-cut counters;
32-page rules book; one six-sided die; tray;
boxed. By: Game Designers’ Workshop,
Bloomington, IL $24.00
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There’s no glaze like the one in the eyes
of a 13-year-old who’s been corned into
playing Central America. This is a lesson
I’ve leamned the hard way based on years of
trying in vain to recruit newcomers to the
wonderful world of wargaming. I'm telling
you, kids today have the attention span of a
housecat — must be MTV. A mere 30 or 40
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pages of rules intimidates the hell cut of ‘em.

I've fought the good fight, but I'll be the
first to admit that my battling average stinks.
I’d say I'm about 3 for 10, recruitment-wise,
and that’s including kids who just want to
play with the toys in Axis and Allies — 1
count that as a victory as that’s more or less
how I started, too. Therefore, needing all the
help I can get, I welcome with open arms a
game like Team Yankee. The subject matter
(Yanks vs. Commies in hypothetical tank
battles drawn from Harold Coyle’s novel of
the same name) is secondary to the fact'that
there’s only about three pages of rules little
Poindexter has to master to play it.

Make no mistake — this is no Milton
Bradley toy box or Top Gun trifling. Team
Yankee is the real thing, an honest-to-god
wargame with movement factors and artil-
lery tables and a surprising amount of detail.
In addition to the usual infantry men and
tanks, units include helicopters, APCs, gre-
nade launchers, and AT missile teams. There
are rules for mounting and dismounting ve-
hicles, reaction fire, fire attacks at three dif-
ferent ranges, vehicle facing, and escaping
from wrecks. That’s in addition to explana-
tions of basic game concepts such as move-
ment (for seven terrain types), combat (in-
cluding line-of-sight and missile attacks),
and attack results (destroyed, immobilized,
pinned). Not bad for three pages.

Team Yonkee is the
real thing, an honest-
to-god wargame ...

The basic scenario has the remnants of
US recon company (six units including two
tanks) fighting off a Soviet guard (nine units,
including three tanks and three IFVs) ad-
vancing on a helpless village. The Soviets
have eight turns to clear the US forces out of
the village. Turns are comprised of interlock-
ing phases to keep both players on their toes
— the attacking player conducts first attacks,
then moves while the defending player con-
ducts reaction fire, after which the attacker
can fire any friendly units which didn’t con-
duct a first attack. Friendly units that don’t
move are flipped to their back sides to show
they are eligible for reaction fire in the next
enemy player turn.

Subsequent scenarios introduce rules for
morale, forward observers, concealment,
and other relatively sophisticated but suc-
cinctly presented concepts. The morale rules
are especially nice. Scenarios provide a hesi-

tation point and break point for each side. As
leaders become casualties, theirmorale points
are tallied. When a side’s morale tally reaches
its hesitation point, it loses the initiative,
‘When it reaches the break point, it withdraws
and the opposing side automatically wins. It’s
an effective way of teaching the novice the es-
sence of morale without a lot of unnecessary
complications to muddy the waters.

Team Yankee also includes a lot of
thoughtfully selected odds and ends. Artillery
can fire high explosives, smoke, barrages,
scattered mines, and the ever-popular chemi-
cal shells. Bridgelaying tanks, mine rollers,
and air defense ZSU-23-4s are among the ve-
hicles available in the advanced scenarios,
along with rules for a laser-guided Copper-
head projectile and Commander Bannor, the
Rambo-esque hero of the book. There’s also a
generous helping of supplemental material,
ranging from tactical hints and scenario vari-
ants to detailed equipment analyses and statis-
tics for European vehicles not included in the
game.

Problems: (1) It’s alittle pricey at $24, and
(2) there are a few production nits to pick.
Examples of play are few and far between, a
real handicap to newcomers trying to learn
this on their own. Some of the needed charts
and diagrams — such as the range effects
chart and the patterns for smoke and scattered
mines — should have been included on a
summary sheet so players don’t have to hunt
through the rules for them. There’s no tum
track. Too much of the rulebook is awkwardly
written (no editor is credited), certainly noth-
ing new for wargames, but especially irritat-
ing in a product aimed at beginners.

