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Introduction

This is not an objective game review. This is not an
unbiased article. | make no bones of the fact that
My PUrpose 5 b0 encourage more players to take
the trouble to learm how to play Third Reich
properly, and in this context | have to declare a
wested intersst: | am fed up with the difficulty
involved in finding five players of equal calibre
capable of more than just committing suicide.
Lately my enjoyment has been increasingly marred
by the idioey of opponents and allies alike. Lot us
hope that the pen is indeed mightier than the card-
board sword, and that | con stimulate both new
plavers to try the game and established players to
improve their performances,

Why iz it that, while Avalan Hill tells us that ot is
ranked third of all their games in popularity it s
50 raregly played and even more rarely played to
conclusion? Too many Third Reich games simply
fall apart a5 an umexpected lunge and the sub-
seguent capture of some crucial cepital bring the
game to a premature and unrealistic 2nd. The
reggon, surely | s that almost every player who has
ever sat down to play it seriously for the first time
recoonises intitively thar it is a mosterpicce of
design, y&t can not guite see how 1o play it and
aciually win! As afwen &5 not a player finds himsel
defested by the game as much as by hizs opponents,
Thie frustration that Tollows car lesd to @ player
putting it aside permanently, while sl voting i
‘Best Gamea' out of grudging respsct for s obwous
sophistication,

The problem really stams from the way the hobhby's
attitude 10 wargemes has changad ower the years.
Gone are those haleyon days aof the late sixties
which | sa enjoyed, wheh the paucity of gamoes
ensured each recerved proper allention  and,
while opponents were difficult o timd, they at
lzast knew the available games inside out, Today it
is the age of prepeckaged disposable games, an
age i which Babeldike we find ourselves in the
miglst af thousands of players very few of whom
speak our language, love aur favourites, A5 a result
wi have hbecome glmast promiscucus, Tlitting
from one game to another, increasingly frustrated,
disgatisfied and cynical, It is not surprising there-
fore that Third Reiech has a comparatively small
following: those who gve the game only super-
ficial attention will gt virtually nothing from ift,
for it iz agame of the old sart, 8 lady of unimpes:h-
able honour wha only surrenders haer secrets slowly
and modestly over the years to her most faithiul
suitors. Those who do taks the trouble to learn,
howewer, are rewarded at the cnd of a well-played
game with a sense of satisfaction and Tulfilment
rare i omoadern cesigns, regardless whether they be
winners or lasers, |1 i5 a strange fact that 5o aripping
is the game that many good Third Reich plpyers
play nothing else, If you want to play the game
wall, the secret is simply ta give the game a chance
and be willing ta learn from the inavitable blunders
of early games. And in case that sounds trite, let
ma at the start confess my own private disastar: in
my first game while playing Germany | managed to
get mysell defeated in just one and @ half tuens,,,,
by the Poles!



THIRD REICH

General Description of the Game:

Third Reich is a ‘Grand Strategy’ game with
seasonal turns, UNits pepresenting corps, and hexes
sbout sixty milds oross. The map covers the area
from the Urals to Maracca, from southern Norway
to Sues, which means that lwith the exceptlion of
the action around Marvik] the whole European War
can be properly simulated. Physically, the map i5
only 32" by 27" quite small by taday's standards,
yet It is extremely attractive visually and all relevant
torrain features stand out unambiguously, apart
fram a few hexgides wiich have had 1o be ceparately
dafinad as either passable or impassable, Because of
the scale, the gmaller countries hawe a rather
stylised appearance: Poland is roughly seven hexes
deep by four hexes wide, Belgium consists af anly
four hexes, and Luxembourd just one. In fact, once
the eye has grown used 10 it, this does not detract
fram the game at all.

Where Third Reich differs from most othaer war-
gamas is the stress it lays LpOn ECONOMIC CONSIGEL-
Stions. The whale game revolwes around not 50
much military victory 25 successful management ol
one's economy. It is no use simply charging off
into the wild blue yonder, capturing Paris &nd
#oscow, and then sitting hack with @ self-satisfied
grin asking coyly wHaye | won?'' The answer almost
cortainly will be nol The currency of the game i5
the ‘Basic Resource Point’ or BEAP lirreverently
prongunced vpyrp''), and this is used to pay fiar
pvarything: 1roops, declarations of war, and
offensives, The facts of acanamic life are starkly
pnrl:r'al,.rud i the game, for there ars only Two ways
to schieye e#conomic growth, the prerequisite of
victory: by saving or through conquest,

Of the two, saving is the slower and mara arducus
caurse but is also the more SeCUre since conquered
epuntries can always be roconquered by the other
gicla. Each coumiry rocpives its annual income at
the beginning of the year. [n 1939, for example,
this varies from 75BRPs [Italy} to 150 BRPs
iGermany ), A fraction Ihetween 20% and B60%) of
whatever was saved the previous year is then adlded
iq thiz income, which is thereby permanently
increased for all future years. Einally income from
conguered countries is added . though this does not
inerease the basie rate for juture years and is more
in the nature of a bonus. The actual growth raies
are: ltaly 20%, Bussig and France 30%, Britain
40%, Germany 50%, Usa- G0%. Clearly, anly
Germany and the USA can gxpec to make much
feadway by saving BRP:, though Britain is usually
farced to do so threugh cheer necessity.

