€ Simpubs Ltd 1981
Fublished & distributed by
Simpuhs Ltd, Altrincham, England
Printed by Douglas Printers, Wigan
Publisher: M. Watson
Editor: John Spence
Asst. Editor: Hamish Wilson
Art Director: Ray Bowden
; Printed in England
FPhoenix is a bi-monthly magazine aimed at providing UK gamers with a
forum in which they may express their apinion of, suggest Improve-
ments to and provide new rules/scenarios, ete for board wargames.

All contributions should be sent to JOHN SPEMCE, P.00.Box 1.
GOREBHIDGE, MIDLOTHIAN EHZ3 4XR, SCOTLAND, Articles for
publication in this magazine become the propefly of Simpubs Lid, and
cannol be returned to the contributor. Articles and illustrations APPesring
in Phoenix may not be reproduced without prior permission from the
Publishers. Contributors submitting historical material are requested to
include a list of sources from which the article has been compiled. Please
note that the ufgirriuns expressed by contributors are nol necessarily

i

those of the publisher, :
ADVERTISING R T3 Full Page ES2.00 per issuc
A Haulf Page £36.00 per issue

Quarter Page £22.00 per issue
[ 10% seres discount for & con-
seéifive insertions |

Camera ready artwork required or chargad extra

EUBSCRIFPTIOMN RATES: 1 Year (6 issues) £6.95

ARTICLES SUBMITTED FOR PUBLICATION: Contributors are
requested whenever possible to submit material as tvpewritten copy in
duplicate. Manuscripts should be double line spaced with one inch
margins typed on A4 (11%xB% ins) paper. Please remember to include
your full name and address with your submission. Manuscrpts cannot
normally be returned once they have been submitied. Maps end illust-
rative material should be ﬂUFPIT-E'-i on separate shests and clearly drawn
in ink, though they are likely to be reprepared for reproduction if pub-
lished. The relevant game title and manufacturer should be included
in your article or separately at the end of the matedal submitted.
It is also helpful to ws if longer articles (3000+ words) are written
in such a way as to include natwral breaks which will enable material

Page 4
Page 7
Page 11
Page 15
Page 16
Page 19
Page 22
Page 24
Page 26
Page 27
Page 29

Page 30

Page 31

(OvTENTS

Book Review by Hamish Wilson

A Panorama of WWI Games by R. Sandel|

Black Horse, Red Star by D. Mack

Untitled by R. Musson

Third Reich Rejuvenated by M. Watnay
Thoughts for the AirWar Gamer by R.K. Jordan
Lee at the Crossroads by A.Cook & B.S.Rushton
Beat to Quarters by R. Gibson

Christmas Prize Quiz

Christmas Crossword Puzzle

Ace of Aces by D. Aldridge
Immediate Christmas Quiz

Mail Call
Operation Star by M.A.Chadwick

Feedback Questions
Christmas Immediate Quiz Answers

to be spread over successive issues if necessary.,

DITORIAL

JOHN SPENCE

| opgned my latest copy of S&T racently to find
Richard Berg's game The Desert Fox (TDF)
staring me in the face. My immediate response was
— "0h no, not anather Narth African Campaign
game — it looks like PanzerArmes Afrikal'. Further
thought led me to asking two questions that have
some bearing upon current attitudes te gaming;
they were:

1. Is it fair to suggest that this is just snother game
on a wellworn subject ar does it supply a new
insight into the campaign?

2. Was my response likely to be a common one
amangst gemers = are they, too, looking for
pestures neéw at the expense of any situstion
already covered?

A further look at TDF showed very nice graphics
and counters that were 8 great improvement over
those in similar games of this campaign at this lavel
of complexity, The rules showed the presence of
reaction phases, air allocation to Malta, relatively
complex supply rules and morale that, together,
produce a game with a unigue set of rules for this
will represented eampaign. Obviously thera is
something there to look at for everybody so my
attitude /s unfair to the game, prejudiced as it is.

A slightly broader examination of the game system
could say that, “yes, it does have a new amalgam
of rules but they have almost all bhesn tried plee-
whera jn some shape or form and they are all
applied 10 the “age-0ld” components of 8 hex map,
CRT and counters with combat strengths and move-
ment allowances so, really, the game is not all that
new; not what | am [ooking for anyway!'’, Are
games then becoming stereotyped? Mot reslly, TDF
is but ane game and looking around sugogests that
innovation is not dead — A House Divided by GDW
with its unusual map with flow boxes and Task
Fores with itz application of megahexes sugoests
that newer design techingues are still being develop-
ed though they may not be widely used — they
don't suit every situation!

.

Right, s0 my opinion is not & reflection af the true
current game quality — do, then, other gamers have
the same or similar opinions? My recent reading
and discussion with friends suggests that | am not
alone in having this attitude to new games so why
then do we have this view? A guick mental census
of sources of this cynicism comes up with the one
cammon deénominator that they are all experienced
gamers with owver & or 6 years gaming under their
belts. It follows that most saw the ancestors of 1he
games appearing now — PAS, the first quad games,
elc. and " probaebly played them as well, there
weren't sa many games to choose from then,

Two points of discussion arise from this. Firstly,
this group, whilst very vociferous and with wide
access to the hobby press, are @ minority of all
gamers. Were one to solicit the opinions of the
ngwer gamer | don't believe ong will find ths same
apathy — TDF will be mew, grand and sparkling in
their eves and they will delve into it with much
relish. | believe that we must be careful to ensure
that we don't imbue the whole hobby with our
patina of wearyness and, conwversely, the newer
gamer should |look oen prople’s views with some
degree of wariness gnd tend to look mare opti-
mistically upon games and the hobby than the
hobby press would make them balieve, | am not
suggesting that there is no such thing a5 a "turkey”
or bad game or that there aren't problems but |
beligve we dwell too much on the gloom at the
presant.

The second point must be the publishers attitude
to repeat games, Avalon Hill cbviously belisve that
updating a game in the light of new design tach-
niques and generated srrata s worthwhile and
expact 1o get 3 return from it. A whole new gener-
ation of board gamers, or advanture gamers if you
wish, have entered the hobby sinee the first edition
of these games | such as the new Bulge) so these
garmes are meeting a completely new thouoh more
sophisticated market, The production of zuch
games a5 TDF are a living reflection of this palicy
and probably should be looked at as the first
recent game an the subject, rather than just another
game, for the newer gamer. | do hope, though, that
the game companies see their way to covering some
of the more esoteric and less popular subjects that
may satisfy the more experienced, battle weary
gamer!

Lastly, &s we draw to the end of another year
which has seen the demise of a number of aspiring
companies, | wish vou all a very Merry Christmas
and more fruitful Mew Yesr,

Feedback Results for lssue 317:

The questions on vour reading habits show that
B0% of the readers take 3 or [ess magazines
and that 85% of thoge that answered took less than
B magazines., The majority of these were taken an
subscription and were only read by one or Two
people — even those in @ largish group of gamers
tended not to share their maogazines! The most
popular magazines were those supplied by Simpubs
(surprized?] and the Wargamer.
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BOOK
REVIEW

HAMISH WILSON

My editor, John Spence, has received comments
in the feedback about the fact that many af the
books in this column come expensive and therefore
why don’t we revisw more paperback books? The
anewer 10 1those comments |igs In the fact that, for
the most part, books desling with military history
are published in response to a spocialised demand
and ane which is not part, therefore, of the mass
market. The rule of thumb is roughly that the
more books you print the cheaper each individual
one requires to be and the bigger the markst for
any one title the more likely it 5 1o be published
in paperback, There are ways of breaking or revers-
ing those rules but that kind of decision requires a
kind of courage and dedieation thet is not often
found in publishing — especially in these recession
hit times, Despite all these restrictions there are
still publishers whe manage to turn out good titles
of interest to us and, in this lssue, thare are reviews
af 8 number of paperbacks and some hardbacks
which are quite honestly chesper than we should
reasondably expsct them to be.

Let’s begin with another, and sadly the last of
them all, work from the pen of Professor Arthur
Marder. Old Friends, New Enemles — The Royal
MNavy and the Imperial Japanese Navy from 1936 —
1941, Now this one does cost a little mare, £19:50
to be precise, but it is undoubtedly worth a great
deal to any student of naval history and will take
its place of pride alongside the other miajar warks
from Prof. Marder, Sadly he died just before the
book was published and he had not yet assembled
theé notes which were ta form the basis for the
next part of the work which was to conclude the
story of the period from ‘41-'45, therefore there
will be no more to be learned from thiz farmidable
man who was recently made an henorary C.B.E,
for his services to British Maval History. Neverthe-
less this work is a5 readable, entertaining and as full
of insight as anything elss that he has written and
will amply repay resding and re-reading. After
briafly recounting the historical association bet-
wean the two navies, he then shows us how the
changes in the Japanese political regime altered
over the years, as did the reélationship between the
two countrigs. Ultimately, inovitably, the wark
concludes at the sinking of ‘Force 2°, and allows us
to soe the ramifications of the victory on the forces
and politicians on both sides. Typically Prof.
Marder tells us all this without neglecting the story
of the feelings and sttitudes of the men en both
sides, 25 plates and three mapsz complete this
volume. There is no bibliography since this was to
be part of the tecond and final volume. The pub-
lishers are, of caurse, Oxford Univarsity Prass.

There are two bargains that I'd like ta tell you
about #nd, 85 it happens, they are both naval baoks
a5 well, The first is published by Webb & Bower
and will be priced at £8:95 until the end of Fab-
ruary, 1982, whan it will go up to £12:50, which s
a price which mare accurately reflects the quality
of the book. The Crae Journals is the title of this
work and It is a joy of 8 book. Taken from the
digries of Edward H. Cres, Surgeon R.N., the
book has been sdited by Michael Lavien who has
slso written & valuable introduction. Covering the
period from 1B37, when Cree joined the navy,
until 1856 when he was invalided home from the
Crimea, the journals include Cree's experiences in
the First Opium War, a couple of periods on the
China Station {including one which invalved hunt-
ing Chinese pirates), his honeymoon in London
and Paris in 1852, the Baltic and finally the Crimea,
Apart from the text, which is full of interest and
new information on the life of the iron men whe
lived behind the wooden walls, the book is very
beautifully illustrated by reproduced water colours
which wereé composed by the author, in the man-
nar of Victorian diarists, and which show the
detail and broad sweep of battle as well as the
minutiae of the lives of the praple of the countries
he has visited, This one really /& 2 bargain and one

which | recommend you check out at your local
bookshop before the end of February next.

The next bargain will be less easy 1o lay hands on
since there are only going to be five hundred o
them available. E.H,H, Archibald's twa volume his-
tory of the Royal Newy's fighting ships has been
published and in print for aver ten years. It is a
brilliantly illustrated history which contains much
of value, To be sure the illustrations tend 1o dim-
inish, a little, in value as the scale of the vessel in
question incréases. Thus the size of drawing which
displays the private parts of & 17th Cent. ship of
the ling in intimate detail is of less use when deal-
img with the vast size of H.M. 5. Queen Elizabath of
1915, The variety of information within these
covers is enarmous, however, and the books will be
of the greatest sssistance to either the tyro or
expert student of naval histary, Why then the fuss?
Well, Messrs. Blandfard, who publish the books
saparately at £8:95 each, are offering five hundred
boxed sets a1 £14:95 which Is a saving of £3:00 on
the cost of the two volumes and will allow vou to
have a pair of velumes which cover the History of
the British Fighting Ship from A.D.897 until 1970
and which will adorn your bookshelf at the same
time .... that, to my way of thinking, is 8 bargain,
but ene which won't be around for long!

From bargains to peperbacks and from Arms and
Armour Press comes the second of their wventures
into re-issue in paperback. | mentionad the first
volumi [Combat Aircraft of WW I1) in an earlier
issue but, British and American Tanks of WW 11 by
Peter Chamberlain and Chris Ellis is the second and
I've taken a close look at this one just to see what,
85 a paper back, it is like, Foar thoss of vou who are
unfamiliar with the excellent series of AFV books
that ABAP did in the =arly days, the format is
highly illustrated book with an intensive text con-
taining 85 muech informaticn as can be ressonably
crammed inte about two hundred eleven by sight
inch pages. These books were the first really com-
prehensive volumes published in the field and
mcluded an edition of von Senger und Etterlin, If
this paparback is anything to go by the transfer
will not harm the reputation of Arms and Armeour.
The binding of this volume iz tough snough to
suppart the large pages on good quality peper and
yet flexible enough to allow what is essentially a
reference book ta lie flat on the desk without a
finger being required 1o hold it open 2t the desired
page. But the great victory of the peperback is, of
course, the price. Published first in 1983 the book
cost 95/- (£4:95) and that's what it's costing in
paperback. If A&AF do the same deal an all thair
tank books they will receive the blessings from
many AFV buffs who could not otherwise afford
their produoct.

From Panguin Books comes a number of titles of
interest, Muclear Nightmares by Nigel Caldar is one
such, Mr. Calder is probably better known to tele-
vision viewers as the author of Einstein’s Universe
where he allowed Peter Ustinov to pretend to be gl
sorts of different people to explain "the new
physics’ and succeeded only in confusing us all
evan mare. There is no confusion in this book. Mr.
L. takes & long cool look at the technology and
pelitics facing the super powers and then takes a
lonk at the apparently inevitable spreed of nuclear
weapons and then at the possible wave in which we
may all finish up on an Earth fried to a radio active
crisp. £1:50 will buy you this interesting and
admirably polemic-free book but it doesn't make
cheerful reading. John Cox's book, Overkill, s the
other side of the polemical coin. This Panguin
révised, updsted and expanded re-lzsue fs full of
information and polemic. Mr. C. was, and may stiil
be, the Chairperson of the Campaign for Nuclear
Disarmament and is therefore presenting his view
of the waorld less objectively than Mr. Calder and,
of course, much more emotionally. Nevartheless
there s much foed for thought in this book and,
whether we agree or dissgree with Mr. Cox's
stance, | believe that it behoves us all to have a
read at this and the preceding volume., At least
you'll know all the information there is 10 know at
the end of the reading. Overkill costs £1:75.

Perhaps as an antidotz to the foregoing Penguin
have also publishad an account of the work of the
United Mations Forces which is by Anthony
Verrier and is called, International Peacekeeping.
Costing £5:95 it s, | think, too expensive and
should have been made in the same price renge as

other paperbacks on Panguin’s list. For all that, the
book is a very interesting one. The author follows
the histery of seven U.N, operations including the
Congo, Cyprus and various times in the Middls
East between Egypt and lsreel and in the Lebanon,
A policeman’s lot is not an Happy one as Gilbart
wrote, Imagine then what it must be like trying to
be a policeman between two srmics ... a hit like
trying to separste a battle between husband and
wife, If you try to interfare then they'll both turn
on you &5 like as not. But it's far from being as
funny as that sounds. Anthony Verrier has tried 1o
make sense out of situations which don't appear to
have any and has shown why, on some sccasions, it
dppears that the forces involved In keaping the
peace gre doing maore fighting amangst themsebes
than anything else. The essence of the book s thae
there are people trying to make peace work = =
may be that [f they are supported by sncaph of &
the LM, will become an organisation to which we
may genuinely look for help in keeping the hellish
dawn of Armageddon away from our world, Eight
maps [of verying degree of clarity] and a number
of disgrams of radio news support the text of this
Iinterasting book,

The last of the paperbacks for this issue is a mes-
sive tome published by Abacus. Called, Weapons, it
is by American writer and journalist Russell Warren
Howe and it takes up with the international trade
in arms and munitions where Anthony Sampsan
left off in his work, "The Arms Bazaar”. Following
the growth and development of the big arms firms
warld wide and the incredibly complex peliticking
surrounding arms buying and building in America
and other parts of the werld, this book rattles
along at & pace that is both refreshing and alarminag.
Mr. Howe is far too old & hand at @lling a story 10
agllow his reader to become bored or sven com-
plecent in his apparent undeérstanding of what's
gaing an and while there are nearly eight hundred
pages to get through it doesn’t feel like it by the
time you've got to the end, £3:95 secures this
boak which will guarantee you & couple of laughs,
a couple of grins and mey even turn your hair grey
when you read the story of a B-52 whose navi-
gational gyros are kept going by a crushed arange
juice can, 8 pocket knife snd & bandage from the
first aid kit. “"Happens sl the time"™ caid the
pilot!

The Dernigrs, Messerschmitts and Heinkels of the
MNezi Luftwafie didn't bother too much about
gyros when they were coming across the channel in
1940, for mast of them could probably see the air-
figld they took off from as they crossaed the
English coastline over Kent. It also appears to ba
trug that most of the people below them didn't
bother too much about the aircraft or their
intentiens., This bacomes clear from a studv of
Dennis Knight's splendid book, A Harvest of
Messarschmitts which i3 & Leo Cooper book
published by Frederick Warne. Mr. Knight has.
found the diary of Mary Smith, who wac the
school teacher, and daughter of the postmaster, of
Elham, a small village which lay north of Folkstone,
on the Kent cosst and just down the rosd from
Hawkinge, an airfield which played 8 mejor part
in the battle of Britain. Combining her diary with
his own expert knowledge of the passage of the
battle Dennis Knight has made a book which must
be, in many ways, unigue. There, amongst the
ketten of 109: and Geschweder of bombars Ms,
Smith was concerned about “tiles off the roof,
‘Joan came to dinner and tea’ and, from time 1o
time, “a few pops at a stray Jerry,” or, less fre-
quently, ‘3 raids but only bad in marning.’ Beneath
these clipped, almost cryptic entries Dennis Knight
tells us, with all the wizdom of hind sight and vast
research, just what was happening, even down to
knowing just who shot down whom and where
over Elham during the battle. Don't let me give
you the impression that this is altopether a light
hearted book far it is not but it is the first that has
givem me a genuine reglisation of the lack of
immediate effect on the population who were
under the battle that was the first turning point of
W 11, Ms. Smith cared who won but slso carsed
that the hounds had 8 good outing et Christmas of
that astonishing year, 1240. Innumerable photo-
graphs support this fascinating text together with
some maps and a couple of very nice drawings of
cbligue zerial views of Elham and of Hawkinge
when it was under attack. £8:95 is the price of the
volume and not one which | would consider
unreasonanle,

Continued on page 31




By amy standard the war of 1914 is the key event
of the 20th century. Few issues thet feature in
todays news, issues os diverse as East-West tension,
ireland and women's liberation were not shaped by
what happenad in 1914-1918.

Hawever, while the other two great upheavals of
tha last two centuries, the Napeleonic Wars and
World War 11, have between them Inspired a very
large part of our hobby's output, World War | lags
very far behind as a topic for gamas. At first this
seams surprising, since many of the images and
experience of 1914-1918 still shape modern ideas
and attitudes about war. In fact it is probably these
attitudes which are the reason for the absence of
World War | pamos.

For many people World War 11 canjures up images
of panzers sweeping irrestistibly scross the Western
Desert or the Russian steppes while alreraft duel
averhead, The Mapoleonic Wars conjurg up visions
of eplendidly uniformed curriasiers charging down
on stalwart grenadiers. By contrast the common
image of World War One is of ravaged grimy faced
soldiers plodding through the mud to certain death
an tha barbed wire. Such an image is hardly
calculated to sell games.

Mevertheless a fair number of games an World War i
have been published owver the vyears. Although
their merit varies widely thay are an interesting
hunch. Certain topics have been so widely treated
in the hobby that a consensus on how to deal with
them has emerged, Thus most WWI operational
games have a mechanised movement phase while
Napoleonic and American Clvil War tactical games
nearly all use the defensive fire/offensive fire/melee
sequence. However no such consensus has emerged
in the case of WWI and so, for good or ill, practic-
ally every WWI game has unique features, This
article Is an attempt to provide an overview of the
way the hobby has treated WWI,

To begin with though, a couple of clarifications are
necessary. First, the list will inevitably be in-
camplete. | can only point out in mitigation that
| am not a millionaire and do have to waork lany
advice on how to roctify either of those metters

would be gratefully received) and so | do not have
the ability to buy or pley every Interesting game.
Second, In all honesty, | should point out that |
have recently designed a game on a World War |
topic myself, which | hope to see published. How-
ever, if | am critical of some other World War |
games, | am not merely trying to discradit possible
rivals., In fact, by being critical, | may be encourag-
ing others to be equally critical when my game
finally eppears. With these clerifications out of the
way down to business ...

Air Tactical Games

“Curse vou Red Baron!™ Snoopy

Sinee 1he axploits of air aces like von Richthofen are
ane of the few areas of World War | with eny aura
of ramance, it i3 not surprising that the air combat
of the period hes inspired several games. The
earliest one was SPI's Flying Circus. This sppeared
in SET in 1972, in the far off days when the idea
of a magazine game seemed new and exciting and
the thud of S&T through the letter box was gaperly
awaited (Yes, younger readers, there really were
such times). |n the case of Flying Circus, the thud
was somewhat louder than wusual, since Flying
Cireus contained more paper than any other S&T
garme befare or sinca.

A PANORAMA OF

Although Flying Circus seemed, st the time, to De
a radical departure for games, much of its format
has become standerd for air games. While planes
manoeyvrs around the map, details of their per-
formance areé recorded on a separate record card
which records height, ammunition expended,
darmage taken and similer information. Each type
of plane has its own card giving details of max-
imum cpead, armarment and ability to turn,

The pame was well received and, imitaticn baing
+he sincerest form of flattery, was scon followed
by Avalon Hill's Richthofan's War which used a very
similar system but featured more impressive com-
ponents plus more detsiled rules covering such
matters =5 hits on specific areas of the plane and
pilot skills and, unlike Flying Circus, it remains in
print.

One area that neither geme really explored was
that of the many types of manoeuvre svailable 1o
sircraft. Planes may climb and dive but the various
loops and turns that enabled pilats to avoid the
enemy or to place themselves on his tail go un-
simulated, This Is remedied by WWW's Aees High
which edapts the manoeuvrz rules from the Wwz
games Air Force and Dauntless to @ WWWI setting.
This game also scores ower its predecessors by
including not just generalised scenarios for types of
air combat but reconstructions of famous fights of
the various aces,

A radically original approsch to the topic is taken
in Aces of Aces. |Gameshop Ltd]. {Ses elsewhers2
in this issue). This game has no map but instead
pach player has a booklet depicting 200 pilot's eye
views fram the cockpit of 8 WWI fighter. Each turn
consists of a player selecting a manogeuwre after
which a matrix system directs each ons to a picture
dapicting the view sach has 8 result of the com-
hination of manoeuvres, If one is lucky 1t will be
the tail of the enemy plang vulnerable to attack, if
unlucky it will be an over the shoulder view of thie
enemy firing from behind or, equally disturbing,
empty sky signifying the opponent has been lost
campletely, Manosuvre and combat are very sim-
plified but the end result still conveys rather more
of the atmosphere of WWI air combat, since it



forces the players to contend with problems such
2z limited intelligence and the restricted field of
human wision. Mot only that but it can be gasily
played down the pub or on a train [Although you
may get funny looks from your companions,
espacially if you have your flying helmet an).