Still, it’s great fun and right on target for its
intended audience. Anything here for the old
timers? Let me put it this way. A couple of
weeks ago, 1 got nostalgic over Air War. 1
blew the dust off the box, flipped through the
zillion-page rulebook, and took a nap instead.
Team Yankee, anyone?

Capsule Comments:

Physical Quality: Nothing special, but good
enough. The heavy-duty and spill-resistant
maps are appreciated.

Playability: The US has an edge in just about
all the scenarios, but the variants offer good
suggestions to help out the Soviets. Playable
in an hour or so.

Historicity: Amazing, considering its sim-
plicity. Want to know how much a T-55
weighs? See page 29.

Comparisons: Can’t think of any WW III
game for novices except Fortress America—
this is not only more fun, it’s a lot easier to
store. Add Team Yarnkee to TSR’s Onslaught
and Avalon Hill's Platoon, and you’ve got a
dream recruitment package.

Overall: State-of-the-art beginner’s game,
fun for all. ]

CHALLENGE

Reader Involvement

B A Summer's Meeting
by Clifford Eyler

The time is twelve noon, 10 June 1864. As
Confederate General Nathan Bedford For-
rest, your objective is to hold off or slow the
Federal advance into Alabama, while pre-
serving as much of your small force as pos-
sible. On this hot June day, you have met an
advancing Federal force of two cavalry bri-
gades at Brice’s Crossroads, and discovered
them to be widely separated and not properly
deployed. Because of your superior general-
ship, your forces have an advantage in initia-
tive and, despite a weakness in numbers,
greater cohesion. Additionally, the dis-
mounted pistol tactics of your cavalry make
them extremely effective in melee. As of
noon, thebulk of your forces are deployed and
ready, with Bell’s strong brigade due to arrive
in an hour. How do you make the best offen-
sive use of the position you presently hold?

In terms of victory point hexes, your
forces control hex 4716 and hex 6133; the
Federal forces control hexes 6118, 5327, and
4930. By observation, you know that more
Federal forces are marching to join those
already present on the battlefield, and they
will be entering along the road from hex 4733.

Points will be awarded as follows:
(1) For each regiment in position to melee: 3
pts. eath.
(2) 10 pts. if all units are in communication
with their brigadier and 10 pts. if all brigadiers
are in communication with Forrest.
(3) For each unit attacking from enfilade or
rear positions: 3 pts.
(4) For each fatigue point on Confederate
brigades: 1 pt. per fatigue pt.
(5) For the correct name of the Confederate
Department commander who was Forrest’s

" superior: 10 pts.

Ties will be resolved by a random draw.
Please list the hexes on which each Con-
federate unit will end its final move and the
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hexes they will be facing, as well as their
mounted/dismounted status. Also, please
include the name of the action you chose for
each brigade, and the dice rolls you make for
each action, to see if you perform the action or
not. Deadline for entries is 31 July 1988 and
the winner will receive a 6-issue subscription
or extension.

Confederate Deployment:
Detachment, 7 Tenn 1SP hex 6133, Dmtd
Supply Wagon, hex 4723.
Rucker’s Bgde:
8 Miss, hex 4328, facing hex 4329, Mtd
7 Tenn, hex 4327, facing hex 4328, Mtd
18 Miss, hex 4326, facing hex 4327, Mtd
Rucker, Ldr, hex 4328
Forrest:
Forrest, Ldr, hex 4725
Esc Cav, hex 4725, facing hex 4825,
Dmtd
Gartll, hex 4625, facing hex 4728, Dmtd
Lyon’s Bgde:
8 KyMI, hex 4826, facing hex 4927, Dmtd
12 KyMI, hex 4926, facing hex 5026,
Dmtd
7KyMI, hex 5025, facing hex 5126, Dmtd
3 KyMI, hex 5125, facing hex 5225, Dmtd
Lyon, Ldr, hex 4925
Johnson’s Bgde:
Morld, hex 5323, facing hex 5324, Dmtd
4 Ala, hex 5222, facing hex 5223, Dmtd
Wilms, hex 5122, facing hex 5123, Dmtd
Warm, hex 5123, facing hex 5124, Dmtd
Jhnsn, Ldr, hex 5122

