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1990:

Civil war in Iran
draws the
superpowers
into conflict.
World War Three
begins in the

The game begins
with diplomatic man-
euvering: both sides
use diplomacy cards—

ranging from denunciation of Israel in the U.N. to fuil-scale
The Series mili_tary mobilization—to infl_uence ele\{en Iranian factions,
The Third World War™ national groups, and bordering countries. (Of course, the
cards have other effects too.) Factions become committed
to a side, and fighting breaks out. The U.S. can send the RDF,
while the Soviets can intervene with troops from Afghanistan
played as a combined game, and i’fs soutl_wern military districts. Each.move es_scalgtes the
covering the entire battle be- conflict .untll thfe superpowers are d_lrectly _flghtlng one
tween NATO and the Warsaw another in the Middle East and their alliances in Europe are
mobilizing for war. As the NATO alliance is activated, a new
battle front opens in the Turkish Caucasus.
Persian Gulf's four maps cover all of Iran, Iraq, the Gulf,
and surrounding areas, a region dominated by mountains and

series is four independent
games using the same game
system. All four may also be

Pact, from Norway’'s North
Cape to the Arabian Sea in a
comprehensive strategic/oper-
ational simulation. The other three series games

are The Third World War: Battle for Germany deserts, with feyv roads. .
{$18); Southern Front: Race for the Turkish Straits An asymmetrical sequence of play shows tl_'xe different
($18); and Arctic Front: Battle for Norway ($16). natures of Soviet, U.S., and regional armies. Units are rated

for firepower and proficiency; both vary immensely, from the
Iranian Revolutionary Guards to elite forces like Israeli
parachute brigades and U.S. 82nd Airborne, 9th High Tech
Light, and 1st Marine divisions. Special rules show the value
of airmobile and light motorized units.

Air rules are extensive; air units are rated by type for air
superiority, ground attack, strike, and maintenance, from ob-
solete MiG-19s to F-156s. And the U.S. can call in B-52
strikes.

Diplomacy, rugged terrain, and a mixed bag of forces make
Persian Gulf a unique wargame. $24.




We spend more on

than we make in PR
We're Late Again . . . s

That's because we go to great lengths to make

sure a game plays right before releasing it for
publication. Being late means we didn't budget
for long enough development time.

But being late also means we haven't
compromised the commitment to quality and
play-value that has been the hallmark of The
Avalon Hill Game Company for 28 years.

Here are the new one's for ‘86 —most of which
are only 6 to 9 months late:

#864 Empires in Arms—$35
Game of warfare and diplomacy during the
Napoleonic era.

#8701 Streets of Fire—$28
A deluxe ASL module featuring 10 new
scenarios.

#869 1830: Railroads & Robber Barons— $23

Drama, excitement and romance of railroad
building.

#867 Knights in the Air—$35
Authentic re-creation of WWI deadly air
combat.

#8578 Griffin Island—-$16
Another in the growing series of RuneQuest
modules.

#866 Dark Emperor—$19

Fantasy Wargame with diplomatic, magic and
military factors.
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By Laurel Cochran

Before dawn om 15 August 1944
- the 175th anniversary of Napo-
lean’s birth - British and Ameri-
can paratroopers of the First Air-
borne Task Force jumped into
three drop zomes around an ob-
scure Fremch village mnear Dra-
guignan in southerm France and
so began omne of the most contro-
versial invasions of World War
II, a campaign that was to see

the isolation of all western
France, the opening of two
major ports to Allied supply,
and the  metting of almost
79,000 prisoners, but that was
ultimately to fail im its most
ambitious and important goal:

that of cutting off and elimi-
nating most of the German
Army task group defending the
coast . . .

ANVIL
First tentatively proposed by the United
States Joint Chiefs of Staff at the
Quebec Conference a year before to coin-
cide with Operation Overlord, the inva-
sion of Normandy, the idea of a sub-
sidiary invasion on the Provence coast
simply seemed the best way to both
keep the maximum number of German
units from reacting to the threat in
northern France by tying them down to
another front and also to introduce the
French units then slated for the Iialian
Campaign into their home country. To
the British Chiefs of Staff, focusing on
the upcoming Salerno invasion, the sug-
gestion was mainly an American ac-
knowledgement of the importance of
operations in the Mediterranean Theater,
and in that context they supported it.
General Dwight FEisenhower, the
Supreme Allied Commander in the Me-
diterranean, was duly charged with out-
lining the pros and cons of such a
scheme, codenamed Operation Anvil,
and he came out squarely against it,
saying that there were not enough avail-
able landing craft (o support two major
invasions at the same time and that in
all events the campaign in Italy might
prove as complementary to Overlord as
an operation in southern France. Being
the senior American field general and in
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command of an essentially British
theater of operations, his opinion carried
a lot of weight with the Combined
Chiefs, and his opposition closed the
book on Anvil until it was reopened
again at the Cairo and Tehran Con-
ferences held during the last months of
1943, when Soviet Premier Joseph
Stalin added his voice to those in favor
of the invasion. By then the Salemno in-
vasion had been made, the Italian Cam-
paign had visibly bogged down, and he
saw his western allies going over to the
defensive there, transferring all of their
offensive strength to South France, and
using it in a great sweep up the Rhone
Valley coincident with a similar drive
from Normandy to meet it. An interest-
ing idea, made more so by the fact that
Stalin was interested in it. Although the
part about halting the attack in Italy
was offensive in itself and not to be con-
sidered, British and American leaders
agreed to give the issue more considera-
tion, and instructed General Eisenhower
to have his staff draw up a detailed plan
for the implementation of the operation.
Eisenhower’s response was quick and
comprehensive, selecting the most logi-
cal invasion sites, outlining a rough
timetable, calling for a gradual buildup
to seven French and three American
divisions, and recommending that the
assault go in on either a two- or three-
division front to have the optimum im-
pact.

British planners for Overlord fel¢ the
idea of so large an initial lift for Anvil
was totally unacceptable, as it meant
that their invasion, the more important
one, would need to be reduced from a
proposed five-division front down to
three or four divisions respectively to
compensate for the number of landing
craft required for the subsidiary action,
therefore having its optimum impact
drasticallyreduced as well. They counter-
proposed that the southern France opera-
tion be launched with no more than a
single division, rejected in turn by the
United States as having no chance of
success. At loggerheads then, the Com-
bined Chiefs agreed in early February of
the new year to let the Supreme Allied
Commander in Europe decide.

The just named CinC/Europe was

Dwight FEisenhower, and to no one’s
surprise, the overlord of Overlord ruled
that the Normandy invasion should take
precedence over Anvil. Having written
two reports on it, however, he had
become intimately familiar with the
proposed operation and was beginning
to realize the potentials inherent in a
strong campaign in southern France.
Rather than cancel the plan, he got the
Combined chiefs to postpone it until
sorhe opportune time after 6 June.
DRAGOGCN

Throughout the spring of 1944 the
British Chiefs of Staff were adamant
that there could be no new Mediterra-
nean operations until the stalemate in
Italy had been broken and Rome liber-
ated. And once troops were withdrawn
from the peninsula, they were not in
any case convinced that Anvil would be
the best use for them. To make the
British more amenable, the Americans
offered a transfer to the MTO of 66
landing craft previously earmarked for
the Pacific — the only catch being that
they would now be earmarked for Anvil.,
The offer was rejected as attempted bri-
bery and later pared down to nineteen
LSTs with no strings attached, which
the British then accepted.

Sensing that the United States was
trying to ram the operation down their
throats, the British Chiefs decided to
commission their own analysis, and on
25 April directed the new CinC/Mediter-
ranean, Field Marshal Sir Henry Mait-
land Wilson to study the feasibility of
other invasion sites which might sup-
port both Normandy and Italy. Accor-
dingly his staff looked at sites around
Sete west of the Rhoéne River, east of
Toulon - already picked for Anvil —
near Genoa in northwestern Italy, and
north of Rome; they concluded that the
most promising one was indeed that
east of Toulon. There were no two ways
about it. Wanting to find alternatives to
the American plan, the British had
instead legitimized it with their own
findings. This provided the impetus for
General Eisenhower to come out
strongly in favor of the Provence inva-
sion. He was already thinking about his
broad front, and how its southern flank
would need to be supplied through the



port of Marseille, the second largest in
France. By the end of June, however,
after the Normandy landings, he had a
very different motive for desiring that
Anvil be implemented as soon as pos-
sible: he felt that Overlord was in
trouble, requiring a second front of its
own to ease the German pressure. Be-
cause of its advanced stage of planning,
the southern France operation was the
logical one with which to introduce the
maximum Allied troops quickly. The
British could have no more objections,
because the stalemate in Italy had been
ended and Rome had fallen earlier in the
month.

The British did have more objec-
tions, in the person of their prime mini-
ster Winston Churchill. He was in favor
of an invasion at the head of the Adria-
tic Sea (called Operation Armpit by
Harold Macmillan), and saw the
southern France operation as not only
frittering away Allied strength in Italy,
but as dashing once and for all any
hopes of the Allies mounting the amphi-
bious assault he wanted. The Americans.
had started out by being so pliant to the
British way of thinking, but with their
insistance on first Overlord and now
Anvil they were turning ugly. On top
of that his own Chiefs of Staff were be-
traying him by agreeing with the Ameri-
cans. He suggested that if Overlord
needed to be reinforced it might be done
through the Bay of Biscay (beyond the
Mediterranean Theater), but wasrebuffed
by the argument that Provence could be
invaded before the Biscay ports could be
captured from the landward side and
made ready to receive troops. Un-
daunted, Churchill pressed for Anvil’s
cancellation, asking both U.S. President
Franklin Roosevelt and presidential ad-
visor Harry Hopkins to use their in-
fluence in the matter. When neither was
willing to intervene, the prime minister
played his last card by going to Eisen-
hower and threatening to resign his post
if the southemn France operation was
carried out. Although the general was a
genuine fan of the prime minister’s,
Overlord was his first priority, and it
needed help. He stood his ground,
giving Churchill the ultimatum that
either Anvil went forward with all speed
or an equal force would have to be
pulled out of Italy anyway and shipped
out of the MTO to Normandy. Not
wishing to lose those divisions alto-
gether — there was still some slight
hope for an Istrian operation if they
remained somewhere in the Mediter-
ranean — and really liking his job, the
prime minister in turn reluctantly sur-
rendered, informing his Chiefs of Staff
that the Americans were to have their
way. As one last favor he asked the
Combined Chiefs to please at least
change the codename from Anvil to Dra-
goon, ostensibly both for security
reasons and because the latter name
conjoured up visions of dashing French

cavalrymen sweeping all opposition
before them. With the last opposition
swept before it, then, the operation was
assured. D-Day was set for 15 August,
H-Hour for 8:00 a.m. and only its order
of battle remained to be finalized.

By the last of July the units had
been picked and most of them as-
sembled at Naples and at Oran in North
Africa. The amphibious assault would
be conducted by the 3rd, 36th, and 45th
United States Infantry Divisions,

formed of two American regimental
combat teams — the 509th and 517th -
and one British brigaded combat teamn ~
the 2nd Independent. The latter was to
be Britain’s sole involvement in the
land campaign and was loaned with the
stipulation that it be returned to Italy as
soon as it was no longer needed. These
formations would be controlled by the
U.S. Seventh Army under Lieutenant
General Alexander Patch, which in turn
would be responsible to the newly

SUPREME COMMANDER
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Oberkommando der Heeres

lith Panzer Task Group G
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grouped into the VI Corps under Lieute-
nant General Lucian Truscott. The fol-
low-up force, known as French Armée
B and commanded by General Jean De
Lattre de Tassigny, would consist of the
seven French divisions available: the
1st Free French Motorized, 2nd Moroc-
can, 3rd Algerian, 4th Mountain, 9th
Colonial, and Moroccan Tabor Infan-
tries, as well as the 1st Armored. Ex-
cept for the latter, all ten divisions were
veteran units, and each was to be aug-
mented up to or over TO&E by the at-
tachment of additional platoons, com-
panies, and battalions. There would also
be several special organizations paving
the way for the invasion, chief among
them the 1st Special Service Force, a
highly trained mixture of American and
Canadian commandos, and the First Air-
borne Task Force, a loose aggregation
of independent units led by Major
General Robert Frederick, former com-

mander of the 1SSF. The FABTF was

created U.S. 6th Army Group com-
manded by General Jacob Devers.

As most of the ground troops would
be French, it was suggested by General
Charles De Gaulle that the high com-
mand over them should be French, too.
He acquiesced when it was pointed out
to him that since French supply and ar-
tillery support would have to come
from the U.S. — as the French refused to
put any of their manpower into service
roles — an overall American command
was necessary. He then proposed that
the assault wave of the invasion land on
both sides of Toulon, but once again
subsided when persuaded it was not a
good idea to have a beachhead divided by
an enemy fortress. Finally he submitted
a plan (codenamed Caiman) for para-
chuting a French airborne regiment into
the Massif Central region to bolster the
Resistance there, Realizing that De
Gaulle was thinking more of political
than military practicality, the Combined
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Chiefs also rejected that scheme, and the
General resigned himself to the plan as
it stood; there was no more time for
such alterations.

The preparation for Dragoon had
begun as early as the end of April, both
the bombers of the XV Air Force and
the French Resistance targeting with
increasing frequency the southern France
communication lines, naval installa-
tions, coastal gun implacements, air-
fields, radar stations, anything and

everything that might be of use to the

enemy. Particuldr attention was payed
to isolating the area between Nice and
the Rhone River. There were decoy
attacks around the peripheries, to be
sure, but so noticeable was the stepped-
up activity compared to what it had
been that the Germans began putting
two and two together.

SOUTHWALL

By 12 Aungust, evidence of the im-
pending invasion had become so over-
whelming that the units in the German
Nineteenth Armée defending the Pro-
vence coast from the Spanish border to
the Italian and Armée Ligurien in north-
western Italy were put on first alert
status. In addition, Colonel General
Johannes Blaskowitz, in charge of
Armée Task Group G, consisting of
both Nineteenth Armée and First Armée
guarding the Biscay ports in western
France, was moved to do some last
minute shuffling. The order transferring
his only fast unit, the 11th Panzer, to
Armeegruppe B fighting in Normandy
had been rescinded and he was finally
granted permission to move it from the
region of Toulouse, where it was
serving as sole reserve of both armies,
to Avignon, where it could form the
reserve of the more immediately en-
dangered Nineteenth. On the way there
its 15th Armor and 111th Mechanized
Regiments were to provide temporary
cover for the beaches west of the Rhone

36th Infantry Division
"Texas Division"
so known as"Panther Division
and Lone Star Division”)

River, thereby allowing the 198th
Infantry Division defending the area to
pull up stakes in anticipation. The
198th, the next most mobile division
Blaskowitz possessed, would then be
free to cross the Rhone River via the
coast highway so as to back up the
beachfront defenses of the Marseille-
Toulon sector. After the invasion, the
two 11th Panzer regiments could be
either shifted across the Rhéne or used
t0 delay an Allied incursion where they
were, unlikely as that event then
seemed. Also, to meet the threat of an
expected airdrop the better half of the
189th Reserve Infantry Division,
Kampfgruppe Schwerin stationed at
Arles and the 933rd Bodenstandig
(Static) Regiment at Marseille were
hurriedly dispatched twward Aix-en-
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Provence.

Most of the units in the area were
unavailable for any eleventh hour ma-
neuvers, having been settled into pre-
pared positions for some time. Fortifica-
tions on the Mediterranean coast had
been continuously under construction
since the Germans had seized the Vichy
territory in the winter of 1942, and
while not nearly as extensive or com-
plex as their counterparts making up the
Atlantic Wall, they were nonetheless
formidable enough. Known as the Sud-
wall, if the defenses had a fault, it lay in
there not being enough iroops in the
area to garrison them properly, and
many of the works were designated as
alternate or fall-back positions, making
the wall more like a sieve.

Of the units manning these fortifica-
tions, the most mobile was the 34th
Infantry Division, stretched from the
French-Italian border to Genoa. Like the
198th west of the Rhone, it had been
sent to the Riviera to rest and heal after
distinguishing and almost extinguishing
itself in Russia.

The least mobile units, besides the
naval garrisons of Marseille, Toulon,
and Genoa, were the four static infantry
divisions in Nineteenth Armée: the
242nd, 244th, 338th and 716th. Regular
infantry formations, except that they
had been allotted no internal transport,
they were created to defend important
positions to the last. The 242nd, with a
full complement of men (12,769), was
the most complete division in southern
France and was responsible for the
shoreline from Cannes to Toulon,
always considered by the Germans the
most likely place for an amphibious
assault. Next in line from Toulon to the
Rhoéne delta was the 244th, containing
about 2,000 men less but still second
only to the 242nd in terms of roops.
Behind the river marshes was the 338th,
in the process of being shifted north up
the Rhone Valley and already without
its 757th regiment, detached at Valence-
siir-Rhone. Also lacking a third regi-
ment was the 716th, badly battered by
the Allies in Normandy and newly
moved to the Beziers-Perpignon sector
near the Spanish border to recoup.

Marginally faster than the statics
were the reserve infantry divisions, used
in the main as training units. First
Armée was made up entirely of one of
them — the 159th at La Rochelle and in
the vicinity of Bordeaux — and Nine-
teenth Armée contained three: the 148th
covering the coast from Cannes to the
Italian border, the 157th (with its moun-
tain regiment) guarding the France-Italy
alpine passes, and the 189th split into
two battlegroups, its almost irmmobile
Kampfgruppe Richter holding the small
space between the 716th Static Infantry
and the Pyrenées.

THERE ARE GERMANS IN
THERE
“Gaby is going to lie down in the grass.

Nancy has a stiff neck.” The two sen-
tences had been broadcast by the BBC to
the Resistance every night for weeks,
On the night of 14 August another sen-
tence was added to the litany and re-
peated to make certain it was received:
“The huntsman is hungry. The hunts-
man is hungry.” It was the signal that
the Coéte d’Azur would be invaded the
next day.

By midnight of the fourteenth the
invasion fleet, having steered away from
Genoa only at the last minute to con-
fuse any German Spotters as (o its true
destination, was lying off the South
France coast from the Iles d’Hyeres to
the Gulf of Frejus. Between 1:30 and
2:00 a.m. two groups of French com-
mandoes were put ashore on the main-
land, their mission to try and secure the
flanks of the assault sector. At the same
time the 1SSF quietly landed on the
two islands immediately west of the in-
vasion beaches to neutralize German re-
sistance and especially to silence a bat-
tery of heavy <guns on Levant, the
easternmost island.

Diversions to the attack began
around 2 o’clock: launches and aircraft
staged mock invasions to both east and
west of the actual landing sites, and
hundreds of booby-trapped dummies
were parachuted into the area northwest
of Toulon. These were succeeded at 3:30

" by twelve First Airborne Task Force

pathfinder teams parachuting into the
vicinity of Draguignan to prepare drop
zones for the main body, to jump one
hour later. Mis-dropped, they were not
able to set up their directional radar de-
vices in time for the following planes
to home in on them, but, aided by the
growing daylight, most (85%) of the
paratroopers were dropped relatively ac-
curately anyway. By 5:30 all were down
and getting ready for their first glider-
borne reinforcements.

Delayed by a thick fog that persisted
over the coast, bombers from Italian and
Corsican  airfields finally  began
pounding known enemy Strongpoints
on the invasion beaches at H-Hour
minus two. At 7:00 they were joined by
the primary batteries of battleships,
cruisers, and destroyers waiting off-
shore. Not wanting to give away any
more than they already had, the Ger-
mans fired back only from their more
obvious positions. A half hour later the
bombers broke off, but the intense bom-
bardment from the ships continued una-
bated until ten minutes prior to 8:00.
For five of those minutes the quiet was
deafening, and then like a starter’s pistol
a final salvo from special rocket
equipped landing craft signalled the end
of all preliminaries and the beginning of
the seaborne assault.