Unlike most fislds deelt with in this article, the
list of WWI air games includes no real failures and
all these products are of interast. Probably it will
not be long before this topic attracts the attention
of the makers of computer games,

Maval Tactical Games

“Seems rto be something wrong with our
bloody ships today . Admiral Beatty,
watching the sinking of HMS Indefatigable
1916

The hobby's first WV tactical naval game was also
of interest as being the first game designed by Jim
Dunnigan. This was Avalon's Hill's “Jutland'
which appeared in 1969, Although this game
included maps on which the British and German
fleets searched for each other, as they did in the
Worth 5ea prior to the Battle of Jutland, the
centré of the game is its tactical system which uses
no board, Instead the counters representing the
fleets are deployed on any flat surface and moved
with the aid of measuring rods, The resulting game
is very long and requires a grest deal of floor space.
Mor ig it very realistic since, on the living raom
flaar, the two fleets in line intertwine with each
other in elaborate pstterns which bear more
relation to the mating habits of snakes than any-
thing that happened in the North Sea in 1918.

The game has been revised by Avalan Hill since its
origimal publication, its current version includes
scanarios for some of the smaller Anglo-German
Morth Sea engagsments. Even sa, it Is 3 not very
happy half way houss betwsen board and min-
iature gaming and does not really give you
anything you could not get cheaper by buying a
good st of miniatures rules and making your own
cardboard counters to use with them.

Jim Dunnigan's other WWI| naval game offers a
completaly differant approach. This is Dreadnought
which depicts, in different scemarios, Eattleship
actions from both World Wers, The svstemn used iz
largely taken tram an earlier game, CA, depicting
cruizser and destrover actions in the Pacific in
WWII. As might be deduced from the use of the
same system to depict two very different types of
naval warfare, the game is simple and very limited
25 a simulation. However it does include one
intaresting devica: its campaign game. This gives
gach plaver commend of 8 whole nation’s fleet
and allows the players to secretly commit their
ships to a whole series of actions while ignorant of
the farces the enamy has allocated, Thus not only
arz the plavers faced with the prablem of limited
intelligence but they must decide when they have
lost a particular engagement and then extricate
their forces from it to take part in future battles.
Thig helps solve the problem of individual scenarios

3

in which players risk their battleships, hugely
expensive and the ICEM: of their day in terms of
strategic importance, in a way that no real com-
mander would ever have done.

A recent addition to the range of naval games is the
naval module in Paper Wars' Gallipali. This depicts
the attempt of the British Mavy to force the
Marrows from the Mediterrancan to Constantinople
in the face of Turkish shore gunfire,

i

The system is reasonably detsiled and includes
featuras such as ship facing, hits an different parts
of the ships and the towing of damaged vessels.
Turkish ammunition supply is secret, an important
consideration since the British gave up and salled
away when the Turks were nearly out of ammu-
nition and planning te sbsndon their defence.
Extra rules deal with the Turkish minefields, the
British mineswespars (These were crewed by
civilians and in the game they may panic and flee
at @ crucial moment as they did in resl life) and
British landing parties.

In spite of this detail the game does not really
steand up to repeated plays since the plavers have
anly a limited amount of options. The British can
do little but steam on whatever the consequences,
while the Turks can only blaze away desperataly.
Counters are provided for the Turkish flest but,
except in desperats situations, the ships are wise 1o,
stay in port as they did in real life. However the
game is certainly a good simulation and an interest-
ing addition 1o the rest of the Gallipoli package
which will be looked at [ater.,

Land Tactical Games

“The Devanshires held this trench.
They hold it still.”

Anonymous inscription, Western Front,
November 1918

The main item here is SPI's Soldiers, designed by
Dave Isby. This was published in 1972, thus
making it one of the cldest SP1 games 5till available
from Simpubs. |t depicts various company level
actions in 1915 by a tactical system that manages
1o be both straightforward and reasanably realistic,
since, not dealing with tanks, it does not have to
consider the complexities of armour/infantry or
the different effects of artillery on tanks and
infantry like WWII tactical games. In spite of its
simplicity the individual pecularities of the various
armies are quite well depicted with counters to
represent each nation's specialities such az the
Russian artillery battalions, the German horse
maching gun units and the Belgian machine guns
maounted on small carts pulled by dogs. Morale is
included [n a rule that enables units to dig in but
makes some nationalities reluctant to move once
having done so.

The problem, from the games viewpaint is that,
since the map depicts in most scenarios the plains
of Poland or Flanders, there is little in the way of
cover. This, togather with an appropristely bloody
CRT, means that in most scenarios all the defend-
ers need do is sit tioht and slaughter the attackers
in large numbers as they cross open ground and in
many cases can win without moving a single unit in
the whale game,

Another tactical game that deals partly with WWI
is SPI's Patrol, This game took the system of the

deservedly popular Sniper, which dealt with WWiI
street fighting at a man 1o man level, and trans-
posed it to 8 rural setting with scenarios from 1914
to Vietnam. In spite of some clearing up of the
sniper rules the idea was not & terribly happy onz
gings, in an opan environment, individual action
does not have the Importance it does In a city
where every building must be fought for, and
the attempt to produce a set of rules covering all
twentioth centwry infantry combat mesnt that the
pocularities of each war were not well depicted.
The WWI zcensrios, In particular, conveyed little of
the influence of trench systems, huge fences of
barbed wire and the dense masses that were often
used in the attack,

Another game dealing with man to man combat in
VW was PBIl published In the sarly 70s by the
now defunct Third Millania Co. This strange item
is mentioned as perhaps the worst war game over
pubtlished, Its rules ssem to have been thrown
together in a few minutes and [nflicted on the
public with no playtesting at all. Thus we are told
that fire should be written down and then carried
out simultaneously but given po hint as how it
should be recorded since neither countors or hexes
are coded. The rules contain helpful remarks such
a5 “two men may dismantle and carry a machine
gun'” without any explanation g5 to how this is
done, This game iz only mentioned here since its
publishers, although no lenger active, may receive
the infarmy which is their due and because this sort
of thing ténds to crop up second hand for sbout
25p. If you come across it save your 25p for some-
thing faintly more sensible such as Max Bygreves
records of nuclear fallout shelters,

Operational Games: Eastern Front

“A hundred cities prepared to welcome their
warriors. A milfion homes awaited their
menfolk. Alf suffered in vain. Naught was
gained by any. All returned, whether bearing
the faurels of victory or tidings of defeat. to
fromes already engulfed in catastrophe. ™
Winston Churchill on WW/ in the East.

Four battles between Austro/German forces
and their Russian and Italian opponents form the
subject of SPI's Great War in the East quad. The
SYS1Bm gives great prominence to the problems of
command control. This Is particularly apt for a
WWI game since the commanders ware controlling
large numbers of men with enly the limited aid of
radios. Instead, they had to rely on field tele-
phones (often abstnt in the battle zone) and
verbal and written communication. Therefore their
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ghility 1o desl with unexpected situstions was poor
snd often the best the commanders could do was
smulate Moltke the elder, who in 1870 spent the
first day of the Franco-Prussian War lying on a
sofs reading a novel entitled Lady Audley's Secret,
cenfident that his subordinetes had been briefed
for oll conceivable situations end that he waes
unable to do anything more. However, Moltke had
the Prussian Army &t his disposal whereas the
Russian and Austrisn commanders of WWI had
foress often consisting of badly educated and
unenthusiastic troops and so the problems of
command can be imagined.

However the way SPI1 chooses to simulste it is not
narticularly happy. HQ units sppear and eommand
3 limited number of units, forcing all others 1o roll
5 dig to deterrmnine whether they can move or not.
A similar system works well enough in O8G's
napoleonic tactical games but here the greater
density of units makes relling for large numbers of
thern at the beginning of each turn a rather tedious
chore.

The qued uses a CRT somewhat like Panzergruppe
Guderian which gives the defender in many cases
the option of retreat or step losses, This is alright
in PGG where the armoured units pack a real
punch and retreats can be exploited in the mech-
anlsed mowement phase but in thiz quad the
defeneca factors are high and there s no mech phase
so the defender will find it easy to retreat slowly
while forcing the attacker to take |osses,

The games of the guad (Caporetto, Brusilev
Offansive, Serbia/Galicia, Hindenburg in Poland
plus Tannenberg which appeared in SET] use the
zame systern with their special rules for sach one
and, as is often the case with SP1 quads, one gets
the impression that the special rules werg simply
devices to enable the games to be balanced with a
historical justification thought up later. In
addition, the Hindenbarg rules tell you how 1o
gain victory points but not how many you nead to
win. As a result of problems like this, the quad,
although of some interest comes nowhere near ful-
filling its potential.

Another campaign in the East where command
contral {or rather its absence} played an important
role is simulated in the recently published Gallipoli
(Paper Warsl. Here the problems of command
referred to earlier were compounded by the fact
that during the landings most of the senior officers
were on ships unable to communicata with their
men on shore. As a result, during the Gallipoli
landings many opportunities for victory In the
garly stages, when the Turks were confused,
went unexploited.

The game has a great deal going for it. Each side
hat a detailed order of battle with units of diverss
values, including Indians, Awustralians, French,
Senegalese, the Ceylon Planters” Rifles and the
Royal Maval Division for the Allies and gendar-
merie and German sailors for the Turks. The
combat system is original and sppropriate. Units
are rated for combat and morale with the differ-
ence botween attacking and defending rmorale
being applied as 8 modifier to the combat odds.
Since, even at high odds, nasty things may happan
without a good modifier, this means that most
units can mount a good defence but only high
marale units should be entrusted with an attack.
This accurately simulates combat conditions in
wWwi where defenders were entrenched. In these
circumstances troops would hold on and fire for
the simple reason that it was probably safer than
gither getting out of a trench to run away or
making a surrender which, in the sort of ferocious
hand to hand fighting that occurred at Gallipoli
could well have marely resulted in an on the spot
bayonetting.

A recent Phoenix writer criticised this game on the
ground that it hed no command control rules to
simulate the confusion of the landings. Howewver,
| have usually found that the possibility that units
will disrupt when landing, the random arrival of
reinforcements and the deployment of Turkish
inverted units create enough confusion in the early
stages to prevent the Allles from seizing the initia-
tive too guickly, The game’s problem seams, to me,
to come in the final stages. By this time bath sides
will have quite a lot of artillery and since the vic-
tory conditions involve quite small areas, it is easy
to concentrate artillery in the relevant pleces. The

strength of this artillery mesns the game 1=nds 10
and in a3 series of artillery bombardments with the
infantry playing only a minor part. Apert from
being unhistorical, this tends to result in = lot of
to-and-froing as one side is forced out of an object-
ive but next turn can muster enough srtillery 1o
force its way back in. In spite of this the game is
still extremely intaresting and no WWI collection
should ba without it.

Although the 18918 armistice brought immediate
peace to the srmies In the West, the situation In
the East was rather different. Civil War still raged
in Bussia while Greece, Turkey, Rumania, Foland
and Lithugnia all used military force to defend or
challenge the new boundaries set up by the war,
with the result that fighting of differant kinds
continued in Eastern Europe until 1821,

This period of pest WWI fighting has inspired two
games worthy of note. The first is Red Star/Whita
Eagle {(GDOW) based on the Russo-Palish War af
1920, This war was history's last grest cavalry
campaign and the system reflects this well,

Zanes of control only impose additomal move-
ment costs depending on the type of unii. Since
most eavalry have movement points of 10 and each
side rarely has enough units to maintain a strong
line and since the CRT permits advances after
combat up to as much as 7 hexes the cavalry has a
tremendous speed and momeantum.

The intersst of the basic situation is further
increased by a typical GDW detailed arder of battle
including exotica such as armoured trains, river
gunboats and, for the Poles, 3 women's battalion
and @ battalion consisting entirely of Catholic
clergy. As usual with GDW the setup time is rather
lengthy but this iz less of a preblem than it is with
others of their games, However once set up is
finished the sction is fast and furious with the
front moving long distances in a turn and the game
can be confidently recommended,

At the same time as the Bolsheviks wers fighting
the Poles they were also battling with the Czarists
for contral of the Ukraine. This campaign is the
subject of Tatachanka (published privately by Jim
Bumpas, its designer, now available from Papar
Wars). This game triumphs over a rather crude
black and white map and somewhat obscure rules
because of the interest of the situation and the
ariginality of its ideas.

The action is even more furious than Red Star/
White Eagle since cavalry moves fast and nobody
has enough units to maintain & continuous front.
Like the previous game there is a colourful order of
battle including armoured cars and trainz and even
a few tanks. Howsever the main interest comes from
the complex paolitical situation and the means used
to simulate it. The campaign was very far from
straightforward, The Ukrainian nationalists fought
against the Bolsheviks but were not: overkeen on
the Czaristt whose victory would probably have
meant the re-incorporation of the Ukraine into the
Russien Empire. The Makhnovists, local peasants
who had seized their lands fought first with then
against the Bolsheviks {Incidantally the Makhnowvist
Ygacrot weapon', the armoured farmecart with a
machine gun mounted on it was known B85 a
tatachanka, hence the game’s titie).

This political web of intrigus is depleted wery
effectively. The different pro- and anti-Bolshevik
factions ara only allowed a limited degree of co-
operation between units. Victorios allow players 1o
gain political points representing the effect of
subversion and propaganda behind enemy lines
which may cauze enemy reinforcements not to
appear or troops to become demoralised. Most
interestingly of zll, victory may sometimes result
not in the elimination of enemy forces but their
defection and incorporation inta the victorious

{orcas. The result is an unususl and flevoursoms
game which lasts long anough for the tide 10 tum
several times,

e

Operational Games: Western Front

The first ever operational level game of WWI
was 1914 published by Avalon Hill in 1968 and
was another early Jim Dunnigan game which
dealt with the opening months of WWI in the West.
Its complexity and the number of new concepts it
contained seemed astounding at the time, Indeed,
there were so many optional rules adding extra
details that | very much doubt that anyone aver
plavad all of them together. With hindsight this
geme looks like 8 rough sketch for Dunnigan’s
later career since it contained many Idass later
developed further in his subsequent games, such as
step losses, 8 loss or retreat option CRT and simul-
taneous movement, Unfortunately thess ideas ware
put together in a confusing package which cried
out for a good developer and so it is not reslly
surprising that the game is no longer in print. What
is surprising however is that Avalon Hill have never
produced a revised version, They have an excellant
map and a detailed order of battle and need anly
to simplify the game system to bring it up 1o stale
of the art, so it is hard to imagine why they have
hothered to revise the far less interesting Jutland
but not this one.

5Pl returned to the opening campaign in France
with Battle of the Marne published in the mid
70s. This game represented the opposite end of the
spectrum to 1914, possessing simple rulas and an
extremaly dull map with little terrain. It did not
arouse much interest and s no longer in print.

The trench battles on the Western front remain the
subject of very few gemes. Probably due to a com-
hination of lack of intersst and the problems
involved in simulating these battles. The slow
procass of attrition is difficult to make interesting
and thera is the further problem thet the strength
of the defensive and the genergl policy of holding
front lines thinly with reserves to the rear created
large numerical disparities between the defenders
and attackers which make it hard to devise 8 CRT
ta cover all contingencies.

One possible approach to gaming a trench battle i

taken by SPI's Green Fields Beyond designed by
Dave lsby. The first thing ene notices about this
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game ks ite larpe and detailed counter mix. Set-up
time is long but, having completed it one feels,
bafore a single counter i85 moved that 8 WWI
offensive is sbout to begin es one sees, set out on
the map, the infantry waiting in the trenches, the
huge parks of artillery behind the lines and the
eavalry drawn up by the roadside just in case, this
time, there will actually ba a breakthrough.

When one sits down to play one soon finds that it
iIs not just 8 simple matter of moving ta maks
attacks &t high odds and blasting one's way through.
Although, at the start of the battle, the BEritish
vastly outnumber the Germans and have tanks,
sttacks will still be unsuccessful unless they are
very carefully planned. Artillary plays a major role
with several different types of bombardment being
possible and the amount of artillery used by each
artillery unit being recorded. Correct use of this
artillery is the key to the game and the player is
placed in the role of the staff officer responsible
for detailed organisation of the attack,

The resulting game is extremely long and most
gamears will prefer the shorter seenarios, Unfort-
unately two of them, depicting the British initial
onslaught and the German countersttack are very
unbalanced, not in the sense that one player has g
preater chance of victory, but in the sense that the
attacker does practically all the decision making
while the other can do little other than react, It
is only the third scenerio, depicting the central
part of the battle where the British lost the initia-
tive that is equally challenging for both players.

A somewhat different approsch iz taken in the
recént S&T game The Kaisers Battle designed hy
Joe Balkoski, depicting the German attack on the
British Fifth Army in March 1918. Although the
detail and counter mix are both much smaller than
the previous game it still manages to convey an
idea of the zort of planning that went into 8 WWI
offensive. Artillery, although represented by
abstract points rather than specific units must still
be used carefully end above the battlefield aircraft
spot for artillery, Intercept the enemy and make
ground attacks (I am sceptical sbout this last
feature since it does not strike me that the sort of
randam machine gunning and primitive bombing
practiced in 1918 would have had much impact on
divisional sized units).

The initial German onslaught of their 1918 offen-
sive enjoyed overwhelming numerical odds and the
game will often ses British companies attacked by
entire Germen divisions, To cope with this situ-
atlon the game uses an ingenious combat systam
without 8 CRT. The attacker and the defender rol
a dice each, multiply the result by their combat
factors and divide the atteckers total by the
defendars, If the final number is higher than the
defender's morale the defender will take losses, if
not, the attacker will take the losses, |n effect the
systam means that the Garman initial offenzive
will sweop all befors It practically everywhere but
now and then a combination of high defence die
rolls with low sttacking ones will simulate heroic
resistance by an isolated unit.

Az in many SPl games HQ units are used and | have
my doubts about this dsvice. | realise that it s a
device used to simplify the complex process of the
organisation of command and communication but
it seems to produce unrealistic results with German
assaults to eliminate HQ units which bear little
relation to real stretegies. Thera Is also the problem
that German units trace supply from HOs but there
s no supply rule for HOs so units completely
surrounded can still be in supply.

However, the game is certainly interesting and
makes a great change from the rehashes of old
idess or hurriedly thrown together dross that we
have seen & lot of in recent S&Ts.

Strategic Games

Devising a game on all of World War | is no easy
task, If it is @ simulation the long deadlock in the
west must be shown but the player must, if the
game is to be entertaining, be given a chance to
improve the gituation, without departing into the
realms of unhistorical strategies.

Jim Dunnigan haz attempted this in his World War

| game. Published in S&T a few vears ego, this
pame attempts to depict the war on a small, folio

i

sized map with 100 counters and, surprisingly,
does not do badly,

The heart of the game system is the concept of
combat resource points, Each nation has an allow-
gnce of these and they are used to take lasses, The
CRT gives each side 8 numerical losz which must be
satisfied by eliminating units, retreating or taking
losses on the combet resource table track. As a
résult most players will take losses in combat
resource points and only lose or retreat units when
these points are nearly depleted,

The resulting game is an excellent simulation of
WWI that gives some insight nat merely into what
happened but why it happened. Placed in the role
of WW| generals players will embark on lang
battles of attrition and as they do so will look at
the anemy's declining resource points and convinee
themselves that one more attack will break the
enemy. Somehow though, as In real life, it quite
rarely happens. The game's problems are that,
aftor 8 few plays, strategies can become stereo-
typed and it Iz easy to exploit the rules In various
ways, For Instanee in 19171918 the Central
Powers player can pursue unrealistic strateaies
based on the knowledge that the game is going to
end. However one should not be too hard on this
game since, with its simple rules, small map and
100 counters, it manages rather better than its
binger end more sophisticated rivals on the same
topic.

The first of these s The Great War, designed by
John Prados and svailable from West End Games.
This game is based on an aréa movement system
rather than a hex grid end so rather resembiles
Diplomacy in its map. Its combat rules utilise a
system whereby esch nation has an allocation of
national resource points rather like World War |
combat résource points and also kept track of on a
sprcial display .,

However the system is considerably more detailed.
There are four differant types of attack: assaults,
which are resalved en a straightforward CAT with
attackers and defenders taking unit losses: attrition
attacks in which only defenders take lozses while
attackers expend resource points; tenk/finfiltration
attacks for later in the war with a likelihood that
the enemy may have to retreat, and, if pleying into
1919 a possibility of proper motorised assaults by
large armoured formations,

The ideas, as is always the case in a John Prados
game, are original and interesting. However John
Pracdos’ ideas tend to need pood development and
careful rules writing which they do not slways get,
las those who purchased the first editions of Third
Raich orf Pearl Harbour will testify) and unfortun-
ately they do not seem 1o have received it here, It
seems curious thatl attackers never take losses when
making attrition attecks when one considars that
these attacks are meant to simulate trench type
battles like the Somme. Presumably expenditure
of résource points is Intended to depict loss of
manpower but why can the defender not take
casualties in the same mannear?

The provisions for tank and German infiltration
attacks are odder still. The stosstruppen who
carrled out German infiltration type attacks made
their debut against the |talians &t Caporetto and
the Russians at Riga in the Summer of 1917, In
this game the Germans can make infiltration
attacks from 1916 onward. Similarly the Allies
may make tank attacks from 1916 onwards.
Although It Is true that tanks were first used In this
yaar, they ware only employed locally and in small
numbers. Tank attacks capable of dislodging the
enamy from tracts of land big as the arees an the
game mep did not ocour wntil Summer 1913,
Presumably John Prados is aware of these facts
and had some reason for his rules but it is not easy
to see what it wes,

More serious is the fact that the contral concept is
not elearly thought eut, One is given the choles of
playing the whole war 1914-1918 or shaort
scenarios for the varlous vears and as a result the
rules fall betwesn two stools, The whole war game
at 50 or so turns is very long and the Individual
sconarios are not terribly interesting since they
give little chance to plan ahead and formulgtie
one's own strategy. When one adds to this the not
vary well written rules and low production
standards, the result cannot be recommended.

The final ettempt to depict all of WWI is Avalon
Hill's Guns of August. | eagerly awaited this one
and expected it to be something like their Russian
Campaign, Fortress Europa or War and Peace
fairly simple, straightforward and playable but
with a reesonable amount of historical simulation
Well, the first thing ane notices about the game i
that the rules are reasonably streightforward and
short. However, whare War and Peace was able 1o
have a system which, athough simple wes original
and appropriate 1o the period, Guns of August has
a very basic moverment and combst system which
creates  an  atmosphere  rather like Russian
Campaign without panzers and mechenised move-
ment. This may well strike some plavers as
extremely dull but if you are interested in WWI
you will realise that you cannot expact huge break-
throughs and strong attacks and you will actusally
start playing the game,

When you do so, vou will find that, unlike its AH
sablemates mentioned above its simple rules do
not make for 8 playable game. The number of
counters in play is large and they are ooing to be
stacked closely together. Im addition there iz a
horrendous rule that states when a nation becomes
damoralised it must rell for sach of its units to see
if the unit deserts. Since the most likely victim of
this rulz is Russia and since most of the time
Aussin has abouwt 70 units on the board this tends
to be a somewhat time consuming procass.

Dos#s the game do any better as a simuletion? Here
again the answer is no. The whole concept of the
garne is fatally flawed by the stacking rules. Three
corps (i.e, six divisions) may be stacked in a hex.
This Is a ludicrous underestimate of the concen-
trations of forces that really were involved in
World War I. For example, in March 1918, the
Germans attacked the British Fifth & Third Armies
with 70 divisions on a front which corresponds to
three hexes of the Guns of August map in which
according to the games rules they should only
have been able to fit 18 divisions.