The economics of conguedl are more complex.
First of all, units which are gliminated are newver
dead, only sleeping. Thay can be rebuilt at the end
of any turn subject 1o available BRPs and the limits
imposed by the counler mix. A country with 2
liealthy economy can theretore immediately rebuild
ity Iogses, while a8 country with a weak economy
can be brought 1o its knees by forcing losses upan
it which it can not afford to make good. The cost
nf each unit varies from one BRP per combat
factor for infantry 1o three BRPs per combsat
factor for fleats, air-forces and parastroops. Then,
actually lpunching an attack costs an ENOTMOUS
15BRPs a turn; and, finally, declaring war on a
player<ountry (g, Hugsin or taly] costs 3EBRAPs,
or on a minar neutral country {o.g. Belgium]
1NBRPs. Since the conquest af most minor neutral
countries reaps only ten ar fifteen BRPs for in the
cace of player<ountries, half their gnnugl income)
par year, before dieciding whethar or not 19 invade
pne must take nto account the COSIE of an
pifensive, a declaration of war, and the replacement
af losses incurred in the invasion, and balance this
pxpenditure against the BAP value of the conguered
country times the number of yeers one can
reascnably expect 10 hold i1, Will the wenture
chow a prafit? If ong does ¢hosg 10 invade, it 15 &
good idea 10 invade as early as passible, s0 that the
eanguered country can he incorporated into the
victar's soonomy for the greater part of the game.
Faor this regson the opening moves yswally set the
Axis grabbing & whole host of small neutral
countries as rapidly as possibie, in order 1o POSUre a
good  #CONOMIC position in the middle gams,
Dbviously, it also makes senss 1o try and invade
gayiral Countries gimulisneously, 50 that the
expenditure of 15 BRPs for an offensive is put 1o
(A L use,

The mechanics of cembal are interesting. Qnly
armourad units have ZONes of control, costing thrae
moverment points total to leave, Caombat is volun-
tary . Tarrain does not attect movement at all, only
combat. All ground units are autom atically doubled
in clear terrain, tripled hahind rivers in mountains
ar while resisting amphibious invasion, and quad-
rupled in fortresses (the Maginot line, the Westwall,
Leningrad, Malta, and Gihraltar). The doubling in
clear terrain is something new players often have
trouble adapting 10, though its effect ig merely 10
convert a 46 armoured unit inte a 4-846. Con-
wiersaly, the weakening of rivers and mountains
takes some getting used to as well, But to ¢om-
pensate for this s flation’ of terrain valucs, thie
combat Results Table is earrespondingly  mild:
2.1 attacks are as safe a5 1-1 atiscks in other
wargames, antd ewvin a 1.1 has a five sixths chance
of succeeding, though at the cost of an exchange
no doubt. The safe nature of a Z-1 attack has an
intaresting sideeffect: bacause there is only 8 one
in thirty-twe chance of A.lim, and otherwise a
certainty of D<lim or an pxchange [the CRT is
bloody: all combats end with the complete elim-
mation of one side or the other), in 2-1 attacks tha
dip is used not s0 much to decide the outcOme of
the battle as the BRP cost dug 1o the casualtres
suffered by both sides. The result of a 2-1 In
nearly all cases isa forgone conclusion: the attacker
will capture the hex, and all that has to be settlod
is the price the defender exacts for the capture of
that hex, Thiz makes Third Reich almost a perfect-
infarmation game like chess, reducing the effect
of the dig-roll on actual combat 10 a minimum, amnd
Alowing quite complex manoeuvres 1o be ewecutad
with confidence. Properly planned, a player's
attack im any particular turn will sueceed it he
cectricts himself 1o a string of 2-1 attacks, but he
may bankrupt himself in the process, so leaving
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The unlts themselves == OO e conwventional.
Infantry usually has a combat fscior of three and &
movement factor of three; US gnd British infantry
ynits hawve mowvement factors of hour, raflecting
greater motaorization. A typical agrmoured unit is @
3.5 though the Germans are axclusively equipped
with 46z (plus two §.55). The extra movement
factor given to German BrMOUT is in fact wery
significant, since it allows panzers to infiltrate
pwo hexes of an enemy 700G, The US armour when
it mventually gets mobilised also consists of 5485,
Air and naval units are rather abstract: S-factor
air-wings and 9-factor flests, of which only the
former may be yaluntarily broken cloween, Air umits,
the most important units in the game, have a high
degree of manoeuvrability being abla to mowve
aight hexes amel then attack a unit a2 further four
hexes away. THey are permitted to perform a witla
wariety of missions: rypically, the attacker adds
ground support, the defender replies with defen-
cive @ir support {DAS), and then the attacker
intercepts the DAS with yet more aircrafl. Buir
superionty is thereiore grucial o 2 rapid advance.
Nawval units are used mostly to ferry units around
the place, though théy can alen be used 10 bombard
a coastal hex or amphibigusly assault 3 beach, The
now-standard mechanised movement phase is re-
placed in Third Reich by an exploitation phase in
which only armou reed units which have not atiac kel
that turn lso farl get a gpcond move, maasy red from
somie hex just captwred by an attack involving
at  least One armourad unit, after which these
explaiting armoured units also get the chance Lo
sttack. Provided they beqgin the turm an an air-
base out of Z0OC, paratroaps may also drop over a
range of six hexes and make an independent
atiack. Facing an armoured assault it is therefore
necessary to build 2 double ling; if peratroops are
in range, 8 triple line is deasirable though rarely
practical . At the end of the turn between five
(Italy) and tan {USA) units behind friandly lines
ean be moved any distance OVEr friendly territory
v Strategic Redeployment |8R). The stacking limit
is twio units, with paratroops s1ac king for frea.

An innovation in the game which wor ks particularly
wiell is the division af the playing area intd thrag
‘Ergnts'; The Westarn, Eastorn, and Mediterrantan
Fronts. When an offensive option is taken it is valid
for all activity on any one specific front; this has
the effect of channelling combat inta one ar B
areas at a time whilg the rest of Europe remaing
dormant. Usually 1939 and 1940 involves naavy
fighting on tha Western Front, for instance, while
the Mediterranean is guizt. Tha action then switches
tn Russip in 1941 and 1842, after which the Medit-
erranean becomes hoTEr and hotter as the Allies
try to take the pressure off the Saviets, Finally, in
1044 and 1945 all three fronts are atlame and
treasuries become denuded at an alarming rale as
the Allies close in on thie Axis from three sides.
The use of fronts is a sirnple but effective mec hanic.