The 3rd Infantry hit the St. Tropez
peninsula (codenamed Alpha Beach)
with its 7th Regiment on the left and
its 15th  on the right. Its

Continued on page 10
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Huntsman is Hungry Continued from page 8
30th Regiment came in as divisional
reserve an hour after at St. Tropez. Next
to it the 45th Infantry went in on a
narrower front between St. Tropez and
Frejus (Delta Beach) with both its
157th and 180th Regiments, its 179th
landing later in reserve. Enemy
resistance in both sectors was sporadic
and slight, units of the 242nd Static
under orders not to commit themselves
to a defense of the coast but to remain
intact for a withdrawal to Toulon. For
the 765th Regiment, however, dug in at
Frejus, the United States activity
between it and the fortress meant that it
was now cut off from the rest of its
division, and there was nothing to do
but buckle down and defend its stretch
of beach as best it could. Consequently
the 36th Infantry, scheduled to invade in
a mirror image of the 3rd from the head
of the Bay of Frejus east to Cannes
(Camel Beach) was forced — even after
an additional noonhour bombardment of
the area — to abandon the western sector
entirely and concentrate solely on the
eastern, its regiments landing in shifts:
the 141st at eight, the 143rd at ten, and
the 142nd in reserve at two p.m.

Aboard the British destroyer Kim-
berley, Winston Churchill had been a
witness to the moming proceedings and
pronounced them “a good show”. He
was trying to demonstrate his good faith
in the invasion, but in reality he had
none. To him all the operation was
good for was a show. He still thought it
a gigantic waste of Allied effort diverted
from the crucial battle for Italy, where it
might have made a difference, for
nothing more than mopping up exer-
cised in the south of France, and felt
that he, Britain, and the whole Allied
cause had been Dragooned into going
along with a tremendous mistake. Dis-
gusted with it all he indicated he had
seen enough, and the ship turned back
for Corsica.

In the lengthening afternoon of D-
Day things were proceeding very well
with the First Airborne. The reserve
551st Parachute Battalion had reinforced
the 509th a litde after four p.m., the
last glider landing was expected at 7:00
that evening, and all the task force’s
components on the ground were busily
consolidating their holdings to block
any German reaction against the
beaches. The British 2nd Independent
Brigade was in an especially good po-
sition to take the strategic hamlet of Le
Muy, ten miles southeast of Dra-
guignan, but throughout the day had
remained inactive. Late in the afternoon
General Frederick asked its commander
if it would yet try to capture the village.
The latter had been instructed prior to
the jump to conserve his unit’s strength
afterward by staying clear of the enemy
and replied simply, “No, there are Ger-
mans in there.” With that answer it was
clear the brigade’s usefulness to the
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FABTF was finished and, just as the
British desired, its commander was in-
structed to ship back to Italy as soon as
possible.

Against increased opposition on
D+1 and 2 the U.S. units began to ex-
pand in all directions what had been
won on D-Day. The 3rd Division headed
northwest through the Monts des
Maures, the forested hill country behind
the beaches, the 45th moved up the
Frejus-Avignon highway until halted by
Kampfgruppe Schwerin and the 933rd
Bodenstandig, and the 36th advanced
into Frejus and eliminated the last of
the 765th Bodenstandig north of the
town. The two remaining FABTF regi-
ments took Le Muy and Draguignan and
put themselves in position to protect
the Allied lodgement’s eastern flank, the
509th next to the sea, the 517th astride
the Antibes-Grenoble road, the famous
route used by Napoleon to make his
way toward Paris following his escape
from Elba in 1815. On Port-Cros Is-
land, the 1SSF reduced the last of the
enemy strongpoints and crossed over to
the mainland.,

French units began to come ashore
across the captured beaches on the six-
teenth, and by the next day the 2nd
Brigade of the 1st French Motorized
Infantry had taken over responsibility
from the American 3rd Infantry for
securing the western flank, The Ist
Combat Command of the 1st Armored
had also landed and was assigned to the
45th Infantry, spearhead division of the
U.S. forces.

Also by the end of 17 August,
General Blaskowitz had received Hitler’s
order authorizing a general German re-

treat. Excepted were the fortress gar-
risons, the static infantry divisions at
Marseille and Toulon, and the 158th
Reserve, which was to send one regi-
ment to the Bordeau area of the Biscay
coast to relieve the 159th. The 148th
and 157th Reserve Divisions were to
retire on Italy where they would join
Field Marshal Kesselring’s Armee-
gruppe C in Italy, the first via the coast
highway, the second through the Alpine
passes. The rest of Task Group G was
to seek safety north of Switzerland in
the fortifications of the Belfort Gap
area, more than 500 kilometers from the
mouth of the Rhoéne. All the with-
drawing formations were instructed to
offer what resistance they could but
always remember to protect their line of
retreat. With no time to waste, then, the
unit commanders began to make ready
to depart. For some this was harder than
for others; the 338th and 716th Boden-
standig Divisions desperately scraped
together every bit of civilian and mili-
tary transportation they could beg, bor-
row, and commandeer. When its sector
was picked clean of even children’s
tricycles (sorry, couldn’t resist) by the
716th, the equally static Kampfgruppe
Richter gave up the idea of trying to
reach Belfort at all and instead sought
safety across the border in Spain.
PURSUIT

The Allies had come to South France
loaded for bear, but just as they had
been at Normandy were ill-equipped to
deal with rabbit. Weapons and ammu-
nition of all kinds were in abundance,
but not much in the way of the trucks
and gas necessary for a pursuit. Still,
the enemy’s transport situation was
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very much worse, and the ease with
which the Allies had established their
beachhead only confirmed previous es-
timates that here was a good chance
they could take a significant part of the
German Army out of the war and irre-
futably prove the wisdom of Dragoon.
Consequently, lack of wherewithal not-
withstanding, American commanders
decided to go ahead with plans for ex-
ploitations.

D+3 and 4 found the German battle-
group behind the Monts des Maures
pulled back, and Aix-en-Provence occu-
pied in strength by the 198th Infantry.
While the American 3rd Division
probed the highway in front of the city
as far as it could, the 45th swung east
in a flanking maneuver toward
Manosque and the Durance River. The
36th Infantry, deprived of a fast unit
when CC1 went to the 45th instead of
to it, as had been scheduled, and in need
of one capable of racing ahead of the
main body of the division, formed from
its own attached components into an ad
hoc armored task force under the com-
mand of Brigadier General Frederick B.
Budler. Set into independent motion on
the moming of the eighteenth, the task
force then led the way north as the di-
vision moved onto the Route Napoleon.
By nightfall of the next day it was al-
ready beyond Sisteron, with the rest of
the 36th in the process of crossing the
Durance above Digny.

On the twentieth the 198th Division
abandoned Aix and, with elements of
the 244th and 338th Statics, Kampf-
grugge Schwerin and the 11th Panzer,
became part of a new defensive line in
front of Avignon the following day.
The 3rd Infantry passed through the
former German city, and dealt the 933rd
Bodenstandig blocking the highway on
the other side, a mortal blow. The 45th
Infantry was able to cross the river near
Manosque and, detaching its 179th
Regiment eastward to Sisteron, marched
on Pertius and Apt with the other two.
The 36th Infantry, responding to several
calls from its corps commander General
Truscott to move with all speed in the
direction of Montelimar detached its
143rd Regiment to continue the move
toward Grenoble and veered west, its
141st Regiment and Task Force Butler
reaching the die area on the twenty-first
after a forced march, its 142nd Regi-
ment in tow, maintaining the division’s
line of communications back to the
beaches.

North of Montelimar the Drome
River flows west into the Rhone and,
not well bridged, provides a perfect ob-
stacle to the movement of military for-
mations. While the slower units
forming the German rearguard on the
eastern side of the valley would have to
avoid delaying at the wributary by
crossing to the other side at the town of
Le Teil just west of Montelimar, the
11th Panzer especially needed to cross

the Drome, as its tanks would not be
able to function effectively on the
Rhone’s west bank. Truscott knew his
best chance to cut off the retreating
enemy lay in denying them the river
crossings, and that was why he had
ordered an end run by his 36th Infantry.
The significance of the crossings had
not been lost on the Germans, either;
that was why when the 36th’s 141st and
142nd Regiments began their final push
toward the Rhéne on the twenty-third,
they encountered elements of the 11th
Panzer. The 141st, weak from its efforts
the day before, was halted not far to the
west of Die, but the 142nd managed to
interpose itself on the outskirts of
Montelimar, interdicting both the Le
Teil and Drome crossings. Task Force
Butler, also exhausted by the forced
march, remained at Die to rest.

The other regiment of the 36th Di-

90th Yy 34th
Panzer " Infantry
Grenadier Division
Division

vision, the 143rd, occupied Grenoble
without a fight the same day. The bulk
of the 45th Infanery took Apt, while the
3rd finished off the 933rd Regiment and
occupied Salon-de-Provence. On the
eastern flank, the 1st Special Service
Force filled the vacancy in the FABTF
left by the departure of the 2nd Indepen-
dent Brigade, and by the twenty-third
had taken its place on the northern point
of the task force’s defensive line. Re-
ceiving intelligence that two German
divisions were heading his way, General
Frederick made plans to advance his
units so that the whole of the Route
Napoleon from the coast to Digny
would be firmly in Allied hands.

The two German divisions were the
42nd Jager Infantry and the 90th Panzer-
grenadier, released from reserve status
right after the invasion and dispatched
west toward the French border to guaran-
tee that the Allies did not spill over into
Italy. The first was to assist the 34th In-
fantry and 148th Reserve in blocking
the coast highway and the lower Alpine
passes, and the second was to aid the
157th Reserve at the upper passes.
Realizing that an armored infantry unit
was not the best choice for mountain
guard duty, Kesselring immediately
started a series of trade-offs so that the
90th could eventually be relieved by the
S5th Mountain Division, then heavily
involved in holding a section of the
Gothic Line.

On the twenty-fourth the First Air-
borne Task Force units began inching
their way eastward and liberated both
Cannes and Grasse, vacated by the
148th the day before. The Germans let
them come, not offering substantial
resistance, usually abandoning terrain
before the American pressure on it got
too great, but keeping the rate of ad-
vance down to a crawl.

To the northwest things were defi-
nitely heating up; their escape routes up
the Rhone Valley severed, the Germans
rushed to counterattack the 142nd
Mechanized with everything they could
reasonably bring to bear, leaving only a
single regiment of the 198th Infantry,
Schwerin’s battlegroup and the 759th
Bodenstandig to delay the 3rd and 45th
Divisions. Hit by two regiments of the
198th and two more of the 11th Panzer,
the United States regiment was pried
loose from the Rhone and pushed back
east to the hills bordering the valley; on
the following day, it tried to reestablish
its position, but by itself was too weak
to shake the Germans’ desperate resolve.

Seeing that he was losing the battle,
Truscott sent the 45th Infantry’s 180th
Regiment to replace the 36th’s 143rd at
Grenoble, ordering the latter and third
45th Division unit to converge on Die.
In the meantime the 3rd Infantry had
crossed the Durance on the twenty-
fourth and occupied Carpentras the next
day, cutting the bridges at Avignon and
Orange and drawing the noose around
the retreating Germans ever tighter. On
the twenty-sixth the 141st Mechanized,
bolstered now by the 143rd and 157th,
advanced west along the Drome River
road to try and gain control of the
crossings held by the 11th Panzer’s
110th Regiment. But by then all except
one of the Task Group G units had
made it across the rivers, the remnants
of the 759th Bodenstandig being cap-
tured below Montelimar by the United
States 3rd Infantry, after the latter had
been relieved at Carpentras by the 1st
French Armored’s CC2. On the twenty-
eighth the regiments of 3rd passed
through Montelimar to reach the now
abandoned Drome, and the Battle of
Montelimar was over.

TOULON AND MARSEILLE
French units continued to be assembled
for the investment of the coastal for-
tresses Toulon and Marseille, and by
morning of 18 August General De
Lattre had gotten all of the 1st Free
French Motorized Infantry, two-thirds of
the 3rd Algerian Infantry, the 1st and
2nd Tabors, and the 2nd Combat Com-
mand of the French 1st Armored ready
for the offensive. In addition, the 1st
CC had been transferred from the
American sphere of influence to the
French. Half this force plus other units
scheduled to land in the next few days
De Lattre planned to use to surround and
reduce Toulon, while the rest bypassed
it to isolate Marseille simultaneously —
a risky and ambitious undertaking.

The first phase began on the nine-
teenth, as the 1st and 4th Motorized
Brigades moved out toward Toulon
along the coastal highway, while the
rest advanced up the one further inland.
Encountering opposition in the form of
the 918th Bodenstandig Regiment as

they approached Hyeres, the Motorized
Continued on page 15
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y the time I bought my
copy of Victory Games’
\ Vietnam: 1965 - 1975, 1
had already acquired a cas-
ual knowledge of the war from

books, magazines and the PBS
TV series. However, the game
revived my curiosity about this
important period in American
history, SO I began
investigating the subject in
more detail. Although my in-

terest was to some extent purely
academic, I also wanted to see if
VG had altered or omitted any
historical factors in its' impres-
sive design effort. As I men-
tioned in an earlier article (see
The Wargamer #7? ), Vietnam is
a remarkably accurate game over-
all, but evemn the most fanatical
game designer must make some
compromises.

Surprisingly, a design that takes a
few liberties with history can actually
make a better game than one that fol-
lows the record right down the line. As
wargamers, we naturally prefer histori-
cally accurate products, but not if we’re
saddled with too many constraints on
our freedom of action. If a game follows
history foo closely, we can only repeat
the past, not rewrite it. A strictly histo-
rical game on Vietnam, for instance,
would always end with an NLF victory.

It’s not surprising, then, that my
reading turned up several places where
Victory’s game departs from the histo-
rical record. VG made some outright
errors, of course, but most of the discre-
pancies seem to be deliberate measures
to simplify and/or balance the game.
My purpose in pointing them out is not
to “fix” anything, but rather to illustrate
how interested players can emphasize
certain features of the conflict that VG
chose to gloss over.

One of the first things 1 discovered
is that Vietnam’s climate is consider-
ably more complicated than VG’s rules
suggest. In effect, the country is split
into two weather zones by the moun-
tains of the central highlands. The south-
west monsoon brings rain to most of In-
dochina from about May to October.
The northern part of South Vietnam,
however, is protected from the south-
west monsoon by the mountains. The
climate there is dominated by the north-
east monsoon, which brings fog and
drizzle from October to May.

Victory chose to simulate Viet-
nam’s weather with a spring monsoon
season that neutralizes 25% of the U.S.
player’s tactical air and airmobile
poings. Although it has the advantage of
simplicity, this compromise alsc has
several drawbacks. For one thing, it ig-
nores the effect of weather on the strate-
gic air campaigns against North Viet-
nam and the Ho Chi Minh Trail
Ground movement, (0o, is sirangely
immune to bad weather. Overall, cli-

12 Wargamer

mate is less of a factor in the game than
it was in the original conflict.

Players who want a better feel for

the ebb and flow of the tropical mon-
soon can try the following weather
rules:
(3.0), (7.3), (8.0) The playing map
is divided into two climate zones. The
northeast monsoon zone consists of
North Vietnam, I Corps, and Binh
Dinh, Phu Yen, and Khanh Hoa pro-
vinces. The northeast monsoon covers
these areas in winter and spring. The
rest of the map, including the Ho Chi
Minh Trail, is in the southwest mon-
soon zone. Monsoon penalties apply in
summer and fall. Hexes on the border
between the two zones belong to the
northeast zone.

a traumatic experience. In 1964, for in-
stance, the ARVN 25th Division was
moved from Quang Ngai province to
Hau Nghia. Morale declined, desertions
increased, and the unit was all but use-
less for some three years.

VG’s rules, however, allow the
U.S. player to shuffle the ARVN regu-
lar divisions pretty much as he likes. In
fact, he may even find it advantageous
to keep a division’s HQ in one corps
zone (under an effective two-star leader),
and operate its regiments permanently
in another corps. In the actual conflict,
such practices were the exception rather
than the rule.

To simulate some of the historical
constraints on ARVN deployment, try
the following rules:

When an area is affected by a monsoon,

the following penalties apply:

1) Add one to the mechanized move-
ment cost of each terrain type except
roads.

2) For every three air points allocated
0 an operation or strategic airstrike,
four air points are expended. For ex-
ample, if the U.S. player sends 27
air points against the North in win-
ter or spring, he must subtract 36
from his available air points. (The
U.S. had many all-weather aircraft,
but the rules of engagement usually
limited pilots to visual attacks.)

3) For every three airmobile points as-
signed to an operation, four are ex-
pended. The entire operation is con-
sidered to be in a monscon zone if
any unit, including the target, be-
gins the first round in a monsoon
zone. Note that the U.S. 1 Cavalry
and 101 Airborne divisions are still
exempt from monsoon limits on
airlift.

By the way, it seems YG’s definition of

a “season” is a bit fuzzy: The NLF’s

1968 and 1972 offensives began on

January 30 and March 29 respectively,

but in VG’s scenarios both start with

the first Game Turn of spring.

ARVN DEPLOYMENT

Each of the ARVN’s regular divisions
was customarily assigned to the same
operational area for long periods. Since
the men were recruited locally, they and
their families had strong ties to the
region. This was something of an advan-
tage in counterinsurgency warfare and
static defense, but it made redeployment

(11.1) An ineffective unit may cross a
corps boundary only if returning to its
superior corps zone. It may cross 4 na-
tional border only if returning to its su-
perior corps zone. It may cross a nation-
al border only if returning to South
Vietnam.

(15.1) The Chief of Staff is also the
“corps commander” for Laos and Cam-
bodia.

(15.4) An ARVN unit outside its divi-
sion’s superior corps zone in the Unit
Status Phase is automatically ineffec-
tive. If a division’s superior corps has
changed from the previous season, sub-
tract 2 from the division commander’s
printed effectiveness rating for that Unit
Status Phase only.

Note that the addition to rule 15.1
covers an omission in VG’s “sphere of
influence” rules. Combined with 15.4,
it means that an ARVN regular division
risks a morale crisis (i.e. a change of
“corps”) if a seasonal interphase finds it
outside South Vietmam.

PACIFICATION
Winning the allegiance of the South
Vietnamese populace was, of course, a
vital part of the war effort. In the game,
however, despite extensive pacification
rules, players effectively compete for
hearts and minds only half the time.
During the First Turn of each season,
the peasants are virtually ignored, since
only the position at the end of the sea-
son counts in the pacification process.
This leads to some strange situa-
tions. A VC battalion, for instance, can
spend most of a season on R & R in
Cambodia, then waltz across the border



and get credit for a full season of pea-
sant-bashing. At the same time, another
unit can slave away for two full Game
Turns in South Vietnam, get creamed in
the last U.S. operation of the season,
and accomplish nothing. Although
these factors tend to cancel out, pacifica-
tion is nevertheless of major concern to
players for only half the game.

The following rules changes extend
pacification into the first Game Turn of
each season:

(7.6)  Free-fire declarations last only
until the end of the current Game Tum.

(13.0) Captured capital markers are
removed at the end of each Game Turn.
(13.0) Pacification modifiers are
recorded at the end of each Game Turn
in a season. In the Pacification Phase,

by
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add the two figures, divide by two, then
round off (round 1/2 down, 3/4 up). The
result is the modifier for the province’s
pacification roll.

Example: In a province at the end of
Game Turn 1, there is one NLF unit in
the capital and one in a cultivated hex.
The First Turn modifiers are —1 (cap-
tured capital), -2 (one NLF unit in the
capital), and -1 (NLF unit in a culti-
vated hex), for a total of —4. At the end
of Turn 2, only one NLF unit is left,
occupying a swamp. The Second Turn’s
modifier is ~1/2. In the Pacification
Phase, the two totals are added (-4 1/2),
divided by two (-2 1/4), and rounded off
to a final pacification modifier of —2.