The result is that it is quite impossible to repeat
many real life strategies in the game map. For
example, in 1914, the French deployed most of
their army on the Franco-German barder allowing
the Germans to cutflank them by moving into
Belgium and nearly reaching Paris before their
advance was halted. |n the game it is totally Impos-
sible for the French to concentrate such large
numbers on the German border so they have to
deploy right along the whole Belgium border thus
making it impossible for the Germans to repest
their real life advance, When Russia collspsed in
1917 the Germans moved masses of men off the
Eastern front to hurl at the Anglo-French in 1918,
The German player who attempts this in the game
will find thera iz just no room to deploy more than
a small portion of his Esstern forces in the West,

This error iz so serious that it would invalidate the
game if the designers had got everything else right.
Suffice it to say that they have not got everything
glse right. Another glaring error is the fact that,
althaugh there are weather rules, they merely affact
maovement, not combat, Tha rasult is that players
can continue to attack in the depths of wintor,
blithely lgnoring the mud of Flanders, the snows of
the Alps or the Russian plains in total defiance of
history,

The rules o0 are poorly written, We are told that
the amount of rail capacity on Eastern and Westarn
fronts Is limited but are given no indication of
where one ands and the other begins, The set up
charts give Britain units of a type that simply did
not exist. | pondered long over what artillery was
supposed to do but eventuslly found this inform-
ation not in the rules but tucked away at the bottom
of the CRT. In fact the only aspect of the game
that indicates any thought is the fact that designers
and developars remain totally anonymous.

It is a pity to finish an article on such a rancorous
nota, However, the fact is that Avalon Hill games
are expensive and thet Avalen Hill de have a
reputation for teking care with their products.
Guns of August is in every respect except physical
production such a considerable fall balow the
normal AH standards that one can only wonder how
it came to be published,
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One unit of the United States Army which must
be becoming famaous to many warfamers is the
11th United Statss Armoured Cavalry Regimant —
the Black Horse Regiment — stationed at the town
of Fulda In West Germany. It made its first appear-
ance in the cardboard world when Fulda Gap was
publishad, its 'A" and ‘B’ Squadrons {but not ‘C’,
for some reason known to God and Jim Dunnigan}
appearing in the counter-mix, evén though they
rarely stay in the game for very longl Since then it
hes reappesred in NATO Division Commander in
its screening and delaying role, its squadrons (all
thrae of ‘em at last) capable of being broken down
into their campanent troops. Now it makes its
third game-appearance, this time in Fifth Corps,
where its part is often ‘as brief as In Fulda Gap,
althaugh much more vital,

A regiment that played no part in the Indian Wars
of 186590, let alone in the Civil War [for the
simple reason that it doss not appear to have been
raized untll the 1890s), the Eleventh lacks, from
the British point of view — conditioned by cinema,
welevision, and certain literature — the fame of the
Sevanth, the lesser but nonetheless sound reputation
of the Fourth - lonce, under the command of
Ranald Slidell MackKenzie in the 1870s, reckoned
to be the best cavalry regiment on the frontier)
ar the cachet of the Ninth and Tenth, the ‘Buffalo
enldiers’. Monetheless it is the first, the very first,
NATO unit mentioned in Sir John Hackett's
Third World War, which opens with Captain Jack
Langtry's Treop L of 3 Squadron deployed Just
past of Bad Hersfald, covering the sutobahn to
the border: and with the troop's initial clash with
an invading Soviet golumn.

and it is with the 11th US Armoured Cavalry
Regiment {Ths Black Horse Regiment] deployed
and waiting that Fifth Corps opens — often with
the first clash taking place around Bad Hersfeld.
And with Fifth Corps opens the Central Fromt
Sarigs. Fifth Corps you will have sighted already:

Hof Gap has joinad it: S&T 8B includes BACH, for

which 1 wait with twitching fingers snd eyes out
on stalks, much es | waited for Fifth Corps 10
appear once | had heard that a ngw SFI MATO/
Warsaw Pact game was on the stocks.

| call this article a mixed bag as it will start with a
brief review of Hof Gap, written on the assump-
tlon that the system will already be known to maost
readers likely to be interested, and will then go on
to an operational analysis. Furthermore the game-
systam [under the hands of Charles Kamps and of &
new developer, Bruce Maxwell) and HG contains
not only new rules which can be ‘balted an’ 19
V Corps, but alsa certaln important revisions which
put the entire system into a different light. Last
but not least, a lengthy correspondence with
Charles Kamps, designer of HG and of the up-
coming BAOR, has produced further highly
illuminating facts on the series. The most import-
ant changes will be discussed in the article.

‘Hot Gap’

As the map display in the advertisement for the
Central Front series shows, the HG map covers the
area south of and adjacent to the V' Corps map,
with the city of Nuremburg lying almost in its
centre. Between Nuremberg and the town of Haf,
close against the Iron Curtain, are the obetacles

af the city of Bayreuth =nd the rough termesn o5
the Frankenwald. Further south Weiden and
Amberg are set in heavily wooded country which is
spotted with swamp and raugh hexes. While the
Hof-Bayreuth-MNurémberg autobehn  provides a
major axis running dianonally from northeast to
southwest, the southern helf of the map has no
Jutohahns and only two esst-west rcads, creating
movemnent problems for the Czechaslovak divisions
whose area of responsibility this will be,

Like V Corps, HG has three scenarlos: No. 1,
‘Covering Foree’, is compsrable to ‘Battle far
Fulde', the second scenario of V Corps and, like
it, uses only the eastern half of the gamez-map; Mo
7 "Wl Corps', is a full-map marathon with cast
of thousands: and No 3, ‘Seventh Army’, 15 some-
thing of & cheat In that it I8 not a third scenario
for HG but a two-map ‘medium monster’ linking
both gamies in ane,

‘Covering Force’, despite its superficial similarity
to ‘Battle for Fulds’, is a bigger scenario. NATO
starts with the 2nd US Armoured Cavalry {the old
Ind Drapoons of the Mexican War) deployed as a
ecrean, with two West German brigades at Weiden
and Amsberg respectively; an Turn 2 a third West
German brigede enters the map, A small but
important change in the 2nd Cavalry COUNTer-mix
is that the regimental artillery appears Bs three
separate batteries, one in .direct support of each
squadron, With attack-defence CF of 1-1 they are
ideal for lending suppart in the face of & WP ower-
run, The WP player will still-succead but at the
cost of being forced into early use of gas and
smoke — ar of EW points — Instead of getting a
free 14-1 walkover,

The Pact opens the ball with two Soviet divisions,
one tank and ane motor rifle, and two Czech
maotor rifle divisions; on the following turn another
saviet tank division, a Czech ditto and a Czech
motor rifle division all show up. A much greater
muster of units, especially WP units, than in
'‘Eulda’ and resultingly longer turns, even though
this scenario consists of three turns only; the
MATO player does have the advantage of having
+wo German brigades an-map, of course, but, BEUT,
the improved airstrike rules will break one or two
of his fingers befors he can strike a blow. Like
‘Bulda’ 'Covaring Force' is 8 tense, balanced
scenario which can end with WP units thundering
triumphantly off the map during Turn 2 or with
the assault hopelessly bogged down and only an-
inadequate handful managing to exit,

On first, sight the Czech divisions look pretty
spcond-rate, compared with the powerful Soviet
formations already encountered in V Corps. The
MR divisions lack an independent tank battalion
and all units are lighter in CF; this Is presumably
hecause the Czech MR regiments are equipped with
the SKOT armoured personnel carrier, which lacks
the gun-and-ATGW armament of the BMP, and the
tank regiments are still eguipped with the T-55,
the T42 never having been widely adopted by non-
coviet WP nations, according to The Soviet War
Machine, Mareover the Czechs can hardly be
accounted one of the more enthusiastic members
of the pact, despite their post-1968 ‘rehabilitation’.
Mevertheless the NATO player who regerds the
Czechs [as 1 did] as lightweight, good only for
diversionary aperations, will receive a nasty shock
as they start to gnaw their way through the op-
position. Aegiments working in pairs and using
Owerrun can get through the MATO line behind
which only the artillery provides depth; when this
happens the southern sector can be compromised
very quickly and the defender forced into frantic
scurryings from ona point of crisis 1o gmiother.
Eurther north the combingtion of Urban and
Hough terrain will be giving the Soviet advance
sorme trouble, but the 2nd Cavalry are fighting on
their own — no succour until turn 2 as the
Germans in the south will have their hands full,
gnd if that turn opens with simultaneous Soviet
and Czech breakthroughs ... well then, the newly-
arriving German brigade has & chaice of shindigs .
to attend.

Although the situation in the HG scenario i5
simiflar to that in ‘Fulda’ the feel of the game Is
distinetly different, preventing any feeling of
deja wu. Furthermora the additional and
revised rules maks thomselvas very much felt and
it is time that we had a look at the more imporiant

of them.
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New and Revised Rules

Soviet Doctrine: There is no longer any restriction
on the direction of movement of WP units,
whather on or off roads, nor is there any canstraint
on the direction in which Overrun attacks may be
made. This is intended to apply 1o all '‘Central
Front" games, including ‘V Corps’, as Charles
Kamps — wha is ever consistent in warning us nat
to underestimate the capabilities of the potentis
Bnémy — conslders that the ‘westwards' concept in
V Corps (Rule 15.1) is a mislzeding simulatian
and an unrealistic restrictien an the WP player, The
enly mavement now enfarced on the WE is that
when a NATO unit retreats after combat at |east
ane attacking unit must advance sl the way along
the path of retreat until blocked ejther by tha ro-
treating unit or by one through which it has
reétreated. HG Exclusive Rule 15.2 Is ta be antirely
deleted — see below for mare of this.

NATO Surprise Attack Bonus: However Saviet
rigidity is recognised in a new rule, again intended
o apply throughout, applicable when a WE unit js
surroimded by the Z0C of attacking NATO units,
The Attack CF of &/f attackers is DOUBLED {othar
than that of non-adjacent artillery); this simpler

ruling replaces that of Exclusive Rule 168.2 of '

V Corps. Mate that (1) the doubling applies equally
to normal and overrun attacks (2} column shifts
for multi-hex attack and for surrounded doefender
apply over and above the doubling of CF.,

Rough Terrain and Marsh: This | have from Charles
Kamps: it will appzar in BAOR and shauld apply
throughout the series:-

“Units may not mowve, advance, retreat or overrun
either into or out of a rough or marsh hex ExCopt
through autobahn, road or sccess hexsides. Units
mdy conduct normal attacks and exert ZOC a:
usual. Airmobile and Airborne Infantry units are
exempt from any of these restrictions ™

The 1errain costs for these hexes will apply as usual
to sirmobile and airborne Infantry units gntaring
them ‘cross country’ and for any unit passing
through occupied Rough/Marsh hexes via Access
hexsides (see Rule 5.33),

This is guite a change, making certain hexes vir-
twally off limits to both sides, and frequently
channelling advances, Furthermars, a unit which
enters a8 Hough/Marsh hex from ‘behind’, as it
were, and then exertz a ZOC on to an adjacent
road can constitute a formidable block, proof
against frontal overrun and thus difficult ta shift
quickly. A good example of what | mean s a
MNATO unit in Hex 2441 of the V Carps map {due
south of Bad Hersfeld); it blocks a swift dash west-
wards along the autobshn unless it ean be winkled
cut by an overrun from Hex 2341, This new ter-
rain ruling, Charles Kamps avers, is a truer
portrayel of the kind of ground repressnted by
rough hexes in this series of games.

Other Changes, in Outline: Hof Gap includes
improved rules for pre-amptive airstrike and for
Electronic Warfare, both -of which | recommend
and which can be fitted w V Corps. Without
going into detail, the airstrike rule allows more
wariable results and that on EW makes for far |ess
book-kesping on the playvers’ part. Also introduced
is @ Counter-battery rule whereby artillery can
attermpt to suppress enemy  artillery units prior
to the movement and combat segment of each
phase — an exception to Rule 8.27 which ather-
wise forbids attacks conductad salely by artillary,

The Game-System and its Application
Force Evaluation — Warsaw Pact

It is chiefly Soviet forces which | will consider as
they are tha only WP protagonists in V Corps, the
game which | assume 1o have been at l=ast sighted
by most readers. The ‘correct’ divisional com-
position which has already =sppesred in NATO
Division Commander is repeated: the MR Divisicn
includes a tank regiment and an independent tank
battalion. My chief ressrvation Is that all three MR
regiments have the same CF in spite of the fact
that, to the very best of my knowledge and belief,
anly one of the trio is equipped with the BMP, the
ather two having the BTR-60, armed only with a
14.5mm KPV machinegun. Charles tells me that,
according to his sources, all MR regiments in
Germany are BMP-eguipped: but s sources

1%

differl The three artillery countsrs represent all the
surface-to-surface field artillery and rocket units
organic to the division. The 4{5)7 RAG and the
DAG are respectively the divisional field artitlery
regimant and the BM-21 MRL battalion plus the
FROG battalion {the FROG’s range is neatly high-
lighted in the Nuclear Wespons Chart Introduced
into HG); the ‘funny’ is the 3(4)6 RAG — Charles
has extracted the 122mm battalion arganic to each
MR regiment and has shown them gs 3 separate
unit, whereas to have left them factored-in to
ragimental CF would have rmade the counter-mix a
still mare accurate reflection of a division.

The use of regimental counters emphasises the
place of the regiment a5 the unit of command and
manoguvre, its battalions very much sub-unite,
smaller and more centrally controlled than thoze of
2 NATO brigade. With itz high CF, Its generous
allacation of artillery and its low unit-count the
Soviet division is an instrument of atrack, able to
spply great pressure 1o a selected point, especially
when that pressure s in the form of an overrun
fupported by the use of chamicals and smoke — all
cansistent with the Soviet doctrine of the vigorous
offensive.

Force Evaluation — NATO

Genaral: The MATO force, being represented at
battallon leve!, §s more numeraus in terms of
counters but considerably mare lightweight in CF,
especially inattack CF; the artillery is an exception,
being equal or nearly so —3(5)3, 4(5)4 —to stronger
WP units. This favoursble simulation of NATO
artillery is intended to reflect more flexible fire-
contral systems and a greater variety of ammu-
nition, including items such as projectile deljversd
mines.

A NATO brigade ean caver a fairly wide front, or a
narrower front in depth and will normally be de-
ployed in one form or the othar by a sensible
MATO player: early counterattacking against a
still-fresh opponent is ner advisable, But a brigade
can certainly check the advance of a Soviet div-
ision; for how long it will prevent a breakthrough
will depend on the WP players” skill, his luck with
EW and with counter-battery fire — and, not least,
on the terrain available to the defence, NATO can
— and has been able to — bring the assault to a
frustrated halt, but it will never exit, pUrsWing a
bear, to paraphrase thst most haunting of stage-
directions,

Mow a brief word on the national contingents.

US Cavalry Regiment: The sgquadrons are in fact
battalionsized wnits and the troops company-
sized. Each squadron now consists of: 1 x battery
of B x 8P 156mm howitzers: 1 x troop of 17 x
MG0 A3 MBT: 3 x troops each of 3 platoons (4 x
ME0AZ and 2 x TOW {APC-mounted) and a mortar
section of 3 x 4.2" mortarsl, Both the Sheridan
AFV and tha MBOAZ (both firing Shillelagh ATGW)
have been withdrawn from serviee, the gunflauncher
system having proved to be defect-prone,

The game-system gives a fairly accurate portrayal
of the US Armoured Covalry regiment as a scraen
force, capable of identifying and delaying the
inftizl enemy assault but able to provide only a
temporary screen: & single motor rifle regiment can
OVEFTUN 3 troop and {woe overrunning In succession
will almost certainly destrowv it.

US Brigades: The wariations in US battalion
counters reflect the cross attachment of companies
between armoured and mechanized battalions: a4d-
5 tank battalion is ‘pure’ whereas a 46 has & mach
company attached in lieu of one of it own: g 2.8
mech battalion is also ‘pure’ and a 3-7 hat ex-
changed a company for a tank company.

West German Brigades: Charles Kamps reports that
the unit-mix and CF are not authoritative: when
the ‘Central Front” systemn was being designed
the Germans were experimenting with various
brigade organisations with 8 view to the ‘Brigads
90" concept, and the organisation finally selected
was not that depicted in the present two games.
The definitive organisation producss 25 Panzer-
grenadier battalions and 34 Panzer battalians,
wihich will make the brigade more even in CE.

Some Features of the Game System

I have found that ‘bitty' layout of rules regarding
artillery and a certain lack of specific information

about multiple essaults has puzzled sven ex-
perienced and competent players, and that in
mid-game. The following precis may be of help 1o
08 readers.,

Artillery

1. Ganaral

a. May not conduct Indirect Fire when In an
gnemy £0C — nota that a city hex can NEVER be
in an enemy Z£0C, by the way (Rules 10.2 and
6.151, Vrally important exceptions — sea {c) below.

b, May not attack ‘sola’, i.e. bombardment not in
support of 8 ground attack is not allowed (except
when Counter-battery fire is being used) (Rules
8.21 and 'Hof Gap 15.0), N.B. this means thgs
isalated ertillery pinned in an enemy ZOC cannat
attack the pinning unit — but again see &. below,

. Can fire chemicals pfus smoke st the cast of
anly 1 FP (Rule 10,42]); a peint not always realised
by WP players]

d. Uses &8 CF of 1 only, when e.cher attacking ar
defending in an overrun, whather Direct or Indirect
fire is employed, This is not clearly specified as
regards defence, but becomes clear when Rule 10.2
is réad in conjunction with 10,11, Rule B.71 is mis-
leading in that the phrase “included in an averrun®
implies the artacker only.

&. MNow for that Vitally Imporrant Excaption con-
carning erullery in enemy Z0C: it is in Rule 10.22,
“aAn artillery wnit that js in an enemy-contralled
hex and is not eligible to conduct indirect fire may
conduct indirect fire if all the enemy units control-
ling the hex are involved in the current combat.”™

This let-cut means that an artillery unit which has
been waylald and caught In an enemy ZOC may
use indirect fire in support of a unit or units
attacking that enemy unit, even though it is itself
in thet enemy’s Z0C; thus a trapped artillary wnit
can be ‘rescued’. Obviously, in the Warsaw Pact
case, the réscuing unit(s) will have to be from the
same division, unless the artillery unit in question
is @ non-divisional one, Remember alsa that NATO
has a nationality rule which inhibits artillery
sUPRart,

Z. Warsaw Pact Artillery
a, May fire HE in Indirect Fire only when sup-
porting @ Prepered Attack (Rule 1023 (2) in
conjunction with 10,41)

b. May not conduet Indirect Fire when stacked
with a non-artillery unit (Rule 10,23 {11}

€. Has DOUBLE CF when wsing Direct Fire, in
the attack only {Rule 10.14); this reflects the
Soviet doctrine of using field artillery in the close-
support role and regularly practising it in that role,

Helicopters

1. May always support any type of attack (NATD
and WP alike) {Fule 10.54),

2. May not deliver chemicals or smoke {Rule
10.54). ("Superfluous advice”, you say? I've had
to prevent mora than one WP player from trying to
gas me with his helicoptors!)

Overruns

1. The concept behind the Cverrun systemn is that
of the swift assault In strength and in condftions of
ooor visibility, whether natural (fog) or artificial
(smoka), The attack seeks 1o bring pressure upon
part of the enemy unit and to pass through jt
befare it can react. In addition the lack of visib-
ility is very important, greatly reducing the effect-
ivenesz of ATGW and preventing the use of laser
sights. Given speed of assault, close range and
paor visibility, the attacker cannot make use of an
elaborate fire-plan nor can the defender’s artillery
react to best effect: moreover the use of attack
helicopters becomes limited. Hence the reduction
of artillery and AH CF to 1. As the objective of the
overrun is swift penetration of the enemy position
rather than its destruction the actual loss of FP
inflicted is always one |ess than that called for on
the CAT; nor does the enemy have the opportunity
to withdraw in the face of so swift an onslauahr,

2. Not only may & multi-hex Overrun be per-
formed (Rule 8.7} but, agalnst & unit with an
Owerrun strength of 3 or more it becomas an
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absolute necessity if It is to achieve success (|
recommend that the Overrun should never be used
if the appropriate CRT column would be less than
that wsed for B-1 attacks in Clear — &nd that is the
ahsolute minimum), Thera can be confusion about
multi-hex Owverruns in view of Rule B.35, which
savs that “after a multi-hex attack is resolved and
any advances alter combat have been completed
the Operation Point expenditure of all the par-
ticipating stecks, except for one .., is considered
gompleted,” Does this apply to a multl-hex
overran? After all, there is no mowvement afier
combal in an overrun attack| What to do?

3. | em advised by Charles Kamps that this ruling
does NOT apply to multi-hex everruns, the whale
paint of the overrun concept being that the gttack-
ing units may cantinue their movement, the state
of affairs is as fallows:

a. Givan that the amtack is successful {see Rule
8.74) alf attacking units may continue to Mave up
to the limits of their OPs,

b. One attacking unit may enter the defending
unit's hex at no cast in OFs providing that it moves
on out, i.e. moves through the defending unit, The
other unit or units invalved in the attack may
move round the defending unit {which losas its
FOC for the rest of the attacking units’ Movement
phase; Rule §.75)

e. Very Important. Should & second ememy unit
be adjacent to one attacked by overrun its Z0C
dpes not, repeat rot extend inte the hex cccupled
by the unit which has been overrun. This sgquelches
4 rather dubious gambit which | have encountered,
namely placing units in pairs and then attempting
to disallow averrun on the grounds that to enter
and than exit the owverrun hex would be to mowve
from one Z0OC of the second unit to another.
Indeed CK informs me that an attacking unit can
enter the enemy hex and, while sitting on top of
the first defender, may then overrun the adjacent
unit — and serve it rightl

4. NB: For those of yvou who already own HG, CK
has tald me that Exclusive Rule 1512 should be
deleted. Rule 8.7 is sufficient.

Getting Away with It

1. Finally a small but very impertant aspect of the
game-system is tucked sway in the tail-end of
General Rula 8.92, within the section on Advance
after Combat. Look it up, mark it and naver forgat
it, becauso it Is all too easy to° miss when the rules
are studied.

2 It is this: when 8 defending unit is eliminated
by an atteck and the FP-loss called for by the
result is more than that which the unit sctually
possesses then, O joy, any adverse combat-result
to the attacker is reduced by ONE. As most attack-
losses are 1 FP this means that 8 strong attack can
take an a depleted unit with a very good chance
af suffering no losses,

4. This favours the WP player as, frequently,
opposing NATO units will be depleted as a result
of movement to the front or of preliminary air-
sirike; he will often find that his attacks remove
the oppesition entirely and escape a loss called for
by the CRT. This is indeed eating one’s cake and
hawing it.

Tactical Notes

Now follows 8 section on tactics for both sides.
| am envisaging that the game being played is
glther the ‘Battle for Fulda' scenario of V Corps
or 'Covering Forge' in HG: in both insténces a
scenario wherein the Soviet player gains VP Tor
exiting units fram the west adae of the playing-
area, emassing more the earlier he gats off.

The longer scenarios tend to be very lang-drawn-
aut and | believe that the two which | have named,
both tense and balanced, are those more likely to
be frequently played. However you may be inter-
ested to know that improved Victory Conditions
will ba appearing in BAOR and will be adaptable
to the earlier games: in brief, one can undertake a
lang scenario with the option of stopping play at
the end of any turn and assessing VP &s at that
stgge of the game — WP success s messured by rate
of advance, that of NATO by Urban hexes still
held and in supply.

Warsaw Pact Dbjectives and Methods
The Objective

This is to exit the western edge of the playing-area
in sufficient strength and sufficiently early in the
game to gain at least & Tactical victory, praferably
an Operational victory. Mete well that VP thus
geined can never be subsequently lost; l.g. the
NATO player can do nothing to erode the total
IV Corps’ Exclusive Rule 20.71, HG ditto 26.61).
EBecause of this a successful WP player can con-
front his opponent with an irreversible victory by
the end of Turn 2 or hefore the end of Turn 3.

