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DITORIAL

JOHN SPENCE

Phoenix is dead, long live Phoenix!!

Sounds dramatic dossn’t it but at the time of writ-
ing things are that way inclined in the wargames
field and | couldn’t resist an over-the-top comment
to start this editorial. Whilst it is literally trug, the
practical changes are not nearly so far reaching.
Lat me elucidate........

Maost of you will be aware by the time you read
this column that TSA took control of SPI in April
and that the Mew York company as we have
known it for the past ten years no longer exists.
Due to their premier position far so long this is a
deep shock for most wargamers and throws us all
inta a little confusion — the members of the
industry as well 85 the gamers. The situation is such
that there are still a number of doubts as to what
this will lead 1o and what portions of SP1 will
survive, Thus, many of the design staff have left
EPl to sat up their own company called Victory
Games with possible design problems to the new
DWNETS.

Amongst other items in a state of flux is the future
of S&T and, though | am in no position to state
exactly what will happen, one could consider future
publication frozen far the time being following the
appearance of the issues already physically in exist-
ance. 5&T has been a King-pin in Phoenix’s costing
and circulation ‘package’; up to now the Uk
Phoenix mailing schedules have heen closely linked
with S&T appesrences and this accounts for the
erratic appearance of our own magazing in the last
frw months = nothing else.

Couple this with the new stance that Simpuks must
take now snd you can s that Phoenix must change
— thus the first sentence] Simpubs have decided to

take 3 moch more active part in game production
with the formmation of 2 special company to handle
their procert. As pert of this re-organisation (c.f.

the statement from Malcolm Watson on page 3 in
this issue on the up-to-date situation] we have
decided to revamp, réenew and change Phoenix —
this issue you now have ig the last of the old style
magazine.

Befare you fuss too much, we do not intend to
throw the baby out with the bath-water, we will
retain much of the best of Phoenix, altér our
present basic philosophy and even add te the new
package. We will not be able to hide gur tigs to the
new game lines nor would we wish to — Phoanix
must ancd will be used to bring the new praducts 1o
your attention. It is intended that one of these
products will become part of the annual sub-
scription but rather than ga down the S&T path of
B game in every issue we hope to supplement the
rast of the subscriptian with some sart of discount
offer on a number of in-house games, The details
of this arrangement have yet to be finalised and
these will be announced with the first issug of
Mow Phoenix once we have had 8 chance 10 a35€55
the situation. | believe that this will give you both
a quality magazine and cheap games without the
prablemn of being limited to what the publither
inserts in the magazine for you,

We will continue to run a mixture of review and
critique material which could lay me open 1o the
eriticism of being bizsed in favour of the home
grown product. | assure you this will not ba the
case — | intend to tread this difficult tightrope as
fairly as is possible. Those paople supplying mater-
ial land new authors and material are always
welcame) sra nevar influenced in their judgements
by myself unless | know that what they have said is
incorreet and | would hope that you would agree
that most reviews that appear are fair, | admit that
some mistakes have slippad through the net but |
alsp add the rider that anyone has the automatic
right of reply to reset the balance — | consider that
right and propar too.

In-house material, on the other hand, will not
appear in straight réviews in New Phoenix. What we
will hava is background information on the games
that doec not appear anywhere else, its degign, its
historical background and even game replays but
nothing that is primarily aimed at putting a sub-
jective pssessmant on the worth of the gamé. Pay
we hope that our prasent reasonable racord of fair-

ness will continueg in future, | would like to hear
vaour views on this dichotomy!

Having laid some groundwork for future issue |
would like to turn now 1o another situation close
1o my heart ... namely historicity.

Military history is ong of the |lynch-pins of our
hobby — anyone with any interest in historical to
near future board wargames will have some reading
on some aspect of military history under his balt
(which may be quite extansive if some of the
discussions | have had with gamérs is anything 1o
go by!), 1t is the historical component of the war-
game that first attracts the potential gamer and,
hopefully, keeps them with us. | thus thought that
| would share some of my current views on this
subject with you and would like to hear your views
I rETurn.

Any game review worth its salt will try to relate a
historical game and its design to the action o
eampaign that it s meant to represent, the pages
of this magazine are, | hope you will agrea, well
graced with such critiques. The rationale behind
such an approach is, of course, that most purchasers
wish their game to faithiully represent reality and
be a model, however dim, through which they can
study some of the significant factars that went in
to moulding the actions, and thair results, of the
oppasing armies (or whatever].

Thizs doss not necessitate games in which avery
possible factor is represented. As | have said in the
past, | believa that the designers’ reguirements
may be fulfillad in any number of design philo-
spphies ranging from the broad brush approach
lin which such factors as unit uniquensss are sacri-
ficed to produce a feeling of the battle e.q. Battle
for Stalingrad) ta the draftman approach levery
i and t dotted and crossed — Airwar ‘80 would be
a good example of this approachl.

Such diversity of approach makes critieal disaction
of historical aspects of some games difficult
Wha is to say what aspeets of the battle have been
factored into the combat sequence and tables or
whather supply is reflacted in apparently simple
move rules apert from the design team itself {and

Cantinues on page 31
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The King isdead....
Long live the people!

In April of this year it was officially announced that TSR
Hobbies Inc, of Dungaons & Dragons fame, had taken control
of Simulations Publications Inc publishers of Ares, Maves and
Strategy & Tactics magazines. A second announcemeant follow-
ed this to the effect that SPI had been put into liquidation and
a decision had been made to move the corporate corpse up to
the TSR HQ lock, stock and staff. The staff, however, were
apparently not consulted about these plans and in a fit of
uncertainty the ex SPI designers used their good ‘ole American
initiative and slipped out from underneath the magic umbrella
to form their own games company which they have called
Victory Games.

| flew out to speak to TSR Hobbies Inc about our future plans
as soon as their position vis a vis SPl was made official and |
came home with the distinct impression that we would
continue to function as the distribution centre for their games
and magazines here in the UK. Unfortunately since then | have
been unable to get any concrete proposals from that company
and | do not believe that | can wait any longer to make our
own plans known to the public,

One of the first subjects to which we have addressed ourselves
has been the future of Phoenix. Since we are not certain when
TSR will be able to get future issues of S&T out we feel that
the time has come to cut the Phoenix loose from that magazine,
The issue you are now reading will be the last of the Phoenix
as you have known it to date, issue 37 will be called the New
Phoenix and this will be the first in a series of quarterly
magazines with which we intend to fill the current void, The
Mew Phoenix will have 36 pages with a maximum of four
pages of advertising. A four issue subscription will sell for
£5.95 and the New Phoenix will be available through our mail
order service only.

Those of you who have sent money in for Phoenix will find a
credit note enclosed for those magazines outstanding after
issue 36. We would like to invite you to reinvest this in 3
subscription to the MNew Phoenix in the knowledge that
response to this move will determing once and for all whether
or not we at Simpubs will continue to publish a UK orientated
Board Wargamers magazine. If we find that we cannot support
such an operation based on the UK eirculation then we will
stop chasing shadows and acknowledge the fact by windingup
the New Phoenix.

We are holding money paid to us by Ares, Moves and S&T
subscribers pending a decision by TSR on their plans for this
country. | realise that this may not be satisfactory to many of
you and should you decide that you would like to use your
balance towards the purchase of other goods that we carry
then we will be happy to accommodate yvou where possible. |
do know that a letter was drafted out in April giving an
assurance 1o US subscribers that TSR would honour SPI%s
commitments and | do know that | was given a verbal assurance
that the same would apply in this country, however action
speaks louder than words and |, like you, am still waiting for
some action. In fairness 1o TSR | should point out that they
did inherit a very messy situation but then they are big boys
and one must assume that they knew what they were getting
into.,

As soon as we know for certain what plans TSR have for this
country we will circulate the information to you in the mean-
time please be aware that we have your best interests in mind.

Malcolm Watson

Managing Directar
Simpubs Ltd

|_||||||'!"
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The demise of SPl New York has, not surprisingly,
left a rather large hole in the wargames scene. We at
simpubs believe that our 10 years experience in this
highly specialised hobby leaves us well placed to fill
at least part of the void by introducing our own line
of games internationally. The factors contributing
to the SPI crash are varied and numerous, but one
which may have been significant was their insistence
on maintaining a substantial full time design staff.
With this in mind we are following the Avalon Hill
example and encouraging free-lance designers to
submit their talents to our scrutiny. If you would
like to work with Simpubs to establish a Great British
Wargames Line then write today sending full details
of your experience in this field, your historical/
gaming interests in order of priority and, where
possible, a sample of your design work. When sending
samples we recommend that you use recorded delivery
to ensure that you have a record of your submission.

Ray Smith
SIMPUBS LIMITED
60 Qakfield Road
Altrincham, Cheshire WA 15 B8EW
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Drive on
AMascus

Where have all the

hexes gone”

PAUL KING

You would be fargiven for thinking, from the title
that this was a madern Arab/lsraeli conflict. In
actual fact it covers an unusual campaign during
1241 in which Yichy and Free French fought one
another.

The game (8 & recent offering from W.NWW.
and is included im issue 15 of The Wargamar,
Briefly the history behind the game is a5 follows:
the British were concerned over the presence of
Vichy held territory in Lebanon and Syria. The
area could provide a “backdaor’ for Axis farces to
the African Compaign, lrag was won over 1o the
Axis cause, 5o the British attacked lrag. Germany
was desperate for air bages 10 halp lrag and began
using the Vichy held air bases. British empire
forces therefore attacked Lebanon and Syria
hoping to catch the French off guard, and also
expeciing mass desertions 1o the Fres Frénch
cause, Unfortunately neither happened. The finpht
involved a hoteh potch of wunits on both sides, and
a month wes to alapse before the British forces
wiare certain of victory,

Turning to the game itself the components are of a
good standard of guality and one or two features
bear special mention. Included as a rules centrefold
iz an orgenisation chart depicting all the two
hundred and odd coumters. For el up all the
counters are nitially placed on this, and wvery
guickly for they are all numbered and easy to
place. From here units can be placed in initial map
deployments or left as reintoreements providing an

easy reference chart for future events. Perhaps the
most siriking feature iz the map — there are no
hexagons! instead they are substituted for by tiny
dots, each dot being the centre of 8 hypothetical
hex. Units move by covering dots instead of haxes,
The result 1% exactly the same and, | must admit, |
favour this methad if only for a change, Added 10
this is the fact that it is a desert warfare game and
the use of tiny dots enhances the effect of the
“wide open spaces’”, The map has a 30 quality ta
it due to shading of mountain ridges, and during
play one gets the feel of viewing a situations map
o1 H.Q. Howawver, the raesult is that more than ang
browen shade can mean the same thing, Fortunately
tew hazy areas exist and commonsense will see you
through these. There are other minor guibbles,
perhaps the worst being the fact that after going to
all the trouble of producing an organisation char
which pulls out, all the other charts and tables are
spread through eight pages of rulas; thus it 15 NECES-
ssary to photocopy to be able to use some charts
angl the rules at the same time. Firms such as 5.P.L
could certainly have gained from some of the leads
in this game — by the same token WKW, still hawve
things ta learn from the games of S.P.1.

The sequence of play is simple with reinforcement,
movement and mandatory combat for both players.
Feinforcement is rather maore complicated for the
Vichy plaver gs he must decide on whether or not
1o accepl German intervention, and how to get his
wnits fram Greece i.e. by limited air pasgage, un-

gble — Turkish land passags. Added interdft i
provided by various terrain modifiers, artillery Tire,
arrmoured units with their advantagesfrestrictions,
plus special forts for the Vichy player which are
often difficult to destroy. Possibly the most
attractive feature of the game is that whilst it is an
cperational level game of battalion/company sized
umits it does not occur in a vacuum, Palitical can-
siderations are impoartant, especially in the usage
of German intervention ac this can ellicit a power-
ful respanse from the British player in terms of
reinforcemaents, Turkish aoreemeant is an important
feature and as & result of this the game is rather
open ended providing different victory canditions
an the “what i scenario,

All in all Drive on Damascus is an interesting simu-
lation. Terrein and its usage is a key factor for both
players — the long impassable mountain ranges cut
the map lengthways into thres strips. The British
playver's initial deployment is critical and his plan
af action must be well thaught out to gain any real
success. Does he take the historical route along the
coastal strip with 15 many defensible rivers in an
attempt to capture Beirut, or try and crack the
heavily defeénded fort of Mardjayoun to gin rapid
accass up the Jordan wvalley, or risk the Syrian
Desart and the direct route to Damascus with the
threat of Vichy fortress garrisons 1o the east ready
1o eul supply lines?

| must admit 10 being no great plaver of desert
warfara games, but this one proved most enjoyable
and instructiva. Why obscure wvillages with dirt
tracks through them were important becomes clear
when trying to keep up a rapid motarised thrust,
and why solitary mountains become of strategic
value is all clear after playing the game anly a few
ImMEs,

In cenclusion then Drive on Damascus 5 8 gama
wall worth trying, The designer, Vance Van Barries,
has certanly done his homework to provide a
gripping, s well as obscure, topic — his histarical
article in the rules shows this, At the same time tha
dat idea makes a pleasant change from the usual
map layout and | would expect 1o see other ames
uze the same idea in fuiore, but | doubt of it will
aver replaca the Rexagon.

predictable sea trameport or even more unpredicr- S
o = m—

S.N.GOODWIN

VETS

Rivets is 2 science-fiction game of robotic battles,
published by the American ‘Metagaming’' company.
The asumptien is that during the MNuclesr/Bio-
logical warfare of tha late 21st century the people
an Earth did an efficient job of systematically
exterminating oneé another, lzaving gangs of semi-
intelligent mass-produced war-robots roaming the
eountryside (or deseértl looking for samething to
attack.

Although possessing the average intelligence of an
slectric  can-opener the robots, or BOPPERS
(Battlefield Orientated Fre-Programmed Eradicator
Robots ,..] managed to more or less fend for them-
galves after the humang were gone - they could
live off the land, just so long as there were a few
used-car lotz en 11 — and they soon began to fight
amongst thermselves over the resources available...

The game costs around £2 in the UK, and is
stocked by most major suppliers, notably ex-
cluding Simpubs. For your maoney you get a
polythane folder containing & 17 page rules book-
lat, sized sbout 4%" x 7', with an attractive full
colour cover, plus a small [foolscap, 8" = 147
game map printed in blug an cream, and 1Ma
partially-cut thin card counters, rather smaller than
SF| size. It was designed by Robert Taylor, wha
lists among his sources of inspiration various SF
books and “a real smooooth bottle of Bourbon.”

On reading through the rules the first impression
is that, unlike most game rules, in this one the
‘chrome’ is divorcad totally from the rules-
mechanics, which produces a clear result, although
one feature does stand out as & problem at first:
this iz the ridiculous extreme to which the current
US penchant for abbraviating the names of units
and other game features to initials is carriad.

5

— =
Perheps the limited space makes this nacessary, but
at first reading it can be highly confusing:

—If a BCPC attacks a TE (PTA RBs) and rolls an
AR an the CAT, do vou treat it as NE? (Yes!)

The rulgs are varied, ingenious, and simple 1o apply;
the wunmanoeuvrability of missiles is simply and
effectively dealt with by a neat facing rule, and
rulas for rocket fire, air movement, different types
of unit {there are twelve types in all, sach with a
special idipsyncracy of some sort}, unit productian,
‘re-programming’, neutral factory complexes, and
s forth, mean that despite its small size the game
i5 one that can be played repeatedly without b, &-
dam setting in, It could be said that saome rules are
rather simplistic, & in range attenuation of rocket-
fire: Range=1, power=5, Range-2, powesr=4 ..
Range=5, power=1, for example, bul as we are con-
sidering weaponry of which we know wvery little
this rule is perhaps as good as any other, and it has
the canvenient advantage that it should save time
that would otherwise be spent flicking through the
rules a5 apposad to aciually playing the game,

| fined that the particular adventage of Rivetls as a
game over others in my collection les in its
'solitalre’ possibilities, due 1o the ‘Programming
rules. Each of the six main typss of BOPPER (Dive
BOPPERS, Tiny — pronounced ‘teany’ according
e the rules BOFFERS, Big BOPPERS, Jack
BOPPERS, Aocket BOPPEAS and Light BOFPERS)
can be programmed to attack any single class of
the other side's rabots, and will hence ignore othar
classes, Tiny BOPPERS alone have sufficient
camputer power to recognise all types of enemy.
Hence if the programming is anything other than
mirrar-image for the two sides it is possible for
gach to use an ‘optimum plan’ and yeat the styles of
play of each side must be different, even if only
one persan is plaving. This means that 'delibarate
mistakes' to prévent an impass can be avaided,

In the two-player game programming is carried
secretly by sach side, and abviowsly this is impos-

sible for solitaire players., The chart shown can be
used to decide on programming for each side —
simply roll 1 die for eech side — the top row
says which type of robot is referred 1o as pro-
grammed to attack the type found in the particular
row selected by the die roll. Do not roll separately
for each type as this could easily result in a rather
uneven distribution.

Overall the game i3 spparently bua-free from a
rules point of view, and although £2 for an item 50
small may seem 8 waste of money | find that
Rivets is guite exceptional value in terms of its
sustained interest walue. The budding designers
among you may like to transfer the game fto
improved counters and a larger board — it i3 cer-
tainly worth the effort, 85 these are prabably the
worst feetures of the game., Both are clear and well-
printed, but hopelessly small far sustained, e.g.
Club, play. Even if yvou don't like §F, for £2
why not give this one a try?

MNOTES:

TE = Tiny Boppér
BE = Big Bopper DE = Diva Bopper
LLE = Light Eopper R B = Rocket BEappier
Roll 1 die for each side’s programming.

Tiny Boppers are automatically programmed to
attack anyihing.

JB = Jack Bopper

DIE ROLL TE JB BB DB LB RE
1 A RB BB JB TEB LB
2 EBE JB HB TE LE
3 L RB JB BB LB TB
a TB RB JB LB BB
& L JB EB RB TB LB
& /B RB BB LB TEB

Solitaire Programming chart. (See text.)
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The Strategist’s Masterpiece

NICKY PALMER

A good game review, I've always felt, should be
like a Social Democratic manifesto: an the ope
hand this, on the ather hand that, and no obtrusive
recommandations to make up the reader's mind for
him. There are very few games which everybody or
nobody will enjoy: the reviewar's jab is to steer
players to the games which will mest their tacteg,
rather than to impose his own, The reader is going
to buy the game, not marry the reviewer, so who
cares what the revigwer likes?

| propose, however, to forget this policy in review-
ing Hitler’s War. This is a very good game indeed,
possibly the best 1o appear on the market for
several years, and unless you are totally un-
intarested in strategy you will be cheating yourself
of a real treat if you don't shell out the six pounds
which it costz in this country, | should like to
balance this unssemly fervour with warnings znd
resérvations, and one or two will appear below, but
v and large the praise is going to be thick and
unstinted, Take @ seasickness pill and resd an,

Hitler's War covers the same ground as Third Reich:
World War 1 from Poland 1939 to Berlin {perhaps)
1945, There, however, the resemblances end. Third
Aeich takes a week or two to play through 1o the
end; it is highly complex; it contains strong oper-
ationgl elements as well as stratagic cansiderations;
it has numerous artificial rules ta keep histary on
treck; the first edition of the rules ware riddled
with ambiguities, Its saving grace is the depth of
play: there are so many strategies (o pursue that
players will put up with all the rest to explare all
the fascinating possibilities,

Hitler's War can be finished in one day's play. The
16-page rulebook is almost entirely free fram
ambiguity, thanks to numerous examples of play
and good writing, The emphasis is strangely
strategic — and the range of strategios on offer is
even greater than Third Reich, What is “missing®
compared with Third Reich iz the intricate quasi-
aperational detail, but instead the players have a
tremendous palette of high-level decisions to meke.

The bagic structure of the game is sasily explained,
There are three protagonicts (with rules for 2- or
3-playar pames): the Axis, tha West and the USSR,
Each has a dozen armies, plus fort countars and
various specialised units discussed helow. These
are deployed on a map scaled at 300 km 1o the
hex so0 the French eastern border 5 4 hexes fram
the Channal to the Med, while the Russians start
with an B-hex western barder, The game thus has
rather low unit density, because the army counters
are simulating the main effart being deployed aach
turn; in addition, every hex is deemed to have a
1-points garrison,

Turns represent 4 months, and this time scale
dllows a simple movement system: movament
across contralled land areas is infinitel Mo maore
fiddling with units to achieve the precisely aptimal
positioning: you are the C-in-C, and vour job is
smply 1o decide whare the main offenzives ars to

b2 this turn and what forces are 10 be committed
to them. Each Army corresponds ta an off-map
display showing its strength in five departments
(up 10 a maximum of 10 sirength points per hex) -
one army may be assigned 6§ infantry and 3 mech-
anised; another may be 4 paratroop and 5 air,
and 50 on, Army counters are just shells 10 re-
present these force commitments, and can be
deployed and removed at will,

Combat proceeds in three steps: first the defending
army fires; then the attacking army: then tha
attackers can attempt to overrun the enemy hex
with an "sdvance”, One can continue ta advance
with each army, adding 1 1o the die roll for each
time to reflect progressive exhaustion wntil it
grinds to a halt, Firing, however, anly oceurs ance,
s0 ong may decide to try for a guick blitzkrieg by
advancing first and saving one's fire for targets
behind the front {but if one falls to advance it iz
then too late ta fire). Garrisons have no dafensive
fire but resist sdvances, so that even against un-
defended territory one will prabahly only penetrate
a few haxes each turn, depending on the amount of
armaur present {zes below),

This somawhat elementary combat system s
brought to life by the subtle differentiation bet-
ween mach 1ype of strength point:

ta) Infantry: the basic workhorse, cheap ta pro-
duce and as effective as anything else in defence,
However, infantry points do not count for the
advance die-rall,

(b} Mechanised: more expensive than infantry.
but counted far advances, Cannot use offensive fire
against mauntain hoexas,

(c) Paratroops: much more expensive than infantry,
but able to assault neighbouring hexes across cea
passages (e.g, the Channel!) and count double far
edvances — with the snag that they are eliminated
if the advance neverthelzss fails,

(d} Tactical air: cheap and mor subject to stacking
restrictions; in addition, if an advance succeeds, the
defenders can anly retreat If they sither have an
equal amount of air ar they rell a die greater than
theé enemy air point total, Tactical air is therefore
gxcellent in the attack; it does not, however, caunt
Bgainst advances in the defence,

le] Amphibian: invasians can be made by armies
with at least 50% of points amphibious,

(f] Forts: expensive, immobile, but each point
reduces losses to enemy fire by 1.

The uses of these different types will be demaon-
strated by the game following this review, but we
can already mnote here that a clear idea of the
strategic plan is essential to decide on force
allocations, The most flexibla offensive weapan, if
no amphibious assault is involved, is a paralair
army, but infantry is needed 1o take defensive fire

losses and stiffen the defence against advances,
Because of the expense and vulnerahility of para-
troops, meéchanised points form the backbone of
maost affensives, | personally favour a 10-paint-per-
ariy stacking limif for air, to keep within the
counter imitations and avoid huge air stacks in the
later part of the game, but even with this limit the
extra punch suppliad by air power is often vital in
overcoming a faortified defender. Standard tactics
are 1o soften wp an enemy position with &n
infantry army attack and than 1o follow thraugh
with a mechanised advance,

We haven’t vet reached the heart of the game,
which is the production system. 107 Industrial
Units {ILI's]) are shown on the map or in connected
off-map boxes (USA, Canada, India and African
calonial boxes, all of which are a1 laast theoratically
able 1o invasion by the Axiz if they can get owver
the problem of the Allied flaats (In practice thiz is
unlikelyl, These centres serve as supply sources —
units unable to trace a path 1o onre are maribund,
and dead in one turn — and 1o provide production
points each wwrn. When you conguer a country of
an individusl |} hex, tha IU's are knockad out, but
for a price ol 3 production points vou ean rebuild
them and add them to next furn's total,

Atter each turn, you can build new strength paints
accordging to the current cost of each type, BESIGQN -
ing the new points to armies in vour homeland, In
addition to the forces listed sbowve, yvou can have
submarines (for Axis strategic warfare: Allied 1L
are reduced|), ASW points [to counter submarinas)
fleets [to intercept enemy invasions — these can
unrealistically be produced in 4 monthsl, strategic
bombers (to strike at enemy |U's and maralel,
fighter escorts and air defence (to escorifattack
bombers), strategic missiles {an  alternative to
bombers, with shorter range but unstoppahle) and,
late in the game, atomic bombs for delivery by
nombers or missiles. At the start of the game, all
thase things are quite expensive and zomoe are
impassible, including most of the stratagic weapons,
By spending 2 production points on 2 category,
howewer, you. have a 1/3 chanee of improving your
technalogical leval and in future producing that
type of unit more cheaply . Some weapons can only
be produced at a certain level, the extreme case of
course being the atomic bomb, which requires level
B. A1 a 33% rate the bomb will therefore take the
1ull game length of 18 turns or 6 years, thaugh the
Americans entar the war in 1942 with level 2 tech-
nology in this category, The trick is ta start with a
wide range of research and then to specialise in the



departments which you most need and/or are
showing the most progress, Technology has a slight
tgndency 1o leak to the other side: if another
player has a lavel higher than yours, you have &
50% chance of moving up yourself,

Production therefore offers three choices:

il Repair captured U to have more production
next turn

{iiy Bulld more units to prosecute the war effort
and capture naw |U's

{iiill Do research to get more mileage from your
pxisting [U’s and gain new weapons,

Haw to distribute the availsble resources betwaen
these choices is an slways-faseinating dilemma. Far
example, tha Axis will cartainly build a lot of
infantry during the full campaign, so perhaps an
gerly research effort should go into this depart-
ment? But then the Russians may pget cheap
infantry carlier (by copying your new rifles], and
this will pose a serious threat to Barbarossa.

Feferenca was made above to morale: this applies
+p the Axis and Britain only. National moraie
starts at 10 and varies between 19 and 0: below the
level of 5 offensives became harder, and at D the
country surrenders. Morale mainly wvarigs as Ler-
ritary is conguered or lost, and an evil player will
pace his campalgn with 8 view to delivering a fresh
hiaw to morale every turn. Atomic bombs, in
addition 1o knocking out 1U‘s parmanently, send
marale plunging by 4 per bamb, sa if one gets the
weapaon the war will end rapidly,

Mote that nothing has been said about political
restrictions. There aren’t any, except that a pre-
1947 Soviet attack on Germany delays the time
when the USSR can get its full wartime production
capacity, resources presumably going on the early
war instead of the economy. This does away with
Third Beich’'s artificial East Front garrison rule,
and replaces it with ths realistic constraint thai
Stalin dossn't want an early war but will certainly
walk into Berlin if he is given the chance| Similarly,
Germany and the Allies are guite frec to attack
different neutrals from those historically involved
if it seems a good idea: an Axis capiure af
Gibraltar through Spain is one attractive possibility.

Ju DT P

LIEE ] B e pmp e omEl e o HED

mraEry [F R T

Varioug special rules emphasize geography: the fail
of Gibraltar prevents the Allies from using their
usual 2-point Med. naval transport capacity [they
z1ill have a 1oint route round the Cape); the fall
of Malta boosts Axis Med. capacity from 2 to 3]
the fall of Suez cuts off Indian production and
hits British maorale; Lend Lease is possible {1 sug-
gest only after the USSRA is &t war) through a
northern and a southern entry peint to the USSR
which can be taken by the Axis; the Axis is erip-
pled in the attack by Hussian winters {progres-
sively lass mach year].