All units are within Command Radius of
their brigadiers; all brigadiers are within
command radius of Forrest. All dis-
mounted units are deployed in line; don’t
forget to reduce printed unit strength ac-
cording to horseholder table.

Federal Deployment:

Waring’s Bgde:

7 Ind(a), hex 6118, facing hex 6017, Mtd
7 Ind(b), hex 6018, facing hex 5918, Mtd
Grsm, Ldr, hex 6018

2NI(a), hex 5723, facing hex 5622, Dmtd
2 NI(b), hex 5724, facing hex 5623, Dmtd
Warng, Ldr, hex 5724

3/9 111, hex 5624, facing hex 5524, Dmtd
4 Mo Cav, hex 5625, facing hex 5525,
Dmtd

14 Ind Art, hex 5327, facing hex 5526,
Unlmb

4 Mo Art, hex 5227, facinghex 5127, Lmb
Winslow’s Bgde:

3 Iwa(b), hex 5127, facing hex 5026, Mtd
10 Mo Cav, hex 5027, facing hex 4927,
Mtd

4Iwa(a), hex 4928, facing hex 4827, Mtd

(Federal Deployment cont.)

7T Wi Art, hex 4929, facing hex 4928, Lmb
10 Mo Art, hex 4930, facing hex 4929,
Lmb

4 Twa(b), hex 4828, facing hex 4827, Mtd
Whnslw, Ldr, hex 4828

7111, hex 4729, facing hex 4628, Mtd

3 Iwa, hex 4629, facing hex 4628, Mtd

No losses; all units up except for Federal
supply.

IE Brittle Bridgehead

Solution
by Christopher Cummins

The essence of the Kanev problem was to,

realize that a guaranteed BK result was pos-
sible to secure the bridgehead for 100 points
and gain 12 points through the reduction and
retreat of the 4-10. This is best achieved by
placing the artillery and security unitat 2212,
blocking the 12-7°s retreat and providing ar-
tillery support for the attack on the bridge-
head, and placing the remaining available
forces such that they are adjacent to both
Russian units with one battalion at 2109. The
attack force has 45 factors against the Russian
defense of 4 (11-1 odds). Both sides have
armor, so this cancels out. The die roll modi-
fiers to the 7-1 attack were: +1 for Divisional
Integrity, +1 for the Division HQ, +4 for the
extra odds, and -3 for terrain, for a total DRM
of +3, which guarantees a BK result.

The second part of the problem was to
achieve the highest probability of reducing
the 12-7. This is completed by advancing the
unit at 2109 and the strongest units at 2110
into 2210 after the BK and marking them with
aBK marker. Then, in the Exploitation Phase,
all units attack the 12-7 (See S&T#118 Kanev
Errata for the clarification on unmarked units
participating in Exploitation attacks con-
ducted adjacent to them) at 45-12 or 3-1. The
die roll modifiers were: +1 for Divisional
Integrity, +1 for the Division HQ, and -2 for
terrain, for a total DRM of 0. The Germans
have armor against Russian infantry, so they
receive a one-column shift to the right, so the
final odds are 4-1 with no DRM. With no
chance to retreat, this gives a 3/6 chance fora
DL which wouldreduce the 12-7toa 1-7,a1/
6 chance for a D2 which would reduce the 12-
7 to a 3-7, and a 2/6 chance for an EX which
would reduce the 12-7 to a 6-7.