COUPS

VG’s politics rules are a major part of
the game’s historical atmosphere. They
also have a critical effect on play, since
politics can effectively neutralize an im-
portant part of the U.S. player’s forces
at the most inconvenient times.

Under VG’s setup rules, nearly one
game in four will begin with a coup.
Loyalty to the current three-star leader
increases slowly at best, so the proba-
bility of a coup remains fairly high for
several seasons. If a coup does occur, its
adverse effect on morale and loyalty
tends to raise the odds of a subsequent
coup. A very unlucky U.S. player can
fall into a pattern of coups and quickly
lose all hope of winning the game.

The historical picture is a little dif-
ferent. Although South Vietnam had a
series of revolving-door governments in
1964, the threat of U.S. withdrawal had
greatly limited turnover by the summer

of 1965. There was only one “coup” in
the period covered by the game, when
premier Quat’s civilian government fell
in June, 1965. Aside from a few iso-
lated Montagnard revolts, the only other
significant trouble I could find was the
1966 Buddhist insurrection in Hue and
Danang. In game terms, it probably
amounted to “instability.”

Certainly intrigue and political ma-
neuvering continued to hamper the war
effort, but the ARVN’s enthusiasm for
outright coups had waned. I suggest the
following rule change:

(15.3) When rolling for a coup, sub-
tract one from the dice-roll for each pre-
vious coup.

OFFENSIVES

Much of the shock value of the 1968
and 1972 offensives was in the heavy
attacks on populated areas. Besides de-
monstrating the vulnerability of the
cities, Hanoi hoped to capture an NLF
“provisional capital” and (in 1968) trig-
ger a “general uprising.” Fighting in the
cities instead of the hinterlands also
limited the effectiveness of U.S.
firepower. The TV coverage was better,
too.

The game rules, however, don’t dis-
tinguish between attacks on Allied units
and attacks on South Vietnam’s popula-
tion centers. Both are equally effective
in lowering U.S. morale.

I suggest the following change:

(16.4) During an NLF offensive, only
attacks on units in a city, town, or culti-
vated hex count toward lowering U.S.
morale.

U.S. REINFORCEMENTS

It wasn’t until I began my reading that I
realized how much latitude VG had
given the U.S. player in his buildup. In
Vietnam, the U.S. player can bring in
his reinforcements much faster than the
U.S. did historically. In fact, a rapid
buildup is the cornerstone of one pro-
mising line of play for the U.S. side
(see The Avalon Hill General, vol. 21,
no. 3).

A gamer jumps into Vietnam with
his eyes open, but U.S. leaders stum-
bled into the real war with little long-
term preparation. From a logistical
standpoint, South Vietnam simply
wasn’t prepared for a massive influx of
U.S. units and their huge support orga-
nizations. There were few airfields and
only one deep-water port (Saigon).
Though construction went at breakneck
speed in 1965 — 1966, it seems the
historical deployment rate was about the
best the U.S. could manage from a
standing start.

The game, of course, charges the
U.S. player a high price for a rapid
buildup, perhaps simulating the effect
of mobilizing reserve engineer units.

However, there was an upper limit on
the U.S. deployment rate that couldn’t
be exceeded at any price. Players who
want to recreate this logisitical limita-
tion should try this rule:

(17.1) The U.S. player may not ex-
pend more than 25 commitment points
per season until Summer, 1966.

SOUTH VIETNAMESE
REINFORCEMENTS

Although Vietnam correctly rewards the
U.S. player for building and upgrading
the ARVN as quickly as possible, it
doesn’t explain the slow start of Vietna-
mization in real life. U.S. leaders were
understandably reluctant to lavish aid on
the often unreliable ARVN, but Vietna-
mese leaders were equally reluctant to
make use of their own resources. Since
popular support for the Saigon regime
was shaky at best, the government
didn’t want to push the people too far
with a total war effort (e.g. 18-year-olds
weren’t drafted until 1968).

The stimulus for national mobiliza-
tion was finally provided by the Tet of-
fensive of 1968. Widespread VC attacks
and atrocities alienated the populace,
shook Vietnamese leaders out of their
complacency, and underlined the need
for a maximum effort. The U.S. was
shocked into building up the ARVN.

If players want to simulate the his-
torical obstacles to Vietnamization, I
suggest the following rule:

(17.4) U.S. purchase of ARVN sup-
plies is limited to 3 commitment points
per season until after the first NLF of-
fensive, or until South Vietnam’s
morale reaches 140. Incidentally, if you
compare South Vietnam’s order of
battle in the Tet scenario with its 1965
initial set-up, you’ll find that only 7
draft points have been spent on replace-
ments in ten seasons of fighting. Cer-
tainly the U.S. dominated the Allied
war effort from 1965 to 1968, but I
think VG’s figures overstate the case. In
the 1965 — 1967 period, ARVN casual-
ties exceeded American losses.

SEA SUPPLY

Before the U.S. buildup, the commu-
nists sent a large portion of their sup-
plies to South Vietnam by sea. Later
U.S. naval efforts were so effective,
however, that the VC received only a
trickle over the beaches. North Vietnam
was forced to upgrade the Ho Chi Minh
Trail instead.

Unfortunately, the value of sea sup-
ply to the VC is not reflected in the
game., With the maximum efficiency of
6 supplies per commitment point (in-
creased to 8 by later errata), sea supply
is so much less effective than Trail sup-
ply that the NLF sends supplies by sea
only if the land route is severely
bombed. In the campaign games I've
played, each U.S. player has decided to
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withdraw his initial naval point and not
interdict sea supply at all.

The following rules revise and sim-
plify the combersome blockade proce-
dure, increase its effectiveness, and
make sea supply more attractive to the
NLF player:

(17.1) The U.S. may never have more
than five naval points.

(17.5) Replace VG’s blockade proce-
dure with the following: The U.S.
player rolls one die for each NVN com-
mitment point allocated to sea supply.
If the die-roll is less than or equal to the
number of U.S. naval points, that com-
mitment point is lost. For each point
that survives the blockade, the NLF
receives 10 supply points in South
Vietnam.

Presumably the U.S. player will
achieve the same result (a virtual shut-
down of sea supply) with these new
rules, but he’ll have to commit naval
points to do so.

THE HO CHI MINH TRAIL

When I first looked at Vietnam, I was
bothered by VG’s treatment of the Ho
chi Minh Trail. I noticed, for instance,
that the NLF can supply IV Corps as
easily as I Corps, even though it is 500
miles further along the Trail. I con-
cluded that VG had averaged out the ef-
fects of distance in order to simplify (or
oversimplify) the game.

I learned later, however, that a major
portion of NLF supplies for Il and IV
Corps arrived on “neutral” shipping at
the “neutral” port of Sihanoukville
(now Kompong Som) in Cambodia.
The Cambodians took their cut and pre-
tended not to0 notice as equipment was
offloaded and transported to border
bases. If the sea lane to Cambodia is
considered part of the Trail, then VG’s
rules make a lot more sense. However,
we still need a rule to cover the closing
of this route when Lon Nol ousted
Prince Sihanouk in March, 1970.

I suggest the following:

(17.6) At the beginning of the spring
1970 Seasonal Interphase, reduce the op-
timal status of the Ho Chi Minh Trail
by one box.

AUGMENTED NVA UNITS
For most of the war, North Vietnam
fielded infantry and light artillery forma-
tions which had modest supply require-
ments. In its 1972 offensive, however,
the NVA for the first time used signifi-
cant numbers of tanks and heavy artil-
lery pieces. Later, in the final offensive
of 1975, the NVA overwhelmed South
Viemam with four mechanized corps.
VG’s game strikingly portrays the
NVA’s growth in firepower and mobi-
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lity, but glosses over the tremendous lo-
gistical effort that made it possible.
Before the final offensive, the commu-
nists upgraded the Trail into a highway,
laid hundreds of miles of pipeline, and
stockpiled mountains of shells. Now a
heavy, conventional army, the NVA
finally had a conventional logistical

The following rule illustrates the

effort required to supply a mechanized
NVA in South Vietnam:
(17.6) The number of augmented
NVA regiments and/or independent ar-
tillery units in South Vietnam (inclu-
ding border hexes) may never exceed
three times the current effective box
number on the Ho Chi Minh Trail
Track (division HQs don’t count). Units
in the IV Corps zone (including the
II/IV Corps border) count double
against this limit.

For example, Box 11 on the Trail
track can support up to 33 artillery
units and/or augmented regiments in the
South (or 31, if two of them are in IV
Corps). If the limit is ever exceeded, the
NLF player should immediately with-
draw enough units to satisfy the rule
again.

CONCLUSION

Vietnam 1965 — 1975 succeeds as a si-
mulation partly because it permits the
players considerable freedom of action
while retaining the historical flavor of
the conflict. In this article, I’ve tried to
identify some of the places where his-
torical constraints have been relaxed,
and to suggest how players can move
the game closer to the actual conditions.
Although play balance was not a consi-
deration in these proposals, when taken
together I think they offset each other
enough that neither player gains an
overwhelming advantage. What players
do gain is a better feel for some of the
more obscure features of the longest war
in American history.
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Huntsman is Hungry Continued from page 11
Division and the 2nd CC stopped to
attack, while the main column con-
tinued west. The Germans were driven
into Toulon, and the next day CC2
disengaged to follow the others to the
farther fortress. On the twenty-first the
2nd Motorized Brigade wasreinforced by
the 6th Colonial Regiment, and to-
gether with the 3rd Algerian Regiment
and 3rd Tabor detached from the main
column north of Toulon, turned its
attention to the hills above the city,
occupied by the third part of the 242nd
Static. When the regiment withdrew to
the southwest, the victorious units on
the heights moved in, and by the twenty-
second the encirclement of Toulon had
been completed. With the rest of the 9th
Colonial Infantry joining the attackers
the same day, the French had enough
strength on hand to begin actively be-
sieging the fortress itself. Enemy resis-
tance was heavy, especially in the dock
area, but by the twenty-fourth Toulon
had been sufficiently reduced to allow
the Algerians and Tabors to break off
and head for Marseille.

Meanwhile the westbound units had
run into the 934th Bodenstandig east of
Aubagne on the twenty-first, and by the
next day the two combat commands
along with the 2nd Tabor had pushed it
back into the fortress. The other in-
fantry components of the Allied group,
the 1st Tabor and 7th Algerian Regi-
ment, had continued on up the just-
cleared highway, had turned southwest
just beyond Aix-en-Provence, and by
the twenty-fourth had penetrated the
northwestern section of Marseille,
blocking its garrison’s last avenue of
escape. The next day the city was sub-
jected to a full-scale assault as the
Toulon reinforcements amrived at its
southeastern outskirts, and the Ist Ar-
mored’s CC2 pulled out to relieve the
American 3rd Infantry at Avignon. On
the twenty-sixth all defense of Toulon
collapsed, allowing the 6th Colonial
Regiment and 2nd Motorized Brigade to
come west also, and on the morning of
the twenty-eighth Marseille capitulated
as well. Three weeks sooner than any-
one had expected, the two great for-
tresses of southern France had been sub-
dued. Both ports were a mass of demo-
lished facilities and sunken ships, but
had the Germans been given more time,
there would have been even more de-
struction. Now there was hope that both
could be opened to Allied supply at an
early date and help fuel the Allied pur-
suit up the Rhone Valley.

TO THE BELFORT GAP

After the fall of Toulon and Marseille,
the French units had been scheduled to
relieve the first Airborne Task force and
extend the Alpine flank up to Switzer-
land, but thinking that they had proven
their mettle at the ports and were now
ready for bigger and better things, their
commanders were no longer content (o

assume such an inactive role in the cam-
paign. General De Lattre asked that his
troops be allowed to cross the Rhone
and move up its western bank after the
retreating Germans, and to an extent his
wish was granted. French Armée B was
split into two corps. The I Corps, con-
taining the Tabors, 3rd Algerian, 9th
Colonial, and 2nd Morcccan Infaniry
Divisions, would garrison the ports, fill
in the exposed pordon of the Alpine
wall north of the American airborne
troops and commandos, and strike
northward between the Swiss boundary
and the American infantry. The 1I
Corps, consisting of the two metro-
politan French divisions would join the
pursuit west of the Rhone in accordance
with De Lattre’s request. The First Air-
borne Task Force was to liberate Nice,
and after the French I Corps units had
taken their places in the line, continue
its movement to the France-Italy border.
The 45th Infantry was to retain its role
as the spearhead of the advance, with the
3rd going over to its right, and the 36th
staying on the highway at its left.

By 29 August, the 45th Infantry’s
180th Mechanized had left Grenoble and
rendevoused with the 157th and Task
Force Butler from Die southeast of Bour-
goin. On the thirtieth what was left of
the task force was absorbed into the two
45th Infantry regiments, and by the last
day of August they were crossing the
upper Rhone west of Amberieu with the
179th, having been relieved at Gap by
the 4th Algerian Regiment, not far
behind. At the same time, the 36th
Infantry crossed the Isére at Valence, and
the 3rd Infantry completed its shift and
reassembly in the vicinity of Voiron.
The FABTF occupied Nice and while

6th

v
Army
Group Corps

waiting for the Moroccans to finish
maneuvering into line, did some maneu-
vering of its own; to provide a more
solid southern defensive anchor on the
coast, the 1SSF swiiched places with
the 509th Regiment. By 6 September it
was done, the French units were in po-
sition, and the line moved forward once
again, to reach the France-lItaly border
on the eighth. The important Rhone
River town of Port-de-Bouc was occu-
pied by the 9th Colonial Infantry and
readied to receive supplies (mostly gaso-
line) by the second. On the third Mar-
seille was cleared and the next day
Toulon also became a supply source.
With the advent of another month,
the pursuit began again in earnest, and
with the eastern bank terrain beginning
to open up north of Valence it could be
put into high gear. So intent were the
Allies on trying to cut off the fleeing
Germans that forced marching was the
order of the day and exhausted Allied
troops the byproduct of it. Starting out

from its assembly area near St. Marcel-
lin on the first, the 3rd Algerian In-
fantry, having been joined by its 4th
Regiment, covered a distance of more
than 230 kilometers in a four-day period
before being stopped by the 11th Panzer
south of Belfort. The three United
States divisions followed along the
highway through Lons-le-Saunier and
by the eighth had captured the foriress
city of Besancon, 50 kilometers north-
east of Poligny. On the left of the
Americans the French II Corps, chasing
elements of the 198th Infantry, the
338th and 716th Statics as well as the
159th Reserve, which had crossed the
Allier River at Vichy on the second,
swept up the western side of the valley,
occupying Lyon without a fight on the
third and Méacon on the fourth. Chalon-
sur-Saone was taken on the sixth,
Beaune on the eighth, and Dijon, after
several abortive counterattacks by the
Germans, on the tenth,

On the night of the tenth, a patrol
of the 1st French Armored met a recon
unit of the 2nd French Armored on the
southern flank of Patton’s Third Army
40 kilometers west of Dijon, and the
linkup with Operation Overlord was
made official at Chatillon to the north
on the morning of the twelfth. Two
days later, Allied commanders admitted
that the enemy units had ceased to re-
treat, by instructing their divisions to
regroup in front of Belfort. On the fif-
teenth, responsibility for the 6th Army
Group passed from the Mediterranean
CinC to the European. Operation Dra-
goon had come to an end. The Allies
had gained much in the month since
they had landed on the Provence coast,
but nothing beyond what could be ex-
pected considering Allied capabilities in
1944, Indeed, a major part of the ex-
pected — that the bulk of Task Group G
would be destroyed — had proven impos-
sible to achieve. True, the 242nd and
244th Statics had been lost in combat,
but this was also to be expected given
the nature and scope of German defen-
sive measures. The 189th Reserve and
the 338th and 716th Statics were almost
nonexistent, but a nucleus of each,
around which the units might be re-
built, had survived the retwreat. The
148th and 157th Reserves were safe in
Italy, and the 159th Reserve, 198th
Infantry, and 11th Panzer had all made it
to Belfort relatively intact. In the final
analysis, then, a ragtag group of Ger-
man units had succeeded in compro-
mising the Italian campaign by luring
the Allies into seizing what would have
been given up eventually in any case,
and beyond all expectations had suc-
ceeded in keeping most of its elements
alive. As a reward, Task Group G was
taken out of its temporary status and
made permanent, with an upgrade to
Armeegruppe. It would remain an active
part of the German defense for the rest
of the war. =]
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NAPOLEON
IN SPAIN

A detailed, but playabie, op-
erational-strategic simulation of
Napoleon’s 1808-1809 Peninsular
campaigns. Units range from
brigades to divisions assembled
under Corps and Army leaders.
Rules are included for Morale,
Leadership, Limited Intelligence,
Supply and Sieges so players
can faithfully re-create the condi-
tions of this unusual Napoleonic
Campaign within a reasonable
length of time. Includes—Box,
Rules, Charts, 4 Army Organiza-
tion Sheets, 400 die-cut, playing
pieces.

177x22"

BATTLES OF THE
FIRST EMPIRE —
MARENGO, 1800

A very detailed and complex tactical
simulation of Napoleon’s first major
triumph at the Battle of Marengo. This
Battalion level game includes detailed
rules for Morale, Smail Arms, Artillery,
Charges, and features innovative
systems for Leadership, Command
Control, and Initiative movement,
which allow for a high level of interac-
tion for both players at all times. In-
cludes—Box, Rules, system, special
Morengo rules, Army Organization
Charts, Reference Sheets, 600 die-cut
playing pieces, and. one 22"x34"
color map

Note — highly.complex and not recommended

for inexperienced gamers. Miniatures conversion
rules included. Available — June, 1984,

STAR COMMANDER
Star Commander is a fast paced, interactive
space combat card game for 2 to 5 players.
It is easily learned in a single sitting, yet
retains interest for veteran Star Com-
manders. 156 cards, 5 playing boards Box,

CRADLE OF CIVILIZATION

2 to 7 players attempt to guide their civiliza-
tions to worldwide domination. Each turn
covers 100 years, with each player purchas-
ing a combination of Infantry and Cavalry
Armies, Fleets, Civilization Points, and
Subversion Points which will best prepare
him to meet the upcoming century of con-
flict and turmoil. One 24"x36” map, 800
counters, 7 Random Event Cards, Box,

DESIGNER QUALITY
BLANK COUNTERS

Set of 800 contains 200 each of Red, Biue,
Green and White counters. The Colors are
printed on both sides allowing use of the
flip side. Price

All prices include UPS
shipping. All orders are
shipped within one week
of receipt. California
residents add 6% % ” A
sales tax. Airmail orders [JISTORICAL
add $2.00 per title in con- '-m
tinental U.S., $4.00 po. Box 1502
overseas.

HUDSON'S
HOBBY GAMES

Burlingame, CA 94010

P.O. Box 121503, Arlington, TX 76012

Attactix, A.H., G.D.W., Nova,
Peoples War Games, Quarterdeck,
Task Force, Victory, West End,
3W, elc., plus Old & Rare Games.
Mail Order
FREE
Shipping & Handling In The U.S.
Send for Free Catalog Now!

10% off any order with this ad!

200 Third Street
New Cumberland, PA 17070
(717) 774-6676
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1.0 INTRODUCTION

This is a two-player simulation of Oper-
ation Dragoon: the Allied invasion of
southern France during WWIL It covers
a time period from August 14th (D-Day
minus 1) through September 12 (offi-
cial date of the linkup between Dragoon
and Overlord forces), 1944 in fifteen
two-day turns, and a geographical area
of 1258 square miles from Toulon in
the south to Dijon in the north, from
Beziers in the west to Genoa in the east.
Units represented in the game are regi-
ment and brigade sized combat teams of
varying strengths according to function
and nationality. The Allied units
(French, American, and British) are con-
trolled by one player, while the other
controls the German units. Each player
represents a command structure rather
than any single historical figure, and as
such will find himself making both tac-
tical and strategic level decisions as well

as operational ones during the course of
a turn.,

Experienced players should note that
while all the rules both herein and on
the mapsheet should be read carefully,
particular regard should be paid to the
sections on Movement, Combat and
Supply, all of which contain elements
differing considerably from those found
in many other games of this type.