The objective beaing to exit the map, the destruction
of NATO units en route is merely a means (© an
end, 'NATO-chasing could lose the game for the
WP player.

Strateqy

Therefore the WP player's stretegy must be fo
break through the NATO defence and move West
as rapidly as he can. To do this he must ‘play Soviet’
and 50 his assault must be Sovietstyle; that is to
gay he must adhere to the Tollowing:

1. The asseult will bring overwhelming strength to
bear at selected peoints in the defence, preferably
the weakest points.

2. Each attacking force will push forward, paying
little head to its flanks and rear.

3. Enemy units in Urban, Aough or Marsh hexes
must be by passed whenever possible. The mounting
of prepared, multi-hex attacks to clear these will
consuma both time and FPs.

4. Where the lead units achieve success, there the
second echelon must exploit that success. Failed
nssaults should not be reinforced: Soviet doctrine
doas nat reinforee failure,

To achieve tha necessary overwhelming strength
the WP playver must begin by avaiding the pitfall
of trying to wse each separate half-division column
a: an assault forca, While such & column will
probebly owverrun a screen of light units such as
recee troops, it will soon be brought to 8 halt by
stronger opposition. This point is made as, mare
than once, | have, as the NATO player, been able
to halt the WP offensive for good, its separate
columns worn out and squashad against the NATO
front like & handful of mushy peas thrown &t a
wall: and this not so much because of skilful play
on my part as through my opponznt’'s atiempts 1o
attack everywhere with soméething. [Diagram],

Divisians must concentrate as they raach the end
of thejr initial movament in Phase 1 of their turn
of entry and their frontage should be not maore
than four hexes, usually with pressura on two hexes;
two regiments should be in the first echelon and two
in the second — thiz will be discussed later. In
addition it is best to have divisions operate in peirs
or in groups, on parallel axes close together; this
increases the concentration of force on a sector of
the NATO frant. (Disgram 2].

Divisions entering in Turn 2 represent the sscond
echelon of the Army (= MATO Corps) making the
assault. They should normally be used 1o follow
up the first echelon divisions, exploiting thair
supcess: howewver if the first echeélon has been
brought to & halt by strong opposition the second
may well be able to bresk through on ancther axis
beceuse the NATO player has been forced to shift
too many units laterally to check the first-echelon
assault. On the other hand the MATO player's
cancern over this very possibility may prevent him
from countering the initial onslaught in sufficient
strength to prevent early breakthrough.

It is sometimes worth entering one sacond-gchelon
divisien on a completely separste axis 1o mount a8
diversionary ettack in a different sector of the
NATO line, especially a lightly-held sector. |f the
seenario allows for three or more divisians entering
an Turn 1 such a diversion could well be rmade on
thet turn: it will keep NATO strerched and un-
cortain &s to the entry-point of the second echelon.

Tactics

Overrun Attacks. 1f the WP player is to break
through the NATO defence as many a5 possible of
hiz attacks must be owverruns; these allow the
attacking unitls) to mowe through or round the
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defender |providing that the attack is suceessiul
— high odds are essentizl]l and move on. Usually
4 unit with an Overrun defence strength of 1 or 2
can b attacked by a single MA régiment, chamical
and smoke support being necessary in the latter
instanca.

Against & stronger unit 8 two-regiment multi-
hex attack is required: even the tough German 3-7
Panzergrenadier battalions will wilt before that.
Cansider. 28-3 = 9-1: add one shift for a two-hex
attack plus four more for chemcials/smoke and
vou have & 14-1 assault. Even if the defender is ina
town. [rot Urban) hex and also has limited FPF
from one ertillary unit the besic odds will still
praduce an 11-1 attack, & certain winner, Hemem-
ber that multi-hex attacks must also be Prepared
attacks {Rule 8.33.4],

Therefore pewer mount a ‘Mormal” or set-piece
attack against any unit which is not (i) in an Urban
hex (against which Overrun is not allowed — Aule
8.7), lii} across an unbridged river hexside (Aule
8.7 again) or il in a Rough or Marsh hex lacking
the entry hexsides to parmit @ multi-hex Overrun
into it (and even 5o, see the later section on use of
independent tank battalions). To batter against a
3.7 batmalion at 6-1 besic odds when to declare
Overrun confers 9-1 basic is plain daft, espacially
when the defender against a set-piece atteck can
benefit fram full artillery support and, worse, from
those terrible helicopters.

The Dauble Whammy: This not only reflects the
Soviet doctring of the multi-<chelon assault but
also usually ensures that the overrununit is destroy-
ol and not simply left behind to finht another day
ar 1o block artillery follow-up. One picture is
worth 8 thousand words, ses diagram 3.

This represents a simple situation, cemmon in Turn
1 when anly US armoured cavalry ar other light
wnits are avallable to meet the Soviet entry, First
echelan unit moves adjacent, attacks, passes
through; it may then advance as far as possible,
or go on to owerrun a ‘'depth’ unit {probably
artillery} or bring & defending artillery unit within
jts £0OC if it lacks the support or the FP to overrun
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it. Second echelon unit moves in its turn, attacks
{probably destroying the defender) and moves
on; it the firstechelon unit has also overrun an
indepth defender the second-echelon attacker
will probably be able to finish aff that one too.

Against & strong umit a multi-hex attack will be
necessary, making careful and economic deploy-
ment of the attecking &ivision of very great import-
ance in order to achieve maximum effect for one's
Expenditure of FP. (Disgram 44,

Heore the first-echelon regiments have mowved into
place, ready to deliver an overrun in their next
movament phase, Slightly behind are the 1wo
second-echelon regiments of the division. Now
for the succeeding movement phase: [Disgram 48]

First echelon overruns and passes on, pinning and
nullifying the artillery unit In the resr, possibly
overrunning as well (but remember that a second
multi-hex attack is not now possible — each regi-
ment must attack zolo). Second echelan advances
and closes with the defender, ready to overrun in
the rext phasa,

Remember that the NATO player is unlikely to
have very much in depth other than artillery and
that, once through, you ean start ta run for the
edge. Whatever the case, the use of the Double
Whammy ensures that yvour divisions, operating in
pairs of regiments and in two echelons, are able to
move steadily forward, each movement phase
culminating in the setting-up of the next multi-
hox owerrun — maximum return for yvour roubles,

MNormal Attacks. The paradox I3 that the mounting
of a so-called normal attack should be an abnormal
event. As already stated, they should be made only
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against units which cannot be overrun and which
must nevertheless be attacked; furthermore they
must be made at odds a3 advantageous as possibla.

Adhere 1o the following precepts:

1. Attack in strength — use tank reégiments when-
ever faasible,

2. Uze chemicals to obtain the extra three shifte,

3. Use ane or more artillery units in the Direct Fire
mode; not only is artillery CF doubled but it can
be used 1o support a second attack even if this has
to be hasty,

4. If the defender is in an Urban hex then use an
engineer unit in the attack; if this is not possible
then attack at the highest odds obtainable on the
CRT — head down and bash i

The very best way to deal with an intractable unit
i 1o by-pass it, by the way, that's what the Russians
cal

Handling of Artillery: First, &5 vou should have
gatherad by now, yvour artillery should be used to
fire chemicals when supporting almast any attack
— that 3shift will almost certainly exceed any
advantage you can gein by using HE. Secondly, to
use artillery in the Direct Fire role can be costly in
FP, especially if it has to move in the same phase
as well: but it should be used in that rale to help
crack a very tough nut, i.e, when overrun cannot
be usad, Thirdly, thare is no paint in using artillery
ta fire HE in either Direct of Indirect suppart of an
averrun wifess the extra CF or teeo will be sufficient
to shift the basic combat odde up another column.

Independant Tank Battalions: These have two sep-
arate wses. The first is as a flank guard andfor to
Rin an enemy unit to help keep the main body of

the parent division rolling without danger of intes
ference. The second s to stack with a MR regimens
0 ovirrun a unit in a hex which can be overros
from only one adjacent hex; this produces a stach
with an Owerrun CF of 18 — -1 basic odds againge
g _3-7 battalion before shifts. The revised terrais
rules thus give sdded importance to these indepenc
ent battalions, previously rather an accessory to
the MR division: divisions operating in terrain
characterised by ‘limited-overrun’ hexes should
have a lead regiment reinforced by the tank batt-
alion as soan as possible after entering the map.

Airborne Units: Despite their being the cream of
the Soviet Army, airborne units and formations
are regarded as being expendable if the disruption
they cause in the enemy’s rear is [ikely 1o be worth
their secrifice. Their rofe is 1o so disorganise the
defence that attacking ground forces heve the bost
possible chance of breaking through swiftly, As
Contral Front individual games are operational-level
a pood pame-use of the airbarne units s 1o simul-
ete Sovier operational missions by inserting regi-
ments, or éven single battalions, into NATO reas
areas, there to sieze bridges, block reinforcement
routes or, at 8 more tactical level, 1o harry NATO
artillery and prevent it fram being able to fire FPF.
At this stage it is appropriate to point out that the
requirament {V Corps Exclusive Rule 17.21]) to
place the batalions of each regiment within a
certain distance of each other does NOT apply o
Hof Gap nor will it to BAOR. Thus the WP player
can choose to ploce battalions individually if he
50 desires, 4 correct reflection of une of the options
available 1o a Soviet Front commander, and this
revision should be adopted in WV Corps.

My own view is that this placing of single battalions
in vital spots can be overdone: a number of units,
judicigusly placed, can form a screen and isolate a
large &rea of the battlefield, preventing the move-
meni thereto of either reinforcements ar of on-
bo#rd units from a guiet sector and thus giving a
Soviet secand-echelon army a clear run against
limited oppasition.

WP Tactics — a Summing-Up

The principles of Concentration of Force and
Offensive Action should be the mainstay of WP
tactics. Handle divisions as compact formations
gdvancing on a comparatively narrow front and
keep divisions grouped together on adjacent axes
to punch through the NATO front and then keep
gaing. Maximum use of the Owverrun attack is. a
necassity to maintain the spead of advance, and the
Double Whammy tactic will ensure the destruction
of NATO units which have been overrun by the
first-tchelon regiments; while the spearheac
should crack on without too much thought for its
flanks and rear there i3 no point in leaving stll-
battleworthy MATO units in its wake if this can be
avaided.

Any part of the Soviet assault which goes on to
the defensive is wnlikely ever to get going again,
especially it its units spread out ta form a screen.
Defence of flanks should be undzrtaken only by
first-echelon divisions which have expended all or
most of their FP and are still too far from the map-
aedge ever 10 be likely to axit.

NATO Objectives and Methods
The Objective

simply this: stop WP units from exiting the map in
sufficient guantity to gein & victory. You won't
stop them all from exiting but yvou can aim (i) to
stop the majority of them and [ii) to keep them
on the map until as [ate a turn as possible, in order
to degrade their WP value,

atrategy

A great desl will depend on the initial positioning
of your an-map units. Your freedam in this will he
determined by the scenario rules, but vou should
try to realize the following:

1. The blocking of all road/autobahn appraaches.
2, Defence in depth on the crucial axes — e.q.
autaobahn,

d. A reserve, however small: even one battalion
per brigads will do,

4, & main defensive line fairly far back from the
border — let the WP player expend at least 2 FP in
order just to close with It. Not so easy in V Corps
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but much more so in Hef Gap, especially in the case
of the two German brigedes: set-up of the line in
the desired position is not possible but it can b
achieved in Turn 1 — and it can be a stinker, as |
found outl

Tactics

Choice of Ground: If you can block &n axis from
the safety of an Urban hex, then do =o. If you can
kloek it from a Rough or Marsh hex which cannot
ba overrun fram that axis, do so. When all things
zre pretty well equal, remember that a Town hex
gives you a shift in your favour.

Aemember especially that certain Rough and Marsh
nexes which are astride a road or autobahn o
which have an access side, can be overrun from
one hex on the enemy's side, A unit with an Qver-
run CF of 3 or more placed in such a hex can be
= nasty spoke in lvan’s wheel: and even a 2CF unit,
siven an extra artillery CF, will be nearly as bad for
i,

Withdrawal before Combat: Yes, ‘nice work it
wou can gat it’, but well worth a try when the WP
player has had to wheel up two régiments — at a
cost of one FP each — ready to overrun you right
nto the deck in his next phase. Simply to withdraw
gven one hex blows the whole aitack and your
opponent has to st up the whole thing again, at a
cost of one mare FP par regiment. Remember that
you have a B0% change of success.

Harrying the Flanks: A particularly effectual
tactic when applied apainst artillery, and a useful
rale for bypassed armoured cavalry troops or HSK
battalions. Simply move the unit next 10 one or
more WP artillery units and bingo! they're in your
70C and thus unsble to fire, Withaut the aid of
a manceuvre unit they are powerlass to attack you
aned the WP playar must either bring up a unit 10
brush you off or move the artillzry out af your
flexible Z0C — at & cost of 6FF and thus saverely
inhibiting subsegquent movement in that phasa.

Mow that Soviet doctring is more realistic, 1o sit
thus on the tail of a 1ank or MR regiment is a dicey
business but if vou can do so from an unover-
runable hex you put your opponent in a nasty fix
hecause even @ cavalry troop is a tough nut for a
solo attack, even with chamicals in suppart — 5:1,
chifted to B-1 is quite likely to fail to destroy the
harrying unit, especially if it is in good defensive
TRFFain.

This gambit s, | consider, 8 good raflection of
reality and can bring about that unhinging of tha
components of the WP divisional machine referred
to by Sir John Hackett — especially when used to
harass artillery emplaced behind the manoeuvrs
regimeants,

FPF — Artillary and Helicoptars: As you will have
pathered, an astute WP player will make maximum
use af overrun attacks, thus degrading the cantrib-
utian of artillery and helicopters to the defence,
Even so, that single extra CF added to the defenco
can at least reduce the defender’s FP loss, especially
if the unit under attack has an overrun CF of 3 ar
more. But the use of helicopters to boost an anti-
averrun defence is inadvisable for the simple reason

* that FP losses suffered by the detender must also

be borne by any helicopter unit which has taken
part in the defence: properly-mounted overruns
are virtually certain to inflict such loss and 1o fly
in one's helicopters is To court damaging loss for
small return. Save the choppers — aspecially the
713017 West German AH battalions — to boost
defence against ‘normal’ attacks; here the German
AH are so-strong 8s to give the attacker a bloody
nose end thus make the WP player very chary of
making set-piece assaults,

Attacks on WP Units: Mr Punch’s advice to those
abaut to be marriad was — “Don’t”, an exhortation
equally eppropriate in this instance. Even with the
WP unit surrounded, thus doubling NATO CF, one
is likely to obtain no more than 5-1 odds (after
shifts) against a tank or MR regimant; such odds
may destroy a regiment already st its last gasp, but
probably with loss to aff the NATO graund units
involved, It is better to bring enemy units to a
bogged-down halt rathar than to seek to dastroy
them in isalated Pyrrhic encounters: anly artillery
offers a worthwhile terget and the cheaper and
more practicable harrying tactic described earliar
is my recommended method of depriving the
regimants of their essential fire-support.

NATO Tactics — A Summing-Up

MATO's best bet s not to try to maintain a shigld-
wall against the assault but rather 10 ghsarb it as a
sponge sbsarbs water, The ‘spange’ will consist af
units posted in depth, making maximum use af
overrun-proof terrain and denying the fast routes
to enemy probes; in conjunction the harrying tactic
will disconcert these assaults by depriving them of
the fire support which gives them so much clout.
Make the WP foree fight so hard to bréak down
the front door, cross the hall and climb the stairs
that it drops dead at the boudoir door, leaving
Eurapa shaken but unravishéd,

‘Central Front’ as Simulation

The keystone of the gama-system is its introducing
the one-unit-st-a-time, mowve-and-fight mechanic,
already used in MNext War and NATO Division
Commander to an operstionaldevel game while
dispensing with the multitudinous details and the
laborious bookkeeping of these two games, In 18rms
ot operational games it is a5 much a step forward
from Fulda Gap as was that game from Wurzburg
and Bundeswehr: in particular it brings our the feel
of the remorseless assault of powerful mechanised
formations, of the determination to break through
and of the swift exploitation of any breach created.
Liddel Hart described the mechanised assault as an
‘expanding torrent’ and that is what the NATO
player will experience if & thinly-stretched ling
breaks ar a line of advance is overlooked, the more
s for the fact that SPI cannot be accused of play-
ing down the strength of the Soviet Army in this
SETIES,

But much will depend on the WP player's handling
of his powerful compact divisions as the instru-
ments of attack which their originals are, a5 fighting
machines which have forward gears and reasonable
steering mechanisms but which aré not intended to
go into reverse and which should not stop. He must
use thern ruthlessly but not rashly, getting maxi-
mum forward movement out of every expenditure
of FPs and caordinating his divisional echelons so
that the second can quickly and fully explait the
success of the first.

The system is basically simple and there is little
chrome and less “dirt’ — nor do the games suffer
from their lack, The artillery rules could, | consider,
have been more lucidly expressed and more atien-
tion could have been paid to explaining the mech-
anies of the Owverrun (which | trust the ‘wrap-up’
rules will take care of when these appear): this
apart, maost of the mechanics are easily reétained in
the memaory snd it will be noted that book-keeping
eanzists of no mare than chalking up air and EW
points as they are axpanded.

Monetheless it is no use pretending that the Central
Front games are short, even the three-or four-move
shorter scenarios. Lengthy turns are inherent in
the one-ata-time system and this characteristic
iz enhanced by the fact that not one single unit
ecan be moved headlessly by either player. The
attecker must attack at exactly the right places and
musl envisage each unit’s next phase af movemant
== well if he is net to end up in & cul-de-sac. The
defender, for his part, must place Ais units 8t the
vital points and must achieve and maintain a flex-
ille defence with the minimum of movement —
to dash about the map, even to shift so much as
one hex, is to use up FP that will be badly needed
once the hour of battle strikes,

The ‘short’ scenarios can be longish and the full
anes can be very long indesd and can bog down
completely — but the revised Victory Conditions
of BAOR are 2 distinct improvement and can be
adapted to the two earlier games, making it possible
to undertake 2 longer seenario without cammitting
aneself to ten turns. (Mote, thowgh, that the fewer
the turns played the more likely the WP player
will be to win as his initial progress will be rapid.)
| can imagine that many pleyers will find the new
ling interesting but rather ponderous and that
Fulda Gap will retain a firm place in their affections,
dezpite the advent of 'AFCENT Operational Game
Mk 1117, But those wha are prepared to devote the
necessary time and attention and who are prepared
to adapt the innovations of ons game 1o another
and to experiment with Turn 1 situations (a5 they
are bidden to do by the designar) will find that they
are dealing with an absorbing package which com-
hines ingenuity and depth with a refeshing lack of
complexity rare in recent ‘modern’ games,
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With the unlaudahle aim of meaking writers for
Phoenix just that little bit more szlf-conscious, |
have been having 8 look at the various titles with
which articles In Phoenix have been gréced over
the years. Titles used fall falrly aasily into saven
categorivs: the plain unadorned name of the game
being written about le.g. *Ciryfight'") ; the straight-
forward descriptive title including the name of a
game {e.g. "Dreadnought Seanarios’’); the straight-
forward title of 3 general nature (eg. “Micro-
computers in Wargaming 'l the historical title
[“Montroze”} — this is usually applied 10 a new
scenario, though there has been the odd historical
article  (remember the fuss owver "Tannenburg
1410 '?); the quotation title {“Ein’ Feste Burg...”
— which you might be forgiven for thinking would
be the title for a review of "Mighty Fortress"); the
humouraus, or mack-humourcus title {"Gotta
Pick a Pocket from Twa’' must be an example of
the influence of the “gotta press”); and the purely
fanciful title (' Fram Wilderness to Westarn Shore™ ).

Taking the first thirty issues of Phoenix, it is
interesting to note that the first of these categories
is far and away the maost dominent, scoring 42% of
the total, with the second listed, that is, the longer
title including the name of the game undar discus-
sion, coming second with 19%. And just to show
what a straightforward magazine Pheenix is, the
straightforward non-game title comes third with
12%.

The pattern has not been constant, though.
Consider the quotation title. After one premani-
tary appesrance in issue 4 {“The First Casualty”—
a man shead of his time, Jim Hind] there is virtually
nothing until issus thirtesn, when three appesr in
a burst, marking, among other things, the arrival
of Major Mack as 2 regular contributor. Thereafzer,
there is a regular stream of them (many @ppearing
over Major Mack's articles)

Certainly it seems that it is about this time that
Phoenix writers started becoming more imaginative,
for sbout this pericd the first humourous titles
start appearing, though the first is perhaps “How
not to fight Rommel’ in issue 10. There is some
overlapping of these categories, 85 whean a quotation
with humourous overtones is used ("Exit Pursued
by a Bear'). But despite the increase in more
imaginative titles, there is 8 counter-trend Towards
titles conteining anly the name of a game, which
hawe @ grester relative edge over categary two in
the |ast ten issues or 5o than in early issues.

Finally, some records. The longest title award
goes to Charles Vasey for * “What Country, Friends,
ie This? ‘This it lyriz, Lady" “And what should |
de in Illyria?” *'. The shortest title comes from
Michael Stoner with “GEV'™, ane charecter shead

| of §.J.Hackett's "*1942"' and his own "Ogre®. The
award for the most mysterious title is won by
Andrew MeoGee with “In my End is my Beginning”
which apparantly has something to do with “Kriegs-
marine ' &nd WWII naval oparations in the European
area.

To your typewriters, gentlemen, and sae what you
can produce by issue 60,

{... and a Marry Christmas 1}
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THIRDSREICH
REJUVENATED

M.WATNEY =

For many years it has been a strange paradox that
one of Avalen Hill's tap-selling games is also one of
the most ambiguous, The problems associated with
the incomplete rules of Third Reich ara not only
due to what Don Greenwood himself admits, was
hig own inexperience in game development at the
time of its publication. Any game dealing with
strategic situations will require pages of special
rules and clarifications, simply because in real life
nations are almost inveriably very different from
each other and do not take kindly to being lumped
together under any sinale generalised heading.
Tactical and operational games are not cursed with
this problem: a particular manoeuvre in one corner
of the map can reesonsbly be expected 1o generata
a similar range of effects in the other. Yet it is this
increasing importance of polities in play rather
than sheer military might which enamours strategic
games 1o their supporters, even if the price to be
paid is extramely dirty rules top-heavy with special
CASES,

Third Reich is a8 superiative pame, and this opinion
is reinforced not just by sales levels, but (mare
impartantly | believa) by the frequency of play. In
the March-April 1981 issue of The General iz a ljst
of the top twenty games being played by readers,
from a sample space of 1201, Third Reich (4.79) i
number three, narrowly beaten by The Russian
Campaign (4.93). The cult of Sgquad Leadar has
first place sewn up easily (12.07). Thus a game
published in 1974, full of hales =nd blatant in-
accuracies, is still able to beat more youthful
challengers such as Victory in the Pacific {2.93),
War and Peace (2,71), and Kingmaker (1.14), Even
thet ald grand-daddy Panzerblitz scares gnly 2.29.
How much higher might Third Raich climb in
popularity then, with a new map and a new rule-
book?