There ere at least B plausible Axis lines of play,
not necessarily mutually exclusive:

(1) keap initial forces low with a “phaney war”
and plunge resources into research for a massive
cost-effective build.up by early 1841

(2} |aunch a biitzkrieg on France

(%) maximize |U capture by mopping up evary
nautral in sight

{4 attack through Spasin and taks Gibraltar, then
seize Malta and overwhelm North Africa

(5} make an early offensive against Russia betare
she gets cheap infantry, perhaps supplamentsd by 2
thrust through Turkey

iG] build a substantial paratroop foree to thresten
Britain and Maita, and then use it lif the Allies
cover these possibilities] against Russia

(7} try to resesrch fleets 1o the point wheare yau
can catch up with the B-paint Allied lead at the
start, protecting yoursel! against the Us im the
middle-garma

18] research the A-bomb and a delivery syiiem
pyery twurn with @ view to turning the tide 1918 in
The wwar.

The Allies have corresponding counter-strategies:
garly crucial decisions are how hard to fight for
Erance and Morth Africa, and whether to send
maximal Lend Lease 1o the USSR,

&n far I've played the game four times without
feeling that I've more than scratched the surface
of the problems: each gama brings new icdoas 10 try
aut next tima, | defy anyone ta “erack™ it quickly,

though the batic hipsories DroDeeT of the two-
front war possibly wesghts the balance slightly 10
the Allies given best glay. Usfortunately, the
physical production is rasher oninspiring: 8 grmall
and flimsy folded map i= == emsily-bashed card-
hoard hox, Don't let the sppesrance put you off:
thiz i3, quite simply, the game thet Third Reich
should have been,

Hitler's War: Sample game
Winter 1939

Axis: At the outset, Germany starts with enough
mechanised forces to be sura of taking three
newstral hexes, Strategy (3) ebove would suggest an
attack on Poland and Denmark or Yugoslavia,
leaving the Low Countries a5 & neutral buffer.
However, the Axis are going for a blitzkrieg on
Frgnce in this game, so they take out the Low
Countries to provide a brosd front for a spring
offensive, while an infantry/fair army makes an
unsuccessful attempt to teke Copenhagen without
maeh [can be dong if the garrison is destroyed]. A
faw points stay in Berlin, reinforced by the builds,
to deter & Soviet attack,

Production/research: 1 paratroop paint, 1 mech-
anised, and successful research on mechenised
(to level 2 from a starting level of 1), tactical air
ito 2) and submarines (to 1. Morale rises to 12
due 10 conguest of at least 6 hexes,

USSR: The possibility of enveloping Germany's
minar allies with their production centres has its
attractions, but the German countersirake would
be too strong. Instead, the Baltic States are briskly
ahsorbed and their U immediately repaired; 1
infantry is built and research goes into infantry
{fails),

Allins: An attack through South Germany against
the Ruhr is feasible but unwise: all the efforts of
the Allies must be devoted to securing Paris. The
Rritish mawve their infantry across the Chennel 10
stiffen French defences, keeping mechanised and
amphibious paints at home to ward off the pos-
sible paratroop landing.

Production/research: Build 7 infantry in Paris {to
join 3 already there} and do successful infantry
research.

Spring 1940

Axis: Italy comes in, boosting producticn to 23,
The Axis mass their farces for the Blitzkrieg. A 10-
point  infantry-armour  assaults  the frant-line
French at the Channel, who consist of 3 infantry
and 1 air point, The French knock oul Two
attacking points and take only 1 loss (the air point,
ta maximise defense against mechanised advances).
The Axis has two mechanised armies which were
planned for use against Paris, but 3 defending
points are @ bit too much to brush aside, and,
gritting his teeth, the Axis player uses the firgs
pawer of the first one in reducing the border
tarce (who cannot fire again this turnl, This Axis
army now wheels about and “advances” to Berlin
to avaid the need for heawy building to keep i
safe, The last Axis army now advances successfully
into France: despite 2 air points in this army, the
French manage to escepe to Paris (2/3 chance).
The army now attacks Paris, but loses 4 points to
2, and cannot hope to overrun the city. An
expensive offensival

Production/research: FRepair two captured 1W's,
build 4 infantry, 1 mechanisad, and ragearch mech-
anised [fails], air lsucceeds, level 3 — so air now
just costs 1 per strength point] and submarings
Ifailsl.

USSR: Production/research only: build 1 fort
point in Moscow, ressarch infantry [3ucceeds, level

1} and mechanised (failsh,

Alligs: Since the Asxis have left Africa alone 50 far,
the Allies do gs well, preferring 10 concentrats on
the battle for France. Once again the Rubr is yul-
nerable, and this time it seems feazible 1o launch a
counterattack without weakening Paris. The British
mechanised move aver to France and join Allied
infantry striking across Belgium into the Ruhr. 4
Axis |U's are devastated, whereupon the Adlies
wheal round and "advance” back to Paris.

Productionfresearch: 3 infanry to top up Paris,
and research into infantry, mech, amphibians, air,
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paratroops, bombers, sscorts, and ASW. all of
which fail except paras (to level 1) and bombers
{to level 2],

Summer 1940

Axis. Helll The Blitzkrieg's going in the wrong
direction, However, in the position there jsn't
much to be done except perseveres with the Parig
assault. Another failure will put the Axisin an un-
comfortable position, as the concentration on
France has left most neutral IU's out of their
clutches, Accardingly, the Axis decides to throw in
everything they csn manage including paratroops,
and succeed in taking the city on & lucky 1/3
chance. The Allied forces surrender {no one-turn
dalay as in Third Reich], and the position looks a
bit rosier again. Morale rises 1o 14, while British
marzle drops 1o B,

Production/research: Build 4 infantry in Berlin (1o
guard against Russia), repairs 3 1U's, and ressarch
rech and subs (both fail),

USSR: Productionfrassarch only: build 1 Tart
paint Moscow, 1 infantry, and research infantry
[fails],

Allies: with only 1 paratroop point and no amphi-
biang, the Germans are not much of a threat to
man or beast, so the Allied player contents himself
with sending 2 infantry to Egypt and replacing
them at home,

Production/research: Build 2 infantry London,
research  infantry, mech, amphibians, air  (all
succassfull and bembers and ASW (both fail)

Winter 1840

Axis. The two mech armies take out Poland ancd
(with infantry help in the mountains) Spain,
opening the prospect of strategy (4): the North
African campaign after the fall of Gib,

Production/resaarch: 6 IU's repaired, and unsuc-
cessful research on infantry, mech and subs, Morale
rises 10 16. Note that a dirty trick is possible for
marale: If the Axis are confident that the Allies
will not be able to help a neutral (as is certainly
the case for Poland), they can delay the conguest
until the next turn, by which time it will be
counted as an Allied loss rather than a plucky
neutral going downl However, the Axis are in &
hurry and want to gain the Polish [ Ls and free the
meachanised forces for other tasks,

USSR: Production/research only: build 1 fort
point Moscow, 1 infantry, and research infantry
(sucesads). Soviet infantry cost iz now  the
optimal 1.

Allies: A nasty dilemma, At present the threat to
Britain is still minimal, but with Axis production
up to 30 they could quickly build & paratrocp
farce, On the other hend, if nothing is done about
Gibraltar it will fall next turn, making the Mediter-
rangan 4 permanent headache for the Allies. In the
event, the Allies opt far:

Production/researeh: Build 3 fort points In
Gibraltar. This secures the Rock against any
immediate assault: about 30 paints will be needed
1o overwhelm it. If the Axis take the time 1o pre-
para this, it may be possible to build up the for-
tress further, and at any rate 4 months of precious
Axis time will have been wastad,

Spring 1941

Axis: The coming Soviet buildup is & damned
nuisance, but having got so far it seams waorth
giving Britain another shove. Portugsl and
Yugoslavia arg occupied, the fermer enabling the
Axis ta prepare a 3her asssult an Gik. Submarinas
knock out one Allied production point, the first
success Tor the U-boat arm.

Production/research: Repair 4 |U's, build 2 para-
iroocp points and 6 air points {the latter now a
mere 1 production paint sach), and rasearch mech-
anised (fails).

USSR: Productionfresearch: Tha rifle facterios go
on night shift: 9 infantry points produced! A line
tarms from the Baltic to Moscow, with strong-
paints further south in the production centres,

Allies: Ugh! That's 31 Axis points now avasilahle
versus Gib,, but it's also 8 air points and 3 paras

Winter 39
apring 40
surmmer 40
Winter 40
Spring 41
Summersdi
Winter 41
Spring 42

Axis
15
23
21
24
30
36
36
40

Table 1: Production levels in the sampls game

Allies USSR Mates
23 8
22 B Axis gain ltaly, LISSR gains Baltic States
16 9 Allies smash Ruhr, but counterstroke takes Paris
16 2] 3 occupied 1Us become productive
15 g Another B join the network, Submarines inflict damaae
16 8 Another 4 and German miner allies contribute 2
12 9 Goodbye Birmingham
17 20 LIS and USER come in, Britain goes out

Table 2: Balance of expanditure an production, rasearch and IU repair in the sample game

Winter 39
Spring 40
Surmmeard0
Winter 40
Spring 41
Summerdi
Winter 41

Axis

PR IW
8 6 -
11 & &
g 4 8
- B1B
18 212
32 4 -
20 412

Alljes USSR MNotes
PR IU PR U
21 2 - |3 2 3| 7Parisinfantry
616 5 4 All-round Allied resesarch
412 T 2 Allies research drive continues
15 - 7T 2 - Building up the Gib fort. Heavy Axiz |U repairs
12 3(8 - - Axis paralair army forms, 7 London intantry
14 2 8 - - Massive Axis air buildup, plus new mech. London fort,
1w 2 -17 2 - Mare Axis air and & para, Londan fortifying further.
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SEA TRANSPORT CAPARILITIES

Supe Balthe: 1 SRturn
Medilesranean: 2 5P ourm EF Tealy is Ands (3 if Malta &5 Axds)
Laviets: Black Sea: 1 SP/uarm
Caspian S2a: 1 BP/tarn
Allies:  Aslamkic: Unlimited (but onky 3 P from USiCanada)
editerranran: & SPuumn if Gllpadter or Frange b5 Allied

indign Cxuan: | SBfum

tnrlimited if, in addicien, Ttaly has surmendeced

I. Axiz Flayes-Tuen:
A, Movemoent
H. Combsl

[

0. Fedecton

RUSSIAN WINTERS
Year
First

Leoand
Third and Later

11, Soviet Flaver-Tari

Maodification Lo Axis FP 101. Allses Playes-Tum

1, Attacker anpounces all initlal attacks

7. Wawnl Ficgpower and Coastal Alrpewer Fag gach amph attack.

. Initiel Defensive Firepowser againsd 2ach atack

. Iritlal THisrsive Firepower For ach atiacking army.

Iritlal Advancs and Continesd Advenee for each antscking army, doiag Defensive FP
apd/or Offznafwm FT af necossary.

C. Sizateglc Warlaze {Advasted Game only)

E. Tech Level Advancement Attempts (Advanced Gami anlyl

GAME-TURN SEQUENCE

arsd Advance Die Eolls

4
s
|

ADVANCE TABLE
Defander’s S

Aitackes™ Friendly
Mech 5P Hex - 1 2 3 4 5 B 7 -] 9 106+
1] 14 |- - - - S - -
STRENGTH POINT CAPABILITIES SUMMARY
1 I-5 i 1 - - - - - -
Offensive Diefend  Counts
Firepower Thefensive  Can bo Logses Advance Apainat Toowards 2 1-f 14 12 1 = = - - o =
SPTyps (Lamd Combaty  Fircpower From Enmy Fire  (Land Combat} Advance Stacking 1 | ¢ 1 5
h [P O B B - - - - -
Craman Kn Mo ¥es i Was
Inf Yes Yo Y Mo Yes Yes 4 1=7 -6 14 13 | - - = - -
Mech ¥is Yes Yos Yes W wog
Pk A e e P P ] 1.5 1:7 1-5 1< -2 1 - - -
Amiph Wa Mo Yes Mo Yer Yas
Tart ] 5 Yo Wi g Y b 13 18 15 1-5 1-3 1-2 1 == =
Adr Yy You Yo M i Mis ¥ 1.8 -8 L7 146 1= -3 12 1 - .
Pare R Tes Yes ¥eadoublad Yex Yos
Mizsils M o Mo Ma P o [] 2 1-% [} i3 a7 £-5 14 11 1.3 1 - =
Zub, ASW,
Homber, o 14 1 14 1& 140 14 1= =3 1-Z I
ekc. _ P
L 14 1-B 1:8 1-E 1-7 LG -5 1= 1-3 1-2 |
Special Capabilities: Amph: Amphibivu: Aaulis
Fagt: Decrease Fhepnwer bossey Mumbers showi are the dio Tolls peed=d For the ateacclng ammy 16 Advmnce inte the defending e,
AiF: Prevenls reficals e b5 adiled 1o e die roll for eagh bew that the armey has already adwamced that ruan. Madifiers
Missile, Bomber: Indusiry/momb: allacks ilse apply for pountaing und Hussian winters,
available sgainst London, lronically, Marth Africa  Winter 1941 48 points hammer the London defenders, and anly

is still quite peaceful, but even if Suez survives 1he
fall of Gib. It will be a beastly nuisance when the
Arnericans arrive and want 1o move on ltaly.

Production/research: In thic situation, research
draws the short straw agsin, giving way to the con-
struction of 7 infantry in London and another fort
paint in Gib. The U reduced by submarine warfare
is "repaired’ [presumably this is simulating the loss
and replacement of merchant shipping).

Summer 1941

Axiz: Mare crucia! decisions. The German minar
alties have joined up, and the Axis now hawa
encugh forces to take Gib. or launch a respectable
affensive against Flussia, |f the latter is delaved, the
whole outlook will be clouded by the Russian
wintar [next turn) and the US entry into thie war
Ithe turn after]l. On the other hand, unless the
main Soviet praduction cénires can be quickly
anveloped, their capacity will leap to 25 as soon as
war hreaks out (a Winter Barbarossa is therefore a
particularly silly idea, since virtually no productian
ean be taken on thar turn). In this game it was
decided that Lend Leass could only start once War
hes broken out, and this tips the scale of the Axis
deeision: go for Gib! Three armies with a total of
%6 points move up, The first wave reduce the fort
by &, the next wave by 2, leaving the defendirs
wilnerable to the final assault with 18 points
lincluding 8 air). Two defending points hold out,
but now the tanks roll forward and it's all over ...
byt a narrow margin.

Production/research: Praparations for the war with
the USSR [building 4 mechanised, 20 airl shoulder
aside the research effort (just infantry and mech,
bath failing!.

USSHE: Production/research: Build 4 imfantry and a
fort point in Leningrad.

Allies: The paratroops can now take Malta it they
like, but the more warrying threat is to Britain hor-
salf A token infantry peint is movad to Africa
round the Cape, but the main preparations are at
home,

Production/research: Build 2 fort points Laondon
=nd 4 infantry: air research fails.

Axis: Mow what? Malta ia a sure thing, and in due
courseé Suez should fellaw, But although London is
cafe from direct assault, Plymaouth can be teken
with eaze, giving an even chance at the Midlands.
The chance i just 100 TEMPting 10 resist, and tho
paras seize the southwest and its girfields, enabling
the Luftwaffe to fling in a massive atisck.
Birmingham falls as the paras advance owirland,
Meanwhile, a panzer army {not usable against
Britain because of the ahsence of emphibians and
presence of the British fleet] takes Grecer, com-
pleting the conquest of continental Europe wast of
the USSR and Turkey,

Production/research:  Repair  Birmingham and
another 1U, build 15 air and 1 para.

USSH: Build 1 fort point Leningrad, 2 infantry,
and research mach (fails).

Allies: the crisis is a1 hand although Roosevelt is
poised to come in next turn, And now, with the
clarity of hindsight, the Alliad player sees the
anormity af his blunder in sending his machaniged
troops to France and not replacing them, as he
could easily have done instead of trying to zhore
up the Gibraltar fart. The Garman forces in Britain
consist of an armada of planes and & mere 3 para-
tronp points. Tha aircraft cannot defend against an
advance: with a signilicant machanised arm, the
home forces could take losses to engmy air Gttacks
in infantry and owverrun the paratroops with the
armaour,

Production/research: Londan builds two more fort
points. For want of better use for the last two L',
they conduct amphibign resea rehc it looks as
though the US is going to need graat EEpErTisE in
amphibians! 1t fails,

Spring 1942

Axis: Great care still needed: the Russians can
attack freely this turn without sny production
penalty, the Americans are in, and the British are
=till alive and kicking, with Lendon tag tough &
nut far the Birmingham forces to crack alone.
What to da? The Axis player broods for a long
time, then decides: another paralair army jains the
pssault on London, while the land forces start &
limited offensive in the thinly«efended southern
Saviet front,

1 point of defencders survives to strugale against the
rain of paratroops: Britain falls! Meanwhile, the
panzer armies sweep through the Ukraine to end
the turn within striking distance of Stalingrad,

The Allias resign. The Axiz now has production
approaching 50 and should be shle to defeat the
USER quite easily once the paras and air paints
have been retrieved from Britain, well before the
LS can prepare a significant counter-threat, With a
bit of luck, the Axis can even outspend the Allies
in fieets and eventuslly challenge for control of
the Atlantic!

The fatal Allied mistake was noted above, and this
game is therefore in no way a demonstration of
sound defensive play, Whart it dees demanstrate is
the flexibility of the game system. Paratroops and
air points were vital egainst Gib. and Landon;
machanised were decisive in the fall of France and
the neutrals: cheap infantry production would have
saved Russia if the two-tront war could have been
kept going, The Axis won by using all the wmit
capahilities to the full in creating multiple threats
against the Allies which divertad them from con-
solidating the Home Army wntil it was too late. In
resgarch they concentrated on the lings with a
quick pay-off (mechanised and above all @ir}; if tha
war had lasted to 1945 this might have praved an
grror, Conversaly, the Allies overdid the lang-term
resgarch in spring-summer 1940: it's all very well
to plan for tomarrow, but wise 10 make sure that
there wrill be & Tomorrow,
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BRITONS,

STRIKE HOME!

A CLOSER LOOK AT THE BRITISH BATTLEGROQUP
IN ‘MECH WAR 2"
and a few other observations

DONALD MACK

In my profile of Mech War 2 published in Phoenix
25, | made some comments anant the British
Battlegroup as depicted in that gaime and intimated
that | would return 1o this subject in more detail,
Having done some resaarch and asked a few
questions, here we go: furthermore | propose to
examing vehizle profiles and 10 comment an same
aspects of the Chemical Warfare Rules inasmuch
ay they affect the wvariows Chemical Pratectian
{CP} status of vehicles, Finally there will be a wordd
an artillery,

The Battlegroup Concept

Tha 1two main types of manecuvre units in the
British Army are infantry battalion and the
armaured regiment; both are lieutenant colonal's
commands, both are independent units with 5 life
cf their gown, both are capable of being moved ta
any part of the world and of being ‘plugged in® ta
whataver command set-up exists in their new
station, Howaver the methods of medern mechan-
ised warfare requiré a high dearee of ability to
wark in & ‘combined arms” role 1o the extent that
neither arm can work independently of the other:
the infantry need the tanks’ guns to help protect
them, especially when on the mave in their organic
armaured personngl carriers (APCs), the wtanks nead
infantry to flush ocut enemy infantry positions, to
provide closs protectian in close country and to
hold greund which their armaur, mobility and fire-
power have halpad e capture,

Az a result, although both wypes of unit are still
ligble (especially the infantry battalion) to operate
a5 ‘pure’ wnits of their respective arms in 8 mech-
anised context they are much more likely to fingd
themselves working as battlegroups, that is 10 sav
as combined armour/mechanized-infantry  forces
under a single unit headguarters and using an inte-
grated radio net. This will ofren be schieved by
detaching a8 company — perhaps a8 reinforeed
company — from a mechanised infantry battalion
o an armedrad regiment while the latter likewiss
detaches a sguadron to the battalion: but thart is
putting it in & nuishell. There are three types of
battlegroup, as follows:

The Armour-Heavy BG: As its name implies this

has a high proportion of tanks to infantry and
opdrates wuncder the command of an armourad
regumental hesdqguarters; in fact it is basically an
armiouréd regiment with infantry under command,
Its role is primarily offensive [within a strategic
defensive posturel and it would opsrate as a local
counterattack forca,

The Infamtry-Heavy BG: Mare infantry than tanks,
under command of an infantry battalion HO = in
ather words the Gattalion is the ‘core’ unit. Basic-
ally a defensive grouping although it has within
itself a local counter-attack ability.

The Balanced BG: That's right, vou've got it! It
will usually consist of two infantry companies and
two armoured sguadrons and can be under the
command of either type of HO. As a battalion has
four rifle companies and an armoured regiment
four zabre sguadrons, you will reslisa that the
two units can field between them two balanced
BGs — or ane armourhiesvy and one infantry-
heawy BG.

A BAOR aronoured division's manosuvre ynits are
threg machanised infantry battalians and Two
armoured regiments and it will thus field five BGs,
two  armour-heavy and three infantry-heavy; or
four balanced and one very much infantry-heavy;
or two balanced, one armour-heavy and one
infantry-heawy, The system s thus very flexible,
much more flexible than wsing units permanently
constituted as battlegroups, as some armies prefer,
although the divisianzl commander will Try 10 keep
rwch the same groupings together in operations =
and on training — to achieve good person-to-persan
relationships, Furthérmore cach BG will integrate
further ta find, nat separate campanies and sguad-
rong but combat eams, 8 CT baing 10 the company
or squadron what the BG is to the battalion or
regimant, Last but not least, the BG will include an
armourgd reconnaissance element in the form of a
troop from the Close Beconnaissance Squadron of
the divisional armourad reconnaisgsance regiment,
and will almost eartainly include Swingfire (anti-
tank guided weapans] and Blowpips (surfacetasair
missiles) detachments of the Roval Artillery

The Battlegroup in ‘MW 2°

The so-called “Third Battlegroup' see Fig.1 {in fact
BGs are identified by the "core” unit's title, eg. 1 R
Hampshire BG or 1519 Hussars BG) is, as you
have probably now replised, an infantry Heavy
grouping, The battalion has detached one company
plus ang 81mm mortar section land Milan, of
which more later) and has receivad an armoured
suadran; it has then wsed the rasulting mix o
torm four combet teams. 151 CT i armour-heavy,
with twao tank troops and ane infantry platoon and
will ke commanded by sqguadron HO: 2pd OT s
infantry-heavy,  congisting of 2 “short” rifle
company {(one platoon having been sent to 1st CT)
and a troag of tanks; 3rd CT iz a full rifle company

plus a tank troop; and 4th CT is virtually & pure’
rifle company. Each team also has a section (2
vehicles) from the divisional anti-tank bettery, RA,
armed with Swingfire ATGW mounted on FY 438
— a modified version of the FV 432 APC. The bat-
talion's integral 81mm mortar platoon, organised
in four sections of two mortars, has detached one
saction with the “not shown’ company and has de-
ployed the remaining three ta CTs 1, 2 and 3
[remember that for game purposes an-board artil-
lery /mortar section: areé shown as onestep units:
thiz does not affect their fire-CF],

Along with Battlegroup (battaliont HQ appears the
attached froop of the Clese Recce Sguadron, in
four sections of two vehicles each, Oh ves, and the
Rofland, Hegven and SPIl know what the Roland s
doing there: quite apart from the fact that the
British Army doosn't use it — our own Fapier is
just a3 good, in fact probably betier = air defence
regiments RBA are under Corps command and
veould be most unlikely 10 be parcelled out to BGs,
They have other roles. Air defence at BG lavel i
pravided by Blowpipe detachments of the div-
icianal AD battery, RA: there is no fixed sesle
but a likely attechment would be one section of
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five launchers. Thiz Is not shown as such but is
satisfactorily represented by the Missile-2 AD
capability of the HQ unit.

The oeneral organisation thus depicted is accurate
{Relend apart) and reflects the make-up of the
3ritish infantry battalion, the armoured squadron,
snd the divisional sub-units [ikely to be made avail-
able to an infantryheavy BG. My sole commént at
thiz level is that the Swingfire detachments would
qe unlikely to be sllocated to CTs; thelr use and
daplaymant would be decided by the BG com-
mander through the medium of the bettalion
anti-tank platoon commander [who cooks up the
anti-tank defence plan for the entire BG) and it Is
much more on the cards that the Swinafire detach-
ments wauld simply be ‘in logation” and not “under
eommand® as far as CT commanders would be con-
cerned, As they are Independent Command units
im the game and can thus range freely, the actual
likely situation has not been misrepresented.

Detailed Organisation of ‘Third Battlegroup’
Close Recce Troop: That mix of Scorpion and
Eejmitar s incorrect, | fear. The Close Fecce
Squadron consists of five troops each af eight
Scimitar tracked recce vehicles (to call them light
tanks Is liable to arousa quiet laughter in military
circlesl: the Scorpions are to be found in the
Medium Recce Squadrons of the armoured recce
regiment and will be firmly under divisional
contral, So read each counter as Scimitar, two
steps to the counter; this sells you short on
armament but | will be coming 1o this later.

Armoured Squadron: We are also being sold short
here. Each troop is depicted as having three sieps
li.e.three tanks), Acwally a British armourad
squadron consists of four troops, two of taur
tanks and two of three. Furthermore each
grmourad regiment halds enough extra tanks in
preservation to increase the number of aperational
tanks to four per troop on mobilization, the extra
crews coming from recalled Regular Army Hes-
cervists. Taking these factors into account, (1]
increase any two troops to four tanks each — these
would probably but not necessarily, be in CT 1,
the armour-heavy CT; (21 if mobilization is deemed
to have takan place prior to the outbraak of hos-
tilities, increase all troops 1o four tanks.

Armament

Chiaftain Turret MG: The Chieftain tank includas
an extarnally — mounted 7.62mm machine gun on
the caommander's cupela. The Vehicle Unit Data
(UK} table an Page 34 of the Red Star/White Star
Excluslve Bules pamphlet should include the fol-
lewing; Weapons Systems — Tur MG*: Air Defence
— Gun 3*

Stabilised Main Armameant: (This section is &p-
plicable 1o certain tanks other than Chiefrain),
British tanks have had stabilised main armament
since about 1950, enabling the main gun (and the
eoax MG) to be held treined on a target while
shae tank is moving: this enables accurate fire to be
delivered by & moving tank and weould convey 2
particular advantage when using Short Halt fire. |
can vouch fer this: | have seen Centurion tanks
dermanstrating fire on the maove and regularly
hitting their target and remamber vividly seeing as

long ago 8s 1953 a Centurion doing its ‘party
piece’ at the School of Infantry. by turning rownd
and round on I3 axis, one track locked, while
qurret and gun stood still, held on an unchanging
lina of sight.