2.0 COMPONENTS

Each copy of Awmvil-Dragoon:
Southwall 1944 consists of’

¢ one 22” x 34” mapsheet display-
ing the game map, a unit roster for each
side, and various charts, tables, tracks
and holding boxes.

¢ one sheet of 100 die-cut coun-
ters, printed on both sides.

{ this instruction booklet.

A single six-sided die is also required for
play, but is not included.

21 THE MAP
The game map depicts the area of south-

ern France over which the Dragoon cam-
paign was fought. A hexagon grid has
been superimposed on it in order to regu-
late both the positioning and movement
of each player’s forces. Each hex on the
grid represents approximately 8 miles
(13 km) from side to parallel side. In
some cases, the terrain shown on the
map has been rationalized to conform to
a hex rather than be allowed to spill
over into its neighbor.

2.11 Hex Identification

Each hex has a unique hex reference
number. For example, Aix-les-Bains is
in Hex 3408. The half hexes on the
eastern mapedge are considered to be
numbered 1700, 1900, etc. The town of
Gray, for example, is in Hex 1900.

2.12 Terrain Identification
Altogether, there are six distinctive hex-
types on the map, eight types of hex-
sides, and four terrain features that affect
play. These are identified in the Terrain
Effects Chart, and their significance to
the game is described both there and in
these rules.

19



22 THE COUNTERS

The 100 counters provided are of two
kinds: units and markers. Counters for
the German Player are colored grey, and
those for the Allied Player are red
(British), pale blue (French), and olive
green (American).

2.21 Units

Unit counters represent mobile forces
under the owning player’s command.
There are a total of 67 (36 German, 17
French, 13 American, and 1 British) in
the game. Figure 1 shows the face of a
typical unit and lists the basic unit
types and sizes to be found, both of
which are characteristics that will affect
play. In contrast, only a unit’s initial
placement will generally be affected by
its historical designation — the one to
the right of the unit type symbol is the
name or number of the unit, and that to
the left is the identification of the divi-
sion to which it belongs. The small ita-
lic roster number in the upper left cor-
ner of the unit makes it easier to find
the unit’s matching roster hex.

Unit Size
Roster # |
B Unit
Divisional Type
Affiliation ~ Unit

designation

Initial AFs /

Initial DFs

b— Initial Travel
Mode MFs
Initial
Combat Mode MFs

The first of the two values to the left of
the dot at the counter’s bottom is the
number of the unit’s initial Attack Fac-
tors (AFSs). The value to the right of
that is the number of the unit’s initial
Defense Factors (DFs).

The two values to the right of the
dot are the unit’s initial Movement Fac-
tors (MFs), the leftmost being its ini-
tial Combat Mode MFs and the right-
most its initial Travel Mode MFs [see
Section 71.

UNIT TYPES
IC Armor

Infantry
Airborne Infantry
Commando Infantry

20 Wargamer

Garrison Infantry

Mechanized Infantry

Mountain Infantry

Static Infantry

Jager

Reserve

UNIT SIZES

I Regiment
X Brigade

Figure 2 shows the back of the
unit in Figure 1. Its AFs and DFs, ros-
ter number, and historical designation
are still in evidence, but there are no
MFs on this side of the counter, as a
unit cannot be moved on the map when
inverted face down. Its size and type
symbols have been replaced by an open
hexagon enclosing an “S”, meaning
“Strongpoint” and indicating that the
inverted unit is in Strongpoint Mode
[see Section 7.3].

Strongpoint Symbol

Roster # - ‘

|-

— 1
Divisional ': Unit
Affillation / ; \ Designation

Initial AFs Initial DFs

Only the two regiments of the German
716th Static Infantry Division are not
able to assume this mode during the
game, and consequently their backs are
blank. The other German static and gar-
rison units are not capable of becoming
strongpoints again once they have been
righted and their backs each depict a
closed (black) hexagon.

2.22 Markers

In addition to the units, the countermix
contains 33 markers, consisting of a
TURN marker and 32 roster markers —
18 Allied and 14 German. The TURN
marker is used to keep track of the cur-
rent Game Turn, and the roster markers
are used to keep track of the current
number of step losses units may have
incurred. Figure 3 shows what each type
of marker looks like, both face and
back.

Face Back

Turn
Marker

Roster
Marker

The number of each side’s roster mar-
kers is intentionally less than the num-
ber of units, and more should not be
made. If the owning player wishes to
keep a reduced unit in play, then when-
ever the unit either loses or replaces
steps, i.e. increases or decreases its step
losses, a marker must be positioned
with the arrow pointed toward the cur-
rent total of step losses shown on the
periphery of its roster hex. If a wunit
takes losses and there is no roster mar-
ker available to indicate this, the unit is
instead totally destroyed. Also, when-
ever a unit is changed into Travel Mode,
a marker must be positioned in its ros-
ter hex even if the unit’s factors remain
at their maximum. Figure 4 shows the
roster hex belonging to the unit in Fig-
ures 1 and 2 with a “T” side up roster
marker pointed toward the “3” on it
indicating that the unit is in Travel
Mode and has lost three of its six steps.

@

30 AT START

3.1 MAPSHEET LAYOUT

Begin by placing the mapsheet on a
table or other flat surface large enough
to accomodate it. The German Player
sits on the right (Genoa) side facing the
Allied Player on the left (Beziers) side.
3.2 UNIT & MARKER SETUP
After all the counters have been sepa-
rated from both their sheet and each
other, sort them by color and place the
units face up on their respective roster
hexes. The Allied roster markers are



placed in the Allied Roster Markers
Holding Box, and the German roster
markers are placed in the German Roster
Markers Holding Box. The TURN mar-
ker is positioned on the START hex of
the Turn Record Track with its arrow
pointed toward the 1/Aug 14 — 15 hex.
3.3 GERMAN INITIAL

PLACEMENT
The German Player transfers all the
units on his roster designated AT
START/France to the map, placing
them within stacking limits in that
country anywhere he desires, except for
the two labeled “Marseilles” and “Tou-
lon”, each of which must be placed in
the city for which it is named — in the
case of Marseilles, in either hex.
Similarly, he transfers all the units on
his roster designated AT START/Italy
to the map, placing them within stack-
ing limits east of the France/Italy border
anywhere* he wishes, except for the
one labeled “Genoa”, which must be
placed in one of the hexes of that city.
All the units are placed face down in
both Combat and Strongpoint Modes
[see Section 7], so no roster markers are
needed.

#* While deployment of the non-
garrison units in each country is essen-
tially free, none may be placed closer to
units of a different division than it is to
units of its own division. Of course,
this restriction does not apply to inde-
pendent units having no divisional
affiliation.

34 ALLIED INITIAL

PLACEMENT
The Allied Player may transfer to the
map all, some, or none of the units on
his roster designated AT START after
the German Player has finished placing
his, delaying the others until a later
time. If the three First Airbome Task
Force units are to make an AT START
moonlight airdrop, he places each face
up in Travel Mode on the map in a sepa-
rate land hex anywhere between the
lines running Hex 1613 — Hex 4527 and
Hex 3301 — 5512, and replaces it on its
roster hex with a “T” side up roster mar-
ker. He then follows the instructions
given for an airdrop in Section 10. If he
wishes to introduce the 1SSF Comman-
do Infantry Brigade onto the map AT
START, he places it face up in Combat
Mode on any coastal hex not occupied
by an enemy unit.

4.0 SEQUENCE OF
PLAY

Each Game Tum is divided into two
identical Player Turns and a House-

keeping Phase. Each Player Turn is di-
vided into the five phases listed below,
and must be completed in sequence by
the Active Player before his opponent
can begin his Player Turn. The House-
keeping Phase is done by one or both
players only after both Player Turns
have been completed. The Active Player
in a Game Turn is always the German
Player first, the Allied Player second.
41 PLAYER TURN
4.11 Reinforcement Phase
The Active Player transfers any or all
available units from his roster to the
map as described in Section 8.
4.12 Movement Phase
The Active Player inverts or moves all,
some, or none of his units in play, sub-
ject to Sections 7 and 9.
4,13 Combat Phase
The Active Player executes his attacks
as set forth in Section 11.
4,14 Supply Determination

Phase
The Active Player examines each of his
units in play to see whether or not any
of them are isolated according to Sec-
tion 15.
4.15 Step Adjustment Phase
The Active Player reduces his isolated
units, replaces the step losses of his
eligible non-isolated units, and transfers
steps between stacked units as per
Section 16.
4.2 HOUSEKEEPING PHASE
The Allied Player advances the TURN
marker to the next hex on the Turn
Record Track. When the marker arrow
points toward END, victory s
determined as outlined in Section 17.

50 STACKS

More than one unit of the same nation-
ality may occupy a single hex, one unit
being stacked upon another to the allow-
able limit,

51 HEX STACKING POINTS
The capacity of each hex is six Stacking
Points (SPs); at the end of each phase
any units occupying a hex in excess of
this limit are immediately removed
from play. The owning player always
determines which units are thus elimi-
nated.

5.2 TUNIT STACKING POINTS
The ability of a unit to stack with
others of the same nationality in one
hex is a function of its size: every regi-
ment has a value of 2 SPs, and every
brigade has a value of 3 SPs. Therefore,
up to three regiments, two brigades or
one of each may legally occupy any
single hex at the end of a phase.

6.0 OPERATION

53 STACK

CHARACTERISTICS
Units stacked together in the same hex
are treated as a single unit during certain
phases of the game, as described below.

531 Stack Movement

A stack of units may be moved in both
the Movement and Combat Phases as a
single unit, but no further than its weak-
est component unit might be moved on
its own. No stack may be moved at the
primary road movement rate, but must
always pay the cost of the other terrain
on the hexside. Units may be combined
into or split from a stack at any time
during movement.

5.32 Stack Isolation

During the Supply Determination Phase
a stack of units is considered isolated as
a whole if any of its component units is
determined to be so, and 1s reduced as a
single unit [see below].

5.33 Stack Reduction
Whenever a stack must be reduced, whe-
ther through movement, combat, or iso-
lation, it is reduced as a single unit. The
Owning Player chooses which of the
stack’s component units actually lose
the steps required, subject to the
following priority: a unit having more
AFs in comparison to its DFs must
always be reduced one step before units
with lesser AFs-DFs relationships may
lose one. If more than one unit with an
equal relationship are stacked together,
the Owning Player determines which
one loses the first step. To find this re-
lationship, the Owning Player simply
subtracts the unit’s initial DFs from its
initial AFs.

Example: If a stack composed of
a mechanized infaniry regiment (0 rela-
tionship), an infantry regiment (-1 rela-
tionship), and a static infantry regiment
(-2 relationship) is to be reduced 4
steps, the mechanized infantry unit will
need to lose 2 of those, while the infan-
try and the static infantry lose one a-
piece.

ZONES

The six hexes adjacent to any unit cur-
rently in Combat Mode with more than
1 DF remaining constitute its Operation
Zone (OZ). OZs affect reinforcement,
movement, combat, supply, and step
adjustment, as described in those sec-
tions. They have no other effects. Fig-
ure 5 shows a uni¢ with an OZ.
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70 MODES

Units on the map are at all times con-
sidered to be in at least one of the three
modes set forth in this section. The
particular mode or modes a unit is cur-
rently in has extensive effects upon the
movement and combat of that unit.

71 COMBAT MODE

A face up unit on the map is considered
in Combat Mode if there is either no
roster marker or one that is “C” side up
on its roster hex. No marker is required
unless the unit has been reduced. During
its Owning Player’s Movement Phase,
the unit may use only the smaller of its
two initial MFs. During the Combat
Phase, it is at neither an advantage nor a
disadvantage on the DRM Table, whe-
ther attacking or defending.

7.2 TRAVEL MODE

A face up unit on the map is considered
in Travel Mode if there is a roster mar-
ker “T” side up on its roster hex. A mar-
ker is required, even when the unit has
not been reduced. During its Owning
Player’s Movement Phase, the unit may
use the larger of its two initial MFs.
During the Combat Phase, it is at a
considerable disadvantage on the DRM
Table when defending, less so when at-
tacking,

7.3 STRONGPOINT MODE

A face down unit on the map is con-
sidered both in Strongpoint Mode and
also either Combat or Travel Mode, de-
pending on the presence and appearance
of a roster marker on its roster hex, as
in Sections 7.1 and 7.2 above. In this
combination mode, it is immobile, and
during its Owning Player’s Movement
Phase, the unit can use neither of its
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two initial MFs. During the Combat
Phase, it is at an advantage on the
DRM Table when defending, but at
neither an advantage nor a disadvantage
when attacking.

74 MODE CHANGING

741 Combat To Travel

During its Owning Player’s Step Adjust-
ment Phase, an eligible unit not in an
enemy OZ may be changed from Com-
bat Mode into Travel Mode simply by
either placing a roster marker on its
roster hex or inverting the one already
there to its “T” side — remembering to
keep the marker arrow pointed toward
the correct step loss total. If the unit is
concurrently in Strongpoint Mode, it
remains in Strongpoint Mode [See also
the Effects of Isolation, Section 15].
742 Travel To Combat

During its Owning Player’s Step Adjust-
ment Phase, a unit not in an enemy OZ
may be changed from Travel Mode into
Combat Mode simply by either re-
moving the roster marker from its roster
hex or inverting it to its “C” side — de-
pending on whether or not the unit has
been reduced. If the unit is concurrently
in Strongpoint Mode, it remains in
Strongpoint Mode [See also the Effects
of Isolation, Section 15].

7.43 Inverting & Righting

A unit may be inverted into Strong-
point Mode instead of moving during
its Owning Player’s Movement Phase if
it is not in an enemy OZ. It remains in
the mode it was in when inverted until
that mode is changed during the player’s
Step Adjustment Phase and in Strong-
point Mode until righted again during a
subsequent Movement Phase. Righting
may be done either in or out of an
enemy OZ, after which the unit may
use the remainder of its movement capa-
bility in  the same  phase.

8.0
REINFORCEMENTS

Reinforcements are units from the ros-
ters which become available during the
game and may be placed on the map
during the Owning Player’s Reinforce-
ment Phase of either the indicated turn
or any succeeding turn. Except for the
36/Butler Armor Regiment [see Section
14], all units remaining on the rosters
after the initial placement are introduced
in a Reinforcement Phase. Except for
the three units of the First Airborne
Task Force, which must be brought on
in the same turn, reinforcements sche-
duled to arrive at one time may be en-
tered piecemeal on separate turns if so
desired by the Owning Player.

8.1 GERMAN

REINFORCEMENTS
Whenever a single German reinforce-
ment unit enters play, it must be placed
face up in Combat Mode in a map edge
land hex as near as possible to the hex
location noted after the turn number for
that unit’s roster section. Any other
units entering at the same time and
place may be either

1) stacked in the same hex as the
first up to the stacking limit, or

2) strung in a line along any
road leading out of the hex so that the
second unit placed is in a hex adjacent
to the first, the third is in a hex adjacent
to the second, and so on.
8.2 ALLIED

REINFORCEMENTS
Whenever an Allied reinforcement unit
enters play, where it is placed is a func-
tion of its unit type. If not placed AT
START, the First Airborne Task Force
units are brought onto the map in accor-
dance with Section 10. If not placed AT
START, the 1SSF Commando Infantry
Brigade is placed face up in Combat
Mode on any coastal land hex not occu-
pied by the enemy. Except for those
that enter play on TURN 1, all other
unit types must be placed face up in
Combat Mode in coastal land hexes not
adjacent to the enemy. All armor or me-
chanized infantry reinforcements enter-
ing play on TURN 1 may be placed face
up in Combat Mode in any sea hex in-
stead of in the above land hexes. Units
placed on either hex type may be
stacked up to the SP limit when placed.

90 MOVEMENT

Movement is from hex to contiguous
hex. During each Movement Phase, the
Active Player may move all, some, or
none of his available units up to the
limits of their current capabilities.
Generally, vnits may be moved in any
order the player wishes, but each unit
may be moved only once in a Move-
ment Phase and must complete its
move for that phase before any other
unit may be moved. Any portion of a
unit’s movement capability not used in
a particular phase is lost and may not be
saved for future use.

91 COSTS &

RESTRICTIONS
The cost in MFs to enter a given hex is
equal to that of the costliest terrain cros-
sing the hexside through which the unit
is to pass, plus that of any features



which may be inside the hex. Certain
unit types may only enter or exit certain
hexes through road hexsides or sea hex-
sides and may not be allowed in a hex
containing certain terrain features at all.
The cost and restrictions of each type of
hexside and feature is listed both in the
Terrain Effects Chart and in these rules.
Example: A unit entering Hex
A from Hex B crosses a hexside
containing both hill and mountain,
along with a secondary road. It thus
spends 2 MFs for crossing a mountain
hexside and 1 more for entering a hex
containing both a river feature and a
townfeatre 2 - 1=1;1 + 2 =3).
9.11 Primary Road Traffic
No unit may cross a primary road hex-
side at the cost given in the Terrain Ef-
fects Chart unless both the hex exited
and the one eniered are unoccupied. If
either hex contains any units, the
moving unit must cross the hexside at
tl}celz cost of the other terrain on the hex-
side.
9.12 Armor Crossing Sites
Armor units may always enter hexes
containing a river feature through road
hexsides, but may never enter such
hexes through non-road hexsides unless
the hex is either already occupied by a
friendly mechanized infantry unit, or
one is part of the same stack as the
armor unit.
9.13 Enemy Units & OZs
No unit may enter a hex already occu-
pied by an enemy unit; i.e. a unit be-
longing to the other player. All infantry
units but the 1SSF Commando Infantry
Brigade must stop immediately upon
entering an enemy. OZ and may be
moved no further in the current Move-
ment Phase. Neither the 1SSF Com-
mando Infantry Brigade nor any of the
armor regiments in the game are thus
affected by enemy OZs.
9.2 TACTICAL MOVEMENT
Using Tactical Movement, the Active
Player can spend up to a unit’s initial
number of MFs minus its current total
of step losses to cross each hexside and

enter each hex desired. Units that either.

enter or leave an enemy OZ during a
Movement Phase must use only Tacti-
cal Movement that phase.

Example: Qur typical unit, the
3/30 Mechanized Infantry Regiment,
starts the Allied Movement Phase in
Travel Mode, having lost 3 steps. The
Allied Player may therefore spend up to
2 MFs to move it tactically (5 — 3 = 2).
9.3 STRATEGIC MOVEMENT
Using Strategic Movement, the Active
Player can spend up t0 twice a unit’s
Tactical Movement MF allotment to
cross each hexside and enter each hex
desired. Units may neither enter nor

leave an enemy OZ during 2 Movement
Phase if they are to use Strategic Move-
ment in that phase.

Example: As above, the Allied
Player may spend up to 4 MFs to move
the 3/30 Mechanized Infantry Regiment
strategically (5-3=2;2x 2 = 4).

94 FORCED MARCH

Unlike Tactical and Strategic Move-
ment, Forced March is not a normal
type of movement. Using Forced
March, the Active Player can spend a
unit’s remaining steps to cross each hex-
side and enter each hex desired after the
unit has already expended its Tactical or
Strategic Movement capability for the
current Movement Phase. Forced March
may also be used instead of required re-
ductions during the Combat Phase. A
unit is reduced one step for each MF
cost of the terrain encountered.

9.41 Combined with Normal
Movement

A unit may spend its last available MF

to enter the same hex for which it

spends its first step of Forced March.