Avalon Hill are now about to find out. In defer-
ence to Third Reich fanatics throughout the warld
wery little of any consequence has actuslly been
changed, A great deal ha: been clarified and a
number of rules have been amplified but, apart
from that, its essential flavour remains., One pro-
blem cannet be avoided however: the embiguities
themsalves have |ad to the adoption of a variety of
housz rulés over the years, house rules which differ
from one country to another, from one town to
another. And svery-one believes that their's iz the
correct interpretation. 5o, as the new rules are read
and the new map examined, there are bound to be
crigs from offended grognards. It is inevitable. |
can only suggest that the greater advantages of
uniformity of interpretation sre worth the pangs of
second-birth., OFf course, it is epsy for me 1o say
that since, as one of the more vociferous play-
testers, | was fortunate to get many of my
interpretations adopted as officiall

change. It is beautiful. | have been unable to find a
single ambigucus hex, And at long last a set of grid
co-ordinates hes been provided,

The most important change 15 that The Hague has
bezn moved to its proper location on the coast.
Since the Dutch force pool remains the same as
before, it is now possible for the Germans to gain
a bregkthrough at Brussels itself, or even capture
Belgium using infantry alone. During playtesting
I was concerned lest, even with the two extra
replacerments now allowead to the Franch ‘At Start’,
the Germanes found a Fall 1938 offensive in the
West too inviting. Having tried that strategy, | can
report that leck of BAPs in 1939 discourages the
Germans from applying excessive pressure an the
French in 1930 regardless of the ease with which
Brussels can be taken, | reckon that thizs change has
brought forward the fall of France by not more
than half a turn.

Other jmportant changes are the promotion of
Tunis to port status and the relegation of Bengasi
to mare city. This encourages a more histarical
Axis retraat into Tunizia and enhaness the value of
Tobruk. WVichy France has been expanded to
include Lyons and the hexes adjacent to the ltalian
border, The Yugoslavian, Albanian and Greek
mountain ranges at last sppear. lstanbul is now a
two-front port and Sevastopol a fortress, In res-
ponse to criticism that it is, in fact, to the west
of the Rhina, Aachen’s name has been changed to
Bonn. Iraq is now & British colony, which is strange
since therg was a genuine Arab government albeit
very heavily influenced by the British presence:
within game terms | suppose colonial status is
raasonable,

The British lsles themselves heve received major
revisions. At last the neutrality of Eire is recog-
nised, though it iz perhaps a little insulting that
Ireland is warth no BRPs at all: after all, even
Luxembourg gets fivel Loch MNess has been reduced
ta the status of a river, the Highlands of Scotland
and the mountains of Wales now appesar, and the
Thames has been added. That most famous of
Essex's ports, ‘Dover’, has been rechristened
Harwich. East Anglia still looks rather odd though,
with the fictitious Great Yarmouth peninsula
retained in order not to disturb invasion tactics.

All the Greek islands have been carefully deline-
ated, the Suez Canal is a navigable river end all
ports have been named. It is a pity though that ane
major blunder has slipped through: Bremen and
Wilhalmshaven are the wrong way round]

Turning now 10 the rules, with only a few except-
ians the changes, clarifications and amplifications

are all very desirable. So let's start with the bad
news and examing these exceptions first.

One of the most far-reaching amplifications in the
néew rules relstes 10 air combet: althaugh the
mechenics of applying counterair, ground suppaort,
DAS (Defensive Air Support) and air interception
remain unchanged (except that DAS (Defensive
Air Suppart] i3 now limited 1o three times the
cambat factors of she defender), losses are no
longer at the whim of the attacker. Rather, each
player rolle a dig, the lower 'loses’ the combat,
suffering losses squivalent to the difference bot-
ween the rolls, and the winner then suffers half
these losses. Each extra sirfactor contributes a +1
DRAM and thera are also nationality DRMs favour-
ing the Germans and pensalising the Russians. Mote
that winning or losing the combat only affects
losmes taken: it does not alter the status of sur-
viving wumits which have, for instance, been
counteraired. Provided a minimum one<to-one ratio
is achioved bétwsen countérairing units and their
target, the surviving attacked aircraft will remain
incapacitated as in the ariginal Third Reich: indead,
there is even a chance that inferior attacking
aircraft will achieve a counterair.,

While counterair tactics are therefore unchanged,
thg picture is not so rosy in the case of the inter-
ception of DAS. Here there s a major flaw. In the
original edition, to stop DAS it was necessary to
actually destroy it. Regrettably, this old require-
ment hes been grafted on to the new air combat
rasolution rules with [ttle thought for how the
cambination of the two might change tactics. Since
losses are determined using two dice (one rolled by
each player), extreme results such as total elimin-
ation of the defender are hard to achieve and
aimost impossible to guarantes, So it iz virtually
impossible to prevent at [east one or two factors
of DAS surviving &nd, asccording to the printed
rules, getting through to alter the odds of the
ground combart,

As a playiester, | can reveal that these new air rules
were never tested by us: they were tacked on at
the last minute, after our repons on the new rules
had been submitted. Fortunately, after consider-
able debate following publication of this new
adition of the rules, Avalon Hill have recently
issued an [mportant errata, rephrasing the inter-
ception of DAS so it is now executed in a manner
similar to counterair {i.e. in general surviving DAS
may nol be added to the defence aftér successful
interception): the net result is that only the
methoed of determining losses has been changed.

This flaw in the rules as printed may not be
noticed in early games using the new system
becausa it is mitigated by a very strange change in
the Sequence of Play. Defensive Air Support is
now cammited after movement and Ground
Support but before the attacker announces his
attacks, This m&y not change things in France,
Morth Africa or Italy where the target will be
pretty cbvious. But in Russia whare there is a long
frant ling and plenty of tergets it devalues DAS
considerably. For example, consider the following
deployment. In each of three adjacent hexes facing
four enemy occupied hexes, place one armoursd
unit, If the centre armoured unit attacks either of
the two enemy units ta which it e adjacent, both
remaining armoured units on the flank are avail-
able to exploit. If DAS makes these two tangets
unattractive, one of the other units lariginally
intended for exploitatian] cen attack the flank
while the armoured unit in the centre exploits. So,
by placing units sbout to exploit in the front linge,
the attacker keeps his options open to the last pos-
sible minute &nd can switch his breakthraugh hex
if he thinks that DAS is too strong. Instead of
defending against specific attacks. DAS must now
be uisd to defend against threats of attacks, threats
which may never actually materialisz, With these
naw rules and when (es §s usuwal) the stratepic
defender is moving second, in my experience he
will prefer to save his airfactars far ground sup-
port in his own turn rather than fritter them away
flying DAS over targets which the opponent s not
even obliged to attack!

A sepond mejar flaw is rule 14.4. This is a classic
éxample of ona step forward resulting in two steps
backwards, This ill-conceived rule allows armoured
units to exploit away from empty hexes, if they go
to the trouble to ‘attack” such hexes first. It has
obviously been added a5 a so0p to thasa critics who




point out that in the psst no defence has often
been bDetier than a wesk defence since a weak
defence merely offered attractive potential break-
throughs 1o the enemy. But it is impossible to
convert &n exploitation phase inte a meachanized
movement phase merely by writing one rule. The
sbuses to which this rule can be put are laughable:
for instance, there is nothing in the printed rules to
preveat & unit moving as far through a mesh of
Z0Cs az possible and then ‘attacking’ an empty
hex behind the enemy armour: from the resulting
breakthrough he can exploit deep into the enemy's
rear and thus the whole conecept of an armoured
lima has beean circumwented. OF course, there iz
alsa no way that an empty hex under ‘atieck” can
be protected with DAS! This is such 8 stupid rule
(again, completely untested by us) that | tend o
completgly lgnore it Fortunately, Avalon Hill
are now awarg of the problem too and the more
obvious abuses have just been halted with an
errata for the dreaded rule 14 .4,

One otheér remarkably  pooarly  concgived  rals,
which at least does not actually destroy the game,
iz 37.3. This allows SR around Africa to Suez (and
vice varsa) even if Gibraltar is friendly. The cost is
one sea escort and two SRs,. This neatly circum-
vents the desireblz Gibreltar bottleneck of four
units per twrn. |1 also ellows the Allles exira-
ordinary flexibility in deployving inte North Africa.
short of 5R? Then send the boys through Gibraltar
{one SH, two sea escort]. Short of sea escort? Then
route them round Africa {two SR, one sea escort).
With six 5H and six sea escort, a player could =end
two units through Gibraltar, and two all the way
around Africa on @ pleasant sea cruise. The crown-
ing glory of this farcical rule is that even the Axis
can SR around Africa if they capture Suez: can't
you just picture the tiny ltalian merchent nevy
slinking quietly down hundreds of miles of hostile
coastline, the only friendly landfall  [talion
Somaliland and Madagascar?

Well, that is the warst of the new rules, They can
at least bDe dealt with, the first and second by
inserting the accompanying errata and the third by
unbelieving hysteria, Fortunately, by and large,
the rest of the game is & considerable improvement,

Tha nawval rules, far instance, heve besn completsly
reworked in much greater detail. To prevent d
mission continuing to its destination it is now
only nocessary 1o win a naval engegement rather

than actually sink the ships from under the unit
being carried. Winning invohes rolling mora than
yaur opponent does, with suitable ODRMs favour-
ing the larger fleet and certain nationalities. This
means that therg is no longer much danger of
losing ong’s entire fleet in one massive confront-
atian, o players are more willing to actuslly
use their feests offensively. A vitally important
change has been made to shore bombardment: this
can now only be wsed to assist an amphibious
assault, so the American player can no longer rely
on the combined might of the Allied navies to
blast & path along the French coast into Germany.
Excess fleet factors not required to lift & small
ground wnit which is amphibiously assaulting may
now contribute to sharé bombardment. Although
amphibiously assaulting ground units must begin
the playerturn in the port of embarkation, the
fleets need not: they can move there in the mowve-
ment phase, The transport of air factors has been
restricted. During the transport mission, fleets
need not be based at the port of embarkation; but
they must be 1o pass on supply. A new combat
resolution technique has been provided for air
gttacks on fleets, Minors" air and naval units can
attack outside the home country. By and large,
these are excellent changes.

There have been g number of changes in ground
cambat too. Most significant 5 that Miners must
now set up before Option Detérmination: a lang
overdur adjustmeant which gives the initiative back
to the attacker again, When the defender counter-
attacks s/l combat velues are basic, a3 usual; but if
the attacker counterattacks, the defendsr does
continug to benefit from terrain, Bridgeheads may
be placed even after parstroops heve untripled a
river: this is a shame, since it is now much bettar
for the Germans to cepture Paris with 8 cross-rivar
assault and paredrop them ettack across open
countryl 0On the other hend, partisanz can no
lenger untriple rivers. Attrition is permitted even
if there is no contaet, 50 in the face of & Soviet
invasion the great Turkish wall of nothingness is no
lorger a potent defensive tactic. Replacements no
langer contribute to attritian. A player may
destroy his own units at the start of his turn but
may not immedigtely rebuild them, Crossing
arraws prevent attritien cepiure (with the new
restriction an shore bombardment, capturing the
tog of Itely is now a dreadful prospeet) and allow
3R adjacent to a hostile unit, Attrition retroats and
advances are no longer doné sequentially. The

permanent elimination of sirborme units & now
only possible within one turm of 2 drop. Apart
from Malta and Gibraltar, fortresses loss their
status upon capture: this is bed news for Finns
who have their eyves on 8 certain Russian port and
chjectival

Perhaps the grestest number of chenges and
gmplifications concern strategic rules. There are
now, for instance, Italian and even British part-
isangl The number of British SR3 hss been
incregsed 1o seven, Thera js an entirely new pro-
codure ¢elled an Intelligence Effort by which, for
five BRPs, a plaver rolls two dice in the hope of
gaining information on the oppanent’s variant
counter. In my experience this rule is only used by
the wvery rich, or by the Russians and Italians when
they are feeling boredl There is also an ability to
bribe potential minor allies into staving neutral
through Foreign Aid: again, in my experience,
neither side has enough BRPs in the early years
(when Forzign Ald iz of most value) to use the rule
except perhaps to dispose of 8 few odd BRPs
immedigtaly before the Year-Start Saquence. A
tacit undarstanding scon develops that neither side
will unbalance the status quo by throwing BRPs
away (i.e. giving Foreign Aid),

PMany of the changes and new rules affect the
Russians. At last the Sowviets now always mowve at
the same time as the Western Allies, regardless of
neutral Sowviet BRP levels: there are no longer
stunning Axis opportunities following a declars
ation of war in Winter 1940, The Russian player
may now voluntarily postpong the Russian Winter
rule for one yvear, subject to the fall of the dice,
if he thinks that not enough Axis units hawve
entercd the hinterland to feel the cold. This is
rather a strange rule in concept, although it does
work in practice: a German declaration of war in
the winter is now no longer particularly attractive.
Loss of the Sowviet flests does not contribute to
Russian defeat, the minimum number of ground
and airfactors in play being reduced to B0 accord-
ingly, and the ratic chenged to 3:2. The new
fortress of Sevastopol retains its fortress status
only sa long as the Russians control a second Black
Sea port: an important rule this, sincgé Sevastopal
can only be attacked from two hexes and is them-
fore potentiglly twice Bs strong a5 Leningrad.
Russie may nol receive BRPs untll she is at war
with Germany: Lend-Lesse cepabilitiss have been
halved to encourage the uge of Murmansk Convoys
which have themselves been completely reworked
and amplified. The effects of Axiz interference
with convoys is now very uncertain, There is also a
new ‘Frea Siberian Transfer’ rule which sallows
Russia 1o recelve some of her 1842 reinforcements
for free, These units are supposed to represant the
movement of Siberian wnits from the barder with
Manchukuo to the European theatre. Unfor-
tunately this good rule has been marred by an
exceptionally hesvy penalty for its use: all Russian
victary requirements are raised by tTwo objectives.
Considering the tough time the Russians have in
this game anyway, | cannot see meny playears
wanting 1o take sdvaniege of this new rule just to
save a few BRPs,

A particularly wvicious change in the rules outlaws
the use of fleets in the East Front Garrison, which
will greatly slow the drive on Paris. But in a bril=
liant revision, the penalty for failing to maintain
this East Front Garrison is now merely an opport-
unity for the Russians to declare war on Germany
prematurelyl The size of the garrison has been
reduced slightly to compensate but even so it will
be tempting to the Germens to take the risk and
strip the frontier of troops for service in France.
Will the Russigns really be willing to spend 35
BRPs (reducing their growth accordingly) in 1940
just to take some of the hest off the French? Or
might tha Germans trick them into doing 5o, only
to head sast immediately? If the German player
wants to play ‘chicken’ he may now do so.

Stricter supply rules mean that the Russians cannot
take supply via Westorn Allied fleets; however a
clarification does allow supply to be drawn from
past Persie once Lend-Lesse has besn opened, so
the defence of the Caucasus is not affected, The
Russians are further helped by rather srtificial
restraints =t on the Axis Minor Allies: the
Bulgarians for instance may now only opeérate in
Bulgaria, Yugoslavia, Greece and European Turkey!

Other wide-ranging political rules at last make the
Mediterrangan a woarthwhile theatre in which to
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fight. In particular, [taly may now surrender pre-
maturely without the need for the Allies 1o capture
Rome. The four conditions which must be fulfilled
are; 3 supplied Allied ground unit in mainland Italy
after an Axis combat phase, no Axis forces in
Africa, Allisd contrel of either all Sicily or all
Sardinia and Corsica, and the Allies holding the
imitistive. Upan the fall of Italy, the Germans naw
get a few factors of the ltalisn navy 1o keep out-
Iying istands in supply but sgainst that now face
[talian partisan activity. An  Allied campalgn in
Italy is made all the more attrective by the pro-
spect of Turkey becoming & British Minor Ally and
rampaging through Bulgaria end Rumanizl This
will occur if the Allies have more around and naval
factors {reckoned separately) in the Mediterranean
than the Axis, and the Allies control 8t least seven
Mediterranean objectives. That seventh objective is
likely to be Rome, which means that betwean the
fall of Rome and the Soviet conguest of Rumania
and Bulgaria the Axis must now match the Allies
ane-far-ona in ground faetarz in the Mediterranean
ar open their back doar to 2 Balkan siab. Anothar
dalightful new political rule penalises the Axis if
they choose to attack Franco’s Spain, Four Axis
variants (lragi rebels, Vichy France as & German
Minor Ally, early ectivation of German Minor
Allies, and Turkey as a German Minor Ally) fizzle
out az duds, in eddition to which the Balkans and
Vichy Frange bacome suddenly wery uninterestocd
in activating normally too!

A Vichy Syria is now no longer the threat to Suez
it uged to e, A new ruls has been devised to som-
plement the Malta rule: Allied air factors in

Cwvprus, Crete or Rhodes, or fleets based east of the
Suez Cenal now whittle down the Axis ahbility 1o
supply units through Antioch, Beirut, Haifa or
Port Said on a factor tor factor basis. But has this
rule come too late? | am sad to report that instead
of penalising Britain by 50 BRP:z for the loss of
gither Gibraltar ar Suez/Alexandria, Britain now
suffers a less of only 25 BRPs for each. To capture
one was always 3 tough proposition, made only
palatable by the hope that a sudden 50 BAP loss
might bankrupt Britain and thus allow an Axis
paratroop attack to seize & British port without
baing counterattacked. That, at any rate, is the
only way | hawve ever defgated Britain, But 25
BRPs is less than the cost of two offensives: hardly
a significant penalty. The thinking behind this rule-
change is hard to fathom. Surely the penalty
represents the cutting of communications hetwean
London and the Middle East? This wouwld be
achieved by the Axis capturing &ither Gibraltar ar
Suer/Alexandria. Having captured ong, the other
soerms #lmost superfluous, &nyway, if any-one doas
gver bother to capture Sueg, theére 5 now an
entertaining piece of chroma which allows far the
temparary  destruction of canals like Suez and
Kiel. As far as | am concerned though, playing the
Italian | shall advance no further east than the
safety of the Qattara Depression]

By concentrating on the more spectacular changes
to the rules, | may have given a wrong impression,
The new game is a definite and very major
improvement. Bui thet improvemant s largely
thanks to many humdrum clarifications too
numeraus ta mention herg. The balancing af the

Stsategic Warfare: rules, the reaworded supply roies
and the unambrmucus highly detailed seguence of
play make the new game = worthwhile purchase &
itself. The extra chrome, and the entertaining news
palitical rules which so effectively broaden e
scope of the game, are the icing on the caks. 2s
for the three problem argas mentionad st the ste
.. wall, you can always eoreg 10 pley the o
fashioned way as | do, announcing all grouss
attacks before placing DAS; and, as gentlemes,
who is 1o blame you if vou both ‘accidentally” fa2
to iake sdvantage of exploitation from empty
hexes or the rall-on-roll-off facilities at Susz? We
are all older moere sensible gamers these days ang
such gentlemen’s agreements aré no longer looked
upon a: heretical veriants. For, since its origine
publication, all cur tast2s have become much more
sophisticated. In this context, it is inteéresting o
nota that the rulés have now been unified 2 8
zingle whole: there is now no Advanced Game 2
such. And it is gratifying to remember that in this
crazy self-defesting period of dud monstrosities
and seven-day waonders, Third Reich 5 still the
third most-played of all Avalen Hill's games, It i
hard to remember thet this great classic, st
going strong today, was published in the Halcyon
days of 1974,

STOP PRESS! The July/August General has just
announced that Third Reich & now the second
maost-played game, beaten only by Sgued Lesder!
Watch out for the January/February 1982 edition
af The General which is scheduled to be devotad 1o
the new Third Reich and will include a few errats
and copious clarifications.
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Thoughts for the Airwar Gamer

There iz en ideal way to play any wargame, and
AirWar 5 no exception. The only problem is that
in this particular case the ideal setup consists of
saveral controllers, preferably computer aided, a
game set for each [isolatad) player, and a lot of
that elusive phenomenon, time. Perhaps ocne day
some enterprising parson will arrange it, but until
such time we will have to be content with one
aame, ‘n’ participants, a caleulator and lots of
paper; the latter two are not necessary, but in same
scenarios very , very halpful.

It iz with this in mind that | have compiled these
‘thoughts™: it s all too easy when dreaming up
impraovemneants’ to such 8 complex tactical game to
let your Imagination run wild with the result that
‘realism’ |s increased except in one case — 2%
saconds real time tends to strewch towards 2%
weaks, Mot a very satisfactory state of affairs|] |
think that | have avoided this trap, and that none
of the following suggestions will be much of a bind
timewise; anyway, I'll lat you be the judge.

%o what, then, do these ‘thoughts’ consist of? They
can be summarised as varying from identification
to bombing, from ‘new’ aircraft variams to track-
ing cone errars, but your best answer is probably
to carry on reading ...

‘He who sees Wins' is a motto very well suited to
sarfal combat, and opposing pilots’ evesight [and
luck] ean act &s a great leveller batween all-singing,
all-dancing aircraft of the F15 ilk and their more
modest cousing, Mo air combat game could ¢laim
to be anything approaching reality without some
sort of spotting rules and, quite rightly, Air\War
gives us the opportunity of conducting Wisual,
Radar, and |R searches. These are all fairly streight-
forward to conduct (if a little tedious], and the
results are easy — yer sees 'im or yer doesn't. This
is fine for the casual face-ta-face gamer ( | mean,
dogfighting is what it"s all about, ism't it?1), but can
be improved upon if you can spare a little extira
TIme.

The game designer suggests (again correctly in my
virw) that the maximum distance at which a pilot
will see another ‘plane is 60 haxes — about & miles,
What is neglected, probably in the interests of
shortening the search phase, is that though you
may see your target it is not always so easy to
identify it. Put yvourself in the place of your pilot:
your flight leader is swearing at you for getting out
aof formation, you've the sun in your eyes, and a
millign othar worries, not least of which is whether
vou are abaut to get a large and unfriendly missile
up your eéxhaust pipe. And yvou see a speck at 4
o'clock. |5 it a Mirage 11l or Mig 21177 Thay both
look suspiciously similar even as close as 134 miles,
as an unfortunate |sraeli found out in 1973 ...
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You may see your target from miles away, but
unless you are willing to risk yvour superiors’ wrath,
ar have canfirmation from ground control, | think
yvou'll want to investigate further before loosing off
those missiles! Ta aid you | have tabulated the fol-
lowing guidelings as to what yvou'll see and at what
distance,

30 hexes (plus)  Alreraft position (Ineiuding
altitude), heading and speed
(mumber of huexes moved each
game turn, fot movement
allawance].,

20 hexes and less As above, and also identify all
aircraft of visual size 7 (see

“Aircreft’ note [&]).

Identify all zize & sirgraft and
also angle of bank and dive/
elimb type,

26 hexes and less

20 hexos and less  Identify all other aircraft,

10 haxes and less Confirm external store presence,
but not numbers or type.

The following are never known:

Acceleration, throttle, and movement allowance
sattings; weapons types and numbers, pilat cap-
abillty, and non fatal damage, including that
caused by your own shooating.

Visual methods are still far and away the best far
identification purposes, indeed, it i not possible to
identify an aircraft positively fram its radar blip
alone. Most modern airforces carry radar ident-
ification dewvices, but their usefulness in batile
conditions is dubious, | therefore think that radar
tand IR) searches will give positions at the time of
each search phase, and aircraft radar size OMLY.
Heading and spead can be deduced from successive
positions, but all other information must be
gleaned visually.