An offensive option costing 15BRPs and allowing a
player to make a conventional artack on specific
haxes of his chaice on one particular front is not
the only type of ground combat which can be
utilised. ©QOne can instead choose an Atrtrition
option, which costs no BRPs but which also can
pot be relied upon 1o gain ground: it reprisents the
quiet periods which often descend over the fromt-
lime and apart from the loss of a handful of hexes
andfor units does not yeually cause the defender
much  significant damage. When employing this
option, the attacker adds up all his ground factors
on that front in contacl with the enemy, rolls the
dia and consults a different CRT: the dafender will
he called upan to remove Up to seven units [his
choice) and surrender up 1o four hexes lattacker’s
choica). The hesxes chosen {or occupation must be
in the frontding and must be held by the defendar;
= by removing all frantdine units from a particular
hew as attrition |03sEs and leaving it empty, the
defender can deny that hex to tha attacker.
Attrition should not he thought of as mergly a
way of saving BERPs: at times it can De guperiar 10
an offensive, Imaging a defender anwious to hold
a city who has therefore placed two heavy armoll riecd
wnits in it While an offensive option might have no
rpal chance of making any proaress, En attrition
option used a1 this point would force the defender
to either waluntarily destroy the Twd prowetriul
srmoured units lcosting perhaps gERPs each to
rebuild) ar allow them IQ he pushed out of the
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city : guite a dilemmmal: From this exsmple it should
be clear that simply fillimg up a8 crucia hex with
strong (and also expensivel unitsis not a satisfactory
defence. The best defence iz a combination of
cheap infantry (which the defender can afford to
remove in an attrition option to deny that hex to
the attacker) supported behind the frontdine by air
units [to stiffen the defence in the event of a
conventional affansive option).

Mo thumb-nail sketch aof Third Heich would be
complete without mentioning its most controversial
aspect: at the beginning of every turn, the current
BAP status of each country is examined and the
richer alliance then gets to mowve first, What this
means of course is that at ceriain times it is entirely
fegsible for the alliance moving second in B furn 0
manipulate a double mowe! The effect this has on
play is analogous to that of the doubling di¢ in
beckgammon: the threat of itz use is often more
damaging than its actual use, since the opportunity

once taken then passes to the aother side. MNoi-

withstanding this observation, if properly timed
and executed, 8 double move will break any
defence, and is certainly the most poteént single
tectic in the game, Some playvers, considering that
it introduces too wild an clement 1o the game,
proefer to play without this rule, in my opinion a
reprehemsible habit, since all the rule does is force
angressive playvers to exercise & little more caution
and always watch their BRF levels carefully, In
games where neither alliance has much of a lead by
the middle-game, the Axis hand the initiative ower
to the Allies in the summer of 18942 thanks to the
arrival of BRP-rich LUSA an the scene, This is 2
guier time an all fronts other than the Eastern, 50
there is not too much trouble with tha change aof
initiative ocourring naturally in mid-game as the
Allies swing on to the offensive. To reduce the
effects even more, the designer does not pormit the
bwilding of the dangerous British ar American para-
troeps until Summer 1942, by which time the
change-over is expected to hawe taken place, Of
course, if the Axis hold the imitiative bevond this
point, they are liable to find themselves in frouble
later: a double Allied mowe in Winter 1943/Spring
1844 or, even worse, Winter 1944 /Spring 1945
cauld prove fatal,

Strategy in
Third Reich

German Strategy

Since | am to consider the strategies available 1o
each playver, | will start with Germany because,
naturally, it is what the German plaver does wihich
sots the tone of the game, To place himzelt in a
winning position it iz necessary for the German to
do one of the following: defeat the Soviet Union
entirely or defeat France and Britain entirely or
defeat France and severoly maul the Sowviet Unian,
So the Garman plaver's first decision is whether 10
ctart the war with an atteck an France or Russia.
Since Ruszia can not declare war on Germany until
Fall 1941, there is & strong incentive to follow a

roughly historical course &0 awoading the much-
feared two front war. Althousgh such a wer is not
gn impossible strain on the German economy, the
shortage of Axis units is 8 major headache which
only gets warse the longer the game continues and
it is this physical limitation rather than lack of
funds which makes such a venture 5o risky.

But there i & more subtle reason for avoiding a
two-front war: the Axis shortage of both units and
SR capability makes Russia the best place to use
the powerful German penzars: they can cover thras
hexes por unit thanks to their ZOC and are thers-
fore economical to SR, and from defensive
positions they canm concentrate rapidly for an
attack. But the gther side of the coin is thet pre-
cisely because they are so wvaluable in Russia,
once Barbarossa is under way it turns out ta be
virteally impossible to extricate thern for 8 sub-
sequent attack on Frence. What would take their
place in the ling? Therefore it is not practical 1o
pursue the third strategy (defeat France and maul
Russial by invading the Soviet Union first. 5o a
plaver who mowes esstwards early takes on a
burden of inflexibility: from then anwards there is
only one strategy he can pursue, the total defeat of
the Soviet Union. Conversely, the player whao
maowes against France first keeps his options open
much longer: either Britain or Russia can Lo the
second target.