The following tanks should be deemed to have
stahilized mein armament: UK, Chieftain; U3,
MEDAZ: W German, Leapard; Israell [Suez/ Golanl,
Centurion. These are able to fire while on the move
and heve an advantageous maodifier when using
Short Halt (see bax]

Rarden Cannon: The Scimitar tracked recce vehicle
ie armed with a Rarden cannon which is, in my
apinlon, much undersated in MW2: its inclusion
under the general classification of Medium Main
Gun 3 does not reflect its capabilities, The Rarden

- was speclally designed to be employed #gsinst

APCs and other lightly-armaoured vehicles. 1t 15 &
30mm gun with a high muzzie velocity land there-
fare flat trajectory), the smmunition for which
includas armour-piercing (AP} shot, AP explasive
and AP incendiary tracer, It is effective up 1o
1500 metres (7 hexes) but the tracer burns oul at
1100m (5 hexes). The Rardin is normally firec as
5 gsmi-automartic cannon — it is clipfed — but
automatic fire of up to six rounds at a time can be
used if reguired,

The combination of flat trajectory, semi-automatic
fire, and a proportion of tracer available far
inclugion in each clip makes the Rarden a wery
accurate weapon and the types of ammunition
useel guarantee highly satisfactory results against
enemy APCs, Ye1 as a Medium Main gun 3 firing
at a BMP halted in the open at 0-1 hexes {fram
very close range up to 200m) it has an attack
strength of just 3: assuming that two vehiclas are
firing together thie gives exactly 50% chance of &
hit (not a first-fire hit, just 2 hit) against a BMP
standing in the apen 100m awayl At 2 hexas
(400m) this chance goss down to 25% and over
3 hexes {B00m] fire is prohibited!]

A letter 10 5Pl about various 2spects af MWW2
remained long unanswered but | have since been in
eontact  with Stephen Donaldson, then with
0SG, who was one of the developers; he tald ma
that he has never even heard of the Rarden and
ays, | suggest that you do the gvaluation”. That
is 8 problem as | am na designer, As a Main Gun 3
the weapon is being scld short but simply to
upgrade it 1o Main Gun 1 or 2 would ex<aggerats
its effectiveness against Hard targets. My simple
solution: Rarden counts as Main Gun 2 with the
following provisos (1) Fire againgt A’ class 1argets
it resolved on the 'E' eolumn aof Table [10.62)
[?) Whan firing at a Hard targer the -3 Loss
Maodifier of a Medium Main Gun 3 still appligs
{sea Table 12.3L

This still tends to fall short of Rardan’s capabilities
but not nearly so much; nar can | be accused of
exaggerating those capabilities.

Infantry Anti-Tank Capabilities: The infantry Data
Tahla indicates that 8 UK mechanised infantry
platoon may be armed with giphar the Milan
ATGW ar the Carl Gusiav shouldercontrolled
admm anti-tank gun, The netes stress that thesé

Add new Case (31.0) to Mech War 2 5Stan-
dard Rules booklet as follows;

[31.0) Stabilised Main Armament

General Rule:

The following tanks have stabilised main
armament and are able to fire while on the
mowve & well as having an advantage when
using Short Halt fire; UK Chiafain, s
MEOAZ, W German Leopard, lsraeli Cen-
turion,

Procedura:

Tank units of the above types with a Bound
command may fire while on the move at
the owning player's option, Fire combat is
rezolved at any time during movement,

{31.1) Units firing on the move may fire
sheir main gun andfor coaxially mounted
MG at any time during movement, Each
system may be fired once only.

{31.2} Fire on the move 15 at the owning
player's option and need not be plotted in
advance. To perform fire on the move the
owning player simply stops movement af
the unit counter, resolves fire in the normal
way, and continues movement, to the Timit
af the unit's MF if desired.

[31.3) Units defending agsinst fire on the
move receive a Loss Maodification of 2 on
their Loss Modification die ralls,

{31.4) Units which fire on the move may
not fire the same system again during the
movement phase in which fire on the move

was performead.

{31 .8} Lnits with stabilised main armament
also fire at an advantage when using Short
Halt fire (Caze 21.0). Enemy units defend-
ing against them receive a Short Halt
modifier of enly -1 of their Loss Med-
ification die roll,

are what is avadahle and that the scenarnio NoTEs
will specify which is earried.

Thie is &n incorrect réndering of the armament
gctually available. The Milan is operated by the
battalion anti-tank platoon, which can deploy four
eections each of two detachments, each detach-
ment having two firing posts (i.e. launchers); but
tha eounter-mix fails to provide these detachmants,
pach af which should be shown as an infantry
ATGW detachment complete with APC, Further-
more the mechanised infantry platoon is equipped
with three Carl Gustavs, plus LAW,

The best way round this misrepgresentaton iz Bz
tallows:

(11 Milan will freguently be deployed on the seale
of one section per infantry-heavy combat team.
Therefore in ‘Third BG' teams 2, 3 and 4 have a
milan section with them.

(2) Designate two platoons in each team as having
a Milan detachment with them; each such platoan
can lire Milan as 2 two-step weapon. Loss of one
step from the platoon doss not aftect Milan cap-
ahility but on the loss of a second step Milen goes
down 1o one stép; when the plaioon lases its third
step the Milan detachment is eliminated oo,

i3] Milan is always fired separately from the
platoon’s awn wespan systems and in addition to
them.

(4} All mech platoons always have Carl Gustav
gnd LAW and fire these in the normal way .,

o
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Vehicle Profiles

'B° Class Wehicles A fairly important point on
which | remarked in my profile of this game s
the fact that Soviet tanks in defilade receive a -1
modifier an the Loss Modification Table, &3
oppased ta -2 tor all other tanks, This reflects the
fact, proven in combat, that because of the very
smail angle of depression of their main guns —
above 3 degrees — (the penalty for having such low
wurrets) Soviet tanks cannot make as effective use
of defilade positions as can 1anks which can
depress their guns farther; this puts them at &
ditadvantage in 1ank-1o-tank fighting.

Unfartunately the maodifier which penalises Soviet
tanks, all of which heve a 'B' profile, applies
pqually to all other "B’ vahicles & category which
includes all British APCs and TRVs and most West
German ones, even though these most certainly do
not suffer from the Soviet problem; this can
praduce some difficult situations for the NATO
player in scenarios which do not include US units.
The simple, sensible and justifiable solution is
simply this: loss modifier of -1 in defilade applies
only 1o Soviet tanks and all other vehicles raceivi
the standard -2 modifier.
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“You rake the high ones and I'll rake the low ongs
L Quriouwser and curiouser, study of the counters
made it plain that US wehicles had no such troublas
over defilade as all the APCs, which are variants
af the M113, are classad: “A', Thus, it would
appear, they have a lower profile than the British
FWd32; which is odd, very odd, because the height
of the FV432 is 62" whereas that of the M113
is given (The US War Machine) as 8 2. Even
allowing for the fact that this figure includes the
pintle-meounted machine gun the hull of the vahicle
is abviously higher than that of its British counter-
part, as comparisongs of photographs of the two
vehicles testify .

To cut a long story short | have done a fair amount
of comparison of vehicle heights with theair given
profiles, with the aid of the data given in 'The
Armed Forces of the United Kingdem® (David and
Charles), "The US War Machine’ [Salamander), and
‘Modern Soviet Armour” {Arms and Armour Prass],
| had intended to compile a table whergwith to
decorate this article and to impress you with my
diligence and erudition, but have decided to spare
vou this opus, Suffice it to say that the following
rough yardstick seems to apply.

Height ‘Game’ Profile
Up iocg'e"’ A
6’6" = B'6" B
EFE-II =i Elﬁll I:'-':
88" and up o
Big "Tunmiges” E

On this rating, | suggest that UK APCs are re-
designated A" wehicles, except for the Swingfire
units, and LIS APCs as "B's, | really do suspact that
there was a bit of fudging aver US vehicle profiles
10, Patriotism, what crimes are committed in thy
namea!) although the tanks are fairly renderad as
‘D" vehicles (the M-B0 is 108" highl, especially as
the higger US M113 was depiciec as hawving a lesser
profile than the FW4321

Chemical Warfare

I said in my profile that | found some aspects of
the chemical warfare rules puzzling. In particular |
could not wnderstand why APCs in Chemical
Protection State 3 {fully protected] could not dis-
maunt their infantry; and interrogation aof friends
in my regiment, now in BAODR, showed that there
is no obstacle to, or doctrine forbidding, so dis-
maunting — you just opan the doors and get owt.
"Of course if you do it in a gas-cloud you'll have to
decontaminate the inside of the vehicle afterwards,
but that'syour rough luck™ was the genergl vardict,

since then Stephen Donaldsan has producad infor-
mation which helps clarify the CP rules and which
also indicetes a misconception made whan these
rules were formulated, For personnel, CP1 is
totally unprotected, CP2 iz suitedwp’ but not
masked, and CP3 is 'suited4up’, masked, the lot,
Far vehicles, CP1 means open ports and hatches
whereas CP3 lno CP2 for APCs, réemember) is
dosed-down anc ower-pressure systeém  operating
li.e. air pressure inside the wehigle is higher than
ousidel,

Al well so far and & fair simulation of réal con-
ditions and practices. However it also appears that
when the rules weare written it was not conceived
that men in a fully-protected APC would go to the
extra inconvenience of wearing CP suits. “APCs are
extremely crowded", wrote Stephen, "and I find it
hard to picture everyong getting into suits when
riding buttonad-down®™, He is right on both counts
but the fact is that if there is a chemical threat you
already have vour Moddy suit on and you stay in
it — yaur section’s APC is not 2 mobile changing
room! This is why exercises in BADR regularly
include CW phases when everyone is 'suited.up’ for
periods of up to 48 hours or even langer; it is alsa
the resson why means of making full CP gear less
arducus te wear are constantly being sought — a
nesw angd better design of CP suif is already being
issied ta British troops and some other NATO
countries are buying it fram us,

| consider, therefore, that that part of Bule 106.11
which forbids the mounting and dismounting of
infantry into and from wehicles in CF3 is best
ignared as it is based on a misconceéption and does
not sguare with actwal practice. In addition that
part of Rule 103.33 which says that infantry may
change from CP2 to CP3 anly whan in the samse

hex as a vehicle should hikewise be ignored as this
action represents the donning of respirators and
special gloves [if the latter are not already being
warn], both items carried on the man as part of
his pérsaonal equipment.

Whether or not TOW would still be fired by LIS
units during a chemical attack 5 outwith my knows
ledge but it is a5 well to point cut that the BMP's
Sagger system cannot be réloaded while the vehicle
it clozed down, to place 8 frecsh miszile on the
laumch rail requires the gunner to open up and to
expose the upper half of hiz bady, Indeed a sup-
pressed BMP would be wunable to relogd Tor the
same reason. Meither of these disadvantages of the
BMP-mounted Sagger system are mentioned in the
Soviet Vehicle Data; perhaps you may wish 1o in-
corporate tham,

Artillery Spotting and Fire Control

At the risk of baring vou with technical details,
hera is how one actually spots for artillery. {1]
Icdantify the location of the target on your map as
pccurately as possible and note the grid-reference
(2} Teke a compass bearing on the target and
convert it fram a magnetic to a grid bearing, This
bearing becomes the Observer/Target [OT) Line.,
(2} Mote the height of the target above sea-dewvel.
(4} Pass this information direct 1o the gun position.
{5} The battery now ranges on the warget with a
single gun while yvou, the spotter STAY PLUT and
correct the fall of shot in relation 10 the QT line;
this lest is essential as, although it is immaterial 1o
the gunners 1o know where the spotter s, it is vital
tnat the OT ling remains constant. For axampls if
the OT line is at 90 degrees to the line of fire, “Up
200 from you would be "Left 200" to the Gun
Pasition Officer, (6) Once the ranging gun is spot
an give the gun pasition "0On Target'’; the targat is
now registered and con gither be engaged there and
then or noted a5 an "on ecell” arget — the gunners
have the data they mnesd amd until the battery
changes its location can engage that target, at will,
with full accuracy.

However this procedure reguires the spotiar 1o be
able to talk direct to the gun position on the artils
lary radioc net; a5 a result spotting is normally dane
bw the battery commander of the battery in direct
support of the battlegroup or by one of the three
battery observation posts {OPs) — the commander
and the OPs are 'up front” with the battlegroup,
usually deployved to combat team HOs, “Other
arms" officers receive practical training in artif-
lery spotting but this is envisaged as an emergency
procedure if the OP personnel have been incap-
gcitated, and still requires one to have access to
the OF radio; | =tress that there iz na direct link
between the battlegroup's own radio net and thart
of the gunners, nar would this be practicable as too
many stations on one net results in Babel,

That is the systam generally used by MATOD armies
and it means that artillery spotting cannot be dane
just like that by anyone who has a radio and who
can see the enemy. The Soviet system s less
flexible still, each battery having only ane OF and

thet able to talk only to its parent unit (the British
OPF can ‘flick' 1o the artillery regimental net
if necessary) — see the article "Soviet Artillery’ in
SRET 7B. As a result Sowviet artillery plotting is
much more rigid than that of NATO, a known
weakness: if a battalion eancentration comeas dowen
in the wrong place it cannot be switched as easily
as a NATO concentration,

Yat in MW2 not only can any unit spot for off-
board artilfery (DOBA) but the Sowviet artillery is
just ss flexible az that of MATO in addition ta
baing available in Sowviet guantity! May | suggest
the following amendments;

(1l Spotting for OBA can be dong only by any
HO umit or by a unit of 3 company or company-
eguivalent; this cuts out the use of motarsyclists,
spare recee vehicles or even unemploved enginaer
or airdefence wunits as ingtant OPs. (1 understand
that a ruling on these lines has been included in
Cityfightl.

(2} Spotting units muwst have an overwateh com-
mand in arder to be able to spot: remambear the OT
Limel

{31 Soviet OBA fire, once it impacts on a target,
cannat ba switched (although it may be corrected
in the usual way) until the next gameturn but one,
In other words an OBA coneentration plotted on,
say, Turnm 3 will impact on Turn 4 amd must corn-
towe ta impact an Tern & even if replotted on
Turn 4 it cannot be switched before Turn &,

Theze additians would be a batter raflection of the
deployment of awvailabie artillery OF: with com-
panies/combat teams end would also do something
to reéflect the greater rigidity of Soviet fire contral.
They are contrived rulings, of course, but at |east
they do something to counter the present instant-
thunderbolt wse of artillery as permitted by the
rules and also tend to diminish the present dis-
concerting affects of gwving the Soviet plaver
Soviet  gun-density  linked to MATO control
S ETRIME.

Epilogue

This article wes concaived solely as a cissertation
an the orpanisation of the British batilearoup in
‘MW2' and on some ways of making the rep-
resenlation more Sccurats as régards organisation
and firepowar, espacially antitank firepawer, In
the writing it acquired a few appendage: of mors
genaral application, but | hope that these prove to
be a bonus rather than a distraction,
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Considering that Sscond World War Russian games
make up the most popular section of SP1's ranga, it
iz gurprising that “the world’s greatest tank bat tia!
has had to wait so long. Still, it has arrived — after
many reports in "Outgoing Mail’". These reports
mentioned that the “PanzerGruppe Guderian™
system had been discarded as inappropriatz for
this battle, so | wat guite interasted in sesing how
the game turned out. At first sight however, it
laoks much the same as other SP1 games,

The map is the standard 22" by 34" and covers the
area around Kursk 3t 10 Km to the hex, This
allows various famous landmarks to be incorporated
including the cities of Roslavl, Orel [Qryol is what
it should be, | think), Kursk and of course Kharkov
— the most fought-over city in the history of war-
gamingl The map is coverad with the now familiar
bright colours of recent SPI games — grean splod-
ges for woods, biue lines for rivers and roads
INB Panzers drive on roads ohfy), brown slopés
and black railway lines, all owverlaid with masses
gnd mastes of red and blue triangles [dreaoon’s
tasth] marking the opposing sides’ entrenchments,
Incidentally, the terrain effects chart does not
make clear that any hex containing & dregon’s
taoth svymbol is an entrenchment hex, a3 well as
having ong or more dragon’s teath haxsides. This is
important as defending iroops pet a bonus fors
being in an antrenchment hex and another one far
being attacked across dragon's teéeth hexsides,

The piecss are calourful too. The units arg German
Divisions |plus the two battalions of Heavy Tank
Destrovers without which no game of this banle
would be complete) and Russian Corps (Corpses?)
and Divisions, These are grouped into Corps
[German) and Armies [Russian] which are then
grouped into  Armies (German] and  Fronts
Russian). The counters of each German Army and
gach Russian Front are a different colaur — shadas
of arey and green for the Germans and red, pink
and orange for the Russians, This means that it is
immediately obvious which formations are wherg
and which formation a unit belongs to. Armoured/
Mechanised units are slso obvious as they have a
band of a different colour across the botrom
third to hall of the countar. My anly complaint
about this system it that some of the German
armour units i differant formations udse the
same pair of colours — in a different order — which
makas them difficult to el apart at first glance.
As well a3 the wnits, there are markers tar sig-
nifying wvarious things, These include step loss
markers for the largar infantry units which do not
have counters Tor every step, There are also two
deployment displays for units to be laid out in
their formations and, as usual, two copies of the
charts and iables, These latter include a sectign
called “Miscellaneous Information' which contains
odd bits and pieces of the rules that ane normally
forgets. | found this a great help, espacially when
playing the game for the first time, so please repeat
it, SP

The Sequence of Play s reassuringly. familir
after an [optional) Air War phase, the German
player kicks off, his turn consisting of; Admin-
istrative phase; Movement phase; Combat phase
{Gun segment and two Combat ssgments): Meeh-
anised Movement phase; Disruption Removal phase
and Oroanisation phase. The Russian player then
has his turn, made up of the same phases, to com-
plete the game turn.

The Air War allows eithér or both players 1o try 10
intercept the opposition’s airgraft. If this is succoess-
ful, the two sides shoot it out; surviving gircraft or
unintercepted ones are then available for ground
artack in the Combat phass.

The Administrative phase introduces the Tirsg new
coneept — modes {this is a more complicated
version of what was used in “Operation Ster”],
During this phase both players decide which mode
ta place their units in. This is dane by Haad-
quarters — each unit in @ formation is in the mode
of its HO, There are three modes:- Assault; Mabile
and Static (units may also be Disrupted as a result
of overrunl. &ll the modes have advaniages and dis-
advantages with the exception of Disrupted which
it just a disadvantage. Assault made allows a unit
o atieck in both combat segments, but halves
movement and prohibits overrunz, Mohile mode
allows units their full movement allowance and
allows them to overrun, but they may only atiack
im the first combat segmant, Static mode gives
defending units an advantage when attacked, but
units in Static mode cannot attack and may anly
move half of their movement allowance. Mode can
glzn affect combat. Some combat results contdn
the lewer M, rather than a slash, separating the
attacker's and defender’s combat resulis, In these
cazes, the attacker's and defender’s |osses are
increased by one if the attacker is in Assault mode
and the Defender in Siatic, and reduces them by
pne if both sides are in Mobile mode. Chviously,
it i very important to get units into the right
made. This also places a8 premium on planning
simee you have 1o know what you're gaing to do in
arder ta decide which units to put into which
mode, Woe betide the player who forg2ts what
ha'd planned to do or who changes his mind half-
wiy through his turnl As mode is governed by HO,
rather than by individusl units, players have & good
reason to keep fTormations together and wse them
as & group, rather than scattering them along the
front line piecameéaal
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Movement follows orthodox principles: each uni
has a movement allowance and expends poinis &
it moves from hex to hex  different terraln costineg
different amounts to enter or pats through, The
obsarvant reader will have noticed that no mention
has vet been mede of supply considerations. This
it because supply for movement purposes is judged
for each individual unit when it begins to move,
This does away with all the “Dut of Supply"
markars. However it doss sllow some interesting
manoeuvres, such as moving HO's up 1o the front
in order to put wunits back into supply before
moving them, As normal, Supply is traced 1o
HQ's and thence to a “friendly’ map edge wvia
roads end railways. Out of supply units heve their
movement allowance halved — atteck strength is
glso halved if units are cut of supply at the instant
af combat.

Rail movemeant is allowed, but is very limited, Both
players are only allowed to move five units per
turn on their own side of the start ling, Furthar-
mere, only two units may pass through a given
single-track railway hex and no more than four
through a double-track hex in one turn. [t there-
fare hecomes guite difficult 1o mowve large
farmations by rail, especially when yvou want 1o
préserve their integrity.,

Other points about movement include the Garman
player's ability to ‘Infiltrate’ — i.e. move directly
from one enemy-controlled hex to another, This
gives the Germans & means of rolling up hinegs of
entrenchments from the side, once an initial breach
has been made. While on the subject of moverment
| must not forget overrung {as if anyone could).
Units stacked togethes and in Maobile mode may
attempt to ovérrun enemy stacks in the movament
phase, Overrun is fought like normal combat,
axcept that any defending units that retreat are dis-
rupted. Disrupted units May not move nor attack,
have no zone of contral and are at a disadvantage if
attacked. Zones of control, by the way, can be
exited at & cost in mavemant points,

Stacking is limited by stacking points, LUp to six
stacking points can be in the same hex. Russian
Corps have a stacking value of three, HQ's, Kampf-
gruppen and Divisiens have two and everything
glsg one, except Russian artillery, anti-rank and
Partisan units which have zero, The result af all
this is that vou can put two Corps or thres
Divisions im one hex,
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Enough of this, let's move on to Cambat. This is
on a slightly different besis from normal. The
attacker adds up his points in the normal way: the
defender does not, The number of attacking points
gives @ column an the Combat Results Table which
i5 then shifted left (in the defender's favourl ar
right [in the attacker's favaur] to take account of
tarrain, mode etc, The die s then thrown and
madified secording to the number of defending
steps. The more steps, the greater the modifier and
the worse the résult for the attecker. The result is
the number of losses for both attacker and de-
fender, These may be taken as steps lost or as
hexes refreated — although there gre limitations an
how far a unit may be retreated, This is prerty
erraightforward, if a little different fram usugl, [t
dogs have the effect of stopping odds counting
{he's got 7 paints doubled so 1 need 42 paints to
get 3:1). The attecker simply piles in what he's got
available (up to 72 points anyway), tries 10 get
as many calumn shifis in his favour as passible and
hapes for the best] There is then a second combat
segment Tfor anyone who's survived the first and
wants anether go and i5 in Assault mode,

The situation is somewhat more complicated by
the presence of anti-tank and artillary units, These
are only separate units for the Russian player —
German anti-tank and artillery points are built in
to their HQ's, refiecting the differing doctrines in

* the two armias. ‘As a result the rules are slightly

different for the twao players. First of all, anti-
tank fire is resolved in the Gun segment of the
Combat phase, before either Combat segment, For
the Hussians, any defending stack that contains an
antistank unit may fire it, This is just like normal
combat with only the anti-tank unit(s) attacking
and any lossez on the defender are takan in
armoured units first [bve, byve, Panzersl) = anly
the attacking anit-tank wnit can be lost on the
other side {and generally is), Arillery units atfect
combal by reducing the attacker's stréngth by the
strength of the artillery wnitls) — thiz iz halved
against just armoured units, Artillery can also he
used 1o barrage in support of an attack — adding its
strength to the other attacking units — and thare is
an optional rule allowing counter-battery  fire.
Germman anti-tank and artillery points work in the
same way, but may be parcelled out between any
units stacked with or adjacent to the HQ. This

gives: the German player an incentive to put his
Headguarters in tha front fing where he can use
thgir firepower, but where they are also vulnerable
tod countér-attacks, Russian HO's have no fire-
power, no cambat strength and na zones of contral
= they are simply administrative units through
which supply is channelled, As & result Fussian
HQ's are generally kept back from the front line
whera thay are safer — unless the Germans manage
1o break throwgh |

For all aficianados of PGG g1 al, there is the re-
assuring sight of some untried units, However,
these units — Russian Divisions = have a standard
untrigd stréngth and at least oneé stéep — when
flipped over they reveal a new strenath which may
ba as much as the original strength! There is also a
Mechanised maovement phase, This gives the
armour a chance to move again and explait any
gaps opened up by the fighting. This is followed by
the Disruption removal phasa. At this point any
units disrupted by overruns in the previous maove-
ment phases are réstored to full health,

The Iest phase of each player turn is the Organ-
isation phase. This covers quite a few odds and
endsz. Aeplacement steps are brought on to balster
up battered units — the German plaver can even do
this in enemy zanes of cantrol. Units may alsa he
placed into Independent Command or Alternative
Subordination, Indepandent Command means thal
units are nat tied to any HO — which freas them ol
some supply considerations — hut they cannot
attack. This can bg a way of getting mobile troops
to exploit any breakthroughs, but its uses are
somawhat limitad, Alternate Subordination means
that a unit reparts 1o a different HQ from the one
printed on the counter, Both sides are strictly
limited in the number of wnits thar can be in
Independent Command or Alternate Subardination
gt any ong time. Units may also be broken down
and recombined, The German player changes
Intantry Divisions for Kampigruppen or vice versa
the Russian swaps Rifle Corps and Rifle Divisions.

Mo game of the Eaxt Front would be complete
without some Russian partisans. This game is no
excaption. As usual they simply mooch around in
the German rear, trying o interfere with his
supply, The German plaver can detach sccurity
units from the front line to go and deal with
them, There is ongé mare rula that ncods ta be
mantioned and that is Russian reserves. At the start
of each scenario certain Russian farmations are
designated as resarves, This means that they cannot

move or attack until they have been sctivated. The
Fussian player can activate a aiven number of
reserve formations in each game turn and more if
the German is doing well, Reserves are also
activated if attacked, However, each reserve for-
matian activated by the Russian player gives the
German a victory point. Regardless of how thay
were pctivated, each active resarve formation gives
the German plaver one victory point per turn and a
bonus at the end of the game. This makes the
resarves rather a doublz-edgad tool for the Bussian,
He needs to activate sufficient reserves to stem the
German assault, but, if he activetes too meny, the
German (s getting victory points on a plate, snd if
he activaies too few he is not going to be able 1o
stop the Germans short of Stalingrad [no, that's
not on the mapl, So, if you intend playing Russian,
brush up on Your cost-benefit analysis!!

Apart from the activated reserves, the players get
wictory paoints for the wsusl good deeds — elime
inating enemy units and capturing geagraphical
objectives, The level of victory depencs an the
difference baween the two sides’ points — general-
Iy the attacking side has to do a lot better to win
decisively. | say attacking side becausze in one of
the three scenarios the Fussians are on the offen-
sivel The three scenarios cover the historical battle,
in July, the Russian offensive in August end
the original German High Command plan to attack
in May — which Hitler would not allow as he
wanted the attack to wait for the nsw Panther
tenks. The May scenario sees the German troops
looking much the same as in July, but the Russians
are without many of the reservas and nearly half of
the entrénchments ithat were present in July, The
German player thus has a rather easier time of it,
but he needs mere wigiory points to win, Tha
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Auguet scenaria is rather spoilt by the special rules  However, it is well waorthwhile deciding where your  Assuming that the Geérman player dogs not make

which | assume are there 1o give the Russian player
a chance. The prime example of this is the rule that
if the German player makes mare artacks than the
number of the game turn (8, @ng in game turm
one, two in gama turn two eic), the extra attacks
suffer & column shift of four columns in the
defender’s favour. | can see it now: ""No, no, Fisld
Marshal , this is August 3rd — you can only altack
two Russian Corps!”. What this seems 1o mean is
that the game as it stands is biased towards German
sttackers and Russian defenders and therefore
needs macdification if the Fussians aré on the
affensive, This rather spails the August scenario.