9.42 Instead of Normal
Movement

A unit may spend steps being Forced
Marched, even when it cannot move
otherwise during the current phase. A
unit determined to be isolated during a
Supply Determination Phase may only
move by Forced Marching until it is
determined to be back In Supply again
(during the next Supply Determination
Phase). Forced March is the only move-
ment allowed during the Combat Phase.

9.43 Step Loss Apportionment

Steps spent by a stack being Forced
Marched are apportioned among its com-
ponent units according to Section 5.33
by the Owning Player. This is done
only when he has finished moving the
stack and not during its move.

9.44 Primary Road Reduction

A unit being Forced Marched at the Pri-
mary Road Movement cost can never be
reduced 1/2 step and must lose at least 1
full step, even if it was Forced Marched
only a single hex along the road.

9.45 Elimination

A unit that has spent all of its remain-
ing steps Forced Marching is removed
from play at the end of its move.

9.5 OVERRUN

During the Movement Phase, a player
can eliminate and remove enemy units
from the map if he moves enough of
his own units adjacent to be assured of
attaining at least 6 — 1 basic odds on
them in the following Combat Phase.

Once he has determined that this is in-
deed the case, the enemy units are elimi-
nated and removed from play, and any
friendly units not yet moved in the cur-
rent phase may move into and through
their former positions as if they were
never there.

9.6 EXITING THE MAP
Whenever a German or Allied unit can
exit the map via any edge hex or half
hex between Hexes 1613 and 1700 (the
half hex next to 1701), it is considered
to have exited the map and is
immediately placed face down back on
its roster hex until the end of the game
[see also Section 17: Victory]. Any
marker on the hex remains in its current
position under the unit counter. The
cost of exiting the map is 1 MF.

10.0 AIRDROPS

The three units of the FABTF Division
may only be introduced onto the map
all at the same time by an airdrop. AT
START, it is considered a moonlight
airdrop, but during the rest of the game,
they may enter play by any one of three
types of drop: moonlight, halflight or
daylight. For each kind of airdrop, the
units are entered in a different mode, but
must always be placed in separate hexes
in the area defined in Section 3.4. Note
that airdrops take place in the Rein-
forcement Phase. Airdropped units
move normally in the immediately fol-
lowing Movement Phase.

10.1  AIRDROP EFFECTS

Once the units are placed, the Allied
Player consults the Airdrop Effects
Table and rolls the die once for each
unit, adding 0, 1, or 2 to the result, de-
pending on whether the airdrop is being
conducted in daylight, halflight, or
moonlight respectively. The Airdrop
Effects Table contains four different
effects: “NA”, meaning “not affected”;
R”, meaning reduced”’; “D”, meaning
“drifted”;.and *“B”, meaning “both re-
duced & drifted”. These effects are de-
scribed below. .

10.11 Not Affected

When a unit receives an effect of “NA”,
it is not affected by the drop.

10.12 Reduced

When a unit receives an effect of “R”, it
is immediately reduced by 1 step on its
roster hex.

10.13 Drifted

When a unit receives an effect of “D”,
the Allied Player immediately consults
the Drift Chart and rolls the die once,
matching the result with a numbered
hex adjacent to the central Drop Zone
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Combat and Stongpoint Modes.

1.0 COMBAT

(DZ) hex. The unit is then moved one
hex in the indicated direction, where it
is actually considered to land.
10.14 Both Reduced & Drifted
‘When 3 unit receives an effect of “B”, it
is immediately reduced and drifted as
described in Sections 10.12 & 10.13
above. .
16.2 AIRDROP LANDING
RESTRICTIONS
An airdropped unit lands safely only in
a plain or kil hex deviod of features and
enemy influence. It is eliminated and re-
moved from play whenever it lands in a
mountain, summit, or sea hex, or one
that is occupied by an enemy unit. It is
reduced 1 step above and beyond what
may be required by the Airdrop Effects
Table whenever it lands in a swamp
hex, a hex containing one or more of
the terrain features (i.e. river, forest,
town or city), and/or the OZ of an
enemy unit.
10.3 AIRDROP MODES
If the units are introduced in a moon-
light airdrop, they are each placed on the
map in Travel Mode as AT START. If
they are introduced in a halflight air-
drop, they are each placed on the map in
both Travel and Strongpoint Modes. If
they are introduced in a daylight airdrop,
they are each placed on the map in both

Initiating Combat is strictly voluntary,
but once a unit is committed to attack
during the current Combat Phase, all
enemy units in whose OZs the unit
rests must also be attacked. The Active
Player may structure his attacks in what-
ever manner he wishes, so long as no
unit either attacks or defends more than
once in the same phase.
11.1 MULTIPLE UNIT

COMBAT
Friendly units in different hexes may be
involved in the same combat situation.
Units stacked in the same hex may at-
tack together or separately as the Active
Player desires and may be attacked to-
gether or separately, unless they occupy
a city hex.
11.2 COMBAT RESOLUTION
Once the Active Player has determined
in what sequence the attacks he has
structured are to0 be resolved, both he
and his opponent follow the procedure
set forth below completely for each one
before resolving the next.
11.21 Die-Roll Modification
To resolve an attack, the Active Player
first consults the Die-Roll Modification
(DRM) Table on the mapsheet and to-
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tals the terrain and current mode posi-
tions of the forces involved.

Example: Two Allied units are
attacking two German units, as shown
in Figure 6. The 3/30 Mechanized
Infantry Regiment is in:

Travel Mode (+1 DRM),

mountain (0 DRM), and

town (0 DRM).
The Tabor/l Mountain Infantry
Regiment is in:

Combat Mode (0 DRM),

summit (-1 DRM),

high ground (-1 DRM), and

homeland (-1 DRM).
The total DRM for the attackers is
therefore:
20+0+0+0-1-1-1=-2).
The 11/15 Armor Regiment is in:

Combat Mode (0 DRM),

Strongpoint Mode (+1 DRM),

mountain (+1 DRM), and

river (-1 DRM).
The 242/918 Static Infantry Regiment
is in:

Combat Mode (0 DRM),

mountain (+1 DRM), and

forest (+1 DRM).
The total DRM for the defenders is
therefore:
30+14+1-1+0+1+1=23),and
the total DRM for the entire combat
situation is: 1 (3 -2 = 1).

(Note that positive DRMs are
always in favor of the defender, negative
DRMs are favorable to the attacker).

11.22 Attack Integrity &

Defense Factor

Adjustment
The Active Player finds the Attack In-
tegrity (AI) by counting the hexes occu-
pied by attacking units and, consulting
the Defense Factor Adjustment (DFA)
Chart, translates the sum of that num-
ber, the DRM calculated in Section
11.21, and a die-roll into the corres-
ponding DFA.

Example: In the above combat
situation, the sum of the Al added to the
DRM plus 5 (a typical die-roll) is:

8C2+1+5=28).

The DFA for the battle is therefore +2.
11.23 Basic Odds Calculation

The Active Player finds the total DFs
involved in the battle by adding the
DFA found in Section 11.22 above tc
the DFs printed on the defending units
minus their previous step losses. Be-
cause of the existence of negative
DFAs, it is possible that the total DFs
will then be reduced to zero or less. If
such is the case, the Active Player is
considered to have achieved 6 — 1 odds
in the current attack and he proceeds
immediately to Section 11.25. If the
number of DFs is positive, he next
finds the total number of AFs involved
in the attack by similarly adding the
AFs printed on the attacking units,
minus their previous step losses and
compares both totals in ratio form:

AFs — DFs.

He then reduces the ratio discovered to
basic odds by dividing the larger of the
two numbers by the smaller one. If
there is a remainder from this operation
greater than half the smaller number,
the gquotient is rounded up to the next
largest whole. If there is a remainder
less than or egqual to half the smaller
number, the quotient stands unchanged.
This quotient then replaces the larger
number in the ratio, while the smaller
number is replaced by 1.

Example: In the above combat
sitnation, the printed DFs of the 11/15
and the 242/918 are 2 and 4 respec-
tively. If the 11/15 has 2 previous step
losses and the 242/918 has O previous
step losses, the total DFs involved is:

6(+2+2-2+4-0=06).

The printed AFs of the 3/30 and the
Tabor/1 are 6 and 2 respectively. If the
3/30 has 3 previous step losses and the
Tabor/l has 1 previous step loss, the
total AFs involved is:

4 6 -3 + 2 -1 = 4.
Comparing the two totals gives a ratio
of 4 — 6 and basic odds of 1 — 1.

11.24 Combat Effects

Determination
Consulting the Combat Effects (CE)
Table, the Active Player rolls a die and
finds the CE at the junction of the re-
sult and the basic odds determined in
Section 11.23.

Example: If the die-roll is 6, the
CE of the above combat situation is
‘SR/R’7.

11.25 Combat Effect

Compliance
The CE found in Section 11.24 applies
to all units involved in an attack, the
Inactive Player always carrying out the
effects to his own units before the
Active Player does to his. After all CEs
have been carried out, the next attack
can be resolved.

113 COMBAT EFFECTS
There are two different effecis on the CE



Table: “N”, meaning “not affected”, and
“R”, meaning “reduced”. Attacks at
basic odds of 5 — 1 are considered auto-
matically “N — R”, and attacks at basic
odds of 6 — 1 or greater are considered
automatically “N - E”, where “E”
means “eliminated”. Basic odds of less
than 1 — 4 are not allowed. That is,
players are not allowed deliberately to
attack at odds of less than 1 — 4. If such
odds occur, as a result of combat modi-
fiers, the attacking force is automati-
cally eliminated.

11.31 Not Affected

When a unit receives an effect of “N”, it
remains unchanged unless it was an at-
tacker. Attacking units up to the
stacking limit may enter the hex or
hexes if vacated by a defender in the
same attack at no movement COst.

11.32 Reduced

When a unit receives an effect of “R”, it
is reduced according to the number and
type of enemy units in whose OZs it
rests: 2 steps for each enemy armor and
mechanized infantry unit and 1 step for
each enemy non-mechanized infantry
unit. If it rests in no enemy OZs or if
the Owning Player desires, he may meet
this required reduction by Force March-
ing out of its hex, in which case the
unit is reduced as above, according to
the number and type of enemy OZs it
enters plus the terrain it encounters. The
unit must obey all laws of movement
and may be Force Marched as far in any
directions open to them as the player
desires.

Example: In the above combat
situation, neither attacking units has an
OZ, so neither of the defending units is
reduced. Both of the attacking units,
however, are in the OZ of the 242/918
Static Infantry Regiment and both are
reduced 1 step.

11.33 Eliminated

A unit is immediately removed from
play whenever it has no more steps on
its roster hex to lose. This happens auto-
matically whenever a unit is attacked at
greater than 5 — 1 basic odds.

Example: In the above combat
situation, the Tabor/1 is eliminated,

114 FACTORS OF ZERO OR

LESS
Because a unit may have more step
losses than initial AFs or DFs, it may
not be able to contribute a positive
factor o any particular combat situa-
tion. It is then considered to have either
a zero or negative effect on the battle
and is still added in.

11.5 HIGH GROUND

Only those units in any combat situa-
tion which occupy the highest ground
level may use the “high ground” posi-
tion modifier on the DRM Table.

Ground levels are stated on the Terrain
Effects Chart.

12.0 FORTRESSES

Although there are no fortresses shown
on the map, there may be as many as
twelve of them in play on TURN 1.
Fortresses are keyed to the German
units each featuring a closed hexagon on
its back. When one is in Strongpoint
Mode, no matter where it is, it is also
considered to occupy a fortress. Once
righted, these units may never be put
back into Strongpoint Mode during the
game.

121 STATIC FORTRESSES

A static infantry unit in Strongpoint
Mode is considered to occupy a fortress
as well as being in this mode and may
use the appropriate position modifiers
on the DRM Table. Other units in the
same hex are not considered (o be in the
same fortress.

12.2 CITY FORTRESSES

A city containing a garrison infantry
unit in Strongpoint Mode is considered
a fortress, and any unit anywhere in the
city is entitled to use the “fortress” posi-
tion modifier on the DRM Table, as
well as its current mode.modifier. Note
that no unit may benefit from the for-
tress modifier more than once in any
given combat: i.e. a static or garrison
infantry unit in Strongpoint Mode in a
city does not benefit twice from the
“fortress” modifier.

13.0 HOMELAND

During the Allied Movement Phase, a
French unit moving solely in France is
entitled to add 1 MF to its movement
capability no matter what mode it is cur-
rently in. During the Combat Phase, a
French unit either attacking or defending
anywhere in France is entitled to use the
“homeland” position modifier on the
DRM Table.

14.0 THE 36TH
MECHANIZED
INFANTRY
DIVISION

The 141, 142 and 143 Mechanized In-
fantry Regiments each have 1 added to
their AFs or DFs in any combat situa-

tion they may be involved in before the
Butler Armor Regiment is entered into
play. 36/Butler is not brought on like a
regular reinforcement, but may be intro-
duced at the beginning of any Allied
Movement Phase simply by stacking it
with one or two of the above units, up
to the SP limit [see Section 5.1].
During that phase and thereafter,
36/Butleris considered “attached” when-
ever it moves stacked with at least one
other 36th Division regiment and is not
subject to the Aill hex limitation on
armor set forth in the Terrain Effects
Chart. It is still subject to all limita-
tions on Mechanized Infantry Move-
ment, however, and when moving “unat-
tached” (not stacked with another 36th
Division unit) is subject to all Armor
Movement limitations,

15.0 SUPPLY

During his Supply Determination
Phase, the Active Player attempts to
trace a line of hexes from each of his
units on the map to a friendly Supply
Source. For the German Player, this
means from a unit to anywhere on the
eastern edge of the map. For the Allied
Player, it means from a unit to any
coastal or port city hex.

151 SUPPLY LINES

The line traced from a unit may be as
devious as the Owning Player desires
and as long as the sum of its current
Strategic Movement capability [see Sec-
tion 9.3] plus its remaining steps. The
Owning Player traces backward from the
unit, spending this number for the ter-
rain encountered at the mormal move-
ment cost. A Supply Line for any unit
may enter all hex types and cross all
hexsides except sea. Road hexsides
(either primary or secondary) may be
crossed by a Supply Line at O cost if no
unit occupies either the hex entered or
the one exited — if such is the case, they
must be crossed at the cost of the other
terrain on the hexside. Land hexsides
containing either a river feature or par-
tial sea may always be crossed by a Sup-
ply Line at no cost. No Supply Line
may either enter or exit an enemy hex;
i.e. any hex containing either an enemy
unit or its OZ,

152 SUPPLY SOURCES

The Supply Source hex into which an
Owning Player can trace his unit’s line
determines whether the unit can be
changed into Travel Mode during that
phase and whether it can have a lost
step replaced during the next. Up to
three Supply Lines may be traced into
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any one source hex — each Supply Line
traced from either an armor or mecha-
nized infantry unit counting as two. In
the case of multihex port cities, up to
three Supply Lines may be traced to
each city hex. No Supply Scource may
contain either an enemy unit or its OZ.
15.21 German Supply Sources

If the German Player traces a Supply
Line into any numbered eastern edge
hex, the unit traced from is considered
In Supply. If he traces it into an eastern
edge hex containing a secondary road,
the wunit traced from may also
immediately be changed intc Travel
Mode. If the eastern edge hex into
which the line is traced contains a
primary road, the unit traced from may
also be eligible to replace a step loss
during the following Step Adjustment
Phase.

15.22 Allied Supply Sources

If the Allied Player traces a Supply Line
into any coastal hex, the unit traced
from is considered In Supply. If he
traces it into a coastal hex containing a
town or city feature, the unit traced
from may also immediately be changed
into Travel Mode. If he traces it into
one of the hexes of the port cities Mar-
seilles, Toulon, or Genoa, the unit
traced from may also be eligible to re-
place a step loss during the following
Step Adjustment Phase. A coastal hex
is defined as being any land hex having
at least one of its vertices (the point
where two of its sides meet) at sea. A
port city is defined as having in it at
least one coastal hex.

153 ISOLATION

Any unit from which a line cannot be
traced to a Supply Source is considered
isolated and 1s reduced (by one step)
during the following Step Adjustment
Phase. Also, during the current phase it
may not be changed into Travel Mode.
154 FIRST AIRBORNE TASK

FORCE
On the turn they are introduced onto the
map - if AT START, then on TURN
1 — none of the three units of the
FABTF division can be isolated, nor do
they need to trace a Supply Line. There-
after they do need to trace a Supply Line
in the usual way, and can become iso-
lated.

Once the FABTF/2 Airborne In-
fantry Brigade is determined to be In
Supply during the Allied Supply Deter-
mination Phase of a turn subsequent to
the one in which it entered the game, it
is immediately removed from the map
and placed face down back on its roster
hex until the end of the game. It re-
mains in play, and any roster marker
that may be on its roster hex is not
moved.
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155 PORT CLEARANCE

The port cities Marseilles, Toulon, and
Genoa must be cleared before the Allied
Player may use them as Supply
Sources. To start clearing a port, an Al-
lied unit in Strongpoint Mode must be-
gin the Allied turn in one of the city’s
hexes (Toulon, of course, only has
one). If more than one unit in Strong-
point Mode occupies the port city, one
must be designated for port clearance.
15.51 Port Clearance Table

At the start of his Supply Determina-
tion Phase, the Allied Player consults
the Port Clearance Table, and rolls the
die once. If the result is “NC”, meaning
“not cleared”, the port may not be used
as a Supply Source in the current phase.
If the result is “SS”, meaning “Supply
Source”, the port is considered cleared
and its hexes may be used for supply in
that phase and in all those that follow.
15.52 Not Cleared

Each time the die-roll result is “NC”,
the Allied Player turns his designated
unit in its hex one hexside clockwise as
if it were in the central hex of the Drift
Chart, the first time so that the coun-
ter’s top is aligned in the direction of
the “1” hex on the Chart, During each
subsequent Allied Supply Determina-
tion Phase he adds the number aligned
with the counter’s top to the result of
his die-roll for that port. On the sixth
turn after he starts rolling for the clear-
ance of a port, it automatically becomes
a Supply Source if it hasn’t already.

160 STEP
ADJUSTMENT

During the Step Adjustment Phase, the
Active Player reduces by 1 step each of
his units found to be isolated in the pre-
vious phase. He also may replace by the
same amount the step losses of each of
his eligible units which were found to
be In Supply during the previous phase,
and may also transfer steps between
stacked units which were found to be In
Supply.

16.1 STEP REDUCTION

All units found to be isolated during the
previous phase are reduced 1 step. Any
units having no steps remaining after re-
duction are immediately eliminated and
removed from play.

16.2 STEP REPLACEMENT

All understrength units found o be In
Supply during the previous phase may
have 1 step loss replaced if they partici-
pated in neither the Movement nor the
Combat Phases of the current Player

16.3 STEP TRANSFER

The Active Player may voluntarily re-
duce units and transfer their steps to
others stacked with them. Both the
units being thus reduced and the units
receiving their steps must have been
found to be In Supply during the pre-
vious phase, and neither may have parti-
cipated in either the Movement or the
Combat Phases of the current Player
Turn. No unit receiving steps in this
manner may have a larger AF - DF re-
lationship than the unit or umits from
which it receives them [see Section
5.33]. Units may be reduced totally and
removed from play, but no unit re-
ceiving steps may ever have more than
the number noted for it on its roster
hex. Step transfer is in addition to step
replacement; both operations may be
conducted on the same unit during the
same phase, but one must be finished
before the other begins.

17.0 VICTORY

When the TURN marker points toward
END, the game has run its course, and
the time has come to determine a win-
ner. Each player checks his units still in
play and totals their current AFs as re-
corded on their roster hexes. He may not
add in the AFs of those units not
brought onto the map, nor those elimi-
nated for any reason during the game.
The German Player may double, and the
Allied Player may triple the current AFs
of his units face down on their roster
hexes before adding them in.