Which ever direction the German chooses, 1838
should be an essentially peaceful year spent picking
up Minor Meuatrals, & strong economic bDase 5 @
prereguisite of survivel, Except in the most excap-
tiomal circumstances, Poland should be aken in the
first turn, and Belgium, Holland and Marway by the
end of the year, Conguest of these neutrals reaps
65 BRPs per year for an expenditure of 55 BRPs
plus losses, They have to be conguered soconer or
later, so masimise profit by making 1t saoner,

Yugoslavia, howewer, is a different kettle of fish, It
is difficult to lay down a firm timetable for the
cancuest of this country. In favour of an early
attgck is its excaellent income (20 BRPs], Against
an gtiack are the extra expensi of 2 Mediterransan
offengive, its distance from the principal thoatres
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Bold German initial deployment: declarations of war against Denmark and
Yugoslavia plus a Mediterrancan offensive leave 40 BEFPs for wmil con-
struction. (One German wnidt In Finland not pletured).
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End of German turn, Fall 1939, after the defeat of Poland and Y ugoslavia,
An exchanpge at Warsaw has destroyved two armouvred units, and German
forees are deploved o resist an Allied double move, Motz that, becawse
French and British may not cxpleit from gach ather's breskthroughs, the
Allies can only advance one hex into Germany on their first fern. Next
furn (Winter 1939) Germany can seize Copenhagen, The Hague and Brussels
plus gither Oslo or Stockhalm. 20 BRPs of conguest will allow Germany to
budld 12 Uhboats, @ good start o the war,
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End of Iallan turn, Fall 1939, showing suitable defence if the British
threaten an amphibious assault plus double move, If [taly's newtrality is
respected, she can still attack Helgrade at 1.1 in the winter from these
positions, with the aid of sea transpart, The 1-3 in Tirane is essential if

Y pgoslavin is to be attacked, even though it wastes a fleet on supply duty.

Initial French deployment, maintaining the threat to cross the Rhine. This
defence 15 less effective if there iz [talian arm ouwr i Torin, Genoa or Milan.

of operation, and the problems of garrisaning it
{the beach can be isolated by partisans, and whin
the British have naval supremacy in the Mediter-
ranean there i3 some danger of an atreck on
Salonikal.

If the German dogs want to attack Yugoslavia
early, | think the best time is on the vary tirst warn,
Whatever combination of armour and air is used in
Poland, a minimurm of 26 factors is neaded there:
leaving, after two airfactors for Y ugoslavian
counterair have beoen deducted, anly eight armour/
sir factors available, An Avalan Hill ruling allows
German units 1o be set up in the Axis Minor Allies,
sg with infantry in Rumania and Hungary and the
armour and air-force near the German/Hungarian
horder, it is possible to launch three 2-1 attacks on
the first turn: eqainst the hox wist of Brest Litowsk,
against Warsaw, and against Belgrade, But da not
be complacent about setting upl The TYugoslavians
cBn spring same surprises. For instance, i1 i
important 1o have an armoured unit in position 10
reach  Serajevo; otherwise the  defenders will
abandon Sarzjevo and hold & hex on the northarm
Bank of the Danube. Bearing in mind the Allies’
ahility to take a double move over Fall fWinter
1939, a 1-1 attack an Belgrade is bast avoided.

An ategck on Yugoslavia in Fall 1839 is a bold
move, not to be attempted by the faint of heart;
exchanges in Poland will lead to ecanomic problems,
and for thi:z ressan many players prefer to concen-
trate exclusively on Poland on the first wurn. An
exchange at Warsaw can be extremely painful. One
problem the German player may encounter is ltalian
antipathy: rightly or wronaly, Yugoslaviz has
come to be thought of as part of the ltalian sphere
of interest. However, to let ltaly become involved
in the conquest of Yugoslavia is very poor house-
kaeping: the atrocious Italian growth rate of 20%-
means many of the fruits of victory will be thrown
away. |t is better to 1ry and comea 1o 50me windar-
standing, such az future loans 1o ltaly, than let the
| talians waste such a commodity.

Scandinavia also deserves some thought, Since

DOenmark is a gift, it is niee to capturgé Norway
in 1939 too, it only 1o get the most out of that
western offenzive. There are two ways of doing this:
an airborne assault supported by five airfactors
fram 632, or an amphibious assault on the seuthern
heech using bath lent ltalian armoured units with
Osle falling to  exploitation. Both reguire air
support from Denmark, which means Denmark
must fall the turn before Morway., Butb o western
offensive in Eall 1939 just to capture Denmark is
wrterly wasteful. My solution is to declare war on
Denmark in Fall 1939 but take an attrition option,
bottle up the Copenhagen defenders with infantry
on | 31, and send asecond infantry unit northwards
to caplure the crucial G232 hex; then build an airs
hace there and SA the paratroops to it. Denmark
csn be eliminated along with Norway, Belgium and
Halland in the winter. But one word of warning:
in this cwent, watch out for the Allies staging inio
Copenhagen, Remember to base the German navy
in Konigsberg [J36), not Kiel. Also notice that
Denmark 1% left rather vwulnerable to Allied counter-
atigck if Germany also attecks Yugoslavia on the
First turn.

| have developed a variation of this Scandinavian
strategy of which | have become particularly fond.
instead of seizing Oslo in Winter 1938 with a
paradrop from G332, | like to capiuro Siockholml
Puricts will throw up their hands in horrar: what &
watte of BAPs! But BRPs are not the most
important things, Uitimately one wing by control-
ling abjective haxes. There are two in Scandinavia,
Oslo and Stockholm, and of all the objectivis 1he
Axie may capturg they are the most secure, The
cecurity of an abjective againgt counter-atiack is
an important cansideratian, and in the difficult
days of 1944 and 1945 when objectives are falling
1 the Allies like dominoes you will be glad you
had the foresight to capture Stockholm. Remember
that ane pxtra objective is all that is necessary 1o
rige the standard of victory by one |evel, Stock-
holm should be taken with a paradrop assisted by
shore bombardment from two fleets and eight
airfactars based in Finland; one additional airfactor

counterairs: in @n exchange remove girfactors.
While Russia is neutral the Swedish nawy isin-
affective: later the only feasible way to take
Stockholm iz by combining the German and
Italian paratroops end leaving the German navy
out of resch of the Soviet fleats. The dislocation
caused by the deployment of twelve Axis air
factors to Finland at such a time howaver is likely
1o make conguist impraciical,