There is one other piece of innovation in cannect-
ion with the scenarios, and that is the use of code
lettars to danete which scenario a unit is presént
in, whether on the map, or a5 reinforcements and
at what strength. Each unit counter has one or
more cade letters. The letter{s] says which
scenarials) the unit is used in and whether it 15 on the
map or a reinforcement, The unit is at the strenpth
shown on thet face of the countar — 3 unit can
have different letters on differant sides showing
that it is at different stréngths in different
ecenarios. This makes it easy enough to lock up 2
particular unit"s code letters] and discover which
ccenariols] it takes part in. Hewsver, it is a bit
more difficult to pick out which wnits aré required
for @ scenaria as there are a minimum of fourteen
letters ta look tor and they could be an any of the
caunters or faces of a unit, So, whilz this does save
space in the rules (as you don’t need 2 section
saving where each unit goesl, | don't think it is a
great improvement over present systems.

So much for the rules, now 1o describe what the
game is like to play, Far this purpose | am going 1o
ctick to the historical, July, scemario, The pro-
cedure is that the Russian player sets out his
forces first, then the German and then the Russian
adds in his anti-tank and artillery units, Both sides
have en aren assigned to each formation and must
sovar their front ling with units or zones of con-
troi. The German playar moves first, so the Russian
player is under great pressure fo get his initial
placement right, To be able to stand up o attack
by wnits in Assault mode, Fussian stacks must
cantaln -at least five steps — the aquivalant of
a Corps. The Russian player also has 1o cover his
entire front ling, with each formation inside its
assigned area, This is no easy task. It is prabable
that thers will be weak spots and the German
player will attempt to exploit them. The Russian
player is best able to defend the shoulders of the
saliant — where the historical attacks came and
where the German armoured spearheacs are
located — leaving a weaker crust around the rest.
Tha German now gets the chance to st his roops
out. He has more leeway than the Russian as he
can move his troops before actually attacking.

attacks are going to be and setting up as close as
possible, The Russian then adds in his artillery and
enti-tank units, reacting to the German threats as
much as he can. Both players will have decided the
modes of their units when setting up. For the
Russian this is relatively simple: Static mode for
evarybody (with one or 1wo exceptions, if possible,
16 give a mabile raserve) in order to gain the de-
fensive bonus. The German has ta be more caraful.
The actual attacking units need 1o be in Assault
mode to get both attacks, Howsever, this will halve
their movemeant so they need to be elase to what
they're going to attack. In addition i1 iz worthwhila
keeping some armour in Mobile mode — and
possibly  in  Independent Command — in arder
to exploit any g3ps that open up N the Russian
line, The rest of the troops guarding the flanks can
be put into Static made in case of Austian counter-
attacks, although it may be worthwhile leaving
some units in Mobile mode to pursucé any pre-
cipitate ratreat by the Russians, With all this to
think about, you will not be surpriséd that just
gatting up the game can take someé ume — |
recammend a crossword ar a good book for aach
player while the other guy's doing his stuff.

Game Turn ane: the German panzare roll farward,
first the dafending anti-tank guns take their toll of
the advancing tanks — this is ganerally only a step
or two, but every little helps — and get killed in
reply: then the full weight of the assault lands on
the defending Russians, madified by both sides’
artillery land aircraft). In general, & Russian five
stap unit [Corps) or stack, attacked by the masi-
mum 72 points of German units, will lose three,
possibly four steps (the Ruszian should not taka
retraats if he can avoid it as that all ows the German
ta gdvance across the entrenchments and annihil-
ates any remaining anti-tank or artillery units]. The
Cerman lops & step or two off his infantry anc
smiles. The second combat segment wipss out the
defending Russians. Luckily for the Russians the
Garman player cannot make many attacks of this
in @ turn, but the result will still be several
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koles in the Russian ling. In the Meachaniserd
movement phase the German player gets the

chance to exploit his gaps with any units in Mohile
mode. |f the Russian has set up his troops well,
there will be a second row of defending units t0
bring this advance up short; if not, he's in trouble,
It is now the Hussian player's turn, His majar
decision 15 how many — and which — resarve for-
matians to activate. This i not an 2asy cpuestign
1D answer as, even when activated , resarye UNits can
take several turns 10 get 1o the sceng of the action
— there are a few formations in easy reach which
ara the first to be activated though. My general
principle is to activate ag mMeny units as possible
and move them in towards the hot spots. This has a
cost in victary points, but will also dlow the
German advance, stopping him from gatting so
meny territarial victory points.

any spectacular breakthroughs, the game progresses
in much the same way — German attacks knocking
holes in the Russian lings which the Russian then
plugs as best he can, slowly retreating scross his
antrenchments all the time, The outcome of the
game will generally depend on the carg with which
the Bussian playsr deplays his troops and the
astuteness of the German player in choosing where
to make his attacks. A1 the end the Russian is |eft
with & large pile of dead units, hopetully balanced
by @ large number of towns that the German has
not capiured. All the above goes by the heard if
the Germans manage a breakthrough. In this case,
it's a mad seramble by the Russians to pull a5 many
units 85 poszible hack out of any potential pockes
end to activate sufficient reserves to form some
cart of line against further incursions, In fact |
daim the signal honour of having lost the antire
Kursk salient in two game tuins following adrait
German atracks on some major flaws in my initial
deployment. And this in spite of the warning that
the defender tends to win when hoth players
are new to tha systamill

Tha result of this is that the game plays slowly.
The Russian cannot afford many mistakes, and no
major anes, The Garman is always laoking for his
hest advantage: so esch turn is full of planning
and pondering. This, I'm afraid, rather puts me off
the game, | prefer my games fairly fast and furious.
The game contains an impressive amount of detail
and realism — the comprehensive OB for one thing
— and is really excallently done, The systam wioar ks
well, with the odd hiccough, and, | fegl, iz a very
good simulation of the batle. Haoweever, | can anly
say that | find it & bit dull, It samehow lacks that
spark that asrouses and captures the interec,

bringing ane back to play a gams again and ayain.
This garme is cartainly one I'm glad 1o have played
hoth from the point of view ot the system, and as
a historical simulation of an impartant battle, bul
it is mot a game that | think will be played very
often.
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WILLIAM HAMBLIN

The game Acre; Richard Lionheart's Siege,
11971 (avsilable from Simpubs in the Quad-pack
The Art of Siegel i o rocent asttempt to simulate
the important siege of Acre by the Crusaders
in which they were opposed by the field army
of the Muslim Sultan, Saladin, It is one of the
few examples in pré-techrical military  history
whare a siege was successiully carried out while the
besiegers were themselves surrounded by enemy
forces and historically includes a number of inter-
esting features regarding medieval warfara.

The siege began when King Guy camped outside of
Acre an the 2Bth of August 1188, In the following
months large numbers of Franch, ltalisnsg, Danes,
Marmons, Sicilian, and Levantine Franks gathered
to participatz in the siege and the naval blockads
of the city. Saladin arrived befare Acre with soma
of his forces in September of 1189, A large number
of battles took place between the opposing armies
during the following year and a half, with some
notable Muslirm victories, culminating in the arrival
of a large French army under King Phillip on 20
Agpril 11891, and an English army under Richard |
on B June. With these sdditional forces the balance
of power shifted to the Crusaders, who, though
unable to take the city by storm, recaived the sur-

at acre

render of the gerrison only 34 days after Richard's
arrmval.

The game only attempts 1o recreate these last 34
tays of the ciege (although with some simple mad-
ification, scenarios covering other .phases of the
sivga could also have been developed). Militarily,
the fighting included catapult bombardments,
mining, tha storming of walls, towers and breaches,
sarties by the garrison, attacks fram Saladin’s sur-
raunding armies and sea battles,

In atnempting to accurately simulate the singe
Acre must necessarily reconstruct the organisation,
troop types and numbers, and weaponry of the
oppasing forces, & wargame will be a8 "simulation™
of history only to the degree that the rules and
structure of the game accurately reflect the hiss
tarical capabilities and difficulties of the opposing
armies, Unfortunately, Acra fails two adeguately
recreate the military system of Saladin's armies in
nearly all aspects. The following will be a2 com-
parison between the historie reality of Saladin's
military forces with the way it is portraved in the
rules and commentaries of Acre. In daing 50 only
studies and translations in English will be used
{the ang exception being a French articlel, all of

which could hawve been incorporated in the desigs
aof Acre,

Organisation

The first problem area in the game is in the pro-
ported organisation given for the Muslim armies.
Accarding 1o the rulebook “The basic Maoslem
infantry wnit was the faylag, & division of about
6000 men.'" (p. 14 col, 2) The first point that
should be made s that nearly all of Ssladin's
tragps were mounted (more on this later]. The
use of the werm ‘faylag™ as referring to the basic
Muslim arganisational unit also presents 8 number
of difficulties. | assurme it refers ta the Arabic word
"faylag” which indeed was "a body of 5000 armed
men,” [Scanlon p. 124) Howsver, It was not the
basic organisationsl unit of Saladin's army as the
rulebook sugoests. Indead, | have never ssen the
term usad in relation to Islamic armies of any
pariod by any Arabic historian, except in one
war poam by al-Mutanabi, praising Savi ad-Dawla
Iresabat at Alepps D44.067), | also saarched twa
major dictionaries of Medieval Arabic, but was
unable to find the term listed in either. "Faylag"”
would seem ta be an Arabic transliteration of the
Greek word ‘Phalanx’, and could well be how the
Arabs referred to byzantineg infantry formations,
but | am at & loss to discover itz fundemental sig-
nificance in relation to lslamic warfare,

I reality, the basic unit of orgenisation for
Saladin's army was the 'Tulk® iplural: Atlab)
(Gibb p. 76-T7, Humphrays p. 79-80 where he calls
the Tulb “the most important parade and field
unit.'). Aceerding to al-Magrizi {an Arab historian,
guoted in Gibb, p. 76) the Tulb had “‘a number of
harsemen ranging from 200 to 100 or 70" This is
nothing like the 5000 men of the suppased faylag,
and notz that they were all cavalry. In 1181 the
entire Egyptian army was compesed of 111 Tulbs
with d640 men, excluding Arab irregulars, who
numberegd an additional 1300 haorsemen, and a fow
fatimid infantry (Gibb p, 76-7) who would have
most likely been phased qut by the siege of Acre in
1197, Having the units of the game structured
around the large faylags misrépresents the basic
tendency of Saladin's forces to be in small, mohile,
independent tactical units which were generally
arganised into larger units either according 1o
geographical location, or by need in each battle.

Geography and Troop Numbers

The geographical origins and numbers of the
various units of Saladin's armizs are also presented
incarrectly in the game. Before describing specitfic-
ally the gesgraphical locations given to the Muslim
uniis in the game, it would be useful to briefly out-
line the numerical orgamisation and geographical
ariging of Saladin’s armies as reconstructed by two
of the leading historians for Muslim srmies of this
pariod, H.AR. Gibb, and Stephsn Humphroys,
Both of these schalars have dane detailed studies
of many of ithe available Arabic and Latin sources,
amcl although they differ in some particulars, thay
are in general agreemant an most isswes.

Saladin  himzelf commanded the troops from
Egypt, which was the power base for his empire.
The Egyptian army consisted of about BO0O askaris
[armoured harse archers — see belowl, and the
1000 elite Halga Guards, rotalling 9,000 armourad
mounted archers. Syria was divided into a8 number
of regions, each with a separate governor and army.
Camascus and Aleppo, the two major cities of
ayria, along with their dependent cities, each
fielded armies of 3000 askaris each. Hoame and
Hama mobilised an additional 1000 askaris each,
bringing the Syrian total to & further 8000 askaris.
Morthern Irag, known tao the Muslios as al-lazira,
also had a forge of some 8000 askaris, divided as
follows: Masul, the capital of the region, and its
dependent cities had about 4000 askaris, with the
rest of the cities of the area such as Harran, Sinjar,
Hisn Kaifa Mardin, etc., together fialding another
4000. Another possible source of troops for
saladin’s armies which is not discussed by either
Gibb or Humphreys would be Ssladin’s dominions
an the West coast ot Arabia and Barga (Cyrennica)
in modarn Libya, Althaugh | have been unable to
discover any exact dats for troop strength from
these regions, | would estimate that neither would
be capable of fielding more than 1000 askaris. In
reality it would zeem that most of the troops of
Barga remained there as border guards fat least |
have been unable to confirm any cantingants from
that region in action against the Crusaders). There



a1 8 contingent from Mecea of unknown strength

fighting with Saladin during his campaign of 1188.

This would give @ tota! force of some 27,000
regular askaris lexcluding auxiliaries) as Saladin's

iorel availeble force.

in actual practice, howsver, only about half of the
available askaris were ever mobilised for foreign
campaigns from any province at one time |Gibb
p. 78). The rest of the askaris remained on the
defensive, serving as a basis for troop rotation. Tha
units would fight for a certein period then return
homa and be replaced by the askaris who had had
home duty. In sddition to these figures we could
add 4.8,000 auxiliaries; Turkoman, Arab bedouins
atc. These troops would be divided into two
classes. First there were tribes which received
reqular yearly stipends from Saladin (but not full
salarigs as did the askarisl and who could be
called on to serve as scouts, ralders, and light
troops on any occasion. These numbered some
1300 Arab cavalry from Egypt and possibly sirmilar
numbers from Syria and al-Jazira, giving about
4000 auxiliaries with stipends. Additionally, there
were the Mutawwa'in or volunteers, tribesmen,
soldiers of fortune, or brigands who would serve
without regular salaries for one season in return far
whatever booty they could collect during the
carmpaign. |1 appears that Franks were occasionally
included in their numbers. Finally there were
various specialist corps, Siege  Crews, naphtha
trgops, mountainears, cic, whao were called up as
the need arose. All of these types of troops and
their relation te the playing units of Acre will be
discussed below,

The total available troops in Saladins Smpire Was
25,000 askaris from Eagypl, Syria and lraq, with
perhaps 2000 more from Arabia and Barga, plus
auxilisries. Only half of the 27,000 askaris would
have participated at the siege of Acre at any ivEn
time (although all may have sesn action through
troop rotation) giving a total of parhaps 14,000
men, with an additional 4000 auxiliaries bringing
the number up to possibly 18,000, There may
also have bezen several thousand irregulars and
militia, but such troops would be disinclined 1o
sarve long at a protracted siege where there was
litile booty to be gained, and na salaries from the
cultan to support them. During the siege of Acre,
which was a major effort on Saladin’s part, more
than hall of the available askaris may hawve bean
mohilised, possibly bringing the total available up
ta 20,000 men. We must alse remember, howavir,
that perhaps half of the garrison inside Acre would
have consisted of askaris as well, which might have
lowered the total number of passible troops
outside the city. Mobilising more warriors than this
would have left Saladin's bordars undefended
against his lslamic enemies in Anatolia, Southern
Irag, Persia, Arsbia, Wubia and Marth Africa, a5
wall &5 increasing the potential for internal unrest
within his domains.. These figures can now be cor-
relatad with those given in Acre.

From the sbove description it should be evident
shat Saladin’s army at Acre should be divided into
four roughly egual parts, the regular forees of
Egypt, Syria, lrag and the guxiliaries, numbering at
most a total of 20,000 but probably somawhat less,
Acre has Saladin with 9 faylags or 45,000 man,
wihich iz ovar twice tod many.

Although | am here desling mainly with the
Muslim armies at Acre, it might be well to paint
aut a difficulty relating to the Haspitaller and
Tamplar units representad in the game. Each Order
is given 3 “knight” units which are oddly classed
as infantry and would represent about 1800-2400
men according to the scale given in the rulebook
{p. 4 col. 1] as well as 2 “Knight Cavalry'" egual-
ling about 1200-1600 men. Histarically hundrads
of knights of the Orders had been killed during the
campalgns preceding Acre {nearly 100 at Crasson,
260+ Templars at Hattin, Saladin executad 100
after Hattin — Runciman pp. 453, 490, Gabrieli,
g. 138) and many others were compelled to defend
their castles. |t is clear that their numbers had bean
greatly diminished during the campaigns preceding
Acre, and it is doubtful if they could have ever
mustered 3000 men each even whan the arders
wara &t full strength. Furthermaore, the turcopaoles
(light cavalry) ara not represented o5 being part of
the Orders. The numbers of the Templars and
Hospitallers in the game seam 10 be grossly exag-
gerated.

The geographical regions given i the game as the
origing of the Muslim iroops are glso incorrect.
The Muslim armies in tha game sre divided into
thrae major divisions: the armigs of Sinjan, Egypt
and Maosul. 1§ Mosul is taken to reprasent the
armies of WNorthern Irag as 3 whole {although
Mosul actually fielded only one halt of the troaps
of that region) then the szctions of Egypt and
Maosul are fairly accurate. The Army of Sinjan,
howevar, is difficult to deal with. | am unfamiliar
with this term being used tor Syria, winose armies
are otherwise not represented in the game, nor am
| aware of the term being used for any ather
region of Saladin's empire, 1t cauld be referring 10
Sinjar, a city in Morthern Irag, but the contingents
of Maorthern Irag are apparently represented by the
Army of Mosul. At any rate, wharever Sinjan 15
suppased ta be, Saladin certainly didn’t come from
there. Ha was invariably associated with the
Egyptian contingents, and his Halga Guard had
thair fiefs in Egypt.

Officer Corps

Maoting that geographical designations and 1r00p
numbers are wrong and that the Syrian Army and
the Auxiliaries are not properly represented, the
designatians of the commanders of each Muslim
army given in the game can be examined, Gabrieli
(pp. 192-214, translating Baha ad-Dinl was used o3
the major source for the following list of cam-
manders of the Muslim Army.

A Iahit Fayiag 1 tayag 1 Faytag 2
Falg 1 | | Fayag 2 i o P
2224 21148 -5 (26 (109

Tha commander of the &rmy of Mosul is listed as
Zghir. This is apparently Zahir ad-Din  ibn
ai-Bulunkari who was indeed an officer of the
Mosul contingsnts. Tha other Mosul "faylag'’
has the commander Ala who is Ala ad-Din of
Mocul. The Mosul Army, as noted above, however,
chould be only one half of the Army of lrag
which would make it one eighth of all of Saladin's
troops, whereas in the game it is 1/4 of the entire
armiy .

Baif Outh Hirzam Faylag 1 Faryizg 1
Faylag 1 Tayiag & Eayiag ¥ !H Y
3334 2229 2114 G-5 (216

Sayf ad-Din is listed as 2 commander of ths

Egyptian army. He wis actually a Kurdish prince
wha was commanding Kurdish troops who had
fiefs in Egypt and would therefore be considered
part of the Egyptian askaris. Howevar, Quth ad-Din
was the commander of the regiments of Hisn Kaifa
in Irag, net of Egyptian units, and Husam ad-Din,
glzo listed as an Egyptian in the garne, was actually
commandar of the troops of Nablus which farmed
a srmall part of the Syrian army.

Faving 4 Taqi Zain s Faylag 1
) Faying | Faylag Faylag 3 i
8-0 32349 32348 3233 G-5

Thare are a numbar of problems with the army af
"Sinjan’ as well. The game gives Tagi, Zein, 1sa and
Saladin as the four generals of “Sinjan'". Taqi
ad-Din eommanded the askaris of Hama in Syria.
Zayn ad-Din commandad Kurds from Arbela in
northern Irag. 1sa was Governor al Jerusalerm and
would have been included with the Syrian askaris,
Saladin's guard or halga was stationed in Eaypt.
Thus each of the commanders who are ligted as
being from the "Sinjan’ army actually come from a
different provings in  Saladin’s ampire.  Two
impartant Muslim commanders, Saladin’s Two S0ns,
Al-Malik al-Afdal (Egyptian} and Al-Malik az-Zahir
wha commanded of the Alappan contingents, are
also not included even though they were more
impartant than some of the leaders wsed in Acre.

Faylag 3 Fapag | Fegish Sakine 0. Faylag 2
S Al i i o
8-9 -5 -7 14-8 (1)9

Cavalry-Askaris

The description of the Muslim cavalry forces in
the Acre rulebook, and the correspending farmat
far the Muslim cavalry units in the game contains a
number of inaccuracizs. First, there is the pre-
vipusly mantioned problem of the il as the basic
unit of organisation, rather than the faylag. It is
alsn claimed that '"The light horse archers were
unarmoured and avoided melee combal] they had

swords for defensive use.” (p. 14 col. 3). This des-
cription raises a number of questions, First, in the
game all the horsa archérs, which include nearly all
the Muslim cavalry, are represanted as being light
cavalry, |n reality nearly all Muslim rigular cavalry
were harse archers who carried spears, swords
and/or maces, and penerslly wore chain riail &8
well [Gibb p. 81). Regular cavalry were designated
at askaris (see Gibb and Humphrays throughout).
The askari warrior was a horsgman who was usually
of Turkish ar Kurdish origin and often a mamluk,
but was nearly always traingd & a Turkish
meunted horse archer. In the Egyptian army there
were  two typas; the ‘tawashis' and the
‘garaghulams’ (Gibb p. 76-7). The Tawashis were
heavy cavalry and, according to Magrizi, each had
"3 sguire to carry his armour” [Gibb p. B7 nota
21}, In 1181 AD, 8,976 of the 8,640 askaris in
caladin’s Egyptian army were Tawashis, or, in
ather words, mailed mounted horse archers with
lances and swords for charges and melees. In 8
sonse  (though with important differences) they
were what the Byzantines would have called 4
cataphract. the rest of the 1roops Were aradg-
hulams or light cavalry. However, the major
difference between the Tawashis and tha
Qaraghulams was in pay and the Caraghulams pro-
bably also had armous of same sort. There is no
praaf that the same proportion existed between
light and heavy askaris in the armigs of Syria and
Morthern lrag but it probably did.

From the above discussion it becomes apparent
that the sentence from the rulebaok, "A heavy
cavalry faylag was heawy only by hMoslem stam-
dards, for the men and horzes lacked armour.
Armed with swaords and lances (p.14-6) is
wrong on all counts. The cavalry unit was not 8
faylag, the askaris did wear armour, and they were
armed with compaosite bows as well as swords and
lances.

It may be that the majority of Muslim cavalry were
designated as light harse archers in the game based
on a deseription given by A.C. Smail of Turkish
traaps in Crusading Warfare: 1097-1193 pp. 75-83.
Howewver, despite the fact that in general the wark
is a superb reconstruction of Latin erusading
armies, there are a number of difficulties [as he
himself admits on p. vil in relation to his des-
criptions of Muslim troops. First he describes
Turkish tactics using almost exclusively Latin
sources, which, although useful, naturally give a
distarted view of Muslim armies [t would likewise
he impossible to gain a correct understanding of
Frankish armies and tactics from reading mainly
Arzhic sources).  Second, he is forced to rely
solely on translations of extracts, which are aften
really  abridgements or summaries of  Arabic
sources. In doing so the possibility of under-
standing technical Arabic mili@ary t2rme iz often
lott, Finally, hiz description fails to clearly make
the important distinctions  between  the light
Turkish nomadic auxiliaries lwhich is basically
what Smail is describingl, the Arzb and Fatimid
heavy lancers (the famous Usamah was one of
these who were essentially like Latin Kmnights]
and the armoured regular askaris, all of which
fought in different armies at different times during
the first eentury of the Crusades.

But sven if Smail’s description is accepted and uged
at face value, the representation of the cavalry of
the Muslims in the game Acre is inadequate, The
horse archers are given a defensive melae strength
anly {and that only of one point} while it is claar
from both the Latin and Muslim sources, 35 painted
aut in Smail's book (pp. 82 - 3], that the Turks
would use missila fire to disrupt the engmy ranks
followed by the same horse archers charging for
close melae combat. The point sysiem ol the horsg
archers in the game denies the Turks the important
charging and melee capacity .

Saladin Fagksh Ealdrs Ssides [ Bakind G,
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5445 8-4 4-6 12-8 16-4
Infantry

Since the battle of JSere was a siege, the infamtry
Siage Corps would certainly have been present, bul
they would have consisted of 2 few thousand men
at mast. According to the number of pieces in the
garme. Saladin's besieging army was compaosed of
over 25,000 infantry (5 faylags) and 15,000
cavalry (3 faylags), plus &aladin’s Guard faylag of
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S000 mixed cavalry end infantry. Despite the fact
et these numbers are excessive, the proportion of
Seops is also completely incorract.

¢ g=ems possible that Smail's deseription of the
“atimid ermies (p. 83-7) was used to some degres
= formulating the rules relating to the Muslim
woops. This would be 2 mistake, however, since
Smail is describing the Fatimid forces of the first
=zlf of the 12th century. When Saladin became
Wizier of Egypt in 1169 he immediately started the
Turkitication™ of the army of Egypt, beginning
with the massacre of the Fatimid Sudanesa and
Armeanian infantry in Cairo (see A. 5. Ehrenkreutsz,
Saladin pp. 76 - B0}, He continued to reorganise
the military of Egypt, develeping it info & system
based on Turkish askaris and mamluks which has
o=en describad. In fact these military reforms con-
stitured one of his mejor policy objectives of his
early rule, including continued repression and
phasing out of sll Fatimid troops (Ehrenkreutsz,
Saladin pp. 68-96). To try 1o draw any comparison
between the Fatimid army of the first half of the
12th eentury, which indeed had largs contingants
of infantry, and Saladin’s army of 1191 iz very
anachronistic,

Faylag 2 Salins 6. Faylag 7 Farkg 1 Neerran
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Archery

There are also a number of questions relating to
the systerm for representing archery firepower in
the game, According to the rules there are four
types of archers which are represented an the
fallowing reproduction of the Fire Cormbat Table:

Target distance (in hexes)

Firing unit 4 3 2 1
Archers of the Eyes 2 3 4 4
Crossbows 1 2 3 4
Bowwrnen . 1 2 a
Harse archers - 2 (|

There are a number of prablems with this system.
First, only Crusaders are givan crosshows while all
Muslims are either bowmen or horse archers. In
reality the crossbow was used extensively by
Saladin's troops, especially during sieges {This is
clear even in the Latin sources, ses Itinerary 3:5,
5:19 etc.). Furthermere, the Muslims in Acre itself
would have spacial high powered crossbows (es-
sentially miniature ballistae) mounted an the walls
which would certainly have excerded the range and
power of the crusader's hand weapons (Cahen, p.
129-35 and hiz comments; he discusses a number
of different types of crossbows and their uses), It
is true that mast Muslims didn’t carry crossbows as
most Muslims were mounted, but the infantry
certainly did, especially in besieging or defending
city walls. At least & portion of the Muslim archers
should therefore be crasshawmen.

In addition, there js still a debate concerning the
comparative effectiveness of the 12th century
crossbow and the composite bow used by the
Muslims. It iz far from certain that the crosshow
was more effective as the Fire Power Table would
indicate, this gives the crossbow a one paint advan-
tage at each range leval {see Latham, & Faris pp.
781, 145-63). For one thing, the compasite baw,
even if shot fram horseback had 8 much higher rate
of fire than the crossbow [(Paterson pp. 69%f).
Patterson also discusses the fact that in modern
tests the compaosite bow has been shown to be able
to effectively penetrate medieval European armour
at 100m. The numerous diseriptions of unharmed
knights with & number of arrows protruding fram
their armowr ¢come fraom the fact that the horse
archers often shot from beyond the 100m mark
[ta & maximum of c. 240m which would give the
Muslim bows a range of 4 or § instead of 2 and 3)
to provoke the knights into a charge and to avoid
return fire from Crusader crostbowmen and
archers. At these longer ranges the bows were
naturally less effective, It was not until the 15th
century with the development of the stesl cross-
bow that it was able to surpass the composite bow
in range and penetrating power [Payne-Galloway
pp. 20-30). Therefore, although it is not provably
incorrect to make the crossbow more effective in
the game than the Composite bow, it is highly
problematic.