After each side’s AFs have been
totaled, the German Player divides his
total into the Allied Player’s total. If
the resulting quotient is 3 or more, it
means the Allied Player has achieved at
least a 3 — 1 superiority in AFs over the
German Player and has won the game;
if the quotient is less than 3, it means
the Allied Player has not achieved the
required superiority, and the German
Player has won.
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The Fourth Protocol (TFP) Iis
an import from the United King-
dom, although it is put out by
Bantam Software in the U.S.
The game is based on the best
selling novel of the same name
by Frederick Forsyth. In the
novel, the KGB attempts to
smuggle an atomic bomb into
England and set it off mear an
American air base just before a
parliamentary election. The Rus-
sian hope is that everyome will
think that a bomb at the U.S.
base has gone off and that will
discredit NATO and the Conser-

vative [Party’s Government in
England. If that happens, a
Labor government will come

into power that will unilaterally
disarm the UK. and withdraw it
from NATQO. The game is very
similar to the book. It is mot
necessary for the player to read
the book, mnor will reading the
book spoil the game. You are
John Preston, member of MI-§
(British FBI) and must uncover
the plot, then find the bomb,
and finally storm the warehouse
where the bomb is and disarm
it.

The game is actmally three different
games in one. The first game is called
“The NATO Documents”. In this game
the player must deal with a2 number of
different cases. Only one of these cases
is directly tied into the bomb plot, but
some of the other ones will yield impor-
tant information that will be useful
The player has at start 100 agents he
can assign to watch the suspects. Every
day (usually) the watchers will turn in a
report of what the suspect has done. In
addition, for many of the cases, there are
files which the player may access which
can shed imporiant information. Even-
tually, your superiors will ask your ad-
vice on what should be done in each
case. You will be presented with a num-
ber of options, usually about 4, and
will have to pick one. If you do a good
job, your stature with MI-5 will grow,
and so will the number of men at your
command. If you do not do well, the
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number of men you have will shrink,
When you think you have solved the
case of the NATO papers, you call up
“your superior and give him the answers
to a series of questions that he will ask
you.

The second game is called “The
Bomb”. In this game the player is as-
sumed to have solved the case of “The
NATO Papers” and must search through
London for the bomb. This is not as
difficult as it may sound, as plenty of
clues are available. Sdll, it is far from
simple, so let the buyer beware: this
game is by far the most challenging of
the three. There are numerous options
available to the player. For example,
should the player chose to travel to a
location away from MI-S headquarters in
London, he can do so either by cab or
the tube (subway). It is also possible to
take trips to Bristol and Dover. There is
a great deal to do in this game, in fact
far too much to do justice in the limited
space available here, If the player is suc-
cessful in his search, he will eventually
locate the warehouse where the KGB
has the bomb.

The last game is “The SAS As-
sault”. Here the player attempts to dis-
arm the bomb while fighting off a horde
of KGB agents. This is the simplest of
the three games. The first two games
are icon driven and each icon has two or
three sub-menus. In the third game the
player gives his commands by means of
a 40 word vocabulary. There is little for
the player to do other than type in com-
mands to attack the KGB agents and (o
disarm the bomb. There is very little
strategy or thought involved in this. In
attacking the KGB agents, one has avail-
able to him the words attack, destroy,
kill, hit, kick, guard, and KGB. I found
that all that was really needed was “Kill
Guard” and that other combinations of
words worked no better and no worse.
There is one trick to disarming the
bomb, but once that has been figured
out, it is simply a matier of fast typing
and luck.

However, the game does have two
problems. The most serious one is with

the documentation. The documentation
is fine so far as it goes, but it suffers
from the omission of important details.
Nothing that is absolutely crucial is
missing, but the items that are missing
make the game difficuit to play and
force the player to find things out
through trial and error. The player is
never told that in the first game, one
day of game time equals two minutes of
real time. One is never told that to
solve the first game, he must call a cer-
tain phone number. In the second game,
the player must discover where his wal-
let is, with the money that he will need
to travel around London.

However, do not despair. There is
salvation. The designers of the game
have written a hint book for the game:
The Fourth Protocol: Playing the Game
by John Lambshead and Gordon Pater-
son. The good news is that it is almost
invaluable in helping the player over
holes in the documentation and prob-
lems in playing the game. The bad
news is that it is not available in the
U.S. (according to my local software
dealer). Also, it would seem that it was
written for a different version of the
game than the one I played. On the
whole, what it tells you is correct, but
there are a few holes. The solution to
the first game that it gives you appears
to be incorrect. Further, for the third
game, it tells you that you have an H &
K machine gun; in fact you must fight
off the KGB agents with your bare
hands.

The other problem is the first two
games’ reliance on the icon driven
menus. The icon menus are good in that
they are very easy to learn; the problem
is that because of the game’s reliance on
thern, the program as a whole lacks
flexibility. In the first two games, the
player. will need to make notes on infor-
mation that he is given, and at times
this will become quite time consuming.
The game, however, is a real time
game, and so the player may be forced
to spend a couple of days (game time)
writing. There is an icon that will allow
you to freeze the game, but it is not
usable unless you have left the icons




where you can do anything useful. The
icons also work out in peculiar ways at
times. In the second game, I spent a
good deal of time, in my first vy at it,
wandering around the second floor of a
building looking for a way down. Even-
tually T discovered that one could not
find the elevator using the icon that al-
lowed movement. Instead, one had to
use the icon that was for looking at ob-
jects. Not only did this icon allow me
to find the elevator, but I used it to
travel between floors.

The designers of TFP have created a
good mystery game. It is a challenge to
solve, but if you do your homework, it
can be solved. Let the buyer beware,
however: the game requires patience and
will require a couple of play-throughs
(at least) just to get used to the game,
The hint book will cut down on the
amount of time needed, but unless you

MAIL ORDER WARGAMES
* GENERAL WARFARE %«

RR One, Box 57, Gering, Nebr. 69341
(308) 436-3294
YOUR COMPLETE WARGAMING SUPPLY
DEPOT. 10% DISCOUNT ON ALL
ORDERS, BREAKTHROUGH DISCOUNTS
AVAILABLE ON SELECT WARGAMES.
FREE SHIPPING & HANDLING IN U.S.
SEND FOR FREE CATALOG.

JOIN THE GENERAL’S
ARMY TODAY'!

Battles for North Africa Series

use it to give you all the answers, you
will still need some games just to get
used to the game system. I would not
recommend this game for a beginner;
rather it is 2 game for a seasoned veteran
who seeks a real challenge. '

Hellfire Pass #39 ¢ 9.95
O'Connor's Offensive #41  § 9.95
Rommel at Bay -Boxed  $28.00

The Napoleonic Wars

Reverse the flows of time.
Undo the past. Remake the future

“Muskets & Mules” is the most realistic, and therefore
the most elegant and thrilling, wargame ever designed. It
is the world’s first play-by-mail Napoleonic wargame.
Hidden movement captures that “fog of war” which was
the essence of the Napoleonic campaigns.

The four players in each game direct the first French
Empire, the Habsburg Empire, the Kingdom of Prussia
and the Empire of all the Russias. In the course of a
match of “Muskets & Mules” cach player, who
commands hundreds of thousands of men ranging from
Grenadiers to Cossacks, will receive two hundred or so
maps, spread over the duration of the game, representing
the changing military and political situation in Central
Europe between 1805 and 1809.

“Anyone interested in Napoleonic Wargaming is bound to
Sfind this game fascinating” — Dr Nicholas Palmer, editor
of “Flagship” Magazine.

If you want to see how to play “Muskets & Mules’ send for full
details to:

Historical Engineering, The Stable, The Temple, Great
Wilbraham, Cambridge, United Kingdom CB1 5]JF or telephone
Cambridge (0114444223 from the US or 0223 from inside the
UK) 881508 anytime of the day or of the night.
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Strafegic Studies
Group takes grec
pleasure in
announcing the 4
imminent release of...

f

(Russia). Or you may elect to command one or
more Army Groups (Germany) or Theatres (Russia).

Oryou can command everything. Or nothing! Just
sit back and waich the battle unfold before your
ayes as your compuier plays out the greatest clash
of arms in human history.

In addition to the four year campaign scenario,
the inclusion of our ubiquitous design kit allows you
to vary both economic and military parameters,
begin the campaign at any point in the struggle

The Great War in The East 19411045

Russia, The Great War in the East 194]1-45, is a recreation of the
climactic four years of bitter conflict which raged from the warm shores
of the Black Sea to the frozen tundra of the Arctic Circle.

Using the simple, yet sophisticated, menu structures for which we are
famous, the enormous complexity of this epic struggle is reduced to an
elegant, easy-to-use order routine.

Two levels of command are provided for. You may assume supreme
command of all your forces by taking control of OKH (Germany) or Stavka

or create a multitude of short battle scenarios using only a portion of the
game map. These short scenarios, of which two are included with the
game, involve a single Army Group (Theatre) and omit the strategic
inferphase which occurs every month (ie. every four turns). They can be
played to a conclusion in 1 fo 2 hours.

For ihe keen historical gamer as well as the novice Russia will provide
a lifetime of satisfying entertainment.

Look for it soon. For the Apple Il Family and the C-64/128. Just $40,

[S A RECREATION OF LAND BATTLES FROM THE SECOND WORLD WAR

Four separate scenarios are included with the game system as well as a comprehensive and
easy-to-use design kit. The scenarios are Crefe (1941), Stalingrad (1942), Saipan (1944) and
Bastogne (1944)

Each commander can control a force as large as an army corps; up to 60 batialions distributed
in 3 divisions. The computer can direct either or both commands, aliowing for an exciting face-
fo-face contest with a friend, challenging solitaire play and/for extensive historical analysis.

A complete range of unif types is provided including among others, infantry (foot, motorized
and mechanized), armour, anti-tank, artillery, engineer, parachute and marine battations.

The game mechanics will simulate meeting engagements, mobile defense operations, sef-
piece assaults, amphibious and airborne invasions in any combination.

Unit strengths and types, types and difficulty of ferrain, effects of roads, cities and foris are all
software controllable. A compleie and accurate baitle environment can be built up fo recreate
each scenario.

Oft-board air and naval support, air superiority, weather, supply, fafigue and combat experience
are all included.

Your role as the corps commander is fo direct the divisional and regimenial H@s of yous force
by assigning an order from the appropriate action menu. The actual movement of battalions
and the resolution of any conflict is handled by the computer.

The strategic and tactical decision making is up fo you. How well your men execute your orders
will be a true test of how well you have commanded them.

For the Apple Il Family ond the C-64/128. Just $40.

[F YOU CAN'T FIND A COPY IN YOUR LOCAL COMPUTER OR GAME STORE, PLEASE CONTACT

ELECTRONIC ARTS
1820 GATEWAY DRIVE, SAN MATEQ. CA. 94404 (415) 571-7171

STRATEGIC STUDIES GROUP (AUST.)
PO. BOX 261 DRUMMOYNE. NSW. 2047 (O2) 819-7199




A Game Review by lan Feldman

10 -page

storage tray,

about 15 minutes.

TITLE:; Yamato: The Game aof

Fleet  Banle  in - the  Pacific
Ocean ‘ , ~
COMPONENTS:

Six mateable 7-1/2" x 227 mounted ‘

mapboards,

- 608 backpnnted 1/2” counters, — .
32 page rules booklet (J’apanese) with

SCGHBI'IOS, .

a2 page of gunnery and torpedo fire

examples (Japanese),

two pages of charts and tables

{Japanese),

- one pad-of log sheets, ‘ ;
39 two-sided ship data cards. (I apanese), '

18 page rulebook (English), *
scenario booklet (Enghsh)k

12 page
including designer’s notes and

- hist.mcal notes,

two pages of charts and
(English), ‘

booklet of shi

3

@ apanese/Fm‘hsh),

2 six-sided dice, ,
in “‘Bookcase” format

. SCALE: Each counter is one sh1p,~ | |

| main gun posmons indicated. Color of |

| the counters
' nanonahty

each hex is 1850 meters (day action), or

i

925 meters (night action). Although not
seems to‘represent ~

specified, each tu

a‘-a' =)

- DESIGNER: A. Segawa

ARTWORK

RECTOR: M. Suzuk1
RANSLATOR E. Lipset
RODUCTION N

‘must retire to refit.
_There are still enemy warships
afloat.
- Flay
it’s time for a

the  fleet, and planes

But  waif!

carners

‘Put away that copy of
Top, stand by the guns,

It’s Yamato time,

If you're pressed for ume, here is
the review in a nuishell; ,
The bad news is — _ for the price

($50) you ‘might expect 2 “monster

_game”; this game isn’t. Before the

recent slide of the dollar against the yen,
the game was advertised at around $32,

still a bit expenswe glven the compo-
nents.. o
The ood news is — 1f you get a |
. copy, you 'l probably have a heck of a
‘lot of fun,

HERE IS WHAT YOU GET

A beautiful box cover with superb art-
work (far surpassing anything else in |
the package). The back is all in Japa- |
nesewithab ack and whlte rendition of

tables

dacaﬂ ~

ENGLISH
‘BY Jack Greene and Beth Queman :
PUBLISHED BY: o
Tsukuda Hobby, Japan ,
DISTRIBUTED BY; ~
Quarterdeck Games, PO Box 658‘
Cambria, CA 93428 -

PRICE: $5000US Do]lars

surface actnon. )

a board and some playing pieces.

The six mapboards are well |

- mounted, covered with 5/8" hexes (14 x |

35 per board) and made 1o be mateable. |

_ All six boards are exactly identical, save |

for the ID letter in the upper left hand |
corner. All are of open sea, with no |
features save for two clock rosettes per |
board for aid in direction finding, The |
colors used are mixed greens and blues |
in pleasant hues and the map is gener- |
ally better than most all-sea maps have |
a right to be. I would have liked a |

_couple of the boards to have land forma- |

tions printed on them. Scenario desig- |
nated contour lines & la Wooden Ships |
& Iron Men (TAHGC) or overlays |
would also have worked well. As it 15, |
land formations, when present, are repre- |
sented by counters (in magenta, no less, |

 with a fringe of blue and a large black‘ |

“L”, just to be sure). ; -
The 608 backprinted 1/2” counters |

| are nicely printed and cug, they separate; |
 easily, and are a bit thinner than ‘‘nor- |

mal”’. Most of the counters are generic |
single ships, whlte outline aerial view, |

background rep;resents;f

Japanese —red,

- US. —blue,
Commonwealth — green
Holland — orange,

| All counters have an 1dent1ﬁer e. g BB‘ o

39, DD 77. The back of each ship |
| counter shows the same ship marked |
| SUNK. Since sunken ships are removed |
| from the board, these should say Sink- |
ing or Foundering. Even so, the second |
 side is virtually useless. The 240 non- |
.| ship counters represent: torpedos (8, |

_ blank reverse), smoke (48, blank re- |
| verse), land (144, reverse 1/3
,The remnants of your carrier- .
‘borne aircraft have returned to |
~ have yielded counters with initial values |
| for each class printed on them. The best

_each |
blank/torpedos/smoke) A slightly more |
efficient printing of the counters could |

treatment would have been a counter for |

. each capital ship and its values, with |
 the reverse being some useful Ievel of ;
'damage |

The Jépanese rules, play alds and

| datacards are well done and very profes- |
 sional looking. The rules and scenarios |
_in English are presented as sheets |

stapled together at one corner. The “Eng- |

 lish version” ship data cards are xeroxed |

sheets with up to nine cards reproduced |
(half size) per sheet. All data except the |
ship name is in Japanese. At first this |

_means a lot of referring back to the |

rules illustration, but after a while you |
know what the numbers mean by where
they appear on the card.

The ship data cards are the hea:ct of: 1‘
the game system. Each ship class has a |

| data card which has a silhouette and an |

aerial view of a ship of that class. The |

| data card also md1cates the nauonahty,




 distance, gun data for early versions
L (1941 -~ 1943) and late versions
L (1944, torpedo data, etc. All relevant

| ship data is transferred to log sheets for |
| play of the game. Ship speed is affected |
| by buoyancy, and buoyancy is lost as a

-Jshxp takes damage.

| the Japanese, the typesetting is not as

| versus paper. I added a handdrawn ver-
| sion of the Gun Damage Table and
| speeded up play qu1te a b1t

\ THE RULES

::*soon after.
| is a game of surface engagements only.
| action pan of a larger engagement in

| class and number of the engaged ships.

| each ship in the scenario to record
| movement, combat damage, torpedo
;ylaunches, ﬁrepower, and speed/buoy-

?iTHE SEQUENCE OF PLAY ,
| 1. Plot Movement -~ All players

| ship’s log sheet. -
2, Torpedo Lauch -
| Level only) Torpedo Iaunch plans are
| plotted. =

L3 Movement _ Al ShlpS and torpe—

| per their plots. Torpedos move last.
| 4. Combat ~ Gunnery and torpedo

| determined and recorded
| 8. Damage Effect -
| received in Phase 4 now takes effect

| This completes a single Game Turn.

,‘“'shlp name comparauve armor strength 1
| maximum speed, minimum straight

in the garne
writing movemen
duous with a small number of ships.
_The average scenario usually consists of |
.~ about 15 turns. Larger games should
| use more people in command to keep
plotting time down. A typical plot for a
| ship with . 6MPs would be “1R4L1,”
| one hex forward, right rofation of 60]
| deprees, 4 hexes forward, left rotation of
| 60 degrees, one hex straigh
-movement is plotted, all ploL are simul-
‘ taneously moved. Torpedos move last,
The Beginner and Advanced Games
,""allow for no stacking of friendly units
at the end of movement. There are
 Optional Rules
stackmg .

 The English version of the play aid |
card (two sided) is actually better than

| fancy, but it is on thick card stock |

- The eighteen pages of Enghsh rules are‘ ~
| liberally sprinkled with examples and
| illustrations and read pretty fast. Most |
| rules are intuitively obvious and do not.
| require a rationale. You can play at the
| Beginner’s Level in the middle of page
11, about 5-1/2 pages of actual reading.
; “Then there are Advanced Level and Op- |
tional Rules. The most complex nlles"; ~
| are those concernmg torpedo ‘fan” at-
 tacks and provisions for same-hex com-
| bat (rare) A veteran gamer will be |
| playing very qulckly, and a begmnerl

| There is no search procedure, all ships
| are spotted and it only remains to close |
| for the kill. This game rmght be perfect |
to use as a micro-game, the surface
| Victory in the Pacific, or Midway (both |
| TAHGC) or any game which uses a
| more abstract way of resolving tactical
| combat; all you need to know is the

Log sheets must be maintained for |

| plot movement for the tum on each:
(Advanced '
| dos move as planned, simultaneously |

| attacks are carried out and all damage is
All damage "

; "MoVement is pretty stralghtforward,
one hex per movement point, rotations

| are free. Each class of ship has its own
| rotation limits and maximum speed, as
| well as acceleration and deceleration
limits, The highest speed for any vessel
is 6MPs per wm, so.

plots is not that ar-

-After all

whxch do allow for

_Gunnery attacks are resolved by to-
talhng the firepower of the guns within

 range and field of fire which the attacker

chooses to fire, adjusting for damage ef-
fects and range to yield a “ranged fire-

| power” number. This number is com-
| pared to the targets armor rank {0 arrive |
.~ There are no rules in the game for Il
j au‘ to ship attacks, or for defense against
| air attack. There are also no submarine
| attacks or anti-submarine. warfare. This

at a firepower ratio. If there is more

| than one attacking ship, each arrives at
| an individual rato for its guns versus
 the target. A}l ratios are rounded (o
-~ favor the defe
 able ratio is 4:1‘ and the mxmmum is

fender. The maximum use-

14,

‘Damage d termis atlon is camed out
for each attack separately. One die is
rolled on the Damage Determination
Chart (DDC) using the column corres-

. ponding to the firepower ratio, There are
| three possible die-roll modifiers, one
{ each for target speed, rotation and size.
Most damage results are expressed as

some combination of gunnery and buoy-

| ancy damage. There is also the possibi-
| lity of no effect, buoyancy damage

only, a SUNK result or Special Dam-

| age. A Special Damage result means
| miore die-rolling and the possibility of a
“direct hit on the armory or fire control
“equipment,
 bloody, especially as regards buoyancy,

- and even a 1:1 attack with no modifiers

| is liable to cause severe buoyancy dam-

etc. The DDC s very

age (5 — 16 buoyancy points) per salvo.