Having captured Brussels on exploitation in Wintes
1934, the German player will find himsalt
ndequately positioned for an attack an France ir
1940, There is no time to be lost. The ideal time
o gttack Russia is Winter 1940, as this ensures ar
mmediate double move against the Sowets. | can
not over-smphasise the importance of sttacking
Russia in Winter 1240: itis the single most imporian
avent in the game, Indeed , 1o improwe the likalihooc
of defeating France in Fall 1940, it may be warth
while forgetting Scandinavia for the time being anc
throwing the whole weight of the air-force a0aing
France ac early as Winter 1939 instead, seizing the
Hague with infantry and Brussels with a2 paradrop
The whole German war machine must be geared 1
defeating France by Fall 1930,

Afrer the fall of France, the opportunities fo
invading Britain are usually wery siight. The bes
method is to drop paratroops on a port and the
SR into that port; Great Yarmouth and Rosyth &r
usually the only ones which are wilnerabie. Linfort
unately, 1t is essy 1o thwart such an attack, end @
alert British player is sure to do so, Inmy B MPEriBnC
the only real chance 1o invade Hritain requin
the capture of Suez and Alzxandria late in 1940
bankrupting Britain; unopposed by British offer
sives, & paratroop atteck then has time 10 establis
iself. Needless to say, Suez s rarely captured :
all, let along in [ate 1940! Incidentslly, if you d
try a paratroop attack, remsmber to hawe a Thos
avallable to supply the captured port at theo i
of SR, singe SR may only be 1o a supplied hiex,

Maore often than not, having knocked out France i
1940 and made a few rude noses at the Brite



lion scrosz the waters the Axis wall furn east in
18941, Here, a2 sound strategy e most important. In
my opinion, the first target should be Leningrad.
Yes, it is @ very hard objective to take ... butitis
also a very hard objective for the Soviets to retake.
The capture of Leningrad should also sink much,
perhaps all, of the Soviet mavy, before which event
there is little likelihood of defeating the Sowviet
Lnion, The way to attack Leningrad is with sewven
infantry units, one Finn, and three airfactors. This
1-1 atteck hes fivesixths chance of success at a
maximum possible cost of 30 BRPs, and a ane-sixth
chance of total failure costing 32 BRPs, not
including the cost of the offensive, After Leningrad,
a push on Vologda should result in the end of
Murmansk conwoys and the abandonment of
foccow. After that, the targets zre Batum {if there
gre fleets in the Black Sea). Tabriz and Sarab; but
it is most unlikely that these last two will ever fall
o the Axis, Be content with pushing the Soviets
hack to the Valga. If you hold the Soviets east of
the Wolga throughout 1842, you may consider
Russia 'mauled’ and the chances of winning good,

From 1942 Garmmany is on the defensive, The most
critical- area to defend is the southern flank of the
Russian front, for the Soviets' primary objective is
Bucharest, The loss of Axis Minor Allies will
shatter any German defence, To this end, | sugoest
you defend the =outh, while retreating from
Rostov through Dnepropetrovsk to Odessa, with
sturdy stacks of infantry; and fight 8 mobile with-
drawal using exclusively armour in the north, You
can always afford to lose.the north, Ultimately,
vou should aim to hold a strong defence line fram
Riga to Dnepropétrovsk: this line can be pushed
back three or four hexeg before it heging to stretch
at all, which should bring a little relief 1o your
tired forces, If wou are holding the Dnepr in 1944
yvou arg daing alright,

Do not under-estimate the power of the Americans,
particularly their airforce. Unlike the Eastern
front, in France there is na room (o retreat. Rather
than defend all the French beaches evenly, fortify
Calais and Dieppe like 8 maniac, and channel his
attack into weakly-held MNormandy or Brittany.
Aim to hald a ling in 1844 from Dieppe to Switzer-
land . and from the French Alps to Marseilles, The
one crucial thing 1o remember is that he must not
be allowed ashore at Calais! Do not try to hang on
te  Paris needlessiy  after the 1944 Year-Start
Sequence: just concentraté on making an orderly
retreat to the Rhine fortresses. Then just hang on,
and watch the clock]

Finally, a8 faw words about the Axis' third ally:
strategic warfare, Spend, spend, spend on strategic
warfare to yvour maxgimum ability, Always build
Uboats, plus just enough interceptors to defsat
fast year’s SAC, Even continue building U-boats in
1944, Avoid putting too many in the Murmansk
Boax: they belong in the strategic Warfare Box.
Afer Americe has given BAPs to Britain, consider
switching targets to the U.5. economy: Britain
can not now buoy wp the WS, sconomy, and
every U.S. BRP sunk is not going to grow at G0%.
Strange to wwell, if Germany builds & healthy

eoconamy, It /s possible to bring the US, gconomy
toits knees in late 1944 ., with a little luck!

Italian Strategy

The ltalian playver has a wvery rough time, caught
betwoen  the animosity of the Allies and the
arrogance of the Germans. Help from Germany
rarely comes as swiftly or as completely 85 tne
Italian plaver desires; conversely, if Italy’s defence
shows the slightest weakness, the Allies will pounce
on her immediately. In this respect 1938 is the
dangzrous time. Italy can easily be defeated then,
thanks 1o the Allies’ ability to engineésr a double
miove over the first two turns. I inttially there is a
gignificant British force on board ship in the
Mediterranean, [taly showld remain neutral on the
first turn, The denger of amphibious assault is real,
Meutrality may annoy the Germans, but to my

mind it is unawoidable in this case, unless the naval
balance in the Mediterranean favours the ltalians,

The most popular time for [taly to join the war is
Winter 1939, This will ensure all 1939 BRPs are
used, and permits an lielian offensive alongside the
Germans in Spring 1940, It is convenient for the
Germans too, since in Spring 1940 ten lent |talian
girfactors will certainly come in handy. Bui,
under cértain circumstances, | am the advocate of
a rather more interesting strategy, the prolonged
nautrality of Italy, as foliows,