An additional problem & the fact that not zll
crusaders used the crossbow, Many were armed
with shortbows (the long bow didn't come into
widespread - use in England until the following
cantury) as [s made clear by the Latin sources
[ltinerary 4:18)}. What the proportions were bet-
ween crusadar archers and crossbowmen is hard to
say, slthough it does seem that the crosshowmen
WRFE more important.

Merrman Engish Ergksh
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Armour

The rulebook givas the impression thet the armour
of the Muslim troops was, for the most part, either
non-axistent ar very ‘light [p. 14 caol. 3}, which s
born out by the fect that all Muslim troops excapt
Saladin’s guard are inferior in meles value 10 the
Crusaders. This interpratation of the relative
quality of the troops is not sustained by the his-
forical avidence.

It is possible that the mail of the Muslims might
heve been generally lighter than that of the
Christians. However it should also be recognised
that Muslim steel was superior to Christian at this
time, and therefore a lighter Muslim mail suit
would have been stronger and afforded mare pro-
taction than its Christian counterpert. The
Christian armour had to be heavier to provide
equal protection.

Whichever armour was superior, {and it should be
noted that captured armour of the enemy was
often worn by both sides) there is no doubt that
mast Muslim froops were armoured 1o some
degree. The "Treatise on Armament”™ written for
Safadin describes three types of armour used by
Muslim troops. First is the “Jaushan® which was a
form of scale armour composed of small plates of
gither iron, horn or leather, This is describad &s a
'Persian’ form of armour, and since at that time
Turks had come to completely dominste the
military of Persia, it is likely that ‘jeushan’ was
usad by the Turks, parhaps mostly by the
Turkamen nomadic tribesmen who didn't have
the metalurgical expertise to form good mail. The
second type is the ‘Kazghand” made by he Arabs
and was the common coat of mail. This armour
was used exteénsivaly by the azkaris. Finally there
was the ‘Kimukht' or leather armour, usad by light
troops and perhaps the Qaraghulam askaris {Cahen,
pp. 138-8). In addition, there are a number of
references in Muslim  histories to wheare the
Muslim  troops are said to have plundered the
coats of mail off dead Christian zoldiers [for
example, there is & fascinating tale of 8 Turk
wearing the armour of a Christian Knight wham he
had killed, whao is himself killed by a crossbow bolt
from  Richard Lionheart —  |tinerary  3:130,
Thousands of mail coats and other typas of armour
would hawve bean included in the plunder from the
battle of Hattin which would then certainly have
been worn by the Muslims at the siege of Acre.
Obviously, then, many if not mast Muslims were
armoured.

The Muslim sources mentioned above make it cloear
that chain mail was widespread, which the Latin
sources confirm. For example, describing the Turks
defencing Acre the Itinerary states “however close
tha {Turks’} armour fitted, or whether the coat of
mail was wofold, it availed little to resist the
darts from their (the Crusaders') arbalests,.”
{3:13). In other words, not enly did the defenders
of Acre have mail coats, many of them used double
coats, much like many heavy Christian knights,

Im addition | have zeen, handled and worn an
lslamic coat of mail, and from my examinztion
{although admittedly not scientific] it was of very
high guality. There are a lorge number of such mail
5Uits in any military museum in the Middle East,

Saladin’s Guard

The rules claim that "there was a faylag known
a5 Saladin®s Guard ... A heavy armoured infantry
infantry contingent with a longer spear and sword
and shield; it was basically a copy of the Christizn
infantry it faced™ (p. 15 col.1). Saladin’s anly
personal Guard unit was the “Halge® ar ‘circle’,
50 called beceuse they surrounded the Sultan in
timas of danger. They were the troops personally
commanded by the Sultan in battle, were all

askeris (i.e. armoured horse archers), and num
bered soma 1000 men, not the 5000 men faylag
the rules imply (Humphreys p. B2-3).They were
also usually Mamiuks (i.e. fread slave soldiers)
and wore special yellow unifarms. William of Tyre
states that Saladin’s bodyguard was “'A thousand
of the most vallant knights”, They certainly wers
not trying to copy Christian infantry, althouah the
Halga often fought on foot protecting the tents of
the Sultan.

Tha rulebook also states that part of Saladin‘s
Guard consisted of elita archers known as *The
Archers of the Eyes”, In actuality such & unit never
axisted in Saladin's army. |t seems possible that the
inclusion of this unit comes from a misinter-
pratation of a passage in lan Heath's Armiss of the
Dark Ages, where It discusses Fatimid Sudanese
Archars, and relates tham, samewhat misleadingly,
to the Mubian "Archers of the Eyves™ {p. 104).
Historically, it was anly Nubian archers who were
ever called "Archert of the Eves” and this was
mainly in relation to one battle where the Mubien
archers shot out the eyes of 150 Muslims (al-
Baladhuri p.380; Avalan, Mamluk, p. 201}, The
problem comeas from eguating Sudanese archers in
general [sudani being the Arsbic ganeric term for
Magro, of which Mubians were enly one group),
which were used mainly by the Fatimids rather
than Saladin, with one specific group of Mubisan
archers frem a spacific period of the past. At any
rate, there was never such a unit in Saladin's army.

Maphtha

Another unit included in Saladin's Guard in the
geme i5 a special naphths corps. As a general
rule the special corps of Saladin’s army were not
under the personsl command of the Sultan but
wire drawn from any number of cities in Saladin's
empire depending on local conditions and skills
(Gibb p. 834, & p. 90 note 771. Ta my knowledge
the Naphtha troops wore never gathered together
into one large unit but were generally in small
platoons which would be attached to various
Tulbs for a specific action. Instead of having one
naphtha unit, it would be more realistic to have a
number of naphtha units which would be attached
to regular units and serve to increase their meales
value in some way. Additionally, Maphtha was
used extensively by the Muslim troops in Acre
itself, and ''Greek Fire" is often givem as the
reason the Crusaders were forced to retrest from
the walls {Intinerary 3:158). This factor is not rep-
résentad in the game,

wlilitia

The rulebook states that “The rest of the army
{other than Saladin's guard) was a militia, raised as
needed and ... returned home at harvest time.”
This interpretation of Saladin’s army is reflectled
by the general inferiority of the Muslim units in
the game. Howewver, the askaris of Saladin’s army
ware by no means militia. They were a highly
trained standing army. They did, on occasion,
return to their bases at harvest because they owned
fiefs and wanted to be there to supervise their
affairs, but this was often by means of troop
rotation. Calling them a militia, with the imp-
lication that they were an wuntrained rabble is
incorrect.

Thera were militia units in Muslim armies at this
time, but they were generally raised only for
defense whan a specific city was attacksd, Gibb
(p.B2} states thet "local or militia troops, [were)
distinguished from the askaris in that they were
not mounted archers, but fought with spear and
sword. By this time, (c.11801 however, it is likely
that the ald militia organisations of Syria were
falling into disuse ...” For a lona term siege such as
Agre, it is unlikely that the militia units would
have been able to remain in the field as could the
regularly paid askaris,

Mashiub | | Caraqush Garrisn Garran Garrisun
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The Garrison and Fleet at Acre

As mentioned above, Saladin stationed a large
number of Egyptian askaris in Acre in order to
bolster the defenses of the local Syrian askari
garrison and the city militia. 11 would be impos-
sible to estimate sccurately what portion of the
troops were askaris, but there could have besn
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gevergl thousand present. Muslim crossbewmen
should also have been included in the garrison.

Another crucial sspect of the campaign which is
not representad in the game wWas blockade running
by the Egyptian fleet. On  werious occasions
throughout the siege Seladin’s fleat enteéred Acre,
bringing supplies and reinforcaments, The crews of
the vessels that entered Acre apparently often par-
ticipated in the defense of the city. The fiow of
ships, supplies and troops inta Acre played a vital
role in the defense of the city which allowed it 1o
hold out for so long. It was only with the arrival
of the large English and French flests that the
Crusaders were finally able to sscuraly blockade
the harbaur snd prevent any further arrival of
supplies and reinforcements. During the course
of the last month of the siege, however, there were
a number of naval battles as Muslim ships tried to
break the blockade lsee Ehrenkreutz, "'Naval" on
this entire guastian). The naval aspects ol the siege
would represent an important and imteresting
aspect which could have been included in the
design.

Auxiliaries

The rulebook also fails 1o make elear the fact that
there were Turkoman, Kurdish, and Arab tribal ir-
requlars who actually served as Saladin’s light
cavalry, The light horse archers in the game wiobcl
be eguivalent to the Turkoman and Kurdish tribes-
men but there were also mounted irregular Aral
Aedouins as well as regular paid Arab continganis
having varying degrees of armour profection
serving 35 lancers. On occasion, such as at th
Battle of Arsouf, Bedouins werg saen dismounted
firing bows, but they were not trained in mounted
fire, which iz a highly complex skill requiring
extensive trainimg. It is likely that there were
Badouin units who rode camels to the battlefield
and dismounted to fight on foot, either as archers
or spearmen, These light auxiliaries were used &3
seouts, skirmishers and raiders,

Playability

Although there are many errors in the historical
reconstruction of the Muslim armies for the game
fand other problems with the Crusader armies
which haven‘t been dealt with herel, the gama
design and playability, ke maost 5Pl products is
generslly good. A few of the rules which attempt
to recreate the military environment in which the
Crusaders and WMuslims fought will be briefly
pxamingd.

The division of the game-turn into a Bombardment
phase, or alternatively an Assault phase is 2 good
attempt 10 recreate both strategic and tactical can-
siderations in one game. I the Crusader decides
only to work on damaging the walls & turn will pass
with only a single Bombardment phase. On tha
ather hand, if melee combat occurs, an Assault
phate of ten “impulses” Is utilised, allowing for
tactical manoeuvring and combat.

Although the basic idea is good there are a nu mhber
of problems with the actual format of the Assault
phasa. Since one game turn [which apparently
equals two days) s divided into ten assault
impulses, one would assume that one impulse iz the
aquivalent of either ane haur if the assault phase 15
supposed te aqual one day of fighting, ar twoe
hours if it equals two days. A man in an hour could
easily walk a mile to two even over rough terrain,
Each hex in the game is about B0 metres, making a
mile some 32 hexes. In an hour, or one “impulse,”
then, @ man should be able to walk 32 hexes, In
the game, hawever, the average movemeant capacity
far infantry is only from 4 10 6 hexes, making the
integration of time and space, which is of wvital
impartance in actual warfare, rather canfused.
Furthermore, sach wnit equals from G00 1o 800
men and stacking is not allowed, which in many
ways limits the range of tactical possibilities by
limiting the possibility of cancentratian of force at
a given crucial area.

The rules for siegecraft, lwhich seem to have bean
based on ancther SPI game dealing with the
Turkish siege and congquest of Canstantinople)
including ladder assaults, bombardment, i ning,
rapairs, etc. areé very good, and in some ways they
spem to me 1o be historically the best aspect af the
game. However the rule on Muslim Imtervention,
which limits the Muslims to deploying only a
portion of their army in any turn, créates an un-

historical limitation on the Mushim player. Accord-
ing to the rulebook (p. 6 col.1) the entire Muslim
army can be deployed only twice during the game.
During the other 14 turns anly various portions
can attack the Christians. The problem ig that the
Muslim player must decide which portion af his
army is 1o attack before the Christian player
dacides whether to make an assault on the city.
Therefore, if the Christian Player makes a major
assault, and the Muslim player has chosen only to
cammit a limited number of units on that Turn, the
Christian player has the potential of aking Acre
while the entire Nuslim army sits idly in their
camp. Actually, whengver the garrison of Acre was
hard pressed by Crusader sssaults, they waould send
signals by means of drums and signal fires 1o
Saladin, who would then mobilise his army 10
gssault the Crusaders in the rear and relieve the
pressure of the city [ltinerary 315, 319}, Historic-
ally, then, Saladin attacked the Crusaders at
precisely the moment the Crusaders attacked the
city, something which will happen in the game
anly fortuitously if the rule on Intervention is
follawed,

On the whaole the game is enjoyable to play and
offers @ number of interesting challenges to the
players on both sides. Generally speaking, the
prablems are not with the design, but with the
atternpt to simulate a given moment of warfare
between twa historically definzable armies. In many
ways it saems that the game takes tha name of the
city of Acre, the names of the rulers af the op-
posing sides, and organises them in an imaginary
fashion which often bears little resemblance to his-
tarical reality. |n a sense, the histarical inaccuracies
make it o that the game is not really an historical
simulation of the siege of Acre, but rather 3
“fantasy’' game wearing an historical mask.

This situation is very unforiunate. The Acre rule-
book mekes the observation that "The Crusades
have been ignored by wargame designers” ip. 15
col. 3}, which is essentially true. In a single yeaar
therg are more wargames produced dealing with
gither the American Civil War or World War 11 than
have ever heen produced on the Crusades in the
entire history of the Wargaming Industry. As one
who has 8 depp interest in the Crusades and
Medieval warfarg in general, such a gituation i5 very
depressing. Yet it is equally depressing 1o séé those
few games which are produced on the Crusades
being marred by sloppy research and scholarship,

The Crusades and the period of Medieval war-
fare in general has great potential for gxciting and
interesting wargames which has been virtually un-
tauched by the industry. Yet to anyone who
knows the period, it is inherently no less imter-
esting than either the classical period that pr eceded
it or the age of technical warfare which followed,
It is hoped that a combination of accurats hiis=
torical research and clever pame dasigning will
one day rescue the Crusades as @ pariod for war-
games from the oblivion where it 50 unjustly
lies.
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Cobra was & game which should have been g sue-
=15 from the start, having the magic ingredients of
pnks and Mazis, and using the highly successful
PGG systemn. In fact it has not had quite as much
sttention or acclaim es the East Front games an
e same system. Dne of the reasons for this was
=0 doubt that the game as originally published in
SET 65 had Viectory Conditions so badly worded
&= to make an Allied victory almaost impossible;
ubsequent errata have rectified this, and Cobra is
pow an eminently playable and reasanably well-
balanced game. For my part, however, | entertain
Eertain reservations about the details of the system,
especially as applied to the Western Front; some of
these are relatively minor whilst others are more
fundamental, | hope that the rules changes which
they have led me to propose will be of interest 1o
pll those interested in the PGG system, although |
thould emphagise that | have not experimented
with the effects of any of these changes in East
Front games. For the sake of convenience the sug-
gestions follow the order of the ariginal rules.

(6.5) Overrun.

This is one of the more radical proposals, and war-
rarits some explanation. | have long been unhappy
gbout the standard tactic in games with rigid
movement-zocs of orpanising a defenzive line on
gliernate hexes, thereby exposing the minimum
pumbar of wunits to attack, wsing the minimuom
pumbar of units in the front line and at the same
bme making it very difficult to surround any unit.

COBRA
ECONSIDERE

ANDREW McGEE
oS- hee steps counts the same for stacking as one
e e e 11 B A M ek g sril) at full strength. Substitute the follow-
B kst MRy HSTIY ing for standard rule (7.1].
-'lﬂ'm

What must be happaning in reality is that the units
in the front line are spreading themselves more
thinly 0 as to be able to cover two hexes rather
than ong, but in this case thers seems no good
reason why attackers should not be permitted to
direct their attacks at the apparently vacant hax,
which 15 really being thinly held — it is odd, is it
nof, that one wey to render & hex immune to
attack is to withdraw all units fram it. To combat
this the following rule is proposed:

"LInits may attempt to averrun vacant hexes whieh
g subject to enemy Z0Cs and into which the
standard rules would noi permit them to mowe,
The cost to perform such an overrun is 3 Movement
Points, and such an owverrun does count against
averriun limits for the individual unit and for the
phase as a whole, The attacker’s strength is cal-
culated as in an ordinary overrun, The defense
value of the hex i3 found by calculating the
strengths of all enemy units exerting a Z0C into
the hex and halving the result, Column shifts ara
calculated exactly as for an ordinary everrun and
the overrun is resolved exactly in accordance with
section (6.5). The adjacent defending units do not
suffer combat losses, If the CRT indicates losses
for the defender but nonz for the attacker, then
the attacker may advance into the defending hex.
The attacker may not advence after a split result.”

It is to be emphasised that this procedurs is used
only whare the overrunning unit would otherwise
be unable 1o move into the defending hex,

(7.0) Stacking.

This is merely a proposal to tidy up a small
anomaly; the stacking limit is expressed in terms of
divisions, but no allowance is made for the efferct
of losses; a WS, Infantry Division which has lost

"The Stacking Limit is 12 Stacking Points per hex,
The Stacking Value of the wvarious units is as
foallows,

LS Armoured Regt 412
US Infantry Division 12/9/6/3
US Infantry Regt 42
Br/Can Brigade 63
German PG Regt G/3
German Inf Regt 42
Germen Pz Fegt 4,2

The first number indicates the stacking value when
at full strength, the second number is the stacking
value when at reduced strength, In the case of US
Infantry Divisions the successive values are for
successive step losses,””

{7.2) Divisional Integrity.

One fairly eomman rule about which | have always
had serious doubts is the one allowing & doubling
of strength when all the units of a particular
division are present, | do see that there will be an
improved performance when the whole division ig
fighting together, but | find it hard to beliave that
efficiency is doubled. Of eourse any change in this
will have guite a significant effect on play-balancs,
and in Cobra this will be principally to the detri-
ment of the Allles. Howewver, same of the ather
changes to be proposed here will swing the balance
back the other way, and this seems to offer a good
opporiunity to try out a change. Accordingly, the
following armendment to rule (7.2] is proposed.

"The effect of Divisional Integrity is now only a
50% increasé in  strangth, The definition of
Divisional Integrity and of the units eligible for it (s
unchanged.™

{8.2) Extent of Zones of Control,

Another of the minor amendmants; it concerns the
effect of bridged Major River hexsides on zanss of
control, It is & point not expressly dealt with by
the rules; Major River hexsides are said to negate
zones of contral, but nothing is said about whethar
this applies even to bridged Major River hexsides,
It seems reasonable that some kind of zone of
control should exist in such cases, but it i question-
able whether it shouwld be as strong as the ordinary
Cobra zone of contral. The following compramise
is sugoested,

“Movement Z0Cs do extend across bridged Major
RAivar hexsides, but these roncs arm fluid, It costs
ane extra MP to enter such a Z20C, over and abowe
the ¢ost of the termain, and one extra to leave it,
but @ unit may both enter and leave such a Z0C in
the same movement phase, and may move direct
from such a Z0C to another Z0C, as well as
entaring it fram another 20C, even a rigid ane, For
retreat and supply purposes Z20Cs do not extend
across bridged Major River hexsides,"

(9.0) Combat.

A mixture of miner and major changes here. First,
ters small ones:

(9.38] The one-column bonus Bs gliven to Tiger
tanks in attack as well as in defence.
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| hawe never understood the resson for limiting this
ascvantege to defence and cannot justify retaining
the original rule.

[9.76] This rulz is abolished, Again | can find no
justification for it. It is extraordinary to suppose
that all the trucks will be lost when the division
retreats. Sines the truck markers can be fairly
freely interchanged between one division and
anothar, it might be argued that there is in fact an
abundance of trucks but a shortage of petrol, and
that what is really simulated here is the allocation
of fusl, but remember that the marker may be
raplaced on the ssme unit in the next replacement
phase, o that this argument asks us 1o assume that
the allocations of fuel are being chopped and
changed every two or three days.

Mow for the two major changes, The first concerns
the options available to the attacker when he
suffers 2 combat rasult. The standard rule in Cobra,
as in 51l PGG games, is that he may retreat or may
take the step [osses. In PGG iself this is 1o some
extent & genuing dilemma singe it may be impor-
tant to keep an integrated division together for
overrun purposes in the second movement phase.
In Cabra overruns are not permitted in the secand
movement phase, In any case it & surely un-
realistic to think of the attacker simply politely
pulling back on discovering that the enemy forces
are too strang for him. When a division attacks anc
iz repulsed, people tend to get killed ane! there is
littlie to be done to prevent this, Accordingly, |
propose the following radical amendment:

“The attacker is obliged to take all his combat
results as step [osses,"”

It is, | think, worth saying a little about the effect
this has been found to have on the play of the
game. It might be thought that, combined with the
reduction in the effect of divisional integrity, it
would severly handicap the Allied armoured divi-
sions. In fact this consequence is mitigated by two
things. First, the armoured divisions can lpse &t
least two, and in the case of the Americans three,
steps  without forfeiting integrity; second, the
Allied Player quickly learns the importance of
attacking with combined forces of infantry and
armour, using the infantry to take the loss, In this
rather indirect way combined arms tactics arg
forced on the player. Far the Germans of course
thiz rule is of less importance, since they spend
most of their time on the defensive. The next
change ie aimed entirely at them, however,

Obviously the owerall strategic situation of the
game is that the Germans are an the defensive. In
addition they will generally be fairly seriously out-
numbered. To some extent it is difficult for
defenders in such circumstances to retreat fracly,
and for the Germans this was aggraveted in the
ariginal campaign by Hitler's insistence on the -
portance of retaining ground even st the eapense of
losing men, Admittedly this ingistence was not &0
pxtreme as at times an the Eastern Front, but there
WEFE numersus cocasions when the Fubrer took it
into his head aither thar a particular piece of soil was
wital or that his generals were conspiring U retreat as
far as possible, and consequently issued orders to
fight 1o the last man. To simulate the combined &f-
tects of these factars, when & Garman unit sufférs a
combat loss and wishes to absorb this by retreating,
the German Player rolls one die and consults the
table below.

Die-rall

Combat 1 T e | 1
Hesult 2 - wid = 1 1 2
] - 1 I 2 2 3

4 i 1 2 2 3 4

The number shown is the minimum number of
steps which must be taken as losses rather than
retreats, The German Player has of course always
the option to lose more steps than this if he thinks
it the wisgr COUrse.

(10.0) Headquarters Units.

The standard rules allow the HQ of General Patton
to be used to give two combat shifts for American

Units. No other &llied HQ Is favourad in this vway
although all German HO' may be used for the purs
pos# of combat bonuses. | am deeply suspicious of
this rule, regarding it as merely anather chapter in
the SPI story of how the Americans really wan the
war all by themselves, and have preferred to dis-
ragard it. | would propose its abolition,

{11.0) Supply.

Supply rules have always been a particular interast
of mine, not least hacause | have thought them the
poor relations of game design. Cobra is not a suf-
ficiently complex game to réquirg sophisticated
supply rules, but there is in my éxperience a flaw
in the rule that the supply ling may be of any
length: | have on occasion seen U5, units trace
supply from Avranches via Falaize, which is surely
stretching balief a little far. | think that the follow-
ing amendment 1o rule {11.1) represents a sensible
COMPramise.

o ling of supply may cross 8 maximum of threes
non-raad hax-sides betore leaving the friendly magp-
edge, Both Primary and Secondary Roads count a%
roacds for this purposs. The non-road hexsides may
or may not oceur in immediate successian.”

(15.3) Carpet Bombinag.

A small adjustment is proposed in this section,
Givan that ona game-turn represents three days, it
gppms to me excessive to forbid all movemant
through the bombed hex in the succeeding Mech,
Mavernent Phase, Therefore | suggest allowing such
maoverment but at an additional cost of three move-
ment poinis,

The twe sections which follow, (1800 and [(18.0),
have of eourse no caunterpart in the standard rules.
They smbody further changes and developments,
which | offer for your consideration,

{18.0) Reserve Designation and Commitment.

This rule was developed at least partly to restore
game balance when it was found that some of the
other changes, in particular the limitation on
Carman retreats. had tilted the game considerably
in favaur of the Allies, One problem which arose
weas that the Allies found it so easy 10 tear holes in
the German line that in almost every game the
Germans were surraunded by about turn 5, To
counteract this it was decided to allow the Germans
tha option of designating certain units 35 reserves,
and to give them a special movement phase in
which te attempt to shore up gaps created by the
allies,

The Seguence of Play is amendad by the insertion
a1t the end of the German Player Turn of a
“Raserve Designation Phase’ and the inseértion im-
mediately after the Alijed Combat Phase of a
“Reserve Movement Phase™.

(18,1} Reserve Designation,

In ithe Reserve Designation Phase the German
Player may designate mechanised units as reservies,
To be eligible for this status the unit Must not at
that time be in an enemy movement-zoc, whather
rigid or fluid,

A unit which has been designated 4 reserve is
aligible to move in the following German Reserve
Movernent Phase, It is not eligiblé to move in the
following German Initial Movemant Phase, whather
or not it performs Aeserve Movement, Thereafter it
loses Reserve Status and may fight and move nor-
mally. 11 may be designated a réserve again on any
puember of turns, 50 long as it satisfies the con-
ditions of this rule.

(18,7} Reserve Movermant,

In tha Beserve Movemeant Phase any unit currently
in Raoserve may mowve up to its full movement
allowance, as medified by the weather, which is
the prevailing weather of the Allied Player Turn.
Thiz movement is subject 1o all Supply, Terrain
and Zane of Control Bules, No Owverruns may be
performed in this phase,

(19.0) Hitler Directives.