The second edition of the game includes the affect
of vapour trails |(contrails] in increasing a "plane’s
size for wvisual searches, but | do not think it goes
far enough. Vapour trails are wvisually wvery
ohtrugivall Tao reflact their effects moare truly |
think that in addition to the size increase already
mentioned in the geme zll distances in the Visual
Search Base Probability table should be trebled.
Cantrails will not change the sase of identification
to any great extant and so all identification dis-
tances are unchenged,

While still on the subject, & coat of paint can
greatly affect the chances of your baing saen. Far

instance, an F15 Eagle sporting the new Lizerd °
scheme will be practically invisible near the ground,
but will stand out against a elear sky in a way that
its brothere in air superiority blue wouldn't. There
is tremendous variation between times, types, and
nationalities using camouflage, and | think that
thrashing out the ‘who's ‘when's and “where's is
bast left to the gamers concerned, The results of
camouflage are easier to determing, and | supgest
the following:

Camouflaan A B c D
1/ Mana +25% +60% " "
2} Light grey/blue ete. +25% +25% -25% -50%
2) Land HO% -25% MNAa +258%
4} Sea £50% -Z5% MNA NA
Bl 1 — 1 ——— A et ———

# —alteration to final visual search probability

MA — noeffect

. — na effect, but roll two dice for sun's
reflaction. & 2 or 3 increases the base pro-
bahility by 50%.

A: Target is % spotter’s height (or less) or 20
levals above the ground terrain, whichever is
greater.

E: Target is % — % spotter’s height, or 40 levels
above the ground tarrain, whichever is greater,

C: Target is below the spotter, but greater than
half its height sbove the ground.

O: Target is level with the spotter or higher,
The arder of pricrity is D over A over B over C.

Motes: ;
a) If category 2 aircraft fly over a cloudbank A
and B values become -25%,

b) For category 2 aircraft flying owver sea and
eategory 4 aircraft flying over land the values
in columns in & and B become MA,

cl ‘% - %", Uppar surfaces are ong scheme, lowear
surfaces are another. Decide which surfsce the
spotting aircraft would see and use the appro-
priate row.

Before | leave the subject | would briefly like to
mention the effects of MNight, Foag end Rain on
Identification. Each reduces the relevant distance
by 50%. for example, to identify a size 5 aircraft in
Might and Rain yvou would have to be 20 x 50% x
50% = 5 hexes, or less, away from it.



In most standard games the distances covered are
50 small that rader searches and radar missila
launches are often redundant, and it helps enor-
mously if one caen expand the size limits short
of buying many new map sectionz. | have got
aground the difficulty by drawing an 18mm by
16mm grid on a standard A4 graph paper. Number-
ing each full size map section and represanting
their position on the graph-map with suitably
numbered pioces of 18 x 16mm paper an area of
270 by 170 hexas can be easily covared, evan if the
gircraft are in saveral far-removed groups.

If the greph paper shows millimetre squares sach
individual hex may be represented, and vou can
design whaole landscapas readily translatable onto
the full size map as and when required. Let your
imapination run wildl You can have poris, cities,
parmanent SAM zites at yvour fingertips. | have,
amongst other things, an airport, which brings me
neatly, if somewhat contrivedly 1o my next topic
for discussion: namely aceeleration by power while
climbing .....

It is ridiculous to say that aircraft cannot Increase
their throttle settings while they are climbing;
most airliners reach cruising speed while climbing
from takeofi te their cruising altitude, On the
other hand, it /s true that such acceleration will be
slower than while fiyving level, and these two points
have led me to ammending the acceleration-by-
pOWEr rules:

al All aireraft may accelerate by power while
climbing until their throttle setting is equal to
their eruise speed for the altitude in guestian
{F15's and others listed in their deta sheets as
being able to sccelerate while climbing are not
limited to this restriction). ANY ‘plane that is
sccelerating by power when climbing does so with
its acceleration mode rounded down by 50%.
Modes of 1% remain at this value, though.

b} All sireraft that may accelerate can do so whan
diving with a mode Increpsed by 50%, rounding
fractions dawn to the nearest half integer.

You will probably find that this changes dogfight-
ing capabilities somewhat, & will my following
suggestion, It all acceleration/deceleration by
power and openingfclozing of Airbrakes s
performed in secret befare any movement takes
place this will turn the close-range deafight inta
the tactical battle of wits and guassing that it is in
real life,

The size of a target can be a major factor in
whether or not you hit it, on purgly random
principles a BS2 is easier to hit than a Mig 15 — it
takes up more airspace! This is not reflected in the
hit prob:bility table, but it is & simple matter to
take size into account. Assume that the hit pro-
bability tahle is for size & aircraft, and for all aerial
guns add {or subtract) the following figures per size
point away from this:

12 34

+4

Range
Madifier

MB. “Size’" Is unmodified visual size

All the topics dealt with so far are fairly minor —
vou can take or leave them as you please, There is,
howewver, one major problem in the rules, one
that cannot be accepted or glossed owver, and this
oCeurs with the limited tracking cones: if yvou have
a 14% cone but can only turn it through increments
of 30%vau’'re in big troubla; aircraft can fly out of
them and there's nothing you can do. (| suspect
that anyone using radar homing missiles has come
gorass this one and so | wan't deseribe it further.)
In fact my solution to the problem {which |I'm
afraid is slightly time cansuming) revolves around
another mistake in the rules, the sideslipping table.

“Oh no!" you cry, "what's wrong with it?"
Mothing, providing you recognise it for what it is —
an angular earrection chart, not a side-slipping one,
To explain what |'m getting at refer to figure 1.

A plane legvas hex R turned 20° east of Morth. In
real life its ninth hex of movement should be
but vou will find in the game you move through P,
If wou "sideslip’® a& definad in the game rules you
will find you pass through Q, Trying out the other
angles you will see that the table is correct for 5%
109 15%and 20° (For 25%replace “2* by 2 then 3
then 2 ....]

The vpshot of all this (g that your table can be used
for positional correction amd for trecking cone cor-
rection. The format is rather tedious in practics,
but | will include it for completeness:

For sech hex entered while turned left or right
betwesn 5 and 257 inclusive add a fraction = see
below = to a runming total.

Turmed at: 52 109 159 2p° 25°
1112 212 312 412 B2 fraction
added per hex entered

When the totsl reaches 1 left or right, Sideslip 1
left or right. Simplel?

Returning 1o the tracking cones: consider a ‘plane
facing Marth in hex A {figure 2), & ‘plane which is
banked 20% right and has a limited radar tracking
cone. Does hex X lie within this cona or not?

To find out, draw an imaginary line from X
thraugh the arrow indicating the ‘planes facing (M)
so that it cuts it at right anglas as shown, This will
dofine one hex (only) — Y. Count how many
hexes % is away from A (in this case 9] and con-
sult the sp-called sideslip table: 20° yields a value
af 3. This means that to move at 20® to tha right
yvou must ‘sideslip” once every three hexes you
moved Torward {figure 2[a] ).

Since Y Is 9 hexes forward of A this means that to
get to the resl’ ¥ you should “sideslip'” 9/3 =3
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times to the right [with fraction round to the
nearest whole number). Next determine the
tracking cone boundary hexes which lie on XY —
5 & T (sorry!] on the diagram. Move these thres
hexes to the right 85 shown — they now dafine the
true tracking cone which, 8s you can see, includes
hax X.

Motes:

al If there are two possible haxes for ', (S and T}
— the line from X runs along a hex boundary,
use tha nearer,

k) For easy referance (i.e. to see if X is within the
cone or not, but without determining the actual
cone position) divide the number of hexes
between A and Y by the relevant numbar in the
table, Detarmine haxes 5 and T, and if X is less
than this number of hexes from T but morg
than thiz number fram S then it lies within the
COne.

What about the resl sideslipping? Alrcraft may
sideslip once per game turn, régardless of velocity
provided that they are banked at 45 ., The direction
af slip is that of the lower wing.

Enough af this babble, and onto the really impaort-
ant stuff .....

Missiles:
Red Top:

This is an all angle heat seeking missile; when in its
target’s frontal eactors it has a limited cone.

Sky Flash:
"Look down Shoot down” wversion of a late Spar-
raw. In use with RAF and Sweden C, 188T.

RH-AA1 Alkali:
Baam Riding AH missile.

Firestreak:

Heat seeking missile
1958 — 1952 limited tracking cone
1962 — 1970 normal tracking cone

Turns of flight: 4
Tracking Range: 35

I Max. Energy add: 2

Probability of malfunction: 10
Minimum Launch Range: 3
Counter Maasuras: As Aim 9B

Maxirmum WA 16 14 13 11
15t game turn add 4 3 3 2
Turn moda Fi 7 7 B
Energy maxirmum 7 B 9 10
LO ML MH HI
Dive Levals Dived WA
I 3 0
B +1
8 +2
i 10 +1
12 0
16 -1
i 14 -2
23 -3
after 19652 |26 <]
Climb Lavels Climbed MA
I 3 -1
G -2
1 7 -3
8 -4
9 5
1l 10 5
after 1962 (11 -7}
Aircraft:
Maotas:

al Sizes. Where quoted *[n)’ refers to radar and ‘'m’
to visual factual size. ‘'m" may vary dus to smoke,
contrails ete, for visual, but not ‘actual’ purposes.

b} Missile Numbers: Where thesa differ from those
already guoted in the geme the smaller number |s
the usual complement, the larger the maximum
usually carried: the aircraft is not loaded but may
carry no external stores without becoming loaded.
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cl Since missiles and other ordnance are carried on
the same pylons, carrying the ong may exclude the
other — gamers should ressarch this themsslves
since such data are too plentiful for an article of
thiz sizal

F4 Phantom:

Cannon shots, MNote that only E and F carry an
internal gun; the FAD carries a belly pod. This
may be carried on all subsequent Marks, but Is not
an internal gun and reduces external ordnance {bar
Alr to Air Missiles) that may be carrled by 1/3, An
aircraft carrying this pod iz not loaded unless it
carries other stores {excluding Air to Air Missiles).

Any airgraft carrving 6 AH or any HS missiles has
its maximum ordnance load reducad by 1/3.

1000 Ib. bomb and bomblet capacity is 16, not 11,

Fd4 K/
These have a maximum speed of 11,

F111:

The guter wing pylans are non-movable and when
used the wings can only be held unswept. IT any
airgraft are used with more than 75% maximum
ordnance (even if the excess iz subsequently
launched/dropped] its movement allowance may
never excoed 5,

A0 Thundarbolt 10:
Radar size (7); visusl size 7.

F16 Fighting Falcon:
RH missiles: carried 1983 onwards.
HS missiles: usually 2 aim — 8L carried.

F 15 A

7:; The Eagle carries an ‘Eagle Eve’ visual augment-
ation device fram 1980 onwards. This has a limited
tracking cong in which targets may ba sighted, and
may only be used on aircraft onto which the Eagle
has a lock-an, |ts effect is to increase the ident-
ification rangs five-fold, The Eagle may not use
any other type of search during the gameturn in
which the ‘Eagle Eye’ is used,

Mateor:

v (B 5,

Draken:

A G cannon (3 thots).
2 or 4 sidewinder ; maximum velaocity 10.
o ather ordnance carried,
Radar: 2 C 1258 2 L B

O: As F, but G cannon and missilas are 4 side-
winders,

F: Missiles; may also carry 4 sidewinders az well as
Falcons,

Danish version: This has 8 1000 |b, hardpaints plus
rails for 4 sidewinder.

Avgilability: A 1957 — 1963
D 1962 — present
F 1956 — prasant

Viggen:
(6); 6. RH missiles are Skyflash.

HS: may carry up to 4 regardless of RH.
Lightning F1:

(B): 6.
Use: 1961-1964

Cannon type G, 3 shots

Radera DO O QB

e

Misgiles: 2 Firestrealk

Storas: Mone

Throttle: LO: 7; ML: B; MH: 9; Hi: 10,

Climb: Reduce MA by 1 for all Type 11 and 111

Reduce MA by 1 for all Type | except
where it is already 1.

Throttla: 0 1 2 3 45 686 7 B A8
La 33 2 3 225
ML 3 3 @ 2 2 il e
WH 20082 7 o d o ST
HI Z 11 11 1 %M wwWww

The F1 is identical to the FE in all other respects.
Us: 1961-1964,

Lightning F2:

i6); B.

Identical to the F& excapt that it carries Finestreak
misziles and has G cannan (3 shots).

Use 1863-1870.

Lightning FB:
(B); 6.
Use: 1966-

Hunter F1:
se 1954-1968 [RAF]
Cannon: P 3 shots

nas Climhb
Thrattla L ML MH HI1
5 a2 a3 1 2 - 2
4 21 Zz 1 2 - 2
3 21 2 - 1 1
2 =51 1 - 1 1
1 {7 : : T
Turnm
M1A LG ML MH HI
1 2 2 2 3
2 2 2 2 3
3 2 2 2 4
4 2 2 2 4
5 2 2 3 4
B 3 3 3 5

Flight Parameters:

Add 1 to Wingaowver, pull through and Immealmann
at MH and HI: change “type 1I'" to “type |™ for
MH &nd HI in thess manoauvres,

F 104 Starfighter:
Turn modaes — LD (9} is 10
ML (10} is 14/15
*8* wversion may carry up to 6 HS and 2 RH though
usual maximuom is 4 + 2,
C-104 earries 4 1000 Ib. bambs!

FEBE Crusader:
Turn modes — LO (7)is4; (Bl is 6
ML (8)isE; 9] i58
MH (8) is8

HI {2} is 10

Mig 19D:
All Alkali armed Migs carry 4 AH and NO GUNS.
Radar-less Migs cerry 4 HS angd guns

F18 Hornet: F18L Caobra

Only 2 HS {AIM-3L) usually carried lalong with 2
Sparraw], Maximum speed is 1190 kt = a max-
imum MA& of 10.

Mig 17 D/E:
Sea Mig 19D

Mig 17 A:
Thiz has cannon F, but increase all hit probabilities
by 5. Shots: 2.

Su 7:
Carries 4 bomblets (not 24,

Mig 23:
g, {5).

AAF-L:

Aircraft Munitions and Radar Charts are une-
changed from the 1st edition, and so use the Mig
29 rows (for 24 read 2). Cailing 2786,

Foxbat E ["Mew” Mig 28):
Radar characteristics:
Munitions:

9 B 500 7 N B
As Mig 25

Tarnado F2 (ADY)
Radar: 0B 700 9 M E
Cannan: Fl; 3 shots

Tarnada generally:
6] ; 6.

Strafing destruction probability table: for P read B
and vice versa.

My final comment concerns bombing, a field
graatly improved in the second edition, though |
still havan't found the munitions scatter tablel!

From what | can make out hit probabilities re-
present the chance of hitting a particular hex (for
unguided munitions), while destruction probability
takes into account direct hits and indirect blage
damage. Guided munitions are different in that if
they hit, they hit a specific target (tank, bridge, or
whatevar), rather than a specific hex, Since direct
hits have a far greater chance of destruction than
indirect ones, | think target destruction pro-
babilities should be carrespondingly greater, Thus:

a] Players should state the targets of all p.g.m, on
launch,

b} If hits are achieved alter the destruction pro-
babilities according to the following schedule:

Destruction prokbabilivy MMadifier
1= 10 +10
10 = 204+ + 15

All other targets in the hex are affected by the
blast as mormal,

Az the rules stand the more junk you fling &t a
hex, the greater the chance of hitting it, Since not
all munitions will fall in exactly the same spot in
the hex the chances of a direct hit on, and thus
destruction of, a target will increase, | suggest that
for the 'n'th bomb (1000 |b. or 760 |b) increase
target destruction probability by n {e.g. the 5th
750 lbo. bomb fallimg on a bridge hex will hawe its
destruction probability raised ta 7: 2 + 5],

| hope that these thoughts have bean of use and/or
interest, and it only remaeins for me to say two
things:

Firstly = Happy Hunting.

— Please Mr. Isby, Sir, can we have
some mare! And can you throw In
a fewy bombers as well?)

Secandly

The second adition omitted cannon type J;
below iz a table copied from the first edition:

Die AHall 1 2 3 4 5 B
1 E 1 1 1 1 1
2 1 Ef 1 2 2 2f
3 2 2 E 2 2 2
4 |3 3f 3 Ef 3 3f
B 3 3 | 4 E 4
g |4 M 4 4f 4 E




Lee 21 the Crossreads by Simulations Canada simu
lates the battle of Gettysburg during July 1863
It's not essy to be original about such & wel
worked, well ressarched, well simulated, wel
plaved theatre of war and consequently our review
will concentrete less on the historieal period
coverad by the game snd mora on our impressions
of it as a simulation. Inevitably, howswver, one must
consider historical accuracy and this we will try
and do through 2 game replay.

Lee at the Crossroads comes with a smart 14-page
booklet, four pages of which are taken up with
unit lists and wvarious scenario descriptions, The
remaining ten pages are closaly printed with the
rules. These are, for the most part, conventional —
movement is on a hex pattern, there are normal
terrain effects, most units have a zone of control,
combat is calculated az & ratio between attacker
and defender and resalved on & CRT, etc. etc. Each
unit displays its type (infantry, cavelry, artillery,
leader], its commander’s name and the com-

mander's commander’s name. Artillery is battalion

strength; other units are brigades. The underside of
each wnit gives a unit's morale classsification from
A lbravel to D (cowardly] and an imitial wnit
strength. The map. whilst displaying some geo-
graphical information, is sadly lacking in more
detailed aspscts. It is also basically uninteresting
{two colours] and in some respects difficult to
interpret. This is also true of the rules which are
glsp ambiguouws in pleces. Game turns represent
gither two hours durifg the day or five hours at
night; the scals is one hex equals 350 yards, There
are three scenarios representing historical set-ups
on July 1st, 2nd and 3rd together with a full cam-
paign version which can incorporate sevaral “what-
if* altermatives including one for a fourth day
assuming that Lee had decided to stay and not run,

From the above, it is obvious that the basic game
mechanics wauld be familiar to most board gamers,
There are, howevar, a few rules which are not nor-
mally encountered, Lnits are given a “facing” and
the movemeant cost for an gpponent to Move into
the six surrounding hexes varies with this facing
B.g. two oxtra movement points to move into the
forward hex; one extra point to move into the
rear hex; no extra points to move into the rear-
ward flanking hexes. Fecing also affects attack.
Units may attack ‘forwards” at full strength, ‘back-
wards’ at half strength and naver through the rear
flanks, though defence capabilities are unaffected
by facing. The combats are resolved either as
*elcirmishes” which are rather conventional or as
‘agsaults’ in which the attacking unit must be in
the same hex as the defender. The chance element
is removed from combat by having 8 CRT with no
die rolls. The attackers’ classification and strangth
is cross roferenced to the defenders’ classification
and strength giving a percentage loss for the
attacker and another for the defender. Thesa
tables are derived from historical casualty data,

Thers are some odd things going on with artillery,

but we'll come back to that. Any unit which
suffers a loss due to combat is subject to a die
roll to determine if it has lost effectiveness. This
loss aof effectivenass can be devestating since such a
unit cannot attack, defends at a8 quarter strength,
takes double the percentage loss indicated by the
CRT and only moves at half the normal rate.
Recovery can only take place at night whilst
stacked with the appropriate leader,

Eor us, the most novel aspect of the rules was the
command control, After playing this game for the
best part of 30 hours we still have only a sketchy
appreciation of the intricacies of these rules when
oroanising defence, attack or movament. Basically,
the command rules are as follows, Firstly, out of
command is like being out of supply — half or no
attack, half movement, half defence capabilities.
Secandly, each unit has a level | commander who
may only command a limited number of his own
pieces — always fewer than you actually have —
and only if they are within range. A level Il
commander may either command axtra units in his
chain of cammand or may allow his level | som-
manders to bring more of their units under cantrol.
The level 111 commanders, Lee and Meade them-
salves, operate in the same way but have their
effects through level [l leaders. These compar:
atively simple rules spawn other rules concerning
promation to replace dead or captured leadars,
methods of capturing leaders, extra Union leaders’
units direetly assignad to tham, ete,

-

i

oM i 8

RN

1 T

I‘:.I =l L] [ =

B i

o=

- = (= = N

-

[ |
por-|

2 59 3

]

1 & 0 =



ITHLE=
3E3.
weall
weall
e
riod
ions
Tiust
| Iry

page
with
The
the
gl —
rrmal
trol,
cker
Each
lery,
ST
gl ian
e of
from
unit
gg.ﬂ.. .
Tmore
sting
It to
M Ere
=sEnt
s at
[hara
.‘_upi
canm-
schat-
day
 FUM,

*

game
Mers.
{ nAar-
Fand
 into
Bcing
o the
a the
fEar-
Hack.
back-
3 FEEr
pcted
€r 85
or as
ba in
ment
th no
ength
-atlon
r the
These
data.
illery,
wihich
a die
.. This
guch a
ength, +
7 the
| rabe.
whilst

=3 the
or the
catchy
wihen
ically,
out of
Far no
pilities.
i who
'3 DWW
iBVe —
el 11
 in his
| com-
motral.
tham-
: their
Impar-
ssrning
padars,
saders’

In Lea at the Crossroads a Confedsrate victory is
achieved simply by his taking more then 1.5 times
as many strength points as the Union foreces, A
Union wictory results if the Confaderate foroes
mangge to take only 1.2 times as many points.
There are no gecgraphical objectives which provide
vietory points.

It iz im these victory conditions that the game starts
to fall down, Since the Confaderates must take
mare strength paints then the Union player, the
onus is on the Confederates to attack. The Union
can easily (?) win by avoiding conflict. Not only
that, but the attacker always takes a percentage
loss In strength. Ennsaquenti?r, not only doss he
run the risk of becoming ineffactive but also, even
at overwhelming odds, may still loge more strength
paints than the defender. Let's take an example,
The attacker attacks with four units, five strength
points each (a total value of 20 points) all with a
maorale classification of €. The defender has one
unit of strength 5, morale C. The odds are 4-1 for
a skirmish and the result is that the sttacker loses
12% (= 2 stréength points) and the defender loses
26% (= 1 strength point). The attacker also runs
the risk of four units being made ineffective, the
defender only one. For an Assault, the stacking
limit of 20 friendly strength points cannot be
exceaded. If attacking any defender over about 5
strength points (including bonuses of up to 5 for
terrain effects), the attacker loses more than the
defander. The ‘advantage’ of Assault is that it can
be followed by a Support Assault which antails
moving more units into the hex again observing
stacking limits and attacking egein and again and
dgain ... The opponent’s decreasing strangth has
two effects. First it increases the odds In the
gttackor's favour for the next gttack and second it
means that the attackar must inflict an even greater
percentage loss In order to reduce the strength of
the cpponent by one point, 8.g. a 6% loss will
reduce a O to an 8 but it takes 2 25% loss 10 reduce
aZtoal,

This system of resolving combats not only dis-
courages attacks but also fails 1o remove plaving
pieces from the board since it is extremely dif-

ficult to remove the last strength poimts. The
consequence of this is that the board becomes
litterad with piaces of low value, and here we come
to another difficult feature of the game. Each unit
has only its initial value on its underside so it is
essantial to keep accurate records of losses
separately. Each hex may contain 20 strength
points’ plus 20 artillary points and an unlimited
number of leaders and markers for retreated and
stragaled units. Eventually, hexes bagin to resemble
mini-skyscrapers. For each combat, each unit must
ke picked up, its facing checked, its leader identi-
fied, its current strength obtained and its
classification noted, Having attempied 1o replace
these units in correct facing and revealing as little
as possible to the opponant (since he's not allowad
to peekl) it is then necessary to determine which
units may be in command for attack. |f the com-
mandar iz too wesk to command all the units
required, then level 1l and 1l commanders may be
involved — but remember that if the level 11 bonus
has been. given for movement, it cannot also bhe
given for attack. 5o you may have enough com-
mand to get the units to an sttack but not enough
to sctuslly carry it out. Even then, the oppasing
units are concealed so attacks are slways made
with limited intelligence, We found this aspect
exceedingly tedious and very cumbersome. All vou
need is patience to keep going and long finger-
nails to pick up great stacks of units, We had
naither, The Players MNotes say '‘sach attack must
be planned 2 to 4 turns ahead™ 1o get leaders and
combat units in position. But the Union is in the
process of continual withdrawal over the first day
— first Inte Gettysburg and then to the high
ground to the south, Plenning ahesd in detail is
just not possible against a fluid line and when it's
difficult to know vour own forces let alone your
opponents. After the first day, things are likely 1o
become more steble, and planning may be more
impartant at this stege. With no geographical
objectives to be attained or held however, the
Union plaver is guite at liberty to run all aver the
map. It is only the thought thet such 8 tactic
would not have been emploved by Meade which
keeps the Union army in a steady orderly retreat,

Artillery may be used for either ball or canister
attacks, and its usa involves 8 ranga, firing cone and
terrain effects,

The rules concerning artillery being attacked are

not clear, If artillery is attacked when alone in a
hex, then it defends at 1/10th of its artillery
strength. If artillery is stacked with other units,
only the other units may be attacked and may sub-
seguently suffer loszes and be forced to retrest
leaving the artillery by itselfl There must be some-
thing wromg somewhere there. Also, artillery
appears comparatively ineffective.