One of laly's many problems is that her bark is
far worse than her hite. Because of her appalling
fConomic situation, on the turm on which she
declares war she can not take an offensive. Mar,
for much of the game, can she bath take an affen-
sive and build g fleet in the same turn. Howveswr,
if Italy, unaided, defeats Yugoslavia in 1938, by
careful spending that yesr she can start 1940 with
100 BRPs, enough to launch an offensive into
Egypt on the turn that she declares war an the
Allies, This is & genuine threat 1o British interagts,
and will force Eritain to hold Egypt with a8 much
larger garrison than ususl, so weakening France.
[taly is thus free to declare war on the Allies with
real effect any time in 1940, while in the mean
time shaltering behind a mask of neutrality, This
is a particufarly worthwhile strategy iT Germany
opens the game with an attack on Fussia,

Once the tide wrns in 1942, Italy will be the first
to feel the Allies” growing strength, She must hang
on bitterly in the desert, preserving her Heers and
forcing exchanoes on the Allies at ewery oppartunity
fit takes only one fleet to deplay a rebuilt Italian
unit inte Marth Africa, but two 10 deploy a rebuilt
Allied wnit: therefore the best wey for the ltalian
player to both attack and defend in the desert is
to ey 1o owverdoad the Allies’ sea escort capability
i making multiple low-odds attacks, rather than a
fow selected high-odds attacks). If a reasonable
apportunity presents itself, it is worth capturing
Cyprus: once the frontding has swung back into
Libva, one Axis parachute unit in Cyprus can force
the Allied player to waste five units guarding the
Middla Easterm ports. On the other hand, the
ltalian must also guard against an Allied parachuts
attack on Tripali from Malta, Once Tobruk and
Bengazi hawve fallen, such an attack supparted by
heavy shore bombardment will rémaowve the infrinsic
supply capability of Libya, further burdening the
Italian nawy, and leave the Axis supply ling fram
Algiers vulnerable to exploitation westwards from
the Tunisian beach. Even mare important is the
proper garrisoning of the [alian mainland: although
an Allied landing is unlikely wuntil airbases have
been secured within range of italy, the disruption
even & small raid would cause makes such a move
gitractive to the Allies once American flegts enter
the game, Certainly, the Allies will seize Corsica
and Sardinia at the first opportunity. A few
German infantry units around Rome and Maples
are a good idea therefore, plus ltalian réplacemeants
in the two islands,

Holding Rome until the end of the Gameg can
be a problem in the face of massive Allied nawval
supremacy, but a1 this point in the game the
German is almast certain to give the defence of
Foms top priority, ltaly is easy to defend too,
being the perfect arena for attrition attacks. Ulti-
miately, if the Allies do ook as if they are about 1o
push past Rome, a last ditch defence in the capital
consisting of 155, GS0D, 1 Fsjr and lent Folgore
makes a wiry convincing garrison .,

Finally, hare is some advice concerning BRF loans,
When Italy is under pressure and spending a lot, it
is tempting ta fill her coffers with German BRPs,
O the ather hand, if nothing vary much is hagpen-
ing it is equally tempting to rob the [talian treasury
evary winter to enhance German growth, 1 believe
firmly that it is impertant 1o do neither until late
in the game. In the early years Italy should be able
to make gnough headway on her own so long as
she does not lose fleets; additionally, only a few
BRPs are likely to be left at the end of the year if
the Italians are putting up any sort of a fight, An
garly decision a5 1o the direction in which Axis
BRPs are to flow severely limits Axis strategic
Hexibility from that point on. So, on the one hand,
he economical with [talian attacks, but on the
ather hand do not lose sleep over a few wasted
Italian BAPs at the end of the year: kesping your
options open keeps you strong.

British Strategy

Of all the player-countries I'Ex-.’.‘lurl]ng the LSA],
Britain iz the hardest 1o defeat, end therefore the
mast secure. This security aives Britain 8 considar-
able strategic flexibility and so, with the imporiant
position she holds right up to 1942 and later, it is
no surprise that Britain is one of the most popular
chioices when selecting sides.

in the apening moves, the status of laly dominaius
British forgign policy. In some ways, the sooner
Italy declaras war the better for the Allies, This is
becauss & neutral ltaly, particularly ong which
enters 1940 with 100 BRPs, is not significantly
less of & threat than a hostile Italy: both require a
substantial garrison in the south of France, & lesser
garrizon in Egypt, and a reasonable naval presence
in the Mediterranean, Additionally, 3 neuwtral
Italy is not as susceptible 1o an Allied counter-
attack &z & belligperant Italy, due 1o the 35 BRP
burden a presemptive Allied strike in that case
must bear. MNar is the shbsence of German units in
neutral Italy much of & consolation: GeErman
armaour positioned between Munich and Switzer-
land i% as well placed to strike af Lyons and Mar-
seilles a5 at The Hague and Brussels, and is also
able to intervene auickly and offectively against
any Allied pre-smptive strike into laly. As often
as not therefore, the |talian declaration of war is
greeted by the Allies with & sigh of relief: at last
the cards are an the table, and Allied counter-
offensives egainst [aly become feasible,

Italy suffers a significant disadvantage in having to
gel up before the other playér<countries, and Britain
should take sdvantage of this. | am a firm believer
in a wery heawy British initial deployment in the
Mediterranean, with a 45 and 2-5 on board ship in
Alexandriz and a further two infantry units with
accompanying fleetz in Gibraltar. IF Italy has set
up in Albania, planning an attrition on Yugosiavia
perhaps, an immediate amphibious assault on ane
of the Halian beaches may be possible; such a
strategy can be extremely lucrative if combined
with a double mowve, The Franch flests should of
course be used 10 intercept lalian interceptors,
Alternatively, with this British 21 up units are
&till reasonably well positionsd to deploy into
France in the usual way wvia Marseilles. Litile is
lost by deploying in the Mediterranagan; the defence
nf Britain can be left 1o nawly built units.