Hitlar's intervention has been mentianed briefly
already in connaction with Combat Results; but his
insistence on holding the line obviously extended
1o attempts to withdraw units not in combat. In
addition there was the case of the counterattack at
Martain, which he orderad for the night of Bth-Tth

August, against the opposition of his commander|

on the spot. To simulate intervention of these weine N
kinds this rule limitz the movement of Germarsanng
units and reguires the German Player to make sdes 10
certain number of attacks, found

119,1) Halding the Line. P
119.11} Subject to sections (19.12119.13) angame |
(19.14) any hex which is in a German Movementsucces
Zoco at the start of a German Player Turn must bigtanda
in such 2 Zoc a1 the end of that Player Turn, unlestfior thi
a hex further' north in the samg hex-row s in adeawel
German Movemeni-Zoc at the end of the Playersne ca:
purn, Different units may be used at the start angositic
end of the turn to fulfil this requirement. A movesith |
which would result in the violation of this rule igsry 1o
an illegal move and may not ba mada. SO Tion
rarmaly
{19.12) The German Player may ask the Fuhrer'sy is d
peEFmission to dismgard rule 119.11]. He does so byliscrin
designating any ong ar marg hex-rowes, not NECESmoven
sarily contiguous, in respect of which he wishes tthaps
make the applicétion, He rolls two dice, modify ingsuch
the total as indicated in {19.14). |f the modifiedsime ¢
tatal is 10 or more, he may disregard rule (1911 knit ©
in respect of the designated hexrows for the rest oifsohe
thr current game-iurn, Eming
pmathi
{19.13) Applications may be made at any time Neagsib
the German Player-Turn, 8nd the number obehiew
applications 1o be made in any one Player-Turn isait :
unlimited, save that only one application is allowetsstion

in raspect of aach héx-row in any ong turn. v B
| dpgres
(19.14) The die-roll is modified as follows: Nrtie |
Turns 58 +1 Allied WP's 2140 +lgrer 1
g9.13 +2 4160 +3=ry b

B1+ +Z
The G

For the purposes of this die-rall ONLY the Alliecadls |
WP total does not take into acocount points scorecgthes
by the Germans for exiting units off the eastermmpor
eclge of the map. In addition the tolal i5 increasedesck

as zhown below for the Allied capture of the townsesies

indicatad, Eaen
|_dinl |
g1 Lo +10) Lisiewux +1&
Caen +15 Falaise + 2 ([
Willadieuw +15 =y
- g

A town is captured for this purpose when all itsess
hexes are occcupied or were last occupied by Alliederme
uriks,

0= th
(19.2) Exiting Umnits. [ PR
{19.21) The German Player is restricted in his freefse §
dom to exit units for the purpose of satisfyindees o
Wictary Conditions, e =

[ =
[19,22) At the beginning of esch German Playerssses
Turn the German Playver ralls one die and adds thesters
pumber af the turn to i1, The result iz the maxiscog
mum number of units he may exit from the mapes <5

this turm, e T2
[19.3} Compulsory Attacks, e
{19.31) Each turn the German Player is liahle toSecin
he required to launch 8 number of attacks. & $of

) my

{10.32) At the start of each German Player-Turme wes
the German Player rolls two dice snd subtracisses
from their sum the number of the Game-Turn, Theowes
result is the number of attacks he must launch thateits
U,

:*.-."3
(19.23) The maximum number of attacks these g
German Player may ba reguired to launch in anykiliss
one turn is four. If the process described in (19.32]sede
produces a result greater than four, then thefe o
German Player must launch four attacks that turn. Sl
[(19.34] An overrun does count as an attack for thas =k
purpeses of this subsection, i

o
(19.4] Disobedirnce 1
(19.41) At the start of any one German Player bl
Turn the German Playsr, after determining the
weather, hut belare doing anything else, maysass
declare that he intends to disregard the Fuhrer’s
arders this turn, Becai

{19.42) The elfect of this declaration s that rlesg =
119.1) (1921 and (19.2] are suspended for the
duration of the German Player Turn,

(19.43] This option may be exercised anly ance in
tha garme,

|



ammanders
thege o The New Game.

i German Maving set out all the new rules, it seems a good
0 make didea to say a little about the effect they have been
found to heve on the play of the game,

Dbviously the German Playver must spproach the
2.13) andgame in a way very different from that likely to
fovemnent-succeed in the standard game. One criticism of the
n must bestandard game has always been that it is too sasy
s, unless for the German Plaver to make an ordarly with-
oW i5 in adrawal fram the map, This is certainly no longer
he Player-the case, for he is now obliged to hald the forward
 start end positions for & long time, unless he is vary lucky
I. A mavewith the die-rolls. In this context it is neces-
his rule issary w0 think carefully about the use of the two
options which are given to him hy the new rules,
ramely Reserves and Disobedience. With Resserves
e Fuhrer'sie is dangerous to designate units as reserves in-
does 50 by diccriminately, since they lose their next initial
not Nacts:movament, whather used as reserves or not, Per-
i wishes tokaps more important, the value of a reserve s
modify int much diminished if it is in an enemy Zoc when the
: modified $me comes to use it, so it is helpful if the reserve
i= (19,1150t can be in some way screenad by infantry,
the rest of Disobedience is available anly ance, and good
sming is essential, The ideal conditions are hed
. m=ather and g3 few German units in Allied Zocs as
W Ume Mggesible. LUnfortunately these cennot always be
umber Ol gehigved, and in my experience players tend to
Br-TUrn iSgait as long as possible before BXercising this
i sllowedggtion. | consider this a2 mistake, because using dis-
n. cbedience ta galvage something from what s
simost 8 debacle usually means that vou get very
i vitle bemefit from it | woluld favour using it no
i 2140 +15ter than turn four, unless the Allied offensive je
41460 +2wery badly stalled.
61+ +3
The Germans can do relativaly little abhout the die-
the Alliedrolls for determining when they must take losses
niE scorédrather than reétreating, but this rule makes it quite
e oEAsterrumportant 1o mix infantry 2nd armour 0 the same
ncreasedstack where possible, and this is in turn made
the townzeasier by the new stacking rules — when units have
taken losses it is easier (o stack a few infantry units
with a Panzar Division, for example,
+15
+200verruns against vacant hexes are in practice used
mainly where a stretch of good defansive terrain is
being held by weak units and there is & less dif-
en all itsficult hex between them, and this now gives the
by AlliedGerman Ployer something extra to worry about,

On the Allied cide the three important changes are
Divisianal Integrity, Supply and Attacker Losses,
n his free-The first makes a noticeable Impact atter the first
satisfyingfew turns whan the Allies begin to come up against
the main German forces. Mothing can be done
shout it, and the Allied Player just has to
an Playersemember that hic force is less strong than it was,
1adds thelnterastingly this change does notl seem ta have
the maxiencouraged players to split up integrated divisions,
1 the mapwhich | had hoped would be ane of the con-
EQUENCES,

The new Supply rules shauld ofiset the effects aof
 liable tofarcing the Germans to hold the front line, at least
. to some extent, by making it mare difficult far the

Alligs 1o surround them without putring them-
ayer-Turmelves aut of supply, whilst the Allies obligation 1o

subtractsaie results as losses will blunt their offensive
Turn. Thegower by making it necessary for them to take
unch thatanits out of the line for refitting.

Qverall | am inglined to think that the balance of
racks theme game has shifted somewhat in favaur of the
ch in anyAllies; certainly playing the German side has been
n (19.32)made significantly more difficult, but | belisve that
then thele cverall result has been to improve the game as a
wal arn, pmulation as well ag 1o offer a new challenge, I

fou've put away your copy of Cobra bhecause Yol
- for thelink you've solved all its problams, perhaps this

Fhicle will encourage vou to get it out again, |

ponE 50,

n Player-Sibliography.
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WAS NEVER LIKE THIS

INITIAL IMPRESSIONS OF CAR WARS

from Steve Jackson Games

JOHN LAMBSHEAD

T4, PEDESTRIANS: If a vehicle collides with a
paedestrian, the pedestrian takes full damage (e
Callisions).”

Te. KILLE: A “kill™ is scored when an enemy
vahicle can ho fonger mowve or fire, either because
of & direct attack or Decause of an atiack during
combat. The occupants do not have ro die, Killing
& pedestrian fs nota kill,”

Car Wars is 2 micropame (oops sorry, Metagaming
have capyrighted that, | mean small game in a
plastic bag of coursa] which examines car to car [or
bike, et¢.) combat at a tactical level, Chad Irby and
Steve Jackson {the colonial one] admit respons-
ibility for its design. The cars in question baar little
resernblance (o my trusty Ford as they are armoursd
and are equipped with an unusual renge of optional
extras. MGs, Flame throwers, Missiles, Qil sprays,
Minedroppers, Anti-tank Guns {7}, Lasers [??) etc.
All of which is a little fabulouws if, like ms, vou
think that a cassette-recordar, whip aeriel and
cigarette-lighter-which-lights-up-at-night are the last
word in motoring saophistication. In ease any poaor
naive soul has still zome doubts about the purpasa
of this game | will bluntly lay it on the line, You
have to destroy everybody elss’s motor car to win,
Car Wars loaks forward to a near-future when the
citizens of tha LSA live in fortified townsz dining
exclusively off algae and the countryeide belongs
to psycopaths in armed vehicles. Oh, and .he chief
récreation is watching motor, “destruction-derbies’
spiced up with & collection of weaponry which
would not disgrace an armoured division.

Inevitably games like this spark off the usual argu-
ments on the ‘morality in wargaming’ ling, Mavbe
| should state my attitude right awsay, It is either
maral or immeral to derive entertainment fram
games based on violence., Attempting to draw lines
betwean which types of vielence are a "good thing’
and which a “bad thing' seems nonsensical. I tanks
shooting at each other are fair game material then
50 are cars, Incidentally if wargaming is immoral
because entertainment is derived from death where
does this leave the book publishing and film
industry? John Spence informs me that, with the
game, a car sticker is supplied, This apparently
bears the game motto Drive Offensively. | would
sugnest  that displaying this sticker would be
damned offensive in a8 country where the most
commean  form of violent death is the traffic
‘Bccident’. 11 would also be infantile and poten-
tially vary stupid. Imagine the following scene, One
of Inspector Knacker's flat-footed goon squads has
hauled you up before the beak charged with a
henious crimo, like doing 31 mph in a built up area
or not having enough water in vour windscreen
wash-bottle. You lig there in chains grovelling and
protesting your innocence when the prosecution
play their trump card. Why are vou driving sround
with Drive Offensively plestered all over your rear
window? Explanations of “Oh it"s only a joke and |
don't mean it literally but yvou see | play this game
where you drive around shooting people and
running down pedestriang’ are not going to get you
vour licence back, They might just win vou a free
vallium holiday at the happy farm while trick
eyelists discuss your relationship with your father,
As an idea Car Wars is tasteless. But bad taste is not
necessarily criminal, immaral, fartening or aven
undesirable.

For a minigame [that's not a copyrighted term is it
John?l Car Wars 5 quite deeently presented
although, of course, the customer is expected to
cut out the counters and map sections. The second
surprise about this game is that it iz fairly detailad

gnd quite complex, Indeed | would rate the eom-
plexity at about Air Farce level, Oddly enough our
old friend the hexgrid has been abandoned in
favour of squeres — you remember squares, Cars do
not move from sguare to square though but can
move in any direction in one inch increments,
which are equivalent to 10 mph. | found this &
little disconcerting and would have preferred a nice
simple hexgrid, after all if it's good enough for
Air War! Each ane second turn is divided into ten
movement phases. Cars move in ane inch incre-
ments in these phases according to their speads.
For example a car moving at 10 mph moves once
in phase six, 8 car moving at 50 mph moves in
phases one, three, five, seven and nine while a3
cardboard counter doing a ton-up moves in all ten
phases. This system allows all vehicles to move
more or [ess simultaneously. It is not new having
been wsed by miniatures” people (a5 opposed to
miniature people) and in same board games, ..
Star Fleet Battles. This system is QK. where there
are anly two counters on the board, e.g. most
SFB duels, but can get excruciatingly tedious
wherg a number of counters are used, e.9. Car
Wars. To same axtent this is offset by good player
dids in the latter game. As well as driving in &
straight line players are offered 3 wvaeriety of
‘'manceuvres’; turns, drifts, swerves, pivots and
something called a bootlegger reverse — which
seems to be g sort of handbrake turn, The man-
CEUVTE SYSTEM i guite interesting, Each ¢gr begins
with g certain “handling number® which depends on
its suspension type, During a game-turn each man-
O2uvre causes a number to be subtracted from the
handling number. As the handling number drops
the controlling player must start relling an a lass of
cantrol table, If he loses contral the car will skid
and possibly roll. As wargames go this iz a fairly
sophisticated systerm - so is it anvthing like
driving a cer? Well, no, not meally. This emphasises
that we should beware the pitfalle of evar casually
assuming that our eomplex games bear too much
similarity to real life, whatever we conceive thet to
ba. While on the subject of mevement | should
paint out that ears have different acceleration
ratas according to their power to weight ratio,
while their decelerations largely depend on theair
handling number,

Combat is as intricate as movement. & wWeapon can
be fired once at any time during the game turn, To
damage a target, first a line of sight must be
established. Then dice are ralled on the hit table,
the die roll being modified according 1o & varisty
of factors, range, target size and speed, visibility
etc. If the wespon's hit number, or better is
rolled then the weapon has hit {simple innit?},
Damage is scored on the target according to the
weapon's strength. Gonerally vehicles take hits on
their armour first and then, when this is destroved,
on their inmards. Other rules cover crashes, col-
lisions, road debris, uncontrolled wehigles,
pedestrians, craw ckills, vehicle design eto.

Well there 'tiz, | must admit | find it difficult to
sae who this is geing to appesl to, It is a little too
complex to be a 'fun’ game or to be of much
interest to the lunatic fringe. On the other hand
who wante 1o expend so much effort simply to
drive an armaoured beach buggy around, The back
cower shows a teenage lad in the act of heaving a
grenace out of a car window, Apparently this was
the winner of the first Car Wars Tournay. Perhaps
that answers my guestion. A combination of intel-
ligance  and immaturity is reguired for a full
appreciation aof Car Wars,

e . =~ i)




IRONBOTTOM

SOUND-

Prime Ministers

medical record
found on
rubbish heap

'‘Roll on the Rodney, the Nelson and Kenown
You can't have the Hood ‘cause the buggers gone down’

R.M. drinking song

JOHN LAMBSHEAD

Ironbottom Sound " is a tactical simulation of the
night actions fought off of isie) the island of
Guadaleanal in 1942 It is sold in & large flat box
with the usual ‘Marval Comic' artwork. It has
always baen something of a surprise 1o me that
more games companies do not use good com-
marcial artwork to sell their wares, Inside the box
we have the usual rules booklet, 8 nice large hex
sheet, with & cut-out Save lsland which may be
moved around on the map. Essential tables are
presented on separate cards, as ara the scenario set
ups. Ships are represented by counters on the map,
but alsa by sheets listing the necessary tacticsl
infarmation pertaining to the ship in question.
These sheets are necessary because this gama is a
vary detailed examination of surface ship combat
at night {i.e. close rangel, and so it would be
impossible to place all the necessary information
on the counters. LS. includes all the ships that
took part in the battles at Guadaleanal plus those
that might have done, This last lst is interpreted
fairly generously to include various Europaan war-
ships, German, British, Duich etc.

Fascination with detailed ‘big ship® battles is as old
as wargaming itself. This game is spiritually in the
Fletcher Pratt camp with batties being decided by
the weight of shells one vessel can hurl at another.
Df course anyone wanting to play such a game
wirth W warships faces an irritating proolem. kn
this war his beloved capital ships were largely
floating targets Tor subs and planes, Indeed, | am
told many of these armoured monsters anly ever
used their guns in anger while on shore bombard-
ment. Exceptions to this general rule were the
battles st Guadalcanal — so here we are,

Let's go on & guided tour round an lronbottom
Sound warship; for example the Japanese heavy
cruiser Aoba, Firstly the ship®s tactical sheet
informs us that it has primary guns of 8in. calibre
and secandaries of 4.7in. calibra. A schematic
outline of the Acba is given by boxes. Each gun
battery is depicted by such a box. Arrows indicate

the field of fire af the

o

battery whilst its gunnery
factors (weight of shells) are also listed, Next we
have the ships tlotation factor {"C' class in this
case]l which is used in the combat system, The
ship is.also shown as having two lateral torpedo
batteries with 24 in. torpedo tubes, and reloads,

On the Aoba is an aircraft box (1his can catch firel)
and a fire control box {*M°). Should the latter be
damaged gunnery iz detrimentally affected. Lastly
there aré a number of empty boxes which rep-
respnt  huoll gt-:_tiurns. Whean all these have bean
destroyed the vessel turns into a submarine. The
Aoba's maximum speed is given on both the sheet
and counter. 11 takes the form of three numbers,
6, 5 and 5. This means that on turn one the ship
has a top speed of six, but only has a maximum
speed of five on turns two and three. Effectively
then this ship has an aversge maximum speed ot
§.33 recurring per turn, The mMovement system is
mice ane easy. Essentially you trundle around at
your set speed making 60 degree turns for fres,
while 120 degree turng use up an extra movement
point, One is informad that ‘Because of a ships
water envelope as wall as the inabilfty ro rapidly
increase or decrease @ ships speed, ships must
axpend MF in refation to their speed on the
previous turnd | think anyone who has even driven
a car or pushed a barrow accepts that it takes time
to secelerate or decelerate a lump of metal —
where water envelopes come inte this | am not sure,
Howevear wi press on,

Sequence of play is as follows, All ships movemant
is plotted in advance, as is all torpeds fire and the
diraction the tin-fish are sét to run, Then all the
ships are moved simultaneously. At the same
time 1orpedoes move across the map in full view of
both players in exactly the same way that real
torpedoss don’t. An optional rule suggests that
torpedo movermént be noted down in secrét on
scrap-paper until such time as they come ngar a
ship. | recommend that this rule be used, despite
the extra wark, otherwise torpedoes are easily

evaded at anything other than minimum range. If
torpedo and a ship occupy the same hex, die ar
ralled 1o see if their association bacomes moi
intimate, However, damage from torpedoes dod
not hacome affactive until after the gunfire phase,

Cannonfire is réeckoned to be simultaneous, Ta fir
at a target you must have a line of sight and it muy
he within range., The wespons gunfire factor
cross indexed against the rall of two die (an 116
die rall system is used). Various modifiers affeg
the die raoll, e.g. range, orientation of terget, 1arge
an fire etc. Ona rolls on the gunnery hit table fo
any hite inflicted (again two die read as 1166
This die roll is again modified; this time by gul
celibre wversus type of target. Surprise, surprise
4 inch gun will cause more damage 10 a destroye
than & battleship. This table gives results like, hul
damane, primary gun damage etc. Certain hits ca
only be achieved if the shell has penetrated th
target ships armour at the appropriate range. S
guess what — on to the armour penetration table
Certain hits just say 'special damage®, This require
pwo die to be rolled against the specisl damag
table, This can result in the ship catching fire
blowing up, suffering an engine malfunction o
gome  similar  misfortune. Optional rules cove
improved radar, starshells, searchlights and a '66
table. |T a player rolls sixty six an the gunner
hits table he is immediately obliged to rall again o
the 86" table. This tells him what damage his owi
guns have done to him. Cute little things like firi
ar electrical failure,

At some point in a review one is supposéd to maks
grudite remarks aboutl simulation quality. Now

am gaing to start this section with a confession
What | know about WWII ship design could b
written in neon letters on the back of a Britisl
Leyland profit sheet, Mevertheless it all look
armazingly impressive with lots of data and tabies
Iz it @ simulation of Guadalcanal? Ah well nov
that, as they say, is something rather different. /
rather nice succinct account of this campaign |
given by Macintyre, 1968, (Battle for the Pacific]
It iz clear that these were rather unigue battles
The side that spoted and identified thei
opponents first would ¢lean up, inflicting heaw
casualties, In theory the Allies shouwld have had ¢
majar advantage in these night actions with radal
eguipped ships, In practice the radar advantage wa:
oftan thrown away by amateurism, incompetend
and a complete incomprehension of its potential
In contrast the Japanese were skilled, highly
rained professionals. In addition the yellow péri
could deplay their excellent ‘Long Lance' tor
pedoss, the existance of which was completely
unknown to the Allies. Maturally the inevitable
result was wall to wall carpeting of Allied warship
serass the sesbed of the sound; with the odd sor
of Mippon doubie parkad an 1op.

In the game there are visibility rules for each
scenario. These mipht say something like Jap
visibility 12 hexes, USA 10 hexes, This meand
that a Japanese ship could open firé on a target ug
to 12 hexes away while Allied ships are limited tc
& cambat range of 10. In practice this is of littley Ph
advantage to the Japanese player as both side cansalles
‘epa’ supposedly undetected ships on the map andsres
manoeuvie accordingly! | sympathise with théo: o
designar's prablem here as | can see no solutionigve |
shart of two maps and a referee, 115 the ald ‘eyégesi),
balls in the sky' problem once again (withsg),
apologies 1o Boot the wonder racing dogl. Steview
instead of surprise overwhelming attacks by hiddenybiec
enemies these scenarios tend to be more like sludive s
ging matches, Forunately  hidden tarpedcey |
mavement restores much of the tactical fingsse —ean’t
mspecially if you don't tell your opponant you havesess|
fired anyl Also the close combat range dogs MEANE enc
that weaponfire achieves comparatively ouickssies)
results on targets, It's not as bad as thosel yo
Dreadnought gamas where you both blast away 81Fhes
sach other until wrist fatigue through dia rollingAho
sats in. pcd
i Ty
ironbottom Sound was designed by Jack Gresngsese
and iz published by Quarterdeck Games. It's 3sar |
specialised game for a specialised market. 50 g,
vou're after an upmarket gun and armour navale- e
game then this is warth consideration, but perhapse &
mat ane far the casual buyer, TS
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is of littleln Phoanix no. 30 Messrs Bolton & Orr issued a
N sida canghgllenge to the readership of Phoenix to name
* map andiree or more “African based games ... which did
with thésgt gecur in WWIY, Sinee no-ane elsg seems 1o
1 soluticnfgys 1aken up the gauntlet, | suppose | might a5
s pld '@vegell, Easy ones first: South Africa (SPI), Africa
sin  (withisa) Modder River (Yorkshire Games — recently
dogl. Soesviewed in Phoenix), Sechutztruppe (Bumpas —
by hiddengbject of Messrs Bolton & Orr's review). That's
 like slugsue so far. Then: Roark's Drift (sic — or something
torpedogery like it), Isandlwhana and Fortress Rhodesia
finesse —=sn’'t remember the companies that did any of
t you havesess) and Angola [Games Shopl, Up to nine, Two
jogs MedNSeench Fareign Legion games [with funny foreign
ely  quicksses] by Bearbug Publications make eleven, and
3 thosed cou allow Source of the Mile we have twolue,
it =way 3= there are African besed scenarios in Frigate
e rolhingisesukir Bayl, Raid [Entebbe], Chariot {Bubastis]
b Aifla & Sabre [a couple of Boer War engage-

pees1) — and passibly others. Sixteen if vou coaunt
ckk Greene@ess - | shall be conservative and not include games
ses. [1's & sclude Africe on the margins, such as Punic
k#t. So if Widdle Sea. Conguaerors, Sinai, Chinese Farm
Soarr maval

e Moar will | include the two-nap SP1 Rorke's
* peme which, thouoh it resched playtesting,

kely now ever 1o surfece (though Eylau
r wemntuelly ), Mor my own Invasion — Chad|
Napcipon 2t Lubumbashi, both of which are
Nl el seweare research problems.

gt p=rhap

ANGOLAN ROGER MUSSON
CIVIL WAR
1975-76

S0, at legst eleven and possibly sixtean or mare
(what have | missad?], in fact Africa hasn't done
tao badly, Australia, now, there's a place with very
feww games set there, Mind you, it dogs have &
shaortage of battles to be quite frank, There's
nathing much bevond the “battle” of Euraka
Stockade in 1854, and that little engagemeant was
nat much more substantial than the so-<called
“hattle of Bossenden Wood"” which you some-
times see guoted as the last batte on British
goil. India is far less well-represented than Africa,
considering the number of battles that have bean
fought there, But bevond a few more Rifle & Sabre
gcanarios, thera's mot a lot thers in game terms.
And Souwth America & a very undar-gemed con-
tineni: | can quote you two only (not counting
Conquistador — any advance on two? Come on
somabody |

Arwway, | must leave this enocrmaous digression and
come down 10 the subject of this review, which is
the Angola game aforementionad, by the littla-
knaown Ameérican company, Garmes Shop.

Abicut the company | can tell yeu little, 11 is new
to me, but Angola is not 8 brand-new geme. The
rules are dated 1979 and the map 1977 so either
the game had a long gestation or there's a wee mis-

print creépt in.

The subject is the complicated threecornered civi
war fought in Angola in 12756 batwean the
Popular Movement for the Liberation of Angola
IMPLAL, the Mational Liberation Front of Angola
iFMLAL, and the South-African backed Naticnal
Union for the Total Independence of Angols
(UMITA), This fierce struggle began with the de-
colonisation by Portugal of her Angolan territory
in 1974, gnd ended in March 1876 with the col-
lapse of FRMLA and UNITA, and the internatianal
recagnition of MPLA as the legal government of
Angola, Howevar, if you've baen raading your
newspapers racently, you'll know that the matter
is not entirely closed vet, with further 5. Africen
fighting in Angola, albeit aimaed more at SWaAPQ
than MPLA,

The game covars the maost important part of the
war, from about October 1975 to the end, though
the exact date of the start of the game s nat given.
There are twenty weekly turns, (Tha hex scale is
sbout 25 miles to the hex.) Either the game can
be plaved gs a thres-plaver affair, or a two-player
version can be schieved by having one player con-
trolling both the FMLA and UNITA, with the
proviso that the two forces must be plaved in-
dependently of one another (so the Allied plaver
effectively gets twa sub-turns). Historically, there
existed a loose alliance of sorts between these two
in the face of a common enemy, the dominant and
Cuban-backed MPLA, but they never trusted ong
another that much,

The rules are fairly simple and straighttforeard:
no stacking combat valuntary, by differential, no
aclverse effects on attacker; Zonos of control rigid
bt not locking: turn seguence is reinforcement,
movemant, movement of supply units, supply
reinforcemeant, cambat, The rules to watch are the
supply rules, This is one of those games where you
use wp supply units whenever you attack. Supply
radius is very restricted {two movement points)
gnd to top it all, supply units may only be moved
plona transport lines, which are not as many as
might be desired, The eftect is ane of making the
ocrganisation of effective attacks rather hardear than
wsual: attacks must be channelled along transport
lines, Mote also that & unit more than three move-
ment points from the nearest road or trail cannot
be attacked at all; supply cannat be brought within
range, However, units are allowead to attack more
than ance in any combatl phase, providing you can
came up with sufficieant supply units to fuel each
attack,

There is one aovelty in the rules: o player, if things
gre going so badly that he has no hope of con-
ventional victory, can switch to guerilla warfare,
The etffect of this is to convert 8ll his units into
litthe guerilla bands thet waltz round the map
ignoring supply and Z0C, Whareas victory in con-
ventional war is detarmined on the basis af ter-
ritory  held, a guerilla player is awarded victory
points on a different schedule, based on how many
lines of communication he can cut, with paints
also for destroving enemy supply units,

More interesting and unusual than the rules,
though, is the strategic situation, The MPLA starts
off defending a dumb-bell shaped strewch of ter-
ritory right across the country, with the FMLA 1o
the north af him and the UNITA to the south.
Each side has its problems, FNLA is wellsupphed
with troops but iz pitifully short on supply.
UnITA has supply coming out of its esrs, but has
rotten troops [whereas FMLA units are almost all
2-3-45. UMITA is laboured with 1-2-35 Tor the most
part, with a few 2-2-45 and 2-3-4s5). MPLA, on the
ather hand, has plemy of supply and plenty of
troops, both good and bad, but has 1o fight off
both FMLA and UMNITA together. Evan in the
three-player wersion, thess two hawve got o con-
centrate all their efforts on crushing MPLA, If
they start fighting one another, i1 is sure 1o give
MPLA an easy victory,

I'll consider the position of each side in turn, start-
ing with the MPLA, The first decision 10 make is
what to do about Lunda province in the esast,
Holding the road through Malanje is next 1o
impassible, Meither opponent can actually attack
i1, far thera’s no way for them to bring up supply,
but they can easily cut it with an unsupplied unir,
unless you can seréen the whole length of i1, which
would take up far oo much manpower, So your
eastern positiom must be supplied by air via the
airstrip at Henrique de Carvalha, There are three
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somisites. 1o hold the eastern position strongly
%0 a5 to prevent a UNITA attack from succeeding,
But @t the risk of weakening defence of the coastal
provinces; to hold the gast with a reduced force,
planning to let UNITA have it eventually, but
make him pay for it and tie up troops that would
ptherwise be occupied elsewheare; or to abandon it
gltogether and concentrate on the coastal provinges.
| find the second scheme the most practical . As the

game Progresses, MPLA is reinforced with several

contingents of Cuban troops, big, beefy 4-4.6s, and
the buildup of these allows vou to gradually
switch ower fram the defansive to the offensive.
Rathar than split your forees tao much, it is pra-
bably hast ta concentrate against one opponent at
a time. | favour 8 holding action against FMNLA in
the north, concentrating the Cubang Tor a knock-
out against UNITA in the south, and then pushing
back the FMLA line, This is partly because thare is
greater room for manoeuvre in the south, making
it much easier to bring to bear sufficiently large
forces to obtain high differentials and “defender
eliminated’’ results. The exact course of the
attack will depend on what inroads UNITA has
plready made in your position; | favour a pincer
movement from Cuibala and Benguela if possible,
with two forces converging on UNITA's sole
airstrip at Mova Lisboa [referred to as “Huambo'
on the map far some strange reason). Benefiting
from interior lines, you ¢an switch forces north
guickly in cases of emergency, .. unacceptable
gains made by FMNLA attacks. In particular,
"Quifangondo” (Caxito) must be kept in MPLA
hands, or it becomes difficult to supply the rest of
your position, the roed out of Luanda (where
MPLA supply arrives) runs one hex south of Caxite
and is therefore cut if the FMNLA hold that town,

The FMLA player is the one who is most ham-
strung by the restriction of supply units 1o travel
along roads and trails, for this severely channels
EMLA ariscks along the coast road from Ambriz
and the two roads south from Carmona (marked
an the map as “MNegage” — | can only assume thess
divergent placenames mean that since 1876 the
Angolans have indulged in that perverse habit
Africans have of renaming places, but since the old
nemes were in use at the time of the war, using the
new ones is about as sensible as designing & game
called "Battle for Volgograd™). These narrow cor-
ridors are further narrowed by the rough terrain
{which contracts the supply radius in terms of
hexesl, If vou had enough supply you could batter
wour way in, bul since the FNLA supply gquota
averages out a1 one unit peér turn, this isn’t on.
Every attack must be carefully husbanded, whereas
MPLA can counterattack fresly — he has lots of
supply. So the chance of significant progress is not
high wunless either you are lucky, or the MPLA
player is stupid,

FMLA's one ace is the Chipends brigade, which, at
4-3-10, is the best unit in the game, [t appears on
tha zouthern border on turn one, in amangst the
UNITA forces. It is the only FNLA unit allowed 10
uge UNITA supply, and historically fought in the
south #longside {sametimes] UMITA. Bur in the
game the best course is to bring it guickly to

- Mocamedes on the coast, ship it north 1o Ambrizene

and use it to stiffen attacks in the north. Frankly,
it is about the only way you are aver going to get &
decent differantial, so don’t lose it, whatever you
da. it isnt too difficult 1o take Caxito every now
and sgain, but unfortunately it is difficult to con-
solidate i1, and like as not MPLA will recapture
immadiately, and you've wasted a precious supply
unit, Perhaps a better bet is 1o try for the import-
ant roed junction at Lucala (not marked aon the
map). If you could hold this, you'd have a supply
routs east along the Malanje road, greatly in-
creasing your scope for action; but the chances arg
against it with zo little supply to fuel attacks, It
is worth sending a couple of unsupplied units out
past though, Just in case you can slip them round
the back of the eastern MPLA lines, There is alto
the chance of getting what | take 1o be tha town of
Caungula {“Camaxile”} for nething, for which
you get ang glarious victory point.