Destroyers average 5 — 7 total buoyancy
‘7 pomts H.M.S. Hood is given 31.

As buoyancy damage is takeri, the

. maximum speed available to 2 vessel is
| reduced. Gun damage is determined by
 the direction of the incoming fire and a
die-roll to see which gun(s) is hit. Each
| hit reduces firepower. If no gun remain,
| damage is

applied to the ship’s

buoyancy. When ‘all of a ship’s buoy-
anicy points have been lost the counter

s turned face down 1o indicate that the
-ship is drifting. One more damage point

sinks the ship-and the counter is re-
moved from play.
The main effect of the ‘Advanced

"Level Rules is: to add torpedo attacks w0

your arsenal and to provide for damage
results o include damage to torpedos
tubes. Torpedo capabilities are different
depending on the nationality and type of
ship. Additionally, each type may be

- fired at differing speeds, e.g. the Japa-

nese Type 93 torpedo may. be fired at
speed 8 for a fotal maximum range of

12 hexes, or speed 7:for a range of 16

hexes, or speed 6 for a range of 24

“hexes. All ships start with loaded tor-

pedo tubes and some may reload during
the course of a scenario. Torpedos tay

~'be launched separately or in clusters,

and in one direction or a combination of

directions, based on where the tubes are

located;
Torpedo hit determinants are: in-

‘coming angle, target speed, target size,

number of torpedos, Type 93 bonus (1o

- wake). The more favorable the determi-

nants, the greater likelihood of a hit,
Torpedos which miss in'a particular hex
may continue o attack: friend and foe

~alike to the limit of their range, at
~which time they are removed from the
. board.. Comparing -the power of the

torpedo with: the target’s armor. factor
yields the firepower ratio, then damage
is rolled for, as with gunnery.

The Advanced Rules also include the

- rules for night combat. The designer has

assumed: that night actions would take
place at closer range. Accordingly, hex
distance and minutes per turn is halved,
doubling gunnéry range: and torpedo
duration but not doubling’ ship or for-
pedo speed. You still only have to plot
a maximum of 6MPs per ship per turn.

A Visual Range Chart is intoduced;

you may not fire at targets beyond your
ability to see them at night. Ships with

radar usuvally have the edge in visnal

range. All other game mechanics remain
the same for night actions.

The Optional Rules introduce two
types of fleet movement which allow

‘the players to move a number of ships

by writing one set of orders:

Type A = All ships in a group move
in exacly the same way.

Type B — Each ship follows the exact

- path of the preceding ship. No' limits

are placed on the number of groups al-
lowed or ships per group or group make-
up, the player has a free hand in the set-
up-of his fleet.

Stacking is introduced which allows for
as many as three BB/BCs per hex, or
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‘1‘2 BB/BCS plus 2 other vessels, or l

| BB/BC plus 4 other vessels, or 6 non- |
| BB/BC per hex (day action). At night, |
| only 1 BB/BC or as many as three non- |
| BB/BC per hex is allowed. Lowest |
| speed in the stack determines the stack’s
_speed. There are also rules for how tor- |
| pedos attack astack,.
|  The Optional Rules also allow |
; ,ShlpS to generate smokescreens. Ships |
| without radar may not sight through
. (nor fire through) a smokescreen. Tor- |
. pedo attacks are always possible. There |
_ is an unfavorable die-roll modifier for

radar directed fire through smoke.

‘Smoke. only lasts for the Game Tum in |
_ which it 1§ generated There is no ap- |

| parent limit to smoke:makmg capacity,

. anda ship can generate smoke in every |
| turn, leaving a smoke marker behmd it
| inevery hex passed through.
|  Another Optional Rule allows the‘ .
| Japanese type-93 forpedo to use hidden
| movement except when actually making

 a hit determination. The Japanese player |

| must keep track of all relevant torpedo
| mformatron but the markersp ,are not

. ';the Allied player on
|  The last of the Optlonal‘
:allows torpedo attacks to be “fan
| that more hexes will be attacked. T
| is a choice of two angles. An attack by

8 torpedos using fan angle “2” will de- i
liver an attack on a four hex front (two |
| more effective. Destroyers are easily
__sunk; get them into torpedo rang
out as fast as possible, “
_ only as a last resort or to finish off a | ¢
‘ ;drrftmg ~(therefore \mable to return Lre)

‘ ~‘torpedos per hex):
j':hexes

at a distance of 20

L THE SCENARIOS'
| The game includes 17 scenarles and |
lends itself easrly the creation of
- other historical or ¢ t if” situations
~ The first four scenarios (the A series)
are practrce pames using a small num-
- ber of units and designed to familiarize
 the player with the rules system. Each
 lasts 12 turns and victory conditions
usually stated in terms of number of
| ships sunk. The ten historical scenarios |
_(the B series) cover selected actions

 from February of 1942 to March of |
| 1943. Most of the historical scenarios |
| should be played with two or more

| players per side. Each log sheet can
keep track of up to three ships, and two
 log sheets per player is about the maxi-

| mum amount of paper that a player can |

_shuffle through conveniently, as well as
| write orders, move, record damage, ete. 1 |
| recommend that you recruit one com- |
| mander for about every six vessels, This
| will keep the game moving at a decent

| rate and not overload any individual |
| player. Also included are three “whatif” |
| scenarios (the C series) which should be |

| played by 2 — 3 players per side. Vic-

| tory condmons for the B and c senes

| is in outguessing your ‘opponent’s
| moves, crossing his “T,”" catchmg him
with a broadside when he can only‘~7~
¢ respond with apopgun. -
__ There is no provision for opportu- |
;mty fire, all combat is simultaneous |
and takes place after all movement has
_ been concluded. As long as you are |
_ trying for srmultanelty, why not reveal |
the movement plots one movement
point at a time? I recommend using Six |
_movement points as the “beat”; a ship |
‘using 6MPs would move on each beat,
5MPs would skip the fourth beat, |
4MPs would skip the second and fifth, |
- 3MPs skips even beats, IMPs moves
on third and sixth, 1MP moves on five |
only. Torpedos with TMPs get an exira
beat after three and with 8MPs get |
_ another after six. Ships of opposing |
‘srdes may pass through the same hex at,

scenarios are stated. in terms of shrps

sunk, or shrps exited from certain |
_hexes, or sometimes both.
PLAY OF THE GAME -
. The game plays smoothly and fan*ly'.
s | rapidly if the ships per player ratio
doesn’t get too high. For those who |
~ categorrcally hate logsheets, this game
is not for you. It is a lot of fun blasting |

away at the enemy, especrally when the

results are so gratifying. Ships in this |
_game are sunk with stunning regularity |
_and many of the scenarios will deal out |
2 lot more cardboard death and destruc-
tion than occurred historically, espe-
cially for day actions. Except that fire- |
power factors lessen with. distance (re-
| ducing damage effects), there is no pro- |
_vision for missing completely, even on |
the first salvo. Damage may be nil or |
| negligible, but the hit is always as- |

CONCLUSIONS

sumed, There is also no provision for | -
1 like the game, it isa lot of fun The |

| getting “Special Damage” (ie. a critical |
hif) at low combat odds, robbmg the |
game of a poss1‘ble SOurce of added;{rl
flavor,. .
For new players, 1 would suggest,

lity before he does it to you. Reduced
target speed makes the damage die-r:

8
using gunnery

taxre play, it would be easy enough o

nplay one side and draw chits represen-
ting possible moves of enemy ships for

the other. But the real fun in the game

| allow fire at any time? T recommend ‘
| that you allow gunnery

using any range and maneuver advan-
tages that you have, closing only to |
finish off a crippled vessel (ships |
fpusually retain much of their firepower |
 till they go down). Whenever possible, |
| reduce your opponent’s speed and mobi- |

. ticated rules or

s ,pletmg o
| factor is 3. Basic frrepower from the
 Yamato is 38 (Front gun — 24, Rear |

_would have mflrcted enough damage to |

' fthe same beat wrth no ill effects (except |

perhaps a point-blank salvo), each hex

| being a nautical mile across (daytime).

| If torpedos and ships occupy the same
_ hex during the same beat, then a normal

| hit determination should be made.

_ And now, since we are hreakmg
movement into the six beats, why not

“ar wrll” ]
logging the “beat” that a gun fires in, in |
a turn, and not allowing it to fire in the |

next turn before that beat. The epponent 1
| must be allowed to answer fire for si-
| ;multaneous effect or he may prefer to

A:posmon may rmprove Of course multr— o
_gunned ships have the option of ﬁrmg
some of their guns on one beat and
;,' others on another ;l

hrstoncrty is low, especially for day
actions. If _have any complamts, they

| are in the Dollars-to-value ratio depar- |

tment. For fifty big ones, I'd expect to |
see named counters (lots of ! em), maybe
a slicker treatment of land_ more sophis-

would also have apprecrated a _more

finished look to the English language |
_components, and 2 set of all-Enghsh{f

ship data cards.
_In the designer’s notes, Mr Segawa;}s

_ admits that “Yamato is neither complete |
_nor. perfect

No game ever is. Unfor-
, of what we pay for in
s the-shde of the Dollar,’fj

The battleshlp Yamato 1S fn‘mg a port;‘
broadside at the heavy cruiser Indian- |
apolis at a. range of fourteen hexes, in
daylrghts(~1944) The lndranapohs has

0 degree tumn. Is 2

gun — 12, Secondary left front = 1,

"Secondary left rear — 1 = 38). Ranged;‘j,

firepower for 38 factors at 14 hexes=9. |

_ The Ranged firepower to armor ratiois
93 0r 31 Die-roll modifiers are: target

speed +1, target rotation +1, ship type

0, total +2. The die-roll is a four, ad-
 justed to a 6. The damage result is three
_ gunnery points and 9 buoyancy points
‘The buoyancy loss (O of 14 total)
teduces the Indianapolis to a maximum

speed of 1, and the gunnery points are |

lost by rollmg a die to see which guns |

are affected. A die-roll of three or less |

smk the targe .



A review by D. Scott Tannes

Power is a strategy game of
maneuver and  second-guessing
for two to four players, where
the basic premise is to move
one's forces so as to capture the

last remaining enemy flag.
While Power is somewhat akin
to  Stratego, players  secretly
move their forces across a

square and rectangle gridded play-

ing field, engaging the enemy
in a dle less, pure strength
count combat system, in the
hopes of capturing opposing

pieces and ultimately the enemy
flag. There is no luck factor in-
volved in the game, so the out-
come is determined soley by the
players' ability to second guess
and maneuver.

The game is played with plastic
figures, reminiscent of Axis and Allies,
though not quite of those high stand-
ards. There are infantry, tanks, fighters,
and destroyers which are moved about
on a map of four identical continents,
each surrounded by water. Also in-
cluded are four log sheets (which are
rather small at 2" x 4") for a player's
orders, a three min-ute sand timer, four
pencils and (ta daa ! { ! ) a pencil sharp-
ener!

The rules are very straight forward
and easy to learn. From the time the
box is first opened to actually playing
Power—The Game, takes about ten min-
utes, of which the first five minutes are

V ast game/magamne' ccllec—
are. Send S SE for

ege of Jerusalem and 7‘

es. Send SASE o

ka]ley ueDrive‘
ma,PAlSOM‘ .

. printed copy
. Cambria, CA 93428

spent looking at the neat little pieces
and playing with the timer. This is not
a hard game to learn.

Each player begins with exactly the
same forces on a symmetric map, and
all moves are simultaneous, so there are
no special advantages for anyone. Each
player has three minutes to write up to
five orders for his forces. Orders consist
of either telling a particular unit
move or to exhange units for more
powerful pieces.

A "move" order will move a single
unit as desired to a new location. There
are no zones of control and units may
move through other units, friendly or en-
emy. When units form opposing sides
actually end their move in the same sec-
tor, combat takes place automatically
with the stronger force (ie. the one pos-
sessing the most "Power," get it?) win-
ning. Each unit has differing movement
rates and characteristics.

The second order a player may is-
sue is an "exhange," where three pieces
of the same type and in the same space
may be traded for a single, more power-
ful piece. These stronger pieces are reg-
iments, heavy tanks, bombers, cruisers,
and the deadly mega-missile. The first
five units are formed by three of their
smaller counter parts, but the mega-
missile is generated by exchanging a
large number of other units making it
very expensive.

Combat is very simple. Each unit
has a power rating of varying degrees.
After movement, opposing units in the

FOR SAI E & TRADE npunched,

. 5P1 and other out-of- -print collector games,
'D-100 Dice; back issues of Dragon; Ares,
Moves, Battle Flag, Wargamer, S&T, etc.
Send your asking prices and larpe 56¢

stamped self-addressed envelope i0:
- Lou Zocchi -
1512 30th Avenue
‘ Gulfport, Mlssmmppx 39501

War ames.

FOR SALE
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‘Cost of Swapshop nserts is 10¢ per
word.: Send check and typed or cleary
to 3W, PO Box F,

WWW, spr “
_and other pub shers Send SASE for list
,to:i‘“ V.longo . :

same sector have their power ratings
added up, the highest single total wins
and captures all of the other pieces.
These captured pieces are converted to
the winner's color and are then placed in
the winner's reserve box adjacent to his
home base sector. If a battle ends in a
tie, the pieces retreat to the sector they
started the turn in. The mega-missile
acts differently. It may be fired (once)
and targeted on any area, detroying all
the pieces there (except the flag). This
is the only actual "destruction” in the
game. A player's flag may be captured
only by an enemy infantry or regiment
unit. Capturing a flag entitles the win-
ning player to getting all of that coun-
try's remaining forces as units in his re-
serve. Capture the last enemy flag and
you win!

Power has a very simple eco-
nomic system. If a player has any num-
ber of units anywhere on an enemy
player's continent at the end of the turn,
he receives one "power" unit. Thus, in
a four-player game a person could earn
up to three power units a turn. Those
may be converted via an exchange order
into new units for a player's army.

All in all the game is a pleasant di- -
version. The game is fastmoving and,
depending on everyone's mood, can be
played as either a serious game of chess-
like moves or as a fun beer and pretzels
pastime. One short-coming, however,
is the lack of enough log sheets. These
can easily by exhausted in two or three
sittings, but luckily any paper will do.
Another point which is not as easily
waived is the rather steep price (about
$30.00).

I would give a rating of 6 out of
10. Power 1is fun to play, and might
make a good introductory game for
anyone new to gaming. While not a
game a player "has to have," Power is
certainly worthy of adding to even the
most crowded game shelf. = 1]

4 IMAGINATIVE |
~ MAIL ORDER 0

- * GREAT PRICES *

7 WAR GAMES JAMES BOND
GRENADIER  CAR WARS
TSR RAL PARTHA

|— FAST SERVICE! —]

Send $1 for Catalog
(Refundable with 1st order)

Box 100 DEPT W 4
, Hawleyville, CT ¢4
- 06440 F 4

3W Gift Certificates Now Available for
$20.00 or $40.00. Let your fingers do
the shopping: Call (805) 927-543¢.
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Soldiers! The sovereignty of a docile Iberian Peninsula has been
upset by a rampaging mob of mercenaries, shop keepers, and
criminal despots. This incursion from a debased and subservient
Portugal seeks to erode our continental system and violate the
throne of Spain’s beloved ruler, King Joseph. As freemen of
Europe, it is your duty to rid the continent of these shackled
Hanovarian hirelings.

Our cowardly enemy has ended his flight before the gates of
Hispanic-Talavera. There we shall deal these looting vermin the
resounding defeat your glory demands!

La Bataille d’Espagnol-Talavera is the third glorious reprint in the
series developed by The Marshal Enterprises Household. This
masterfully executed grand-tactical boardgame features the
necessary 34x44 period map, multi-colored unit counters, charts,
rules, display sheets, and historical commentary needed to win
your baton on the field of horour.

As tradition demands, Clash of Arms Games continues to provide
you with all the colour, excitement and glory of the Napoleonic
Battle.

BOX 668

By design, games as grand as the age they portray.

Send $30.9° (Pa. residents add 6% sales tax;
Overseas add 20% surface, 40% air) to:

Clash of Arms Games

KING OF PRUSSIA, PA

19406



OPERATION:
KEYSTONE

From a new programming group, Overt
Strategic Simulations, comes Opera-
tion: Keystone, a simulation of sub-
marine warfare. Never heard of Opera-
tion: Keystone from your history
books? don’t worry, the authors, T.J.
Peto, Jr. and D.J. Grundhauser invented
it. I would argue with the choice of a
fictitious name just from a marketing
standpoint — something like the exis-
ting Gato or Silent Service games stand
a better chance of catching the eye of a
roving submarine simulator. But that’s
a nit — what’s the game like?

The player is given command of a
Gato class fleet sub and sent out with a
variable arsenal of torpedos and mines
to sink enemy ships and perform these
sinkings efficiently. Unlike the previ-
ously mentioned submarine games, Key-
stone minimizes the graphics and maxi-
mizes player decisions. Depending on
the type of player you are, this trade off
may be good or bad.

The Keystone screen is split into
several windows. The largest is the
map, which comes in three varieties de-
pending on how much “magnification”
you use. Distance between dots can re-
present 4,400 yards down to 100 yards.
The smallest magnification shows the
patrol area with the sub able to start at
Saipan, Darwin or Majuro in the Mar-
shall Tslands. The largest shows details
of the ports and a lot of empty space —
unless filled with enemy ships!

In the upper right comer is the Peri-
scope window, which will show you
what you can see when the scope is up.
Turning the scope is performed with the
function keys. Enemy ships are noted
by letters (B = Battleship, C = Carriers,
D = Destroyers). While this system cer-
tainly works, it definitely lacks grip-
ping power, at least for me. I would
much rather have watched an actual ship
silhouette than a simple letter. And
with the state-of-the-art graphics being
what they are (check out Microprose’s
Silent  Service for AWESOME
graphics), I hope this decision doesn’t
backfire on OSS.

In part of the lower right is the
sub’s position and status: heading,
speed, movement direction, depth, and
whether the scope is up or down and
which direction it’s pointing (it is very
embarrassing t0 put a carrier in your
crosshairs on the scope, and fire a brace
of deadly fish only to remember too late
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that the bow of the ship isn’t pointing
in the same direction as the scope!). The
rest of this window displays the five
other menus available for the player’s
information. These menus fill in the
remaining window with various informa-
tion.

The Running window gives you a
view of which engines you are running
on (electric or diesel) and status of your
battery, compressor and air vents.
(Don’t try diving with your air vents
open!) The supply status of your air,
fuel, ballast and battery are also dis-
played. In submerged mode these pieces
of information are critical.

The Battle window shows the status
of your armaments, the number of fish
and/or mines you have left, and the
status of your six tubes (loading or
ready or fired). Torpedo firing is done
with the space bar and the Batile win-
dow clocks the length of time the fish
runs. The fish appear as crosses on your
periscope (if up) and the map. Mines
can be dropped with submerged and
show up as “m” on the map — so you
don’t run into them again!

The Damage window shows any
damage taken by Engines, compressors,
generators, rudders, scope, radio, radar,
sonar battery or torpedo tubes. Each is
either functional or OOC (out of com-
mission).

The Navigate window provides infor-
mation on map magnification, exact lo-
cation (grid and sector) whether you're
zig zagging (DON’T zigzag when trying
to set up for a shot! This helpful hint
brought to you by a very embarrassed
commander). Radar, Sonar and Radio
can be on or off and provide information
on enemy locations (but provide the
same information on your whereabouts
to the enemy!). With Sonar on, for ex-
ample, the letter designated ships appear
on the map and the minimum distance
displayed.