The best possible score was a 50% chance
for a total of 182 (100 points for securing the
bridgehead, 12 points for reducing the 4-10, 4
points for rating the issue, and 66 points for
the 50% chance of reducing the 12-7 to a 1-7).

On June 20, we will get out the die and roll
your attacks to see who ends up with the most
points. Ties will be resolved and the winner
announced next issue. |

Conventions

Counctl of Five Nations 14
Oct. 7-9

To be held at the Center City Convention
Center in Schenectady, NY. Will have role-
playing, boardgaming, and miniatures
events, an auction, a miniatures painting
contest, and a costume contest. Open 24
hours aday, including some all-night events.
Registration is $10 for the weekend, before
September 22, and $15 after. Write to Coun-
cil of Five Nations, ¢/o The Studio of Bridge
& Games, 1639 Eastern Parkway, Schenec-
tady, NY 12309.

SUNCOAST SKIRMISHES '88
Sep. 30 thru Oct. 2

SKIRMISHES presents the eighth annual
presentation of this most popular gaming
extravaganza. This event will take place at
the Holiday Inn-Ashley Plaza, 111 West
Fortune St., Tampa, FL 33602. Room rates
are $50.00 for single or double occupancy.
Events will include AD&D, Traveller, Star
Fleet Battles, Car Wars, Napoleonics,
Seakrieg, Boardgaming, Killer Tournament,
Dealers, demonstrations by the SCA, and
many other role playing and historical
events. Hotel Reservations may be made by
calling (813) 223-1351. Registration is
$18.00 for the entire weekend. Send your
registration fee to receive program booklet.
For further information: SKIRMISHES,
P.O.Box 2097, Winter Haven, FL. 33883, or
call (813) 299-6784 or (813) 293-7983.

. Classifieds

Classified ads are 10¢ per word. Please
submit fo 3W, attn. Ana. P.O, Box F, Cam-
bria, California 93428

Wargames — Over 130, private collection
— a significant portion-for sale, including
SPIWar in the Pacific, Terrible Swift Sword,
and Next War, in excellent condition. Old
S&Ts, all publishers —mostout of print. Call
717-249-5858 or write K.M. Smith at 37 N.
East St., Carlisle, PA 17013 w/inquiries.
Must sell soon.

Attention! If you have an item to sell or
trade, your ad in this spot will be seen by
thousands of Wargamer readers.
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' iNTEU_}éENCE UPDATE

-

WEST COAST "SPI” EMERGES

by Keith Poulter

I am in the slightly peculiar position of couple of months to a complete merger between the
writing the Hobby News column this issue, companies. 3W will thus be publishing a total of
while being a central figure in the main new four magazines — the three “DTI” magazines, and
story. Makes it kind of difficult to be Strategy & Tactics.

objectivel Ah well, af least you’ll get the DTT’s Alan Emrich and Jeff Albanese will
inside scoop. become Vice-Presidents of 3W, Alan in charge of

P.R. and Jeff of Conventions. Cheryl Clark will be
breaking new ground for us on the sales side, as well
as acting as office manager of 3W’s Longbeach
office (which will soon be open for playtest
sessions). Perrin Tong joins the Longbeach staff on
the production side.

In another major related move, 3W has hired
Helena Rubinstein, former President of West End
Games, as a consultant. Helena will be commuting
regularly between New York and California, and
working closely with the 3W Board on new
products, directions, and procedures for the
company. In her years at West End Games, Helena
took the company from a one-game-a-year
wargames company to its present substantial
position in the adventure-gaming market.