As UNITA, the order of the day is to hit MPLA
hard as quickly as possible, before the Cubans start
arriving. Gain what you can, then sit back and try
and hold on to it. The main decision to make is
haw much force to send out east. The answer must
e at least enough to screen whatever MPLA
deploys there, for you can't afford to have litlle
red 1-2-4s running around behind your lines, Take

advantage of your initial strangth while you gan,
because MPLA isn't going to get any weaker, 1f the
worse commes o the warst, at least you aré better
placed than the FNLA when it comes to guerilla
warfare — the Benguela railway, worth victory
paints for every cut in it, is convaniently placed,

Mow for some critical comments, The rules are
actually quite well put together. There are only
wwa real flaws, both minor, One is that the rule
stating that supplied units may not attack any
acljacent enemy units should read supplied units
may mow attdck any adjacent £nemy units, The
gther concerns  the Chipenda brigade, which,
according to the rules is automatically in combat
supply for the first two turns, Wait a minute:
units may attack any number of times per turm
providing they are in supply. So the Chipenda
brigade can atteck an indefinite number of times in
the first twa turns, In fact, since it can never suffer
an adverse result, it can roll up the entirg MPLA
line single-handad. A correction: the Chipénda
brigade is In combat supply for the first two
attacks i1 makes.

One grey area, though, is in the assessment of
victary, for there is no distinction made between
victory levels in the three-player game and those
in the two-player game, though ohviously in the
latter one player will have points egual to those of
two players put together in the former.

I‘'m not entirely happy about the reinforcement
schedule, and the lack of any dates doesn™t make
things anmy easier. The first Cuban detachrment
arrives on game turn ong; the first Cubans arrived
in Angola on Movember 12th 1975, The South
Africans replied by sending in some armour on the
1Gth of the same month, but the 3, African armaour
in the game doesn't arrive until game turns four
and five. The S, African helicopter units also arrive
then, but 5. African helicopters actually started
action in Angola in late Ocrober, together with a
unit of armourad cars on & “'reconnaissance mis-
sion™. Where lies truth?

Mot in the map, that's for surg. Mor am | thinking
ol placenames. Those apart, the map has two
flaves: ane, it's a gross aversimplification, two, it's
wrong, The oversimplification is such that only
o tarrain types are  distinguished, rough (&
gwathe from 50-200 miles wide running up the
length of the coast, plus an cutlier east of Carmonal
and clear {everywhere elsel, The phwysical geog-
raphy of Angola is a bit more diverse than that.
Presgumahly the designer would argue that if rough
and forest have the same effect in game teérms, aneg
may as well call them both rough, but it looks
sloppy. What is worse, though, is that the geog-
raphy an tha map doesn’t agree with the geoaraphy
on the ground, Mova Lishoa is practically on the
highest graund in the country,yet it is in clear ter-
rain, and all the rough is to the west of it. Granied
that the rough terrain indicates [(presumably)
relative rather than absolute elevation, it's still in
the wrong place, The Angolans may have changad
g few placensmes singa 1976, but they certainly
haven't been pushing the maountains around,

The physical guality of the map [also the other
game components) is quite satisfactary., The map
122 = 29" is primed in red, blue and black on
eream-yvellow thick paper. The counters are of
quality comparable to GDW — 120in all, The game
iz boxed, The map also containg a very useful rein.
forcement arfival chart, Time to play: about two
evenings at the speed | play.

To sum up. My biogest resérvation i3 the inac-
curacy of the map, Angola would be & better game
if a little more attention had bean paid to detail,
hut istill nat & bad game, and not without intérest,
as | hope my notes on strategy suggested. It is not
4 game of bold and dramatic manoeuwvre, though;
the supply rules predicate slow, careful advances
for the maost part. Mot for the panzar/blitzkraig
enthusiast, However, the changes of anyone else
ever doing an Angolan game are not éxactly great
(1 think SPI feedbacked the idea once upon a timel,
¢0 anyone with a burning intarest in the subject
hasn't a lot of choice. For the general buyer, its
chief virtue i3 that it is a good three-player game,
af which there are fairly few on the market. 50
if you have, say, two brothers and a shortage of
three-player games it is worth a 1ry.
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jino, Raid,
Faratroap,
Pandora,
B, 7. Forwithout a doubt, there is a dsarth of good war-
| Grenade, ames dealing with the Ancient and Medieval
Soldler. perinds, The lattar has received some attentian of
nd, Chindste with SPI's Medieval Quad, A.H.'s Siage of
smcus, WWisinsia s still going strong, as is Kingmaker, but
arbor £6, good games of the periods under guestion are still
Cromwell £ and far betwaen,
g £3.00,
ard H':'ad"'l’aquinm now [oin the field with The Barbarians,
i order, o album format double game covering both
seriads with Sack Rome and Mongel. | have always
. fan impressed with the guality of Yaguinto's
LArms: fogy . onents and the album series is no exceplion,
age of the This is a “second generation' album, the originals
var 77, Sing 5 record jacket style package, However,
|IN0,  Lunter storage in the sleeve was unzatisfactory, so
Op EE_'I"‘I;:} sow the new style incorporates 8 box assembly
qu‘ ?G- with resealable plastic bags — the result iz very
p“""',lﬂ'm:-easing. The actual maps form the inner sur-
i Bce of the record sleeve and are colourful, if &
tle abstract. The counters are up to Yaquinta's
sl standard — eighty for Sack Rome, one
wndred and twenty for Mongol, Rules for both
Emes are containad in an eight page booklat which
at EE'D & well laid out and most suitable for beginners, in
MBRCUS:  Bet the Mongol rules are almast & rewrite of Sack
ation — Rome, o after playing one a quick read through
ik £1J5H‘iﬂﬂr&5 vou for the next game,

on. Prices
. Empires

o Codar
IET'EIF'E #eginning with Sack Rome, the map shows the
aR . _eMestern Roman Enpire, with Rome in the south

ers 20-260) corner. The Barbarians enter from the north
3 3':"5:] Fap edge, the differemt types — Goth, Vandal,
or reply. &un, ate., having their own colour and homelani.

Flace, tecording to the rules the game covers the period
20 — 476 A.D., thus each game turn aspprox-

s Recl matzly covers ten vears. The initial deployment
15 B ours the Roman, bordering the Barbarian home-
mﬂ:ﬁ | pnds. Added to this are a number of fartification
t Marl: Bunters which make the Raman legions difficult
nmond, £ dislodge from their border aress, As the Qame
e, Foceeds it becomes ene of sttrition as the
f“ﬂ':“::. 3 ‘Wrbarians destray legions at a faster rate than they
IThE €5t oo be replaced at the “front™. The game system is
cl &= of Barbarian movement and combat, followed
Glos B cimilar Roman phase. Once the Barbarians
reak through and force the legions back ta a new

. mensive ling nearer home they can rapidly build

M- OUR B reinforcements and head for Home, victory
_,':u”ntEﬁl:'ng achieved once a Barbarian unit holde an un-
E’J;E‘Sé #fended Rome. That Rome will fall within the

£1.50 Hreen gama turns is not in doubt, how well a
—E1: Byer does as Reme is the real criterion. 5S¢ once
everal s is reached the players reverse rolls and play
_Basmgnepinl The winner is the person who ecan hold
Elf?j:r; lame the langest,
er Ew":'uln-.-r.-ment 15 by area/province, and units stop after

ssing twio provinces or on entering a pravince
E‘.’%- RTE: Bamining an enemy unit. Cambat is o very simple
P fqx codure and invalves pairing off opposing units
 FRIIAX Eon area, excess units and forts are held in reserve

& die modifiars and for use in further combat
Civil war:i-_f':l.'fi. .ﬁ.fl!llr pairing is complete, each pla',.-'c__'r rolls
¢ =2, To win, the Barbarian. must throw a six, the
T @man a five or a six. Modifiere increase die roll

"';';:1' wau, especially for the Roman. As & result of
Ej 25 players throwing the die a pair may have to

#°: again, both be eliminated, ar have one side
Ouad- @ onated. Combat will then move to the next pair
- a4 Foon On the surface, it may seem a dauntless

Octaber . ar the Barbariang; however, a breakthrough
« MEIODEES sventually occur and Rome be farced to fall

. Armadall " the face of overwhelming adds.

Wn 85 ®ean tactics are fairly obvious. England must be
5 - Budad almost at ance — having three legion:s
fountaind back one Pict unit is wasteful, The fortific-

3. Wes must cover the two Goth entry areas, with
., ® s=maining fort holding back sither the Vandals
e * e Franks. Unfortunately building Hadrians

would be a waste of effort in this game. One

ared 10 watch is southern France, for once
rians break out into this area they can island
w2 Corsica ar Sardinia directly to Rome —
sty |

BARBARIANS

PAUL KING

The Barbarians must initially fight in vain, for they
are alwsys losing battles, However, since thay
replace all losses next turn, and Rome can only
replace legions by one reinforcement/turn, they
will get out eventually, Attacking the fortified gro-
vinces may appesr difficult, but once taken the
arges Involved often provides soft attack 5pots 1o
pull Rome off balance. The direct road to Rome
can be wvery slow, 50 a diversion to the south 1o
attempt the islend hop can be useful, aven If it
anly pulls off a few legions it is worth & try. One
unit type, the Hum, can move three areas as CIfa-
posed o the usual two, Therefare, thiy should
be used to sneak throuoh lines, distract foress from
the mgin push or even head straight for Rome —
this often puts the Roman in a quandary. The Picts
are alsa spacial, as they have no reinforcements. So
rather than throw the Picts in piccemeal it it beter
to use them as & backup in a big stack, Lose the
unit and it reappears in Scotland, a long way fram
where the fighting is. One point which should not
need making is always atrack, sven if anly 10
maintain pressure on the Roman player.

A number of optional rules exist, the first being
initiative. Instead of a Barbarian phase followsed by
a Reman phase, who goes first is determined by die
rall, This adds & new dimension to the game. Sup-
pase inm oneé wirn the Barharion moves last and
punches a hole in the Roman defenses: next turn
he wins the die roll and moves first 5o as 1o bring
in reinforcements or even expand his foothold,

Sack Rome can be sxpanded into a three player
game also, with two players controlling the
Barbarians, The advantage of this system iz that
Rome can ally with either ar both plavers n his
provinces, naturally alliances will anly be made
with ane player if his fellow Barbarian is doing tao
well. | must admit that as a three player game there
wias often little scope for alliance — however, the
facility is there if you want to use it.

The final optianal rule covers personal badyguard
units. These add a bit of fun in that the one clasig-
rated unit has a modified die range in combat,
Both sides need such a unit, especially later in &
garme and ténse moments ocour as they attempt to
bring each other to bartle,

Sack Rome is therefore 3 quick, easy game 1o learn
and play. | treat it as a competition game only as
it is not an exact repraduction of actual events.
Perhaps the game’s bigoest problem is die rolling.
This can go on forever sometimes with both
players failing 10 roll a high ensugh number, and in
a large battle actual die rolling can become boring.
At the same time it must be said that it can fgen-
erale much exciterment, aspecially with younger
players as they vie with one another to roll & six.

“You have chosen war. That will happen which
will happen and what is to be we know not, anly
God Engws. ™

Message from Chingis Khan to Muhammed Alj
Shah, Emperor of Khwarizim, Transoxiana and
K.hurzsan,

The game Mongol differs, as | said earlier, very
little frem Sack Rome. Movement is the same,
however, the Mongol invasion of Eurape accurred
during a time when the kings and princes would
nol lift a finger 1o help ane another, therefore
some special rules are needed. To begin with, same
indepandent statas have armies with no movement
dllowance — they fight and die an home 1erritory.
Other forces are restricted to their home provinces,
i.8. Russia and Curran, whilst the armies of Poland,
Hungary and Bulgaria cannot leave their bases
unless they pass an intervention die roll ar reach
turn five,

Mongal has nine game turns, gach approximately
half & year, and to win the Mongel player must
control twenty thres provinces by the and of any

game turn, Suffice to say | have rarely seen the
Mongols fail to do so, often winning by mid-
QAMe in some cases.

Cambat is similar to that of Sack Rome, in that
pairing of units occcurs, The big difference lies in
the fact that many European army types ocour,
ranging from Peasant, through Feudal to Knights,
the lattar being the strongest. Two die are rolled
to give & tens and units score of between eleven
and sixty six. The combat results table lists the
effect of the die result under the heading of
Eurapean army type to give either army elim-
ingtion or an exchangs result. Without a doubt
this systam is much more satisfactory, and quicker,
tham that in Sack Rame.

Y. IF pouw make war on us, the Everlasting
God, who makes pasy what was difficulr and malos
Agar what was far, Kknows that we know whal our
Dawear i, "

From a letter by Mangku Khan to King Louis |X
of France, 1254,

That the Maongols were speedy and fisrce fighters is
well known; a5 to whether they were Barbarians or
net is another matter. The basic Mongal tactic s
to leave the non moving independents 1o last,
Curran and Russia must ba remeved first so that
they may strike at the powerful states of Poland,
Hungary and Bulgaria before they fully mabilise.
Reinforcements can be given the jab of MIUpE g
up the independent states a1 leisure, The result ic
d win, often by mid-game, The oniy viable tactic
tor the European plaver is ta retrest, vet farce the
Mongol 1o fight for every provinee by leaving
single suicide armies, Hopefully reinforcements will
build up and best armies, the Fnights, must be
hoarded for use in big fights later on. Maturally the
best hope is for early mabilisation of Paland, etc.,
but this has dadubtiul advaniages if they are used
tao early.

Again, optional rules are provided, one being our
friend the initiative die rall, the other being with-
drawal from combat, If after a complete combat
round, somé opposing  units  remain,  either
side may withdraw with all ar a fraction of his
forces, This is a very ugeful tactic for the Europaan
as a8 means of killing the Mongol and giving up
territary  slowly. Unfortunately it was a tectie
commonly wsed by the Monpols, not the Euro-
peans, who were an incradibly thick skulled
lot!

Whilst this game iz not a pushover for the Mangol
player, it need never strotch his limitations, The
onus is on the European to put up a good defensa,
something which did not histerically happen. The
general tendengy is for people to leave Mongol
alone and play Sack Rome, at least it involves 3 bit
mare competition. In the introduction for Mongol
we find that it is meant to be a fast moving game
1o capture the flavour of events. 3o we have no
mention of Subedei Bahadur, the Mongol military
genius  who  mastermincled and  sxeeuted the
invasion, nor of Batu Khan, founder of the Solden
Harde, crossing the Vistula when it was frazen, ar
of the death of Chingis' sucecessor, Ogedei, in 1241
dug ta overdrinking which brought the invasion to
d halt — now that is what | call the flavour of
gvonts! A an aside, the book from which | took
the guotations is well worth reading if ypu want &
fuller understanding of the Mangal period.

In canclusion then The Barbarians pravides us with
two easy to play games, but lacking in true his
toricity. Admittedly ¥Yaguinto got out of this by
stating for bath thai they were after playability
and historical flavour of events — whataver that
might mean. For mysalf | feel uneasy about it all;
these are just two more games out to cateh the
Ancient/Medieval buff, but like so many others
do not retlect actual tactical and strategic events
properly. At the same time | must recommeand
this aftering from Yaquinto for the beginnar, the
young player and as & handy beer and pratzels
game far evaryone slse,

Further Reading.

The Devils Horsemean. The Mangol Invasion of
Europe: James Chambers: pub. Welderfeld and
Micolsan.
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HAMISH WILSON

“The long sobs of the violing of autumn — infact
my heart with a monotonous langour:As the second
half of that quote from Verlain crackled out in the
EBC personal messages on the night of 6th of Jung,
1944, little bands of French resistance started 1o
take their weapons from hiding and made ready to
make life s ewkward as possible for the Germans
who had beern occupying their land for four years.
On the Bth June the 'Das Reich' 2nd 35 Pz, Div.
was ordered to move from its rest and replenish-
ment @rea, south of Montauban, to assist in the
struggle against the Allied invasion in Normandy,
450 miles away. In, Das Raich, Macdonald Hastings
tells the story of the march and of the appalling
happenings during it. Despite warnings from staff
officers of the attrition rates that could be suf-
fered due to the wear and tear of @ road march,
and probably because of the amount of damapge
dona by the Allied airforces to the French rail-
ways, Das Feich ser out an the road and were nat
1o resch the southern flank of the Allied lodge-
ment in Normandy until two weeks later. On the
way thay had to pass through territory where,
under the guidance of Allled officers parachuted in
to Framce, the disparate and warring factions of the
Maquis wera being transformed into & useful
guerilla force, These forces were able 10 cause some
dalay to the advance of the division but that was
lass effective than the rumours which the 55 chose
to believe. So completely convinced were the
Germans that they were against a well equipped
end disciplined foree that they were prepared 1o
accept and erndorse @ suggestion from Heinz
Lammerding {0.C. Das Reich} that five thousand
French people be deported for slave labour work
and released piece meal in exchanga for infor-
mation from the relatives of the slaves leading 1o
the destruction of Maguis groups. This was the
main part of his letter but other parts suggested
hostages being shot in & three to one ratio far a
wounded German and & ten to one ratio for a
shot German.

Macdonald Hastings's account of the ensuing mareh
and atrocities shows, beyond the shadow of a
doubt, that the forces against which the Nazis de-
ploved 8 complete 55 Pz. Div. were far from being
& “forea’. Lurching fram ineffective road blocks 1o
sporadic  little firefights, the Panthers, Stugs.
and Pz 1%s wera delayed by only haurs hare and
rinutas there. It was not until they reached the
tawn of Tulle that major resistance was &ncount-
ared, The town had been taken the day before by
the FTP, the communist end of the resistancs and,
after & series of scrappy, dusk battles, the recce.
regiment of the divisien retook the town.
The following day ninety-nine French civilians
were systematically hanpged from the lamp posts
and balconies of houses. Thus the start ot the
reprisals which wera to mark the route of Das
Reich all the way to Normandy. The most
notarious of these was tha massacre of the in-
hahitants, and the destruction of the town of
Oradour-sur-Glana, af which | have already written
ir this ealumn. Macdonald Hastings deals with this

and the others in his account but, while the book
requires to cover these incidents in some detail it
is, essentially, an acgount of the mixed effective-
ness of the resistance. Despitz being intended to
‘clear up' the resistance on it way to the front
Das Reich was, by the third day of the march &0 per
cent ufs in tanks and 30 per cent in m.t. and, while
DOKH was demanding its presence at the front, it
would not get there for another ten days. Mr.
Hastings has focussed on an important aspect af
the war in Europe which has not really been
cavered in this kind of detail before and the depth
and extent of his researches have made the book,
which also contains thirty two photographs and
two maps on the end papers, considerably more
valuable than the price of £9:95, which Michael
Joseph are charging for it, would suggest.

During recent issues of Phoenix | have drawn
attention to a number of boocks which have offered
studies of what might happen if there were to be a
war in the future in which the Warsaw Pact and
Mato came to blows. Amongst the titles | have
mentioned thare have been those which have
spoken from the point of view of the Campaigners
far Muclear Disarmament and | have offered those
for your consideration because we, in playing some
af the games we da play, are involved in the card-
board end of thinking the unthinkable and @t
therefare behowves us ta be as wall informed about
the consequences of our actions gs possible, There
is anather title which offers a contribution to this
debate which iz well warth a look at, espacially
since its author, Lord Solly Zuckerman, has done a
bit of the thinking of unthinkables, landed by
Lysander in France during WWI| and was the &rch-
itect of the above mentioned air attécks on the
French railway system, and may therefore have
a wee bit more to contribute than some of the
philosophers wha, never having heard a shot fired
in anger, happily swop jargonsse while they des-
troy the world on paper. Nueclear llusion and
Reality is & slim wolume, more that which one
might expect from a poet whose talent has finally
found publisher's recognition, and the arguments
within are guietly advanced with great common
sonse. Prof. Zuckerman does not came down on
the side of the CMD. 1 do not s&e the advantages
in abandoning what we have already got and |
see many disadvantages .7 He does, however,
believe that there is a grest deal o be said in
favour of stopping all nuclear testing and in
building more effective conventional forces. | have
neither space nor desire to attempt 10 summarise
the argumenis but | most heartily commend you 1o
read them in the book in the appropriate derail.
Callins are the publishers and the price is £4:95
in soft covar.

In the modern army the armouvred vehicles are
coming ta have a greater and greater importance.
Infantry are now expected to be able o operatz
in NBC environments for lengthy periods énd it has
been that men get tired more slowly inside a
vehiele than dashing about the landscape in their
nation's version of the ‘Noddy suit’., From Arms
and Armour Press comes a new book dealing with
the most recent developments in the American
AEV inventory, Authars Steven J. Zaloga and Lt.
Col, James W, Loop have followed the develop-
ment of the more modern American vehicles and
in Modern American Armour tell the sad stary of
the Sheridan, the MBT-70 and the newest vehicle
the M 1 Abrams, the new American MBT. Once
again the amount of detsil presented here is a
tribute to the “sunshing’ law they have in the states
aboul open government. Even the Abrams has its
frontal armaur thickness deseribed (“the equival-
ent of 450 mm...."] and details of the unfartunate
history of the main armament of the Sheridan
{bagged rounds cooking off in a gun with an open
bresch scavenging system!!l} but not only the
tanks are covered. APCs in all their various forms
from tha ubiquetous MI3Z w the LVTP? and
P artillery in all its variety are also very well
illustrated. The publishers are proud of the two
hundred and forty illustrations, of which 16 ara in
full calour, but | find the text a little too small in
print size for comfortable reading and the plan
drawings could have been larger to adventage.
Those quibbles aside the armour enthusiast will
willingly pay £7:50 for this volumea and the model
maker will find it 8 useful source of prototype
informatiocn.