Thraughout 1893% and 1840 the proper defeénce in
France iz Britein's maost important strateme con-
sideration, Her most important contribution to
the game is the delaying of the Axis attack on
Fussia until 18941, The ewvents of Winter 13940
hypnatise the British no fess than the Germans,
Ewen if France falls befare this crucial turn, Britizh
wnits should remain on French sonl until the danger
of an Axis attack on Russia in Winier 1940 has
passed, whatevar the cost. Strong British unite
holding out in Normandy and Brittany will be
more-than 8 nuisance to the Axis, and maey just be
encugh to prevent carly redeployment eastwards.

The defence of Britgin s not too much of &
problem. While the Axis hold the initiative the
Royal Mavy enjoys the best of both worlds: abile to
intercept an invasion attempt at full strength, able
to redeploy reinforcements overseas in any turn in
which the threatened invasion does not materialise,
Once a British part falls into the hands of German
ground forcas though, little can save Britain from
Axis conquest, so it is crucial o defend ports
ageinst parachute attack. Fortunataly, this is sasy.
ang small unit in the port and anather adjacent iz
all that s necessary, An airborfg urrt may nol
attack both a unit upon which it lands directly and



{simultanecusly ) another unit: nor may it advance
after combet immediately after a drop. This means
that the unit adjacent to the port will survive what
ewer tricks the Germans try, thus preventing SR
inta the port (but watch out if both Axis parachute
unité are in rangel). If a seaborne invasion is
attemptad, the beaches sdjacent to London are the
most likely targets, since a bridgehead here leaves
the invaders both well positioned for an attack on
the capital and immune 1o attrition, After these
two, East Anglia is the most attractive, because a
bridoehesd here protects the erucial part of Great
Yarmouth, Frankly though, @ seaborne jrvasion
against a campetent British player is most unlikaly.

In the middle period of the oame. Britain should
remain darmant, licking her wounds and trying to
stave off the worse horrors of the U.boat war,
Attrition options sre the arder of the day, though
a sneak raid on @ French beach can cause immense
dislocation to the Axis and iz well worth 15 BRAP:
plus Iosses. Once the Americans arrive it makec
BCONOMIC sénse toleave the Western Front to tham,
and concentrate British Torces in the Maditerranean
The earlier the British land in Italy the better. 1§
Groece is still neutral (as she aften is) a landing at
Salonika with exploiting armour stizing Sofis i3
well worth a small risk, particularly if you think
the Axis are poorly deployed to defend Bucharect
{for instance, if the landing is timed 10 coincide
with & large Soviet offensive). A parachute drop on
the Albanian port opens up ather interesting
possibilities. If vou see a way to avoid slogging up
ltaly, take it, The narrow front of the ltalian
mainland favours defensive attrition, and the

British should not expect to be able to capture
Romea merely because of historical precedent.

French Strategy

Once again, Winter 1940 is the crucisl turn. France
has only one job to do and that is to stay in the
game long enoush to prevent an Axic attock on
Russia before 1941, If France does not fall until
Winter 1840, the prospects for Allied victory will
alreacly ook reazongble,

The opening French defence in Fall 1939 j= a
problem. | would strongly advise players to ignore
the foolish Franch setup Avalon Hill recommendod
in "The General’, the one in which they supgest
gbandaning the eastern Maginot line hex . Pravided
@ reasonable defence is offered, the likelihood of 3
lullscale German assoult against France om the
first turn s very small; but that Maginot line hex js
eruciel to any French plan te cross the RRine lin
the event of an early attack an Russia, far instance)
Whether ar not & French player actually intends to
cross the Rhine, he should always maintain a threat
to do s, Do not be fooled, though, by Italian
diplomatic overtures ta “'demilitarise’ the Froench/!
Italian barder. IT the ltalians sot up away from the
bordar, it s not safe to zayv'*no defence. is better
than & weak defence™ and lvave southern France
completely  empty, The Germans can capture
Warsaw with a5 few as two armougred units: the
other two can set up adjacent to the Swiss and
Italian borders and capture both Lyons and Mar-
seillas on the first wwen against & null defence.
Examine the French defence | advocate, Certainly,
southern France ic weaker than the rast, but not so
weak thet it is worth the German's while to throw
away the free conquest of Paland, He can not get a
2-1 against the Alpine defence, and a 1-1 with five-
sixths chance of a breakthrough leaves only one
unit for exploitation (a 1-1 with anly 50% chance
of & breakthrough lesves twe units), An exchange
would cripple Gerrmany. The risks far out-wsigh
the rewards. One comment needs to be made: |f
the ltalizn places his armoured unit in Turin, the
French may wish to consider abandoning Marseilles
placing ane infantry In cach mountain hex and the
armour between Lyons and the beach. Frankly,

| weould still' use the illustrated defence: who cares
if 8 single Italian asrmoured unit an a6 attrition
option advances out of supply behind the French
lines? Note the fleet in Calais ready 1o supply the
WO units in southern France (it will also supply
the narthern French unit if panzers capture 0 23).
Also note the reserve infantry in Vichy, positioned
1o move into Paris of defend the Rkane ags reguired,
The stlight weakness of the northern Erench unit is
offset a little by a free Belgian deployment and the
Belgian airfactor.