Many of the grouses outlined sbowve could have
been avoided by grester attention to rule writing,
in particular to llustrative examples for difficult
rules. Sa, on to a record of how one game went,

The game begins with a virtually white canvas, To
the north-sast of Gettysburg, along the road 1o
Cashtown [C) and sitting on slope hexes, are two
Union cavalry brigades commandead by Gamble and
Devin, under commaend themsslves of tha 1st
Cavalry leader, Buford, Since, sccording to the
historical set-up on the second day, thess units are
found to the south-gast of Gettysburg, well away
fram the main battle front and with very few
logzes, it can only be surmised that they eventually
turned and ran, On this occasion, this wes not to
be. Along the Cashiown Rosad, a small group of
Confederates appear under the command of Heth.
An initial attack resulted in not anly losses on both
sides but also Brocken (CSA) becoming inef-
fective., C'est la wie] The Union brigades then
retreated zlong the Cashtown Hoad towards
Gettysburg, 8 process that was to become a feature
of the early game turns. On turn two (9 a.m, ,
vawn, wvawn) the Confederate brigades, having
decided that a slog was not in their long-term
interests began an outflanking movement to*the
north, making contact with the Mummasburg Road
gnd threstening to mowve into Gettysburg for
elevenses. Although out of command, this brave
(= foolhardy )} brigade led by Pattigrow neverthaless
represented a thorm in the Union's psychological
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flegh. Tha rest of the Confederate forces moved
south, threatening this time to come up to
Gettysburg from  the south-west. The centre,
between these two outflanking movermnents, was
held by Confederate reinforcements charging down
the Cashtown Road. The Union response o this
was to withdraw — wall, what would vou do?l
Thus, Devin and Gamblae found themselves taking
mid-marning coffee on the outskirts of Gettysburg
with Buford, their level [l lesder in Gattysburg
itself, Union reinforcements under the guise of
Howard from the south and Reynolds from the
south-west entered the map &and indeed By some
miracle {or ineorrect reading of the rules maybe)
Howard managed to make it to within four hexes
of Gettysburg,
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On turn three, Confederate forces continued out-
flanking and attacked Gamble (USA) who,
although inflicting losses on his tormentors, also
received a retreat result. A foolhardy charge by the
level | leader, Heth (CSA4), actually into Gettysburg
caused a few raized eyvebrows in the Union camp —
had this idiot had a touch too much sun of late or
did he really only want his name emblazoned in
the history books? We shall never know since this
manies in attempting to hold up the US Army in
the main strest of Gettysbhurg was finally killed but
only after receiving a slight injury and eveding cap-
ture by pretending o be Ronald RBsagan, The
Confederate forces gained in ong sense because
Pettigrew, promoted into Heth's position turned
out to be a much maore powerful leader. OF course,
the Confederate playver boastad that this is what he
intended all alona, but we know different,

The WUnion player realised that his chances of being
able %o retreat from  Gettysburg were being
thwarted since it now looked unlikely that Union
forces would even get there before the CSAI He
cdecided therafare to force march reinforcements
under Reynolds® contral but one unit straggled. At
this stage, with both sides building up forces,
attecks were minirhal,

Turri four (1 p.m.). The Confederate plaver saw
the potantisl af the force march usad previously by
the Union and brought on reinforcements in this
moda, Generally, to the west and north of
Gettysburg, the Confederate forces were beginning
o mass but some forces wera aut of command and
those under one leader had become disorganised.
Consequently, over [unch, the Confederates
reorganised and haed a small bash at Union forces
foolish enough to be adjacent. The Union, also
taking the opportunity to regroup, mowved the
majority of his forces to the west of Gettysburg,
with a light cavalry screen left to the north and
past. The Unlom attacked Confederates on the
autekicts of Gettysburg but this proved rether
costly. Even more serious was the ineffective result
suffered by two Union brigades.

The reorganisation of the Confederate forees in the
previous game turn now allowed a massive push
forward and the cavalry screen and general Union
defansive positions on the west came undar sus-
tained Confederate attacks. Defensive skirmishing
by the Union player resulted in greater Union
losses than Confederate and two more Linian
brigades becarme ineffective. Superior Confederate
forces to the north foreed the cavalry screen back
towards Gettysburg whilst attacks by the Con-
federates in the west resulted in quite massive

Union casualties. The Union responded to this by
retreating ineffective brigades to the hill south of
Gettysburg, The remaining Union forces, now
depleted, formed up in a light zcreen to both
the north and west. Howewver, at this stage, the
writing was on the proverbial wall since the
Confederate push had resulted in two hexes of
Gettysburg being occupied by Confederate forces,

Turn 3ix — time 5 p.m, The Confederate forces
bogan another outflanking movement, A massive
presence was retained to the northerm and western
outskirts of Gettysburg, whilst forces sent to tho
south-west, esast and south-east of the town
threatened the retreated Union forces and
ithreatened to cut off Gettysburg from incoming
reinfarcements. In the east, Confederate attacks
on Union cavalry forced a Union retreat. The
Union response to this was to retreat all units from
Gettysburg 1o the heights of Cemetry Hill to farm
a moreé or less L-shaped defensive line with the
central line running north-south, Gettysburg had
thus fallen in Iate afternoon which left the
Confederates twa hours of daylight to take
sdvantaga,

Conzequently, the last dyving hours of daylight saw
a massive Confederste assault on the slopes of
Cemetry Hill and, particularly, in the east, the
Union lost ground, In the centre and west,
although the Union forces lost threée or four hexes,
thay remained reasonably secure, Im order to
prevent Union reinforcements entering an roads
directly to the eact and west of Gertysburg (which
happens during the first night moval, the
Confederate player moved some brigades along
these roads, Ultimately {under the rules), Union
forces would then have to enter in the south,

Az night progressed, both Union and Confederate
forces readjusted to stabilise command structure,
But also, the Confederate, seaing the difficulties of
assaulting and capturing Cemetry Hill directly,
bogan 10 move brigades out to the sast threatening
to cut the Baltimore road in the south-sast which
forced the Union to defend on all but the southern
frant. Whether this plan would be maintaingd
during the second day would depend on how much
pressure the Confederates could put on the north
and west fronts to force the Union to rmaintain
units on this front at the expense of the eastern
frant. Think ahead the game designer said|

Overall, although the Canfederates did better geo-
graphically than history tells us, this was anly
accomplished at a great loss of strength points and,
indeed, a Union counteratiack towards the middle
of dav two would probably be highly successful,
Therafore, a résounding numerical defeat for the
Confederates, but a maoral victory in getting so far,
g0 fast. Perhaps threatened outflanking combined
with only overwhelming attecks might have bean
the answer rather than many attacks made at low
odds,

Jugt becausa we have been eriticel of the game does
not mean that there were no alements of the game
worth looking at. The command structure is inter-
esting but would be easier to operate if no stacking
were allowed, This would mean expanding the
scale of the map. The lack of stacking, of course,
would have other effects, the major one being that
the opponent would see all the units and this
would destroy the ‘limited intelligence’ aspect of
the gpame, Moving information to the underside of
the unit might redress the balance a little. The
game would be vastly improved If there were
geographicel objectives to be held or taken. The
Unian player should, we suspect, be forced out of
Gettyshurg and a3 victory point schedule for the
time at which the Confederates take the town
would help, as would some points for the
Confederates taking Cemetry Hill. Since the Union
can win by svoiding combat, the CRT should
pither be more in favour of the attacker (but the
CRT we are told was drawn up with historical
gocuracy in mindl er the victory point ratio
medified to give the Confederates more of a
fighting chancal

In conclusion, we were not impressed with the
game. Some Teatures we liksd, many others we did
nat. A5 a simulation, it is probably fairly accurats,
Scenarios sem to go with historical accuracy,
However, ag 8 game, it leaves a lot to be desired,

QUARTERS

A review of
[.‘DN.IM.%ND PERSPECTIVES’
simulation of
the age of fighting sail
1775-1815
by Rob Gibson

When John Spence presented me with Beat to
Quarters for review, my first thought was “'This
i=n't a game, it's a posh paperback — or a set of
rules for miniatures,'” On closer examination, it
proved to be both, and much more besides,

The first Impression of a superb 28-page glossy
paperback was quite right, for so it is ... but inside
g ong of the most comprehensive and resdable zoat
of rules | heve come acrass an any game situation,

What do you get for your money? The rule book |

itself is colour-printed an the cover, and black-and-
white an the inside:; clearly printad with half-tone
prints of naval actions, and clear diagrams showing
how to usa the game aids — a very professional job
indeed, To be fair to the publishers, the rules are
intended for miniatures play; to be fair to the
purcheser the publishers have provided on the
dig-cut sheets enough ship counters in three back-
ground colours, {red, whita and blue) to encompass
most single-ship and some multiship encounters —
in short, the means to get you underway before
you splash out on miniatures. The playing aids are
beautiful — the only word for it.

Before we loge all you hardened boardgamers who
pever touch miniatures, consider that many a good
beardgamer has come to us through ‘miniatures” —
Avalan Hill's classic Jutland, and their receént
acquisitions from Battleline — Wooden Ships
and lron Men, Air Farce and Dauntless — all of
which owe a considerable amount to miniaturas
rules. Command Perspectives’ own pedigrae in
boardopaming is excellent, their Sharpsburg being
the subject of well-justified critical acclaim as the
best ACW tectical system awvailable in two recent
issues of Fire and Movement [(notwithstanding
Terrible Swift Sword and variants) and if you, like
me, are a regular reader of F&M you will know
that is praise indead,

There are two ways in which to review Beat to
Quarters: treat as a pure set of minigtures rules,
and compare with other sets of rules such as
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Action undar Sall, or to treat it as a Napoleonic
Jutland, and compare it to the best of the board-
games on the period so far — Woeden Ships and
Iran Men, | have chosen the |atter because | think
Beat to Quarters will be very popular with board-
gamers because of its wnusual solution w the
limitations impased by hex grids on the finer
points of movement and gunnery in the ape of
Howe and Nelson.

The best way in which | ¢an illustrate the basic
differences between the two games s to use flow-
charts (see Diagrams 1 and 2}, The scale for Beat ta
Cuarters is clearly given as 1 millimetre equals 4 11,
{1.33 yds), and one turn as 4% minutes. The scale
of Woodan Ships and Iron Men is cutely concealed,
but if vou search, vou will discover that the game
turn represents 3 minutes; allowing an average
length for @ ship-of-the line of 250 feet, this could
ba deduced ta a 125 feet hex or 1 millimetre
aguals 2.65 wards — maeybe there raally is no
precise way of telling. This gives us all kinds of
difficulties in assessing the time wvelues given to
various activities in the wwo flowcharts, but
gxperience with other Battlaline productions tells
me that Beat to Quarters is probably more accurate
as there is no nesd to fudge time scales to fit the
hex grid limitations of Wooden Ships and Iron
Men. Before anyone accuses me of running down
Wooden Ships and lron Man, let me say | cansider
it the very best hex grid simulation of its kind —

it capturas the flavour of the miling ship ara beauti-
fully, but even its strongest advocates must have
felt its movement and combat results are not finely
enough tuned to demonstrete the finer points of
fighting under sail, especially at close quarters, In a
stern chase, for example, no provision Is made for
stern or bow chesers, nor can you fire the deck
broadsides of a two-decker or of three deckers
separatiely. (see chart below rightl.

hMeanwhile, back at the floweharts ... basically, the
o turn seguences are much the same, the only
major differences being in the timing of certain
activities, and the frequency of meles and wind
checks, Tha placing of the unfouling phase before
moverment and the grapplingfungrappling phass
after movemant in Wooden Ships and lron Men is
there, | feel, for playability — there is no good
reazan why two ships should unfoul before move-
ment: it is possible that it was originally after
movement, and moved forward during the game
development phase (| have playtasted this theory,
and it makes good sense, 8s any ship using post-
movement unfouling becomes a sitting duck under
the geme gystem)

Melee axecution is anather bone of contention —
not so easily resolved, though, Wooden Ships and
Iron Man has thres rounds of malee per turn — i.u.
one charge per minute, whereas Beat to Quarters
has one round per turn, one charge in 4% minutas.

In his Designar's Notss, Barry J. Fox says that his
boarding. rules wers based on the theory that i
takes B certain amount of crewemen of one nation-
glity to.inflict one casualty in four and one half
minutes. That "certain’ number is determined by
a table of probebilities based an data from dozens
of actual boarding sctions.” Since that data was
collected from eight years of part-time research of
awesome proportions, I'll go along with that for
authenticity, having oftan felt that the meles phase
in Wooden Ships and Iron Men was one of the
game's weaker points and open to dispute on the
grounds of accuracy.

Wind change is once again widely divergent in both
gamis: wind direction in Wooden Ships and lron
Men is cheeked every 3 turns — i.e. every 9 min-
utes, with only a 1 in 6 chance of no change in
direction, a 3 in 1 chance of 8 B0 change,anda 3
in 1 chance of @8 120 change.

Wind direction in Beat to Quarters iz checked svery
10 turns, i.e. every 45 minutes, with an even
chance of no change in direction, a 40% chance of
g 45 change, and a 10% chance of a 80 changs.

Wind welocity change is less radically different,
with 50% no change in Beat to Ouartars (33% in
Wooden Ships and lron Menl and the remainder
(25/25 ar 33/33) between increase or decresss by
ané lawval,
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In assence, this signifies that in the time betwesn
wind checks in Beat to Quarters, the wind in
Wooden Ships and Iron Men could st worst have
swung nearly twice round the compass — the mind
boogles ... In practice, it doesn't work that way,
and the wind stays fairly much in ane place in both
games .... though it does oscillate mora alarmingly
in one game than in the other. Frankly, as a salling
man, | prefer the Beat to Quarters version, but it's
a small gquibble.

Let's have a look st the more unique features of
Baat to Quartars. One of my favourites is the use
of bow asnd stern chasers; 8s the rules have it —
sGenerally, sloops (corvettes) and lerger ships car-
ried 8 few guns (one or twol on their bow and
starn ... long 6, B, 9, 12 and 1B pounders ware used
in this capscity, slthough there were exceptions.
Carronades (e] being short-ranged weapons, wWord
zeldom if ever used in this capacity™. The guns
themsalves are deducted from the total carried by
the apprapriata ship. The advantage of this is that
you can still enpage a ship ahesd or astern of you,
provided it is within an arc from 45° to port of
dead shead through to 457 starboard — if you are
faced with a stern chase, and your opponent is in
full sail, a well-aimed shot could bring down sail
and rigging to slow him down. The stern chaser
abviously gives the fleeing ship a chance to slow
down the opposition. Wooden Ships and lron Man
fanaties will welcome this way of enlivening a
baring sailing exercise. To be fair, you need to be
fairly close point-blank or close range to ensure a
hit — but it 5 a realistic option.

Another nice touch is the use of Surrender Points,
reminiscent of the factor built into fleet actions
in SP1's Frigate — a zort of naval demaoralisation
level resulting in instant disenpgagement and pre-
cipitate retreat. The Surrender Point concept is
less dramatic and applicable down to single ships.
[t works like this: Each ship starts (beforz the
first game turn) with 10 Surrender Points. This
total may be added to or subtracted from thus:-

[a) In singleship actions, the Point Value Num-
ber (PWVM — an overall assessment of the ship's
batileworthiness) of both ships is estimated, and
the larger PV N divided by the smaller PVN. If the
result is 1.1 or less, no Surrender Points are lost.
If larger than 1.1, then the Single Ship Action
syrrender Chart Is eonsultad to find the number
of Surrender Paints lost (between 3 & 8] [see chart).

(b} In multiple-ship actions, where single shipls)
become separated from their consort(s) the FVN
ratios are examined, and if the ratic against the
newly-unsupported ship is 2.0 or greaster, the
Multiple Ship Action [Unsupported Ship Surrender
Chart) is consulted, and Surrender Points are lost
immediately. These points are also regained
immediately i support is regained [support i3
within 40cm In line astern, or 15¢m in line ahead.)

{c}] ANl Turkish and Tripolitanian ships get a
starting bonus of 5 Surrender Points — 1. a
starting total of 15 points in 1.0 to 1.0 scenarios.

The sdvantages of this concept will not be lost an
the land-ubbsrs amongst us: divide and conguer —
split off the weaker ships and kill them off, helding
tha stronger ships in — dare | say it — soak-off
attacks.

In tarms of scenarios offered, both games offer
roughly equal propartions of the same three
perlods i.e, American Revolution, Napoleonic and
the War of 1812. The advantage with Beat to
Quarters is that it offers so much mare in terms of
possibllities, since it lists all the fleets for thess
periods, even beyond the major powers to include
the Barbary States and pirste fleets, and the
Bombay Marine (the Mavy of the Honoursble East
India Company), ensbling any sctions of the
periods to be fought, since it also gives data on the
ships they used. The research which went in 1o
Beat to Quarters is truly Impressive — even Doug
Davies would be Impressed.

The quality and scope of Beat to Quarters s such
that it must become a best-saller hers, as it already
iz in the land of its birth. Very highly recom-
mended indead.

———

QUIZ

CHRISTMAS “ARMS & ARMOUR” PRIZE QUIZ!

CHRISTMAS

The Prize Quiz consists of two parts. In Part I are a number of game counters that

I would like you to identify along with their publisher, whilst Part IT has a number
of military history questions. Arms & Armour Press have most kindly donated three
books to be given to the suppliers of the three most correct sets of answers that arrive
before publication of Phoenix issue 33.

(and don’t be frightened about entering, you could be pleasantly surprised!).

1st Prize:

*A Military History and Atlas of the Napoleonic Wars”

by V.J.Esposito and J.R.Elting (£16.50)
2nd Prize:

“The Atlas of Naval Warfare™ by Helmut Pemsel (£11.95)

3rd Prize:

THE BEST OF LUCK!!

“Napoleon's Conguest of Prussia” by F.Loraine Petre (£6.00)
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PART II

1. Which was the most numerouws EAF fighter in
the Batfle of Hritain — the Spitfire or Hurricane?

2, ‘In Harms Wav' was the title of a major film ‘

and mavael war novel. What is the source of the

O Qll OUY reqaers
3. Yom Kippur is the mame of the Jewish haliday

which coincided with a uslim holiday in 19593,

What is the name of the Muslim holiday?
4, The conflict which invelved the U55R bet-

7
ween 1941 and 1945 is not known as part of
the Second World War in the Soviet states.
What DO they call it?

5. A ‘Stringbag’ was a Swordfish, o "Wimpey® wag
a Wellington: what, more recantly, is 8 ‘“Thud"?

¥

6. The Battle of Jutland has o different name in

German navel history, What s 107 Q @(5‘0? Z[S ”QQ Z? ! LS

7. The British navy came originally from five ports
on the south cast coast of England. What are

they colied collectively®

£ Who was the General commanding British
foress in North Africa during the periocd of the
first advance o Benghazil

Y 9. What is the FEB?
10. What is a Frang-tirour?

CHRISTMAS CROSSWORD

DOWHN; 18, Elite troops (2]
19, Cateh of gun-lock holding hammer at half or
: are i . i 7 wined 1. Source? (5,2,3,7) (see example H) full cock {4) _
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CHRISTMAS IMMEDIATE QUIZ

For those of you who don’t have the patience
to wait until the next issue for the answers
to your PRIZE QUIZ attempts {see page 26)
we enclose a more select batch of questions
to try your hand at. In general the questions
are harder than those found in the PRIZE
QUIZ but the answers can be found on page
31 of this issue.

COUNTERS
Please decide where these counters appeared
and who published them.
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PART II

i. In Liddle Hart's view, who was the Man of
Cirleans?

COne of the most important writers on British
Maval histurl;.e was e son of @ West Point
professor. Who was he?

3. To get the 1 7-pdr into the turret of a Sherman
they modified it for left hand losding, altered
the turret stowage and something else, What?

4. The first Royal Navy subinatine was launehed
in 1902, What was its name?

=

5, The first nuelear powered submarine. the USS
Muutilws, was commissioned when?
6. Who said, “Steady the 93rd — damn all that

re

eagerness!
7. Where did he soy it?
8. Who first proposed the ‘doeming theory !

9. Robert Whitehesd, a Hritish navel engineer,
roduced the first s21f powersd torpedo, Who
reught it fromm him first?

10. From 1868 — 1874 the Secretary for War in
the Hritish Gove, braught about & number of
reforms in the Army including stopping the
purchase of commissions gnd the starting of
the linked battolion svstem. Whio wos he?

12 13 14
I 'l K =1 BE ANKX
Elis " '&d Tl 1= Murshnl
& 78 e -:JJJ— 1 = ‘l‘-_‘t Alvincey
505 Zeppedin T-1- o
21 22 23 24 i5

down the other dey? MNothing remarkable about
that, yvou may say, you can do it in Flying Circus,
Richthofen's War, Fight in the Skies and Aeces High.
But thiz time | did it whilst sitting behind the
stoering wheel of a car on the M1!

All right, we were In a traffic jam at the time, but
the point iz that i1 was possible 1o play .&n air
combat game at all under those conditions. It was
Aca of Aces, first of a promised serles of WIWI
games to come from Nowva Game Designs of Con-
necticut, USA and designed by Alfred Laonardi.

Ace of Aeeg has no boerd or countars, just two
pgperback books (B x4 x%" thick) and a leaflet
of charts and tables. The system works like this,
the main part of each book consists of 223 pagss
showing views from the cockpit of vour aircraft.
You are looking in ane of eight directions, The
enemy plane, if visible, might be in the [eft, centre
or right of vour view at close, medium or long rangs,
It can be pointing in ane of eight directions relative
to your own plane’s heading.