The end of this year will see the appearance of
arange of new products from 3W. Planned products
include a major new line of boxed wargames, a line
of challenging sports games, and several family
games. A role-playing division is also to be
established, and it is planned to publish modules
under license for a number of existing role-playing
systems. Space Gamer magazine will be used to
support these products. Details of the new product
lines will become available in the next couple of
months. It is our intention that every aspect of the
Keith Poulter, President of 3W (left) shakes on the DTl new lines — design, playtesting, development,

deal with Alan Emrich (center) and Jeff Albanese. productjon’ graphics, advertjsing, and manufacturing

So what is this news? In a nutshell it is that 3W
has acquired a majority interest in Diverse Talents
Inc (DTI) of Longbeach, publisher of Fire &
Movement, Battleplan, and Space Gamer, and
organizer of some of the country’s finest game
conventions. This acquisition will lead within a
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Guardians of the North German Plain

NATO’s NORTHAG command is a diverse
mixture of national contingents. Should the
Red Army drive west across northern Ger-
many, it will come head to head with the ar-
mies of the Netherlands and Great Britain,
the defenders of continental Europe’s north-
ern frontiers. Chieftain presents both of
these armies for play in the Assault series.

Chieftain provides an array of British equip-
ment and maneuver units, from Chieftain and
Challenger tanks through MCV-80s and Sax-
on APCs.

Chieftain also presents the Netherlands Ar-
my, with its uniquely organized and equipped
units. Accompanying aviation and engineer-
ing assets link Chieftain directly to

hieftain
The British Army
L of the Rhine |

tional series maps, briefings, and-charts

RSy a

DAY T R
i LR RN R R ALK

Bunde and %ﬁoots and Saddles.
While Chieftain includes Dutch and British
forces for previous scenarios, its major ad-
dition is a complete scenario design se-
guence. This sequence is a point-based
system originally published in an earlier
module (no longer available).

Scenario design, 480 counters, two addi-

make Chieftain an essential module for the
Assault gamer
who wishes to
fully explore the
tactical possi-
bilities of a war in
Europe in the
'80s or '90s.

Since 1973

DWW

PO Box 1646




FIRE& MOVEMENT
CHARLES 5 ROBERTS

Awards

This is the Official Awards Ballot for the Fire & Movement + Charles S. Roberts Awards for calendar year 1987. Please
circle your final selections below and return your signed ballot as soon as possible. Five nominees appear in each category (except in
categories where there was a tie vote). The nominees were selected by the readers of a number of fine hobby magazines (publications
which graciously published our "open ballot" to the Hobby -- for their continued support and help, thank you.)

(Please circle gne title per category.)
Best Pre-WWII Board Wargame

Abensberg/Eckmuehl (3W)

Britannia (TAHGC)

La Bataille de Espagnol-Talavera
(Clash of Arms)

La Grande Armee (TSR/SP)

Shogun (MB)

Shot & Shell (3W)

Best 20th Century
Computer Wargame

Airborne Ranger (MPS)

Battle Cruiser (SSI)

Halls of Montezuma (SSG)
Long Lance (SimCan)
PanzerStrike! (SSI)

Project: Stealth Fighter (MPS)

Best WWII Board Wargame

Battle for Moscow (GDW)
Kanev (3W)

Patton Goes te War (3W)
Raid on St. Nazaire (TAHGC)
Scorched Earth (GDW)

Best Professional
Wargame Magazine

BattlePlan (DTI)
CounterAttack (PRP)
Fire & Movement (DTI)
The General (TAHGC)
Strategy & Tactics (3W)
The Wargamer (3W)

Best Post-WWII Board Wargame

Central America (VGC)
Drive on Frankfurt (CA/PRP)
Korea: The Mobile War (3W)
7th Fleet (VGC)

Team Yankee (GDW)

Best Pre-20th Century
Computer Wargame

Borodino: 1812 (KS)

Pirates! (MPS)

Rebel Charge at Chickamauga
(SShy

Shiloh: Grant's Trial in the West
(8SI)

Sons of Liberty (SS))