At all costs, the French should avoid attacking
Belgium ar Haolland, for muzh the same resson
Russia should respect Turkish neutrality, How ever
attractive short-term benefits appear, the loss of
these natural French allies will speed up the
aventual conquest of France., I Germany sttacks
Russia early, be extremely careful about advancing
toe deep into Germany: the French can defend =
short front effectivaly, but once past the shelter
of Switzerland, the infantry becomes very sus-
ceptible to  exploiting panzers a2nd izclation. On
the other hand, small raids are often warthwehilo: i
Germany attacks Russia in 1939, a doubleamave
attack through Aachen and Essen to deny Belgium
and Helland to Germany in 1939 could damage his
economy  considerably. Be weary about taking a
double move though: an Axis double-mave riposte
is not to be offered lightly. The enly time a double
miove really is demanded is if it is possible to knock
out ltaly in 1939; in this avent give the British
all the halp you can, because it will win the war for
thie Allies in one blow, Finally, farce the Germans
to swop their BRPs for French BFRP: at avery
oOpportunity; in  particular  avoid Axis no-loss
counterair, force interceptions, sink the lalian
navy if given the chance, and use French BRP: for
Allied declarations of war and 10 open up the
Lend-Lease raute,

American Strategy

There is little to say; the US has the least interesting
ralé to play. The two big problems the US faces ar
its slowe deploymeant into Britain and the NecessiTy
of handdeeding Russia all through the game, The
worseg the Axis losses on the Eastern front, the
weaker will be the garrison’ in France, so keep
those BRPs flowing into Russia so that he can take
an offensive whenewer he wishes; it is no saving 1o
be pennypinching here, To reduce deployment
problems, only build what is immediately needed
and use the surplus for growth, The real |y impore-
ant American units are the air wings which pack a
guite phenomenal punch, Deploy these & soon a8
practical, and also two armoured units an board
four fleets Jor encourage the British to keep a 4-5
and 2-5 on board two tleets as a similar threatl,
All efforts should be directed towsrds getting
ashoré and staying there, preferably in 1943,
Strike into Germany along the cosst using over-
whelming shore hombardment, and thues out-flank
the Wastwal |,

M

Russian Strategy

The Soviet Union is a fascinating country 1o play
and is certainly the most important of the Allies,
The Russian player must walk a tightrope: a
tenacious defence is essential, but allow too many
front-line troops to be surrounded and defedt will
be sudden and complete. It is important 16 stress

that lack of BRPs i rarely the ceuse of Soviet
defeat; more often, defeat follows B massive
encirclement resulting in the loss by isolation of so
many units that there simply are not enough left
feven if all previously eliminated units are rebuilt]
1o meet the 75 factor criterion, The faet that units
lost by isolation can not ba rebuilt until the next
turn i5 the Achilles heel of the Soviet Union.
Obviously, the Axis will be looking for oppor-
winities for encirclement all the time, The most
powerful German unit is the parechute wunit,
wihose speciality is low-odds attacks an the second
line of defence, To defend properly, a triple line i
necessary, but this is impossible until 1942, The
Axis will continue to gobble up Soviet 1erritory
until them, for the only practical defence until
Siberian reinforcements arrive is a second line et
far enough back to be out of Axis air range.

A Soviet attack on Turkey is a very poor idea:
Turkey's neutrality aids the Soviets and should
therefore be respected, For, once the Axis are past
the Baosphorus, defending Turkey increases the
frontage for the hard-oressed Soviets by about a
third, a terrible burden. Furthermore, Axis cantral
of Tabriz and Sarab will put a strangle-held an the
=0vieT economy which could prove fatal. The best
way o avoid such a disastor §8 to leave Turkey
alone. The standard ane-turn capture of the Nazi-
Soviet Pact area followed by peaceful growth may
stermn baring and unromantic, but at feast it is
reliable,

Once: the Axis assault is under way, defend Lenin-
grad carefully, particularly if like me you station
all your fleets there, It is also worth trying to hold
an 10 the Baltic States initially 1 there is a good
chance of denying Talinn to the Germans at the
next Year-Start Sequence, In the early stages of the
Axis invasion take attrition options 1o conserve
BRPs; but do not hesitate to take an offensive if
large numbers of Soviet units have been surroundsd,
Forcing units 10 commit suicide [perhaps dregging
some of the Axis armoured spearhead down with
them 100l and rebuilding them further back is an
impartant Soviet tactic; unfortunately becauss of
the cost it can not bt done very often, so it is best
resérvid for really crucial turns. Do not be nostalgic
about Moscow; excepr close to a Year-Start,
abandon it without regret, Do nat be atraid to pull
back as far s the Don &nd the Volga, After that,
if the Axis are still advancing, as a first priority
defenc the Caucasus, supplicd fram Britein:
vou will find the Axiz most reluctant 1o advance
beyond the Volge because of the problems of
reinforcement.

A Russian player who finds himself forced all the
way back to the Valga should not assume that all
prospects for wliimate victory have been lost, A
good tactician should be able to pull the chestnuts
out of the fire. The problem Germany faces in
getting the Axis Minor Allies’ cannon-fodder up to
the front-line is acute; where feasible, therefore,
try ta knock out large numbers of small units rather
then & few large ones, so straining the Garman SR
capability ro its limits. Eliminate the Axis Minar
Allies' units at every opportunity @ since a Bulgarian
or Hungarian unit takes a turn longer than a
Rumanian 1o walk to the frantdine. pick on them
first it possible. You will find the German line is
more and more brittle the further east it iz dep-
loyed. Ewventually, after several  conseeutive
offensives, it will snap, and the Soviet forces will
be &sble w0 bound forward dramatically until the
Germans manage to reform, probably along the
Drepr. Imaginative use of the Soviet paratroops
will also pay dividends: odds g5 low as 1-2 are per-
fectly acceptable agsinst the German second fine
provided advance-after-combat bas brouaght friendly
units adjacent to the paratroops,

The Axis weaknoss is not fack of BRPs, but lack
of wunits. The Soviet drive should therclore be
concentrated on  the south, with the aim of
capturing Bucharest. Once Rumania iz out of the
war, the Axis defence of the east will collapse like
d house of cards, and a coherent line is unlikely to
be formed further east than Trieste-Breslau-Danzig.
Fighting on several fronts at once is expensive
though, so husband some resources for the deive
inta Aumania, and then wheel north  through
Belgrade, Budapest, Krakow and Breslzu to Berdin
and victony,

—_—e
B e e