The pages in each book have been so arrangsd that,
for example, where page 16 of the Allied hook
shows that you are on the tail of 8 Fakker Triplans
with vour guns blazing merrily away, at closs range,

pape 16 in the German book shows a Sapwith
Camel right bBehind you with streams of bullets
coming from hiz guns, an wnnerving sight indeed.
In other words you can see where the other chap is
for most of the time,

Beneath each wview [: & table of symbols sach
depicting one of 25 possible manoeuvres, eight at
slow speed, ten at cruising speed and the remaining
seven at high speed. Each symbol iz more or |ess
selfexplanatory and is accompanied by a page
numbser, Theiridentities and usage are fully explain-
ed in the comprehensive rules to be found in the
fromt and resr sections of each book. The rules are
rather long-windad but guite understandable, whilst
most problems cen be resolved by reference to the
paoe of errata thowghifully included im the chart
leafiet,

To play, sach player chooses his manoguvre and
notes the ssociated page number. Strictly speaking
this means writing it down but it i possible to get
by without the scribbling bit if you are so minded.

Mext, the firing, iT emy, @ resolved. After which tha

. players now tell their opponents the page number

that they had noted prewviously, the opponent
turning to that number in his book, This & Dut
half+vay stage, for on this page you look at th
symbol denoting vour chosen manoeuwre, tum §
the page number against it, and there you will fin
your new relastive positions. It looks complicated,
but in fact the whaole operation can be perfiormed
in @ matter of & few seconds with just a litthe
practice.

B Eom o

The game has three levels, basic, intermediate and
sdvanced, In the basic game both planss remain 8t
the same altitude, firlng is automatic when the
enemy g in wour sights and you automatically
score g certain number of points depending on the
range, Six points and down he goes.,

The intermediate rules bring in climbing and
diving, waluntary firing of different lengths of
burst {the mare emmo you fire the more damage
you may do but your guns are more likely to jam
and furthermorsa you now only carry & certein
amount}. Damage is now allocated to different
perts of the target and it is possible to have critical
hits. You can also choosse from a selection of air-
craft with varying flying abilities and armament,
and aces now make their appearance.

The sdvanced game expands on the above rules by
introducing restrictions an flying ability {an ace
can run rings arcund a rookis), even more detailed

damage like cracked windscreens and tearing fabric,
the zffects of target speed and deflection an hitting
the target, and 8 campaign game with yet mora
aptional bits and pisces.

Although sach wversion is fully playable in its own
right it is quite possible to use any desired combin-
ation of rules from any level, according to taste.
Thus you may emplay the basic flving rules with
some of the intermediate firing rules plus some of
the optional campaign rules should you so wish.

At imtermadiate and advenced levals dice are
required for combat resolution and a certain
amount of paperwork starts to creep in (recording
gltitude and damage, etc). However, it is not that
burdensome,

Tha game i expensiva, nearly E10 seams at first
sight to be quite a lot of money to pay Tor two
paperbacks and a four page leaflet. However, you
do seem to get a greater sense of invelvement than
you do from shoving counters around a board.
indeed, when you are looking over vour shoulder
at your foe spraying streams of lead about vour
ears you can slmost hear the guns firing! And, by
the way, should you ever find yourself in such a
position you are in trouble. The designer has not
forgotten to include a rule on teiling, end next
turn will find the snemy having 3 rough fdea of
your movemsnt: there may well be en empty chair
in the Mess tonight!

The physical quslity of the game varies. The books
thow no signs of coming spart wndsr hard osage,
and they cortainly gat plenty of that. On the other
the randard of drawing in the views from
cockpit ranges sxcsllent 0 pOoOor.

and
your from
My own fesling s that the ame s over-priced,
glthough you do have to bear in mind that what
you are really paying for is the tremendous smount
of work that must hawve gor= into the making of it.
However, | for ooe do not regeet the sxgpenditure,
the game pisys guickly, can bé taught 1O anyone
in 8 couple of minutes in the basic version, and it
does seem to impart something of the feel of WWI
aerial combat.

A final word on tactics. It is unlikely that anyone
will evar write learned articles on perfect plans
for playing Ace of Aces, because those articles
have already been written. This i one game wheare
the advice of the Wl zce= zpplies still. Anybody
want to buy some old Biggles books?




[ find mvysalf in complete agreement with Roger
Musson (Phoenix 32) in his opinion of S&T,

Az oneg who has just let his subscription to
that magazing, lapse, |"ve thought long and hard an
the subject. My initial reason for buying S&T was,
4% a navice on the wargaming scene, to discover the
intricacies of that esoteric warld,

Mow, aftar twenty issues the novelty has worn
off, and in my new found maturity, | find S&T
stilted, lacking dirgetion and certainly unimportant,
Of pourse, there was the game in each issue, but
a5 numbers graw the guality decreased, until we
now have the veritzble pot-pourri of card and
paper, frequently unresearched and unplayable.

With no sub to S&T, | can pick and choose
amang the many games available, and noi have
what was an all too frequent occcurrences, of the
brown envelope containing a game | didn't want,
then having to write to the For Sele column 1o
get rid of the damn thing! Either way | lose
maney.

Ey maintaining my sub to the Phoenix, | can
buy the interesting S&T games as they come along,
by keeping &n eve on the very informative Grape-
ving column. In this way | get the game | want but
prevent the unhealthy accumulation of waste paper
in my cupboard. Mow | come aut on tap with
morg mongy to spand on games proven in quality
and less hassle,

Alan H. Wright,

R.E. Jordan calls for a comprehensive games
refister [in Phoanix Mo 31) to help purchasars find
their ways through the glut of gamas now available,
But such a register already exists, “The Best of
Board Wargaming' (Arthur Barker, 1880: £3.50)
by Micky Palmer contains 134 detailed reviews of
the better gemes available., Almost gll the gamss
have at least one pege devoted o them. The
reviews are written by Micky Palmer, mysalf,
Geoff Barnard, Graham Buckell, Mark Glesson,
Jack Greene, Fred Helfferich, Major Mack, Tom
Oleson and Ron Wheelhouse, Eech game is rated
far excitermant, rules clarity, complexity, realism,
and suitability for solitaire play, and these ratings
arg to a common scale. The real playing times arg
also mentiansd and dissenting opinions by other
reviewears noted: altogether a well-balanced book.
Marcus Watney

One Just cannot draw a line betwseen fantasy SF
and sdventure games on one hand and straight
war games an the other as some of your readers
gse2m 1o want, Whare does Interpolation of present
trends become SF "The Mext War?"” "Objecilve
Mascow?'" "Invaslon America? Are Conflict's
“|liad” or O5G's "Rebin Hood" histery or fantasy?

The truth is surely that all the fields of tha
hobby can learn from each other. From “D&D™,
the role plaving field hes branched out into role
pleying gameas on historical topics such as life in
feudal Japan or the American West {| notice
gfter denouncing the inclusion of non wargames in
vour magsazing Donald Mack praises “NATO
Oivisional Commander” whose gamesmesisr for-
mat is borrowed from role pleying games).

Similarly a game like SPI's “"Gondor"”
although it is based on the works of Tolkien and
includes magic uses a combat system which could
be adapted to any mediaewval battle.

Mo-one 5 suaggesting that Phoenix should
devote itself to designs for new dungeons and
gimilar items that appear in specialized faniasy

and 5F "zines. However, a5 one who plays a little
fantasy and 5F but not much, | hope it will still
inform us what is going on in these areas and what
new ideas such gemes contain that are relevant to
the rast of the hobby.

Roger Sandell

| can't remember when ['ve read a game review as
meritorious a5 Geoff Barmard's on Avalanche, not
anly becauss his analysis wes unusually pemetrating,
but because thers
neglect anything but the latest games. OFf the
several games on the Allied invasion of Salerno,
Avalanche is far and away the mast ambitious, and
therefore just as worthy of consideration today as
when it came out, In my opinion, a gams is anly
dated when something superior comes along.

| remember clearly my disappointment with
Avalanche, which = bofore ong actually played it
— promised so much. Big gemes were still very
novel then, end we had not yet discoverad that
GDW could cut slmast as many carnags as SP1

Although Geoff mentions that “victory is
based salely on the relative losses of the German
and Allied forees .7, he doesn’t mention that
this is, in my opinion, the single worst point of
Avalanche, both as a simulation, and as a game.
The Allies landed at Salerno net primarily hoping
to kill more Germans than their own losses. The
Germans counter-attackaed the beachhaad to crush
it, nat in the expectation of a favourable casualty
ratio. A really good game on Avalanche, as on
50 many other graat battles, has yet 1o be dane,
Tom Olesan

| heve certainly caught some flak from Paul King
and from the Rev 5. Heals; nonstheless | think that
some of it wos off-target and | estimate that | am
sufficiently ainworthy to make one more strike
before turning far home.

The criticisms levelled at me seem to be as
follows; {1} the Bev Mr Heals thinks that | am
judging the general from the particular by refer-
ring to thres issues to prove a case against the
entire run of the magazing (2) Paul King reckons
that my statistics ara without real meaning and
who am | trying to kid? {3} both consider that |
seehk to suppress those types of wargame with
which | disagrea {4} both justify FRP games as
wargemes on the grounds that thess are played on
boards or meps, with counters/figures, feature
conflict and have rules.

| would like to answer these criticlsms In the
sarne sequence. (1) If the Rev Mr Heals re-reads
rmy ariginal letter in Mo 30 he will see that | was
referring 10 the percentage of Phosnix-space
allotted to SF/F in RECENT issues; to go on to
take examples from three recant numbears is surely
to illustrote my point, not to fudge it? | suree that
earlier. isswas did not feature SF/F to the same
extent (2] | contended — and still contend — that
SF/F articles receive o lower average interest-
rating in 'Feedback’ than do articles on other
wargames and that this indicates that perhaps the
oft-cited sssertion that games of this genre rate
highly wwith the readership requires re-examination
[Z} | consider that the FRP game has no place in
the magazine as it is 2 branch aof SFJF which has
taken a2 completely different road and which
probably has a hard-core following which has no
interest in wargames &nd which does not bothar
with 'Pheoenix’. | do not seek 1o war against types
of wargames which do not appeal to me; these
include most of WW2_ aff of Russian Front, much
of the Napoleonics and all air games; come, gentla-
men, have vou heard me reil sgainst sny of these?
[d) if we are 1o take the definition of board war-
games made by Messrs King and Heals at face
value, them they have made a strong case for
'Risk', 'L'Attague!’, draughts (the Rev Mr Heals
did say ‘boards’, did he not?}, backgpammaon and
even ‘Monopoly’, to name 8 few, | do not exag-
gerate; the definitions of FRP games employed
have, of necessity had to be so estholic as 1o
permit many other species to qualify for the
pages of "Phoenix’,

Let me conclude by addressing all roaders.
Aszume that wou are trying to convince an intel-
ligent but sceptical friend that vour hobby of
wargaming it a semsible and reasonably serious
ane which combines amusement with instruction.
Would wyou be happy for him to pursue invest-
igations by taking up vour copy of ‘Phoenix’ 31
and straightaway  turning to  the article an
‘Dragonguest” with its account of the doings of
characters named Isive Dandyuffa and Miss Wendy
Bowtcumsin? Or would vou prefer thet he chooses
the article on 'Thin Red Line* ar that on ‘Atlantic
Wall’, Which do you think would be mare likely to
convince him that wergaming is 8 hobby woarthy
of the attention of intelligent adults and teenagers?
Major D.|.A.Mack

iz a regrettable tendency to .

OPERATION
STAR

Martin A.Chadwick
Strategy

Operation Star is 8 good game in that aptional play
follows the course of history. The historical back=-
ground notes explain that Haussar — commander
af the two 55 Panzer divisions initially in the
Kharkov area — considered, in spite of opposition
from Hitler, abandoning Kharkov without s fight,

Paul King in his review in Phoenix 23 tries to
defand Kharkov. He clearly fails as he talks about
isolating the Germans argund Kharkov by sending
Russians to cut the railroad supply linas. Finally he
ends by writing sbout which type of victory the
Russian should try for,

In contrast | prefer Hausser's abandonment, On
turn 1 &ll three Germaen mechanised divisions to
the north-sast of Kharkov should be withdrawn to
the Belgorod region and, on turn 2, completz the
junction with German Second army MNorth of
Volchansk. This plan has the advantage that two
semall but easily defensible concentrations of umits
are formed quickly namely: the ares north of
Volchanzk and in the south the area between the
Donet and Krival Dor rivers. This situation is much
more desirable for the German player becausg a
much shorter length of front has to be defended,
This is wery significant as, initially, the German is
short of units and needs to keep his panzers intact
for local counterattacks. Secondly, due to offen-
sive mode movemeant restrictions and fears about
his centrg later on, the Russian player has dif-
ficulty in attacking either comcentration effect-
ivaly. Thirdly the German plaver has no supply
worries, the sources at 0107 and 3806 are securely
protectad.

The German is not expected to sit passively In
thesa concentrations. They should simply be
regarded as strong bases from which to launch
increasimgly damaging attacks on the Russians, In
the morth the German has two 24-18-10 55 Panzer
Divisions and the 12-12-10 Gross Deutschland,
These have considerable striking power as they are
stacked intact on the south side of the northern
cancentration. Each turn they should easily be able
to destroy all nearby exposed Russian units by
surrounding together with others in frontal 10-1
aszaults.

Meamwhile the Southern German concentration
should gradually extend its operation. All the
good reinforcements come on in this area, (A&
competent Russian can stop the German crossing
the Donets as he can easily take step logses in a
cross Donets attack and overrun: across majos
rivers are not allowed). Thus thess Germans
should mormally simply smash everything south of
the Don. By turn 4 thers will usually be no
Aussians left in this area on the southern half of
the map s$o move up toward Kharkdv and from
turn 5, in conjunctingn with the ex-northern
conceéntration, start mass unit killing. The German
players armoured might is sufficient to allow
Eharkov to be surrounded and taken,

Fram this account it appears that the Russian
stands little chance. Undoubtadly bhe stands no
chance of fulfilling the Decisive Victory conditions
fas Paul mentioned arsa L s surely the relevant
one), Howewvar if he can hold an till the mud,
which cripples German overrun capability, ha may
be able to hald Kharkaov.

Tactics

The dizengagemeant rule as it stands is misnamed. It
should be called the German infiltration rule, It
allows German units to walk through Russian
20C% at a small movemeant cost. Just think of any
Panzer Group Guderian game with a rule like that
included| | play with the following modification:-
units entitled to disangage may only do so at the
start of 2 movement phase, | have assumed this
miodification throughout this article.

Gaerman strategy is designed here to allow full use
of the Panzers, Multiple overruns and surroundings

[ e S———
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are the order of the day. One should not even con-
5i cher unﬂankmg decent Panzers for defansive work,
lgnore wvictory point towns. Try to kill Russian
leaders as these are vital to a decent Russian
defence. Finally take advantage of the fact that
Russian corps cannot retreat an top of other corps
or divisions,

The Russian player can substantially reduce the
gffects of Soviet Doctring by swapping head-
quarters back and forth: withdrow offensive
headguarters in the sacond movement phase so
that units are cantrolled by defansive headguariers
and hence can disengage and move normally in the
first movermment phase. Bring the offensive head-
quarters back to the front, for the combat end
sacond movement phasas, during the first move-
ment phasa,

Summary
Operation Star 5 a challenging game. It is also
very subtle, The German player has several

strategic options and even then implementation
times are difficult to judge carrectly. | feel, even
with the disengagement modification, the game is
biased in favour of the Germans.

| suggest the following modification:

The German player receives only 2VP for each
Soviet rifle or cavalry division or Guard rifle
division step loss. There is considerable historical
justification for this. Manstein, the German com-
mander claimed many divisions destroved in this
battle but only claimed a small number of
prisoners explaining that due to leck of German
troaps many Russians escepad from thess divisions.
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[15] Whick Earfy 2018 Cenbary vairgame Eype oo
vou prader most: 1] Tacticel, 21 Oparatloned,
| Sarmiegic and Grared Spalegic and 4) no
pmlarEncty.

D16 Mpsalennic gamer,

1170 Which Mapcisanic game tyea do vou prefer
e 10 Taciieal, 2} Operatienal, 30 St
and Grand Seravepic and 41 no Gredevenee.

118y Qe 19 Cantury s

|18y Widah 'Crhar 191k Cerviury’ goms Type 00
wiw pralar maid ! 1) Tagtieal, 2) Optrapionsl
1 Serategic and Grand Sirateglc. 41 Na
Eretpien e

E20} FEah ra 16eh Cantury gisnin

211 Which 16ieh 1o 181H Cantary gers type da
wou peeler mcsts 11 Tactical, 2F Opérwiional
3 Srraresgis and Grand Sriarsgie, A ng
prdtirassi

E32] Qumes prior to MR Cesdeny

(23] Which ‘&nchant’ jama type oo you prater
modt! 1] Teelaal, 21 Coarasionsd, 31 Steategic
srd Trand Piratigic, 43 no pradieecce

(23] Campubar ‘srede’ fvpe gemes

5] Camputar emulailon games of anp ot

(28] Computai candlict slmulatiess — fancasy(SF

[Z7] Camputdr soandlicl dimulabees = hbderisall
rEving

1383 11 hpo besen puggeies dnat | fewtare o
ey mrifcles — the cesxiy of te pleyeng

of o spacic geme in some oEtHl Fans v
VIR Y 1R S0 o Eticte, inresestrom S

et hikd thib garsa: Bty fay & Ty e
b 15 par Blking, o a peade 2f 1 82 B winh
1 being @ DORiTive dislise Tor the e sed 3
sty ity e th Fvasorallie, 0
fata thiv s of FHOENIX on @ scsle ot
| k2 8. B heing ruceBant and 1 Baing pooe
To heln mre [mpeny T magaies | sescic
pErecikie d Dby conilfuchnel commentis
bleve if yau rate i 4 or legp

[

Rgtr the Tellcysing artscles In thh Bsus on 8 scees
of 1 10 8. % baing escellme, 1 being poce.
FLEASE ENTER 'D° IF vOU 31D NOT READ
ARTICLE

L0 W | Garrag — prlcim gusliny

§31) Wil Gamey — chedoe ol subjest

4325 Blpck Hovss, Red Sme = arvale goaliny
133F Blmzk Hioree, Red S10 = ehaion 51 fulec
(34 Winsled — st guskty

CAE) U'minlisd = chenrizs ol gubyict

(28] Third Rilch — article guality

E37] Third Amich = cholos of sty

23] Axr War Thaoghol = drticln ol gy

133 Alr Wer Thoughty — choioe of et
145 Ly Croqarndy: — mriscie guslicy
1481 Less!Croasropds = choice of aubpeey
[43] B po ThaMery — #flndd guidity
[43] Baad ts Ouirtiry — chowe af jubeac
(441 A af Ay — prilche gualihy

|46 Aoe of Ao = choice of g
4B Djstai b Sl — iftache Sronlify

[471 Opermticr Stmr — chcion 6 e
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CHRISTMAS QUIZ ANSWERS

CHRISTMAS IMMEDIATE QUIZ ANSWERS

PART I

Cry Hovoe (Standard Games & Publications)
Kanav (Peoples Games)

Across Suez (SP)

Foriress Europa {AH)

Bonaparte in [taly (O850G)

Road to Washington (Command Perspectives)
Compaign for Morth Africa (SF1)
Ironbottom Sound (Quarterdeck Games)
Gallipoli { Paper Wars)

Muoulay Ishmael (Bearhug Gomes)

Rursk (5P[)

Hommel and Tunisis (OS506G)

Cammando Operations {Yagquinto]

Streets of Stalingrad (Phoenix Games)
Winter Storm (Voangusrd Games)

Acre (SPT)

Panzer Pranks {Chaosium)

The War in Virginia { Poswdermill Games)
Cikinawa {International Team)

Napaoleon at Leipzig (O8G)

HALS P g g e

=t e
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e
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==

21. The Batle for Cassing (SPI)
22, Raider {Yaguinta)
23, Bismark (AH)

24, The Guns of August (AH)
. Arcola (5G]

PARRT 11

1. Foch

2. A T.Muohan

3. Turnad on is side

4. Holland One

8. Saplember 1954

6. Sir Colin Campheall

7. Balaclava in the Crimes
8. Dwight D). Eisenhower
9, Austrians

10, Cardwell
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BOOK REVIEW CONTINUED

Much to the disgust of 8 number of readers of this
Bugust oargan fantasy role playing games and
fantesy wargaming are the major growth aspect of
the war game publishing industry. Apart from the
SPl games like Wars of the Ring, Wreck of the
Pandora and the very funny Cresture that Ate
Sheboygan there s a wvast amcunt of gaming
gaing on in areas which, up until now, | have
known nothing about. | say "up until now' becauss
I've baan having & look at two books which deal
with these aress of gaming in detail. The first title
was almost not published in Britain because H.M.
Customs and Excise very nearly impounded the
wihole congignment of books as they landed in the
U.K. from America because they ware called,
Fantasy Role Playing Games and written by a man
who had a medical degree. Not being latersl
thinkers the customs men thought that this mesnt
the books were some kind of kinky sex manuall
It may even be that a3 a result of this idiocy the
man who was entrusted with the task of dis-
covering the true nature of the books may be o
convert 1o DED gaming ... because, of course, that
and other allied games, is what this book is about.

Dr. J. Eric Holmes is the editor of the basic set of
L&D rulet and his book, which Arms and Armour
Press publish at £7:60, i3 & gentle introduction to
the art of subterransan mayharn, magic and mon-
sters, Owver half the book is devoted to D&D
but there are mentions of other fantasy games and

a study of available magezines and meatal tigures
with which 1o play the games. Accompanying the
g%t are photographic illustrations which are good
fum and created from sets and little metal figures
and the genaral wone of the text & light hearted and
fully informative. | cannot yet confess to being a
convert but having read this work | am sufficiently
intrigued 10 want someong to give me a game of
this not really vary new kind of game .... any affers?

Alto dealing with the fantasy game is 8 book from
Patrick Stephens. While Dr. Holmes writes from
and about the American origins and state of art of
the D&D, Bruce Galloway writés Trom the stand-
paint of the British player of Fantasy games. He
still seems to think that all wargaming is done by
people who play on table tops with metal models
but that apart seems to be well informed about
fantasy gaming, or ane school of it, in this country.
“Fantasy Wargaming™ is, howewver, lgss a com-
mentary on the state of the art in Britain than
it i an introduction to 8 game system which he
end fellow gamers have devised over a pericod of
time since they first fell under the spell of the
fantesy game after playing D&D. While they
enjoyed playing the game they bscame dis-
enchanted with it and soupght to devise & bstter
way of doing things with magic. (Beginning to
sound familiar? — Stay tuned) Messrs. Galloway,
Heodson-Smith, Lowes, Quarrie & Sturman have dug
back into history and created a set of garme rules,

mensters and weapens which, thay daim g
have no reason to disbeleve them, relatss o oo
history very much more closely than that offerss
by D&D or any other competitor. 1t &, | baliews
not without significance that the abowve narmes
people intend to publish thelr own game “follows
ing the publication of this volume" ... 50 look out
for a game called, 'Liegh Cliffs’, To return 1o the
book, the first ninety, or 5o, pBges are 3 com-
mentary on the motivation which lies behind
their enjoyment of fantasy games and thelr
decision to make a new game, together with some
of the background which has informed their
thinking about this new game. The rest of the
books" 222 pages are devoted to the playing rules
favoured by the authars., |t makes impressive
reading and would heve basn even more impressive
hed | besn 8 committed fantesy gamer. Since I'm
not let me 12/l you only that | enjoyed much of the
garly part of the book and some parts of the rules
— the monsters are great fun — but £7:85 is a lot
of money to pay for a book which 18lls you less
about the whole field then you would like to know
as & tyro to fantasy ocaming. In other words the
two books abowve are less competitors than com-
plimentary ong to another ... but unless you're
into that kind of gaming | can think of batter
things to do with £15:45, Merry Christmas and o
Vary Happy Mew Year,