For the last few weeks subseribers to The Sunday
Times and viewers of the talevision news services

have been able to-watch the thrilling story of thiese C
recovery of some twenty million pounds worth oeork
Russian gold from the wreck of HMS Edinburgses ha
gight hundrad feet below the surface of the Barengszent)
Spa. From Colling and the pen of Frank Peardook i
cames the story of the last voyage of thef you
Edinburgh and the story of the men who survivel God |
har and of the very few who survived to get hacgthen tf
to Britain. There ere long stretches of this boomation
which read like some piece of heroic fictiosven |
dreamed up by 8 re-incarnation of C.5. ForesteBlem |
What i astonishing o comtemplate is that thesend
heroic stories are true, What is also clear is that thyou
Russian convoys of that time appear 1o have begato O
grudgingly received by the Russians — read threalisir
account herein of the Edinburgh men waitingd ...
transpart 1o return them to Blighty — not brimhich
liantly organised — Pearce’s accounts of the variouevents
clisastrous voyages of the parts of the Edinburgh®ven n
crew read like an unrelieved string of bad jokebook,
played by some demon of naval warfare, witinierss
ships getting lost in friendly mine fields, destroyemay W
taking casualties from Armed Merchant Cruisedo hay
and RN ships being repaired with bits of cut ubut if
railway line. Through all this grim reading there &der |
a thread of humour which Pearce has preservesmug s
carefully. The man who stowed away on a del
trayer rather than face life in the Russian campAnoth
(M.B. not a prison camp) the twa men who foughdohn |
gach ather overy few days apparently Just tihe =
relipve the monotony and the Admiral who, havinstian
{os1 his ship, sat amongst surviving matelots on thbostel
deck of 5 destroyer and said, "1 hope you waonin the
throw me overboard when | tell you who | anef sev
¥ou ses, I'm rather a Jonah, Trinidad |a brand neweasar
R.N. cruiserl iz the fifth ship that has gone undgtex 3
me — |I'm Admiral Bonham-Carter.”” This stary dv=t it
battle and tragedy in the northern seas has beedoss,
told well and will be able to offer insights into thiraoer
lives of men who lost their ships on the Rusggigiaetct
convoys in a way in which few other velumese 0
could, Last Call for HM.S. Edinburgh com{fa O=
complete with siztaen photographs and three mapsests
and costs £8:95, 1'-"3"*1"
During the time of the Rustian convoys theeiii
Hussian navy was not the great world force it Bars-!
nowe, indeed Frank Pearce points out in his Doos® 5
that amongst other things we, the British, sent 1y Ao
Russia were four submarines and he forgets teed o
mention the battleship — H.WMS, Roval Sovereigs—es
— which we alsa lent them. Mowadays the Soviessoos
Mawy is an altogether different proposition. One deescs
the leading authorities in the world on the Sovigs 12
nawy, Morman Polmar, has provided a foresword tosses
Soviet Maval Developments, 1982 which Armse
and Armour Press have just published. This book Seces
a digest of the work which is prepared hy thsa o
American Directar of Naval Intelligence al “theus o
direction of the U.5, Chief of Naval Operationgss =
and is therefore the nearest thing to the word froms#® =
the horse’s mouth without being in breach of anysetc
thing ‘affecting the sacurity of the state’. It is B &
slim work but is swifed with information, g
formed comment and (sometimes) humourouSesm
insight, e.g. *'As has already been noted, the Soviscou
Mawy is not ten feet all ... probably they shoulgeing
be characterised today as being ‘six feet tall ansewer
growing’ ‘. There are o number of subjects undasd 1
discussian in this book, Policies and their developemin
ment take up more space than | can commanssogh
here, but the hardware is worth mentioning brieflgse s
The new fast submarine, the blg new nucle@sd t
powered cruiser, the further development ea s
specialised supply ships {similar to our Royisat s

‘Flaet Auxiliaries) and the re-newed smphasis ote of

bath hydrofoils and on RO-BO transport shipmson
and a new, very powerful looking, destroyer clafssmis
which entered service last year are all detailed angeow
presented with photographs of a high order oSen
clarity — for the most part. Considering thesest
amount of illustration, which is high, the amourss |
of detail, which is considerable, and the comsesTas
bination of comment and hard fact this book Seck
wiell worth the £7:95 which is being asked for Bees
Lastly, on this one, don't miss the [sadly) smasgar
photograph of the beautitul sguare rigoed saeed
training ship ‘Kruzenshtern' on page 29. WhaurSeurs
War atam pawer, noo? L= g
g Ty
There's a larger amount of reading in a new papssscd
back from Penguin press. It's 2 Palican paperbacss’ =
and it's enarmous. The Glabal 2000 Report to thesas
President is not for reading the morning aftar these
night before because it's not the brightest, nor (RS
easiest piece of reading I've ever come across. Fle—
all that it is worth looking at and spending ol



pory of thiime on especially when vou consider that the
ds worth owork was commissioned by President Carter and
, Edinburg®sas had lavished on it a&ll the loving care and
the Barenfettention of some of America’s bast brains, It's a
rank Pearciook inta the future and may depress the hell out
e of thief you but, if future projection towsard peace or
ho surviveldGod forbid) in the other direction is your thing
to get bacithen this is the source book, The amount of infor-
f this boolmation, references and projections packed inlo the
oic fictioseven hundred odd pages is immense. The anly pro-
5. Foresteiblern is that most of the projections are based an
; that thestrend extrapolation and that's all very well until
r iz that thiyou meet with something that wasn't computed
y have beaiinto the trénd in the first place ... like the Arabs
— read thesalising how much they really cowld charge for
wen waitingil ... but then | axpact that if there was a formula
= not britwhich would sllow for such — almost — random
the variougvents to be fectored in then the boak would be
cdinburgh'sven more depressing than it is. It is an important
f bad jokeBook, not merely for the sake of our particular
prfare, withmterest, but for the general look it takes at the
. destroyensay we may find that our grand children are 30 ng
o1 Cruisents have to live. At £7:95 it may ssem expensive
y of cut upsut if that seems to be the case then you can con:
ing there beder the cost of the hardback {E£14:95) and fecl
s preserveienug with yvour fat paperback,
f on a des
ian campAnother fat book comes from Colling and is by
who foughidshn Costallo who worked with Terry Hughes an
thy just tige account of D-Day and the Bstitle of the
who, havin®tlantic, bath reviewed in this column. John
=lots on th Sastello has produced a massive baok an the WA
you won' e the Pacific War in tha Pacific. There are in excess
who | amef seven hundred pages te this work, as yvou might
| brand nedvsssonably expect in @ book dealing with as com-
gone undegeex a conflict spead over such a vest area, and
nEs STOry oeEt it is an eminently readable book. Starting, as he
g2 has beedoes, with the first contact between European
his into th®=ders and the Japanese, Mr. Costello expertly
he Russiz#e2tches in the historical background to the rise of
er volume®™= new’ Japan. This exposition allows the authar
rgh come®® demonstrate with great clarity the strange
three mapeesition of tha Japanese Emperor vis-a-viz his
weverning 'cabinet” and thus makes it sasier for us
w2 follow the byzantine complexity of the internal
IO G _l:h_p:'u:ica which allowed Japan to commit ‘national
force it BSers-Kiri', But the apparent quiet and gently pace
in his bool® the progress towards war is rudely interrupted
e=h, sent t8 his description of the assault on Pear! Herbour
forgets ted the general opening of hostilities egainst the
| Sowvereig ®&mearican presance in the Pacific, Here the author
 the Soviessopts a8 chronology of different places which
jon. One chends 3 spectacular pace to his sccount and allaws
| the Soviess 1o understand how widely separsted. and ap-
syreword togerently all embiracing were the actions taken by
ich Armese [Imperial forces on and just after the 7th of
his book Becember, Without constant wse of this technigue
red Dy ths pace seems to be maintained almost through:
e at Ctheest the volume. Accounts of battles, often reasd
Dperationiesd some, like Midway & Coral Sea gamed, come
word frofes® the page fresh and with a garnish of fresh infor-
ach of anysation culled from the recently released details of
1. It is 8% American cryptographic intelligence work dane
mation, imegEinst the Japanese much as the British did with
mumourolsSerman ‘enigma’ traffic at Bletchley Park; the
, the Sovigsesounts are well worth reading over again before
hey shoul@eing an 1o the next stage of the narrative. While
=t tall an®ever neglecting the fighting at the front line,
gects undseed the men engaged in it, Mr. C, iz careful to
= develogsind us of some of the battles that were being
comman®sught by the American President on Capitol Hill,
wrg brigflyee staffs from the British and American Forces
b nuclesied the Japanese commanders and the politicians
spment  deso were standing at their backs. It /5 astonishing
our FRoy@sst such an overview of the Pacific theatre should
mphasis o offered in one walume and it s even more
port shipmmonishing that the book is the success it is in
royer clasenieving its objectives. | resent the failure to
etziled an@eavide the relevant maps alongside the text rather
N ordar O%an in & lump at the end of the book, This con-
dering thgnt turning from page to page does not advance
e amour@®e junction of the visual infermation with the
the comSerative. | should have preferred thie notes at the
vg book Beck of the volume [mainly source referencesl 1o
poed for e been indicated in the text. Those comments
pclly ] smalart | commend this valume to your shalves ...
rgoed a8 your bedside tables ... for it will provide many
8. WhaurBeurs of fascinating reading. The bibliography is
Woroprigte in size for a work of this scele and
Bty six photographs and twenty three maps of
peww papeleed  clarity but little detail support the text.
pacerbacitms are asking only £12:95 for the work which
gt to tesidering that the better sources are multi val-
g after e and would invalve both British and American
g2t, nor TEScial histories, is not a bad price at all.
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COMING SOON....

BAOR
FRANCE40
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AND MUCH MORE

WE APOLOGISE TO READERS FOR THE DELAY
IN PUBLISHING THIS ISSUE OF PHOENIX.
SEE PAGE 3 OF THIS ISS5UE FOR FULL ANNOUNCEMENT
CONCERNING THE FUTURE.

EUROPEAN

WEAPONS
&WARFARE

1618~1648

by Eduard Wagner

European Weapons and Warfare is unparalleled as a
study of the fighting man in the earlv 17th century.
No other book contains such an in-depth analysis of
his life, his costume and weapons, his siegecraft,
strategy and tactics, Literally thousands of coloured
drawings have been produced by the author, most of
them faithfully copied from the rarest of original
military manuals. Anyone interested in the Thirty
Years War or the English Civil War will have to own
a copy of this book, Here are just a few of the
reasons: it details every article of clothing used by
infantry. cavalry and several principal commanders,
as well as the costume of East European, Turkish
Lroops and Municipal Guards; it not only illustrates
each article of weaponry, but shows exactly how they
were used, including massed drill for regiments and
individual hand-to-hand combat; the principal types
of artillery are described, as well as how they were
manufactured, manoeuvred, mounted and fired. There
is a complete study of fortifications (field and
permanent) showing what they looked like, why they
were constructed in such a way, and how. Actually,
the information seems limitless, and here are just a
few more topics discussed: hiring troops, military
salutes, punishments, mounted drill, horse equip-

ment, pike and musket drill, duelling, demolition, Arms and Armour Press
first aid, supply wagons, buildings of the period, 2-6 Hampstead High Street
bridge building, firearms, edged weapons, polearms, London NW3 1Q6.
armour, flags, food, lights, baskets, cooking pots... Tel: 01-794 7868 (24 hrs.)
everything but the kitchen sink (although wooden Available from all good
tubs are included). bookshops, If ordering by
12%ain x 9%%in; 296 pages; too many illustrations to  post, please add £1.44 for
count, all in colour; £14.95 net. postage and packing.



Sacond Glance

| have been lgoking at the 2nd edition (revised]
rules for Yaguinto's Beastlord, which have been
icsupd since | reviewed the game in Phoenix 27.
This revizion has cleared up most of the problems
relating to bad rules-writing. The d“'u'aEth.II"I{; effect
of standeards on combat in the strategic game has
besn reduced, and the stretegic/tactical interface
impraved by reducing the set-up distance between
mwio forces on the tactical board,

However, the problems stemming from bad
game 4'_!;.=,|-:_.1n remain. In particular, the tactical game
systermn s far too unwieldy and cumbersome for its
intended function as a means of resolving combat
in the strategic game. An illustration will suffice:
in a corner of the battlefield, six goblins gang up
on one human man-st-arms unit. Rall two dig for
each goblin unit, consult the CAT six times, total
the damage — it is less than the strangth of the man-
at-arms, so no effect. The human unit counter
attacks and eliminates ane gabling the other gobling
must now all check morale, roll wo die for sach
etc. That's twelve rolls of two dice or twenty-four
rolls in all 1o resolve just one attack in @ much
larger combat. Meanwhile, the two playsrs not
involved in the combat sit round looking bored.

Mor does it help that all tables are buried in
different parts of the rule book, and printed rather
srmall.

Final verdict: the 5Lra're-gl|:: game {5 quite good
fun, but you are also paying for the tactical game
whmh is very difficult te incorporate as it stands
for practical reasons. The tactical game can be used
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in other contexts, e.g. a fantasy role-playing game.
Alternatively, you could redesign it yourself 1o
speed it up @ bit should you have the inclination.
Alternatively, wou could play something else.
F. Muzzon

We don't often get a chance to look at the scenes
behind the front line in this column, so |'d like
to tell 'n,H;:-u aboutl one work which neatly fills this
gap. It's Diary of an Edwardian Mess Orderly,
1903-6, and it really is a wonderful book, As you
will notice, the period it covers lies between the
Boer War and WW1, a period of peace rather than
war, and, published by Hedgewick and Stopes,
this work wall conveys the sense of insctivity and
sometimes boredam af the British Army at this
time. The name of the author of this fascinating
aceount of daily life in a London barracks, has
unfortunately not come down to us, but his 5IIT||:I-|L'
and direct style richly conveys the atmosphere of
the period. Entries such as ‘'Jan. 1 —did nothing”

and “Jan. 2 — slopped out” provide a fascinating,
and in many ways , unigue insight into the military
averyday life. 1t | have any reservation about this
book, | suggest it is in the author’s own marginal
illustrations which are reproduced alongside the
text. While these are undoubtedly wvaluable for
their authenticity, the style is a little too unpalished
for my taste, though they express well the author's
rather earthy =enie of humour. But this 2part, |
strongly urge you 1o gdd this volume to your
baokshelf, This is a work we all ought 1o study
carefully, and it is a real bargain at only £49.99.
Worth five or six times the price. {Especially as |
get a review copy !}

Jock Callaghan

| read with interest Mr, Sandell’s review of Raid on
lran. Although he clearly disagrees with most of
sy palitical postulates, | cannot complain about
this aspect of his review; after all, a game made a5 a
political statement is inviting a review on the same
basis! | wonder at his apparent belief that the
hostage-taking was somehow more justifiable than
the rescue attempt...but this is not the place for
that sart of discussion! | would love to have the
chance to debate the gentleman someday, prefer-
anly before cheering erowds of partisgéns from both
sides, Alas, | fear that will never be. 50 it goes.

| must, however, ke sxception 10 the charfises =
actenzallnn of the helicopter failures rules ates =
‘purely random”! There is only a 1/12 chancel g
that an undamaged helicopter will fail to take oft o ,
{not"crash!’’). This chance rises rapidly for .- &
helicopter that has taken damage; severely damagec —
helicopters cannot take off at all. The result is that, sgue 1
to play a good game, the commando force must
recognize that their transportation is mot wholly
reliable, and plan accordingly! It is no more St
reasonabli to assume that every helicopter will fly "2

{glas!) than 1o assume that every bullet will find E"a“'r"'

-
=
o

target in @ Mapaleonic simulation. 1} w
| am pleased to announce that Mr. Sandell’s “'““'
other abjection — the “concertina” rules sheet —F2 1
will be rectified in the next printing, which ought” m?"
to take place in spring of 1982, The combination ™
of rulas and map on a single sheet proved unpopular, ~ :' :
=6 we will be discontinging it as games come up. -
faor reprinting lexcept with One-Page Bulgs, where e
the rule sheet is only B% " x 117 anywayl. “3'"' -

Steve Jackson -y
A pls

In his interesting article, ‘Untitled’ fllssus 3417000
Roger Musson classifies the title 'From Wilderness. .
1o Western Shaore’ as being in the 'purely fanciful®
category and 'In My End is My Beginning’ as the :-W.
‘most mysterious’. T
Actually both should have been included in_ '
the catepory of quotations, which is what they
bath are. 'From Wilderland to Western Share’, L
to give it its correct rendering land as the Huthnr 3
rendered it in lssue 30} is from Frodo's mourming
song for Gandalf in LOTR, Vol 1, Ch 7; ‘In My
End..’ comes from T.5. Eliot's ‘East Coker',
Pt . The chpice of the latter remains mysterious
but my guess is that it wis made bacause of the
referance in the pnems rl‘r'|1‘|'1-ﬂu:|||l£it1=I1,.I preceding
lines to the sea and the ‘vast waters',
Donald Mack
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I the charfes= only by 2 portion of the team!)? All we can
i rules by is the result as WE sea it developing in the
2 chan ished game. Thus, though we do get criticism
o take offly = game's historicity it is often open fo dispute
dly for &.m aither the designer or other gamers — not an
¥ damaged . discussian ta untangle for anyone wha dossn't
it is that e that particular pisce of expeartise,

orce must

hnr::whnll\r! would say, as an extension of this, that a player’s

i Wil ﬂvhﬂmrinal expertise may be deep t?ut i_s wsLally
will find E;.*.a1;-:;]11!.I (how many of us are irue I'_||.5t:|r|an5 afier
W} with much emphasis on such things as weapon

Sandells saility and wnit strengths but less an logistics,

4 solitical and strategic factors that may have played

&3 sheet — .
sich gught’ part in a battle. Thus, our arguements often go
enbination 0 further than to cover some of the more super-

\npopular h:lallaspecu of histn-rin::it\-j. We thus have to place a
Becmn UF:EETI:E.'III'I degres of trust in ithe designer and his
ige whuramﬁmriﬁi reliaan:h which iz presumed 1o be wider
j H than anything most of us have. But should wee?
] Aow many pame designers are truge historians

within the specialised field, not only of military
Bere 341 history but of the era covered by his game?

Wilderness

¢ fanciful’
ng” a3t the

The articlz in this issue on the siege of Acre iz
written by 2 parzon with more than a passing
interest in a specialised area of military histary and
.| have to admit to being a bit taken aback by how
cluded in . :
et thEl.',man‘,.r grrors have appsared in the game. This has
o Shore' led me 1o re-examing my attitude to the designer
he Emhﬂ;ﬂi g fount of knowledge — | am rather more
'mnumingw"icﬂ' than 1| used 1o bel This is a shama acg far
7- In My = I am concernad, | would far rather like to
g Yielieve that plaving a game will allow me 1o ses

T Coker") . . L
Tysterious historical glass dorkly rather than having 1o
e of the ™0 LR the history before going into what is no

precading marg than any other fantasy game.
| don’t really sea any easy way out of this situation
= goonomics don't allow a reasonable return for
the axtended research many games would require
#nd financial returns for game designing are not in
= ;e top bracket of rewards 5o ready-made historian
gesigners will continug to be few and far benwesn.
! can only hope that reviewears with special interests

—RED
or experienoce will share their knowledge with us
: ssrough the medium of these pages — though in
: ITJ;E_‘;{'F} surn | have little chance of checking their point of
j[;ﬂm wEy wihen it is prazented without more work than
! have time. Well, there is slways the Mailcall
sedumn where more esoteric aspects of historicity
could find a useful home — let's be hearing from
=

wou folks.

Lastly, the winners of the Christmas AS&AP Quiz —
st Prize of "A Military History and Atlas of the
Sapoleonic Wars' goes to AJ. McGuire, Secand
Foze of "The Atlas of Maval Warfare® goes 1o Rab
Cohson and Third Prize of '‘Mapoleon’s Conguest
of Prussia” goes 1o T. MacLaughlan, We will be in

E.ﬁ%m souch with the lucky winners and | again thank
E:C? Sems and Armour Press for their generozity in
il sepplying the prizes,

= il PRyIng 2

ok bt (a] Feadback Responses to |ssue 34

Femefief B oenin 34 rating = 5,77

W1 gemes = 6,97/6.08

Third Reich = 5.63/6.09

®ack Horse, Aed Star = 6.60/6.03 {15t Prize — £10)
Seat to Quartars = 5,25/5.93
Airvrar Thoughts = 6.14/5.17
Eoa of Aces = 6.00/6.41

Les ot the Cressrosds = B.67/5.00

Dperation Star = 5.03/5.07 {3rd Prize — £5.00)

\ilf Jk‘:! Untitled = 491/3.63
3

2ok Reviaw = 6,23
Mailcall = 5.97
Immediate Quiz = 5,70
Frize Quiz =542
Crossword = 521

{Znd Prize — £7.50]

There was o morked shift in the sample type this
issue, the average response for time in the hobby is

j L _:,'?ﬂz". now B.78 wears and it thus logks as if a greater

=% 2 |portion of the answering readers are long term

s = OAMmEers,

s Games replays warranted a rating of 6.8 = good!
SN WW11 games continue to be the most pepular with

s | Present and Future games a close second. Nothing

changes thera|

K EepBack

FMize bo wiee yodr Fesdoack [Begnanse g

difrer you've finiifed resdrig 1his iaue of PHpeoia,
pleass resed Tha FeaShack Cueions Below and gree
ui your dngeser nurbEn: & 1he inkeirt I/ this
wraones boasn carrmmanding o sach Faserbir,
Plesss b qure 10 anpver #ll the quescions
Incomplarely filled oot canas canmesol ba processad.
Wheri §his sombery measn;

Wihen argaeieg queations 0" elvaeys means ND
CRINION or N0 QUESTICN, 1" mains YES

prgd 0 msame S0, WRan the queriicn e sabeyg
queion, ¥ i the WORST razing, "9 isiho
BEEST rating, '3 is an striege rating and ol
numban in-baivermn §x prees varicuy thada al
Bl or divapproaesl

FLEAESE OO NOT USE DECIMALS OR HALVEE

e deadline lor She rriurn G2 e respcnam s
Foglt vapekp irom che rec i G i up,

1%

Flow kang hoey o pewn play ey boeed o
gumat! = lefg thoe o wear: 1= 1 year;

2 # 2 widn 9 & 9 widdn OF MO

Mpwy many boang waprgantey Ao you raywm]

T Phezb mie dres abou? s8eh you wodld mage
(e o sae gerray dam 1 = Ancent and Dark
Mo T = WMidddle Agey and Aanemeires; 1 =
mlapciponic: 4 = Amencan Gyl BNar- b =
World Wlar L6 = Workd Wer 0l; T = Modeen 35
Bear Fuiure: 8 =5cience Floran: 9 = Farspy

BF Pk ongargs abous which you meer ke
wsding arliciay an in Fheanix; rating o o
guegtien 1

(9] Orwr Thi (251 Gin rmeling de o TREnk 1thar
ygu hanes mmane lpa (1], ahout tha mime (7],
of more 1ime 121 on board wargamsnsg ran
Ehipdia maallih grivious b2 1Hat? (2 = newaly
prinmd the hobéy oo dofan'i applvl.

10} e long Bpse you been teving Phosniz?

1 = ¥-6 mant, 2 = & monche 1o ane year,
I i-Fyams, d = 2.3 pases, 5 0 pydr i
Yt

1111 biow Iong Bave you boen saving S&TY
[} = daa’t tpa 58T med nevar have: | = 1aan
ST for one 1o 1D U T < 1aken SET lor
Up o sy d = Vg T yesrs; d = -0 yisars)
8= Jd pdri; § @ b youry; T = ovir B ysies]
B = hivee given it o Bt too i for 18012
Ipppesr S = given in up nowy Bul ek 0 e o

1301 Game replays — daiailed brdsrmaiics oo
muoses, atiacks ardl repsons bebind actions,

1291 Misyws Froem 10 hoord gaming doena.

1ZZ| Larizn fram cther pamers.

123 Arvelia o minodly Silidets £g. Postal pliy.

1291 Plaggknd aich = ErRiniguen Far siking glewing
s@Eiar — nés charls eic

JBE 1 Hdrwi el enan o b Torhis Ty pie al
arfichs pleags mantian it balow, with your inbaresi
=il

1251 Rera 1hiz wvor ¢ FROEMIY groa ocelg of
1-01; 9 heong wacellent and 1 balng poas,
Tz halp me imonoee 1he magazics | would
AOPMECEE B 1 e COMICULTivD COraTsfil
baliey il yoza mabs ik 4 ar legg

Face the dollowing anines in he issue oo @ scela
of 18, 5 betng exceflent gd | Bsing poai.
PLEASE ENTER 07 |F ¥OU DID HOT READ
THE ARTICLE.

26 Miters War — eriicle queliny
E27} Hillars War = ookt ol subjese

|Csead gamies cooinn a6 oiss pamesd 1 = 180,
=120 .., 3= Bl o mewn

3k D wou pemd on jRe Fapdlork carg from
Fhoanix 0

il 3o vou resd any cner canlter eTratasan
puldazgtions neier rhim S8 T amd Flicenis?
Thid inelided @ sgatunird conaring SF(F frade
Floying cames and megarineg ngl jerisdly

el i il

dvwnreed 50 oonllky imakarians. 0 © nong. FEY W

1 =T ohiet, ... 9 = o i e ine. pane Bdpi,
IS5l What = ehe oerroge raemibar of Sours ye 115l Qame anslyaia

Tkl paying aimulaisn e eich mgnih?

0 =mnean, 1= 1 hour orligs, @ = 2 &0 5 houre,

J =G-8 a = 1010, b= 16-30, 6 = 2120,
7= 2610, B = 314l 8 = 48 o reeive Boniid
181 Wnhm lewed ol campleaity b woea graler in

Ehri cusealsdin.
1171 Game warianis

sirwi’ Flale your praliricses on b poila af 1 85 U o geen b Pl Call
fwish higer Fry hiEers] ohE maee PTE] Creerwiemt of @ numbsr ol gymes =g, Wil 458} Book FLeyemw
‘g, B = ir War o Flal Too, & Blus LenES, B0 451 For Sale
il iy Chudelu. 5] Oeime probilerm Tl Contaet!

Habe your epeeciztion o the following 1ypes

uf grbiciea im Phoenin coascelo af 1 108 worn O
beang highty apprécistid 1 1 Baing ra inlaail.
4120 Long reniras of garmessy

§12F Sheer pibveivnd uitded 1000 words long.

{14F CGame critaqoay thas go further Hhan astaighl
- phipy [ive o WM e oF t0 howe @

cetimal aetici e alegie
wrilly P2 airanine ] drind ggreaiin.

LGl Game variirds — rerer rulei oF SCEnErias.
Consider that vou haye The game o angsms:

i U gl lor o giarss o0

73] Brioe's Sirike Hame — article gualigy
(78] Brann's Sirike Home — choace of subject
20 Bursk — @l guality

271 Fursk — chroica of pdject

1321 Seladin 21 fecre — artacle qualicy

132 Seladin e Aare — choiee of subjino

134] Catua ReEnndidieic] — arjida qualily
115] Comm Aesargideesl — copice of subgeg
136 Car Wars = asticle queiiy

1370 Cas Wi — ehaite sl dulijnet

1987 Ironkesiam Scund — artizie gualiny
1300 Ironbiasiam Sgund — choiog od subjecr
ey Angolan Cral War — periglo qualiiy

E1h Singalan Creil War — chasze ol sulbjocr
(220 Thie Bailbarsina — arlichs gualils

&3 The Smlxarsana = choicn of wibec

Armageddon PEM Dipiomacy Organisation; one of
Britaing largest, with several unigue features. Join
the elite by contacting: Stephen Doidge, 28 Willow
Court, Castleiord, West Yorkshire. WF10 4HE.

ASHFORD WARGAMES SOCIETY, meets at the
Yauth Centre, Duncan Bower School, Stanhope,
Ashford, Kent on the second Sunday of every
manth at 2p.m. The club wishes to encourags all
tarms of wargaming including figures, boardgames
and roleé-playing in all periods. Anyone wishing
further information shouwld contact the organiser,
David Short, © Knott Crescent, Willesbarough,
Ashiord, Kent TH24 OUF.

EALIMNG GAMES GROUP meets in the MNorth-
ficld Community Centre, 71772 Martheroft Rd,,
Ealing, London W13 every 2nd and 4th Sunday
of the month, Sundays from 14.00hrs ta 22.30.
Tel01-674.2709. Also have 3 “chip'’ section that
meets at 82 Windmill Lane, ta try their skill ata
large ne, af computer games. Bing above number,

MAIDSTOME WARGAMES SOCIETY, masats
at tha Manar Young Peoplas Club, Shepway,
Maidstone, Kent on the firsl Sawrday of every

month from 2p.m. to 8p.m. Membears play all
types and periods of figure and board wargemes
and rale-playimg games, Anyane interestad will
bg made very welcome,

Tha Wast of Scotland Society for Board War-
gamers nawslatter containing correspondence,
opponsnts for F.T.F. and P.B.M., games or sale/
sevEpdwanted, can be obtained by contacting
F.Walker, 13D Stuart House, Burns Road,
Cumbernsuld, Glasgow. Tel: Cumbernauld 285749
Finlayaan, Polmont 711251 ar 1. Maciey
D21 775 2188,

i
o e

OFPOMENTS WANTED

FLAY PFOSTAL DIPLOMALCY and many other
g, For an Introductory Fackage to posta
Deplomacy and cheque/P 0. for £1 to: Posta
Games Association, 35 West Park Street,

Dewwsbapry, West Yorks

I weould e 10 pday 0 a postal Uragonoguest
carnpangn. Can anyone offer me a game? Chris
Simgeiman . 1.2 Freshwaster Drive, Prigatan, Devon
T 1 e _.:_

Anyons intsrssted in 2 campaign game of Longest
Liay, probably multi-player, aking place owver 3
ong wetkend lor twol. Contact Keith Walton,
3, Went View, Leamington, Newcastle-u-Tyne,
NE1S BDH. Phone (0832) 675091.

m

| am hoping to run a ‘controlied’ game of Air War
at this sutumn’s SPUKORGY. If you are interested
and likely 1o be going | should very much liks to
hear from you — | can be contacted cio:

WMill Howuse, Rodmersham Grean, Sittingbourne,
Feenit.

Please could you indicate whether you will
be taking & copy of the gamea (either sdition, but
the more we can use 1he merrigr] and also if you
would be willing 1o act as an assistant controlleér

For the idea to work, we will need at least
three copies of the game and at least two assist-
ant controllzrs.

|f wou mark your letter to me with am “A’
on the envelope and enclose an 5.8.2. it would ba
extremely helpful. | look forward to hearing
from you,

R. Jordan.