Best Amateur
Wargame Magazine

The Broadside

Canadian Wargamers Journal
E.T.O. : Europa Newsletter
On All Fronts

The Strategist

Volunteers

Best Historical/Opinion/Variant -
Scenario/Interview Article

Aesthetics, Function & History in
Wargame Graphics (TW)
Axis & Allies (BP)
Craig Taylor: Interview (F&M)
Revoiution Against the
Revolution (TG)
Role Simulators (F&M)

Best Wargame Graphics

Kanev (3W)

Moscow 1941 (TSR/SPI)

Raid on St. Nazaire (TAHGC)

RBM Graphics & Design Studio
(Body of work in'88)

Scorched Earth (GDW)

Best Game Review/
Design Analysis/ Play Analysis

Central America (F&M)
Raid on St. Nazaire (TW)
Rebel Sabres (TW)
Russia (F&M)
Squad Leader Series:

10 Years After (F&M)

FINAL BALLOT
LEGEND:
BP -- BattlePlan Magazine
CA -- CounterAttack Magazine
DTl -- Diverse Talents Inc.
F&M -- Fire & Movement Magazine
KS -- Krentek Software
GDW -- Game Designers' Workshop
MB — Milton Bradley Game Co.
MPS -- MicroProse Software
PRP -- Pacific Rim Publishing
TAHGC -- The Avalon Hill Game Co.
3W - World Wide Wargames/Strategy &
Tactics Magazine
SimCan -- Simulations Canada
SSG -- Strategic Studies Group
S8l - Strategic Simulations Inc.
TG — The General Magazine
TW -- The Wargamer Magazine
VGC -- Victory Game Co.

The Fire & Movement + Charles S. Roberts Awards are dedicatéd to recognizing the efforts and achievements of those in-
volved in the historical, conflict simulation hobby and industry. Please sign and return your ballot to: (PhotoCopy is acceptable)

Rodger B. MacGowan, F&M+CSR Awards Chairman

2210 Wilshire Blvd., Suite 239
Santa Monica, CA 90403 USA
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G2 continues ...

will be first class. The coming together of 3W and
DTI has produced a powerhouse of energy and a
real sense of excitement.

1t is our intention that all the magazines will
now appear on schedule, and with timely material
where appropriate. All four of our magazines are
acquiring new editors: Alan Emrich will edit
Battleplan, Ty Bomba Strategy & Tactics, John
Vanore Fire & Movement, and Jeff Albanese
Space Gamer. We had to renegotiate our non-
competition agreement with Wargamer publisher
Christopher Cummins, in order to publish Fire &
Movement but this was swiftly accomplished in
our usual friendly manner. I would like to take
this opportunity to thank all the out-going editors
for their excellent work. The change over in large
part reflects our wish to concentrate production of
the magazines in-house. Up until now the three
magazines published by DTI have gone outside
the company for editing, typesetting, layout,
subscription processing, the generation of
advertising, etc. Virtually all of this will now be
brought in-house, as part of the process of turning
the magazines around financially. We are also
setting goals for dramatically increasing
circulation of all three magazines. Details of
special subscription rates can be obtained from
3W, and will be advertised in all the magazines.

The Wargamer will continue to enjoy a
close relationship with Strategy & Tactics. At
3W, a Publications Committee, headed by Wal-
lace Poulter, who returns to the company as Vice
President (Marketing), will determine the overall
direction of each magazine. Within this overall
framework, individual editors will have consider-
able autonomy. The appointment of John Vanore,
the only editor from outside the company, as
editor of Fire & Movement, is intended to under-
line our commitment to preserving Fire &
Movement s traditional independence. John was
formally assistant editor of the magazine.

In the months ahead we’ll bring you further
details, as 3W charts its new course.

Other News

As reported above, Helena Rubinstein has
left West End Games, and has been followed by
Curtis Smith, formerly head of R & D. Mean-
while Task Force Games has been purchased by
New World Computing of California. The new
head of Task Force will be John Astell, formerly
of GDW. B

Keith Poulter in the 3W headquarters in Cambria,
discusses possible role-playing products with
D&D joint-designer Dave Arneson

We Ship Worldwide Everyday;

Your Satisfaction is our Commitment!
THE

D> >
WEEKEND WARRU@R

8116 VAN NOORD AVE., NO. HOLLYWOOD, CA 91605
818-988-1441

Our inventory of outiof print games and magazine
back issues is larger than other companies’ stock of
current titles . . . which we have a full range of also!

AT LAST! NEW STYLE KT-X'

FIRED/ MOVED MARKERS

B»FOR MAP & COUNTER BOARDGAMESY

KT (keep-track) markers help you keep track of @ movement
of units e fire and assault combat ® moralefally checks
® GRT odds columnsAdie roll row, etc, etc.

Just drop a marker on units as they complete or prepare
an action, thus indicating your game progress. The white
plastic marker is a cross-shape, 12"xV2"(2mm thick) so
when on top of a unit, or map hex, most of info still shows
for easy identification. Try some for your next game.

50 for$5 (£2.70) or 100 for$9 (£5).Includes instructions for
use, Or send for info. KTX1 Markers, 4 Mickle
Mead, Highnam, Glos GL2 8NF, England, UK.

200 Third Street
New Cumberland, PA 17070
(717) 774-6676

. OFFERS DISCOUNTS FOR WARGAMERS.

~ SEND .51¢ FOR CATALOG. -
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Now you can
fight the war that
gave America her in-
dependence with Sons of
Liberty™ We've faithfully re-
created the look and feel of
the Revolutionary War,
where splendidly dressed
British redcoats fought
upstart rebels in stiff lines
and columns.
Three epic battles
make up this game, each
increasing in complexity
and scale. They can be
fought under Introduc-
tory, Intermediate or
Advanced rules.
Start the game
with the Battle of
Bunker Hill. It was
a small affair, in-
volving a tiny patch
of ground and only
a few thousand men.
Even under Advanced
rules, this scenario can
be savored quickly.
The Battle of
Monmouth tested
Washington’s ability
to keep his army
together against
the adversities of
weather and war.
Can you do as well?
Your toughest chal-
lenge is the Battle of Sara-
toga, the turning point
of the Revolution. His-
torically, the British lost.
This defeat convinced
France to declare war on England,
forcing her to fight on two fronts. Will
you be able to repeat the outcome?
Fail and America might still be flying the British jack.

untpatian s EHAT

"

W APPLE II Series, IBM PC/Compatibles, Atari
8-bit: $39.95 M Commodore 64/128: $34.95
B Amiga and Atari ST versions coming soon.

FREE
AMERICA!
FREE
EUROPE!

Next, move up a
couple of cen-
turies and fight to
determine the fate of
Europe with Panzer Strike!™
You'll feel the fury of the
German blitzkrieg as it sweeps
across the Eastern Front, Western
Front and North Africa. This
advanced wargame boasts
incredible resolution: Each
unit symbol represents
either an individual tank/  / B
gun or a squad of infantry; / P
each square of the 60x60 /
map, 50 yards. / ;
Panzer Strike! is
also a construction set:
Powerful tools allow
you to easily create
your own maps,
troops and missions.
Fight single battles against
another player or the com-
puter. Use setups we've pro-
vided or create your own
with the versatile construc-
tion features. You can also
play an entire campaign
against the computer. It
creates the maps and
determines the types of
battles and offensive/
defensive missions.

ol GO 1y gy 13y
Free America with R Gt i e (' 7 - ‘"
Sons of Liberty or free it W 1y g
Europe with Panzer
Strike! Either way,

free yourself from
mindless, boring
entertainment with
these exciting, chal-
lenging games at
you: focal computer/
software or game store today.

B APPLE II Series: $49.95 1
B B Commodore 64/128: $44.95
B IBM, Amiga and Atari ST versions coming soon.
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