The Utility window provides the
ability to repair, dock, load and gather
waiting messages. One very nice touch
is the repair function: some of the
damage taken by the sub may be re-
paired by the crew submerged, on the
surface or only when docked. The time
required for repair is also given — adds a
bit more realism than most of the
games I’ve played!

The sub is maneuvered by placing
the curser on the item you want to
change (heading, or speed, for example)
and changing the value to the one de-
sired. The object is to catch and con-
verge on enemy ships and nail them
with the fire or maneuver them into a

new minefield. Hitting them with fish
is pretty hard — most players will fire
way too soon, giving the enemy too
much time to maneuver away from
danger. OSS provides a target indicator
which is used to corrolate sub heading
and periscope direction with the required
sub heading. Fish go straight in the
direction the sub is facing.

The game plays well, with the
player having to swiich back and forth
between various windows just to keep
track of everything he needs to know.
Warning to new players — play starts
VERY fast in this game. There’s
usually a carrier/battleship convoy very
near the base you start at. I’ve even
been rammed by an enemy vessel with-
in a minute of leaving Darwin . . .
WHERE ARE THOSE AIR FORCE
GUYS WHEN YOU REALLY NEED
THEM! The graphics are always the
same, which puts a pall on the game’s
playability— there’s just so long that
you can look at the same screen. But
interrupting the game and restarting it is
automatic and easy. OSS has made the
program very user friendly and — while
you might make some D.U.M.B. mis-
takes with your sub, you won’t with
the program, and I like that. The
documentation is first rate as well. A
nice package.

I ended up with mixed feelings
about Keystone. 1 like the packaging
they did and some of the detail they
provided. But I like the graphics of
Silent Service, even Gato better. Good
graphics keeps the interest up longer
and makes you want to play the game
again. So a mixed review, I'm afraid.
I’'m not completely sold on this game,
but I'm looking forward to their next
simulation. Note: The version I played
was for the IBM-PC, I don’t know if
other computer versions exist.

— John Burtt

LEOPARD II

Every now and then, a designer will de-
fend his game design by comparing his
design to the writing of history. He will
stress the aspects of his design which
emphasize the factors he judges as being
critical, just as the history writer empha-
sizes those points the writer feels are
important. If this allegory is applied to
this game, Leopard II, is a technical
manual with an almost encyclopedic
volume of data about West German and
Soviet modern armor. Unfortunately,
this game is also about as dry as any
technical manual you will ever read.

My initial and continuing impres-
sion is that this title suffers from a dis-
tinct lack of direction. It appears the de-
signer wanted a modern tactical game
which built on his earlier WWII de-
signs, with a more realistic search sys-




tem and adding infantry to the game
system. As this is a continuing series,
the format for the vehicle versus vehicle
game is tried and true, in many respects
mirroring the Yacquinto Panzer/88/Ar-
mor series. All the designer needed to do
was research the data and plug it into
the existing game system, which has
been accomplished rather nicely.

However, the search system and the
infantry rules leave much to be desired.
In fact, there are no rules for infantry.
There are the necessary counters, how-
ever. The designer explains the lack of
infantry by blaming a co-designer for
not being timely, but promises the
rules in an American/British armor up-
date, providing sales warrant it. Immedi-
ately, this rather limits the game-
players’ options as to the types of scen-
arios available, and the game becomes
boring within a few playings.

The search/hidden movement system
which the designer has layered on is an
encumbrance which can be done with-
out, something the designer also states
is possible (and necessary) for a quicker
game. The problem with the search sys-
tem is that it represents too small a
period of time. The basic game turn is
broken into segments of five seconds
each. For each segment, each vehicle
must be given a written plot. There are
six orders, each of which have differing
movement and search implications.
This means a quick two-minute engage-
ment in real time will require 24 game
segments of plotting moves for each
vehicle. While this may delight you
fans of armor minutia, it makes for a
slow moving and very tedious game.

Another drawback is the hidden
movement, This requires identical maps
for each side and a reduced size search
map. Each megahex (seven hex group)
requires a counter chit from each player
which will reveal the presence of your
forces in that megahex when flipped
over through a search. The search sys-
tem, through a number of die-rolls with
modifiers and referring to a number of
charts, tells you how much information
you learn about the enemy forces you
have spotted. Perhaps this is realistic
enough, but it takes many times longer
than real life and adds to the drag of the
game turn.

The combat system is very similar
to the Panzer/88/Armor system. How-
ever, it is complicated by including a
large number of possible shell types and
adding some rather unique variables
such as armor protection being deter-
mined by the roll of the die. In other
words, the system is highly detailed,
including random elements which re-
quire time consuming die-rolls. Added
to the other elements, this makes
Leopard I the Airwar of modern armor
games.

Physically, this is a very impressive
and excessive product. The counters,
save for the olive green on royal blue

Germans, are the best I have ever moved
on a table top. The die-cutting is excep-
tional, and the vehicle silhoueites are
highly detailed. The folks at TAHGC,
3W, TSR and even GDW cannot match
these for overall quality. The number of
counters in the game is incredibly ex-
cessive. There are 720 vehicle counters
and almost 3,000 markers. Even with
the search system, this many counters
are not needed. The vehicle counters are
also excessive. No scenario has more
than eight vehicles. Yet, some vehicles
are represented by as many as 30 coun-
ters, with similar amounts for the vari-
ant models without any apparent change
on the counter itself. The maps are
colorful, but the light blue hex grid and
hex coordinates are sometimes impos-
sible to read. The quality herein is not
cheap, as indicated by the $60.00 price
tag. Since the components are overpro-
duced, I suspect this may lure buyers in
spite of the lack of a reasonably play-
able game.

Lastly, this is a Japanese game. Al-
though Quarterdeck has provided Eng-
lish translations and examples, there is
the added burden of having to look in
more than one place to decipher those
parts not committed to memory.

In summary, this is a well-dressed
turkey of a game. There may be $60
worth of components, but there is not
$5.00 worth of game. (As a compari-
son, Advanced Squad Leader and the
introductory Paratroop module will also
cost $60.00, and you’ll get much more
in terms of a game, and it includes in-
fantry and arullery.) Unless you prefer
your tactical games in five second help-
ings emphasizing great detail (i.e. “shell
arrives” counters), this is a product to
be passed over. The GDW Assault
series is still the best modern armor
game around.

My experience with this game raises
two questions for Jack Greene and Quar-
terdeck Games. First, why was this par-
ticular title chosen to be imported?
From a business point of view, one
would desire the “Cadillac” of the line.
While this game has some interesting
features, it only qualifies as an “Edsel.”

Second, why import the entire product?
Would it not be simpler and perhaps
less expensive to get a license to pro-
duce the game over here? Did Quarter-
deck recognize the failings of the game,
but rely on the subject matter and mas-
sive components to translate into high
sales? Or, did the manufacturer have a
lot of these turkeys laying around and
unloaded them on an unsuspecting dis-

tributor?
~ John G. Alsen

_onventions

LAF-CON II

Laf-Con II will be held April 25,
1987 at the Family Inn in West
Lafayette, IN. Featured will be an
RP.G.A, AD4D. Toumament
(need not be a member to enter).
Also available will be several other
fantasy roleplaying, war games,
miniature events, and possibly a
special guest or two. For more
information, write to:

Laf-Con I

c/o L.AG.

Box 51

Lafayette, IN 47902
or call: Stan Mitchell

(317) 523-2551

The King’s Crown
6860 West 105th Street
Overland Park, Kansas 66212
(913) 341-6619
The Midwest’s Finest Selection

of Military and Fantasy Games
Books, Figures & Accessories

“Don't Be Fooled”

See Page 34 in this
issue of

The Wargamer

for game review.

$2995

Postpaid within U.S

(200)533-3228

— THE GAME

POWER isagame
of tactical skills and T
lightning quick strategies.

Refreshing change of pace for the experienced
wargamer or excellent starter game for the new player.

Power Games USA, Inc.
P.0. Box 99, Soulsbyville, CA 95372
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“Assault

8-6-57

14-6

p.. | is the guidig principle of the

48-10 MW

reborn West German army.

Loosely translated, Beweglichkeit means mobility, flex-
ibility, agility. German vehicles are built for cross-country
speed; German command and control is streamlined for

rapid decision-making and adaptability.

1A-10 Lkw5t
@

V-2t

1A-10 Bundeswehr gives you everything you need to
test your own Beweglichkeit: Leopard 1 and 2
P-L tanks, Marder APCs, Luchs and Fuchs recon-

naissance vehicles, Jaguar antitank vehicles, and

2D-7 Fuchs
O

L 4
2-1-4%4

many more; enough for a complete Panzer or
SJc Panzergrenadier brigade plus supporting troops.
P-L Bundeswehr also includes PAH-1 attack

4C-7  Luchs

5544

5832 GSP 3E-91 TMM 1A32 M1979 4D32 IR BE-91 / MTU

Sy |
V-3h 4-2-41

T

Saiwe
13-9-31 | 13931

The Assault Series

| Bundeswehr is the second module in the Assaulf series.
| {Modules are not playable separately; you must have any one
. of the Assault series games to play a module.) Bundeswehr is
| $18.00.

§ The following other games and modules are currently
‘J available:
z
|
|

Game 1. Assault: Tactical Combat in the 80’s. $18.00.
Game 2. Boots & Saddles: Air Cavalry in the 80's. $18.00.

Game
Designers’
Workshop

PO Box 1646, Bloomington, IL 61702-1646

helicopters and Gepard air defense guns, for use
with Boots & Saddles.

Combat Engineering is vital on the modern bat-
tlefield. Bundeswehr’s simple but comprehensive com-
bat engineering rules cover every important aspect of
the subject.

oMinelaying, including the latest artillery-delivered
and scatterable systems.

oMinefield Breaching with line charges and mine
rollers.

eQObstacles, construction and breaching, including
anti-tank ditch, abatis, and road craters.

eDefenses, including deliberate hull-down positions,
bunkers, and entrenchments.

eRiver-Crossing with bridges, from AVLB to ribbon
bridging, ferries and rafts, swimming, and snorkeling.

The module includes counters for U.S., Soviet, and
West German engineer units at division level and
below: the U.S. M728 combat engineer vehicle and
GEMSS minethrower, Soviet M1979 mineclearer, Ger-

man BIBER bridgelayer, and many more.

Available from better hobby stores or direct from GDW.
Add $1.00 for postage and handling.
Send for our free catalog.




Berg review bombs .

Greetings. First of all, let me: thank
you for your kind words in Issue #52
concerning my Bull Run article: Glory
Road looks like a worthy.successor {0 my.
all time favorite, Forward to Richmond!
I'm quite pleased 16 inform you § will be
reviewing it for Fire & Movement; so if
there’s any errata, please pass it along: The
graphics you lads are fuming out is fi nally
back to the Hong Kong standard of long

ago. Congratulations; ‘

However, I didn’t take time out from 1 ‘

my busy schedule of raising children and -
trimming counters to write 2 Gee Whiz:
letter: T-am here vo1cmg a.complaint that

“you took an editorial “time out” when you .

o Bewzldered by colors i

accepted Richard Berg’s purported review:
“of Rommel’s War for publication.
It isn’t that your idea was flawed, it
-was rather good, but the self-centered -
meandering which followed should have
been sent back to-his law office with a
polite note. If the flower of a youthful
Hobby ever did cluster around his feet when
he sat at the SPI Areopagus o expound,
they do-so no longer. Now I don't think
Berg is without talent as a writer, far from
it! I'hardly think, though, that anyone who
pays the niot inconsiderable amount you

ask to read your magazine does so 1o learn |

of the contents of the Berg attic or to
enjoy his scorn for the British accent. Of

the roughly seven: full columns of reV1ew, o

two and a half are mere self-indulgence, -
and the remaining four and a half comprise
a very superficial skimming of the game

system. Had this piece come from Timmy

the Game Reviewer, 1 can’t believe you'd

have printed it. Your readers in this case

were not well served. A Blg Name does

not'a review make! '
I will not give place to cymmsm, I

assume he did play the game through, did
“play all'or most of the scenarios. What [ -
must ask, however, is how he got around
all the many rules loopholes which plague
- Rommel's War? The Tobruk Inset system,

‘which Berg declares folds nicely, is

particularly rife with ambiguities, the two
pages of rules not covering half adozen =

different situations which commonly arise.
The Advanced Game is also hamstrung.
with unstated premises and omissions
which make it playable only with jerry-
rigged house rules. What is the range of 2
Naval Unit’s support factor? May an
amphibious unit forced to retreat do §0
onto.an adjacent naval unit? How are =

leaders eliminated? What is the définition

of a “besieged port”? When is supply
determined for units using Strategic
Movement? Are Sidi Barrani and Mersa
Matruh ports? (And if not, Why Not?
They were historically!) [ have many more
questions in my riotes, but they are rather

involved, and you get my drift. Perhaps in

Berg's telephone conversation with the

out. Regardless, Berg has no reason fo call

 the heart for it. That’s fine. But you, :

this game “top—nomh” He certainly owed

it 10 us to tell us he discovered these

problems, and what the soluhons are .

if he knew about ther
- Now honestly, how much of Berg 8

‘_Afnka expertise really shone through i |
that article? What little that did surface | =
. hardly justified the half-baked article which -
- you published. There is no substitute for

hard work, and after 15 years of reading
tules, Mr. Berg doesn’t seem like he has

eith, have a magazine o fin.
odohn T O’Toole :
- New Homestead, PA

I am writing 0 you in regards oyour |

‘ame Navoleon and the Archduke Charles,

- ssue #49. To be quite frank, thisisone of |
the finest wargames I have played in many
- years, and I go back aways in wargaming.

basic mechanics are so sunple, vet
ly effective. The scale is perfect for

HF Ie top play. The

dem%{ler these problems were all ironed - o

|  Perhaps, you could use one nat1ona1 ~
| background color with a corps number and

| those colors were bewildering. But, as |
| said before, overall it is a sound game. [
| anxiously await the publication of '
' Borodino, WaterZOO, Virorig, Eclanuhl and
1 Friedland etc.
& oworkitt

; _ one of your many infroductory offers, and
| have recently extended my subscrip
| . convinced by the originality and quality o

| Inreading your magazine over
- months, several unrelated topics

o ‘dlscuss

‘ myself However, ‘what is it aboul
 wargaming and split infinitives?

‘ the little ni pers, bit, so are Strategy and

e graphics are good. The I
 units are my only complaint. The different

7 ~ column in the new Advanced Squ
colors for each dm ion was confusmg

rules had no 1ess than six spht infinitives.

a separate color bar for each division. Aﬂ

Keep up tha good

Phil Conrad ; -
Ma.nhattan Beach* C’A

1 began recewmg The Wargamer via

your publication. Keep up the good work.
stfe

come 10 mind whlchI would hke o

1) Grammér Ihave never
been known o make an oc
Wargamer is a veritable breeding ground of |

Tactics and the tules booklets of almo
every wargame [ have seen. One sin,

FANTAS’HC FANTASY
GAMES & TOYS
YOUR LOW-PRICED GAME STORE
ALL MAJOR GAMES & ACCESSORIES

MINIATURES
COMPUTER GAMES
VISA & MASTERCARD ACCEPTED
FOR FREE CATALOGE WRITE TO

FANTASTIC FANTASY GAMES & TOYS

PO BOX 1143

EVERETT, WA 98206-1143

monthly specials list included

UNITRAYS

Storage trays with snap-on
lids,
ures do not fall out: Using

these to organize your games

greatly reduces set-up time,
protects your valuable lead

figures and makes playing J
much more enjoyable. !

3 for $5.75, poslage paid.
Send check or money order to

Close

counters and lead fig- !

lilinois |

P.O. Box 2247 Dept K residents please add 7% sales tax.

Simulations Norhbrook, iL 60062




i 'In fact, in wargammg hteramre, itis aften

| difficult to find an infinitive that has not
i been split, no matter how dlfﬁcult 1& - J
L m1ght have been o arrange. :

i 2) Format: | was pleased to read

| that you intend fo expand the article onthe
| topic of the issuc game. The world does

| NOT necd another four-page summary of

| the North African Campaign in World War
| I This was the aspect that | am gratified

| that you have picked up the fallen banner,
. 3 Modern Era Games: In Issue

| #54 a couple of letiers appeared which

| sound like the opening rounds of an

| mtﬁresnng debate in the hobby. They
 chastized you for daring to pnni (or

: consxder“ynnnn 5) games on a potential
| NATO/Warsaw Pact conflict after you had
| labelled youxselves the “History. People™. I
 might mention that 1 personally enjoy

| modern era games, so don’t expect any

| undue objectivity from me. However, 1

| would also mention that, after the first

| move of any wargame, the situation is no
 longer “history” in any case. Whatis

| wrong with starting with the forces

| available o two armies in 1988 as .

| opposed to 1815 and going from there"

| From the economic angle at least one

| letier writer shot himself down by

| admitting that there was an obvious

- market for such games before declaring

i that he was sure that no one was mtcrested |
| in them. ] et us not forget that the ~
| traditional purpose of the wargame has
| always been 1o aitempt to predict the

| outcome of future battles and thatre-:
| playing past actions was an off-shoot of

| that I have litle interest in pre-

| Napoleomc games myself, but I would not
| presume fo criticize you for publishing

| them. [ realize that if takes financial

| support from a large number of people ,
| with varied tastes fo permit The Wargamer

| toexist I applaud the originality and ‘
| diversity of your product, even the games 1

| never intend fo play, 2s they assure me
| that “my? top1cs wm get covered ‘

| eventually as well. ;

|  Bruce Farcau

~U.S. Embassy, Pads

| Bd — In school [ had an English teacher
| who could have given Parlor points. As a
| result, [ cringe whenever | come across o
| split infinitive. If there have been enough
| of them to prompt you fo write, I've

| clearly not been using the edmmal blue

| pencil as often as [ should. Personally, [

| blame Star Trek: if they hadn’t continued

‘; for 50 many years “ioboldly go” ... .
b As it happens, we have droppcd the

; proposed Warsaw Pact series, as the first
| bwo games received a categorical thumbs
L dewn from our evaluators

Olamwa s ﬁze besi

L Issue #55 of The Wargwner has just
. popped through my letier box and | am so

| very impressed with the game Oldnawa and
| have played it twice already, w is your best

| oame so far this year,.

‘ Phil Rechardson

_ Bditor, Legionary

 london, England

The office computer, Guido, has finally spat out the results of our

recent readership
highly surprising.

survey., They are interesting,

and in

First, the bare facts. There were several hundred responses. Respondents had on
average been playing wargames for 15 years, devoted 7-1/2 hours per week to their
hobby, and owned a whopping 160 games (the most titles any individual owned was
800). Eightyeight percent of responses were from Wargamer subscribers, with many
also subscribing to other hobby magazines. The pattem of lapsed magazine subscrip-
tions was also interesting (See Table 1), Approximately a quarter of our respondents
buy S&T, F&M, and The General over the counter, with shghtly fewer buying The

Grenadier (See Table 2).

Current
Subscriptions

The Wargamer 88%
Strategy & Tactics  56%
The General 40%
Fire & Movement 38%
The Grenadier 19%

Former
Subscriptions
N The Wargamer 10%
! OOA’ Strategy & Tactics 25%
?éé" The General 24%
9 Fire & Movement 26%
o The Grenadier 18%

World War Il 75%
Civil War 63%
Napoleonic 60%
Ancient 44%
Post World War 43%
First World War 39%

Other 19th Century 34%
Other 18th Century 33%
Medieval 32%
Future History 30%
Other 20th Century 28%
Renaissance 24%

SOme  cases

World War Il 23 (38%)
Civil War 6 (10%)
Napoleonic 6 (10%)
World War | 5( 8%)
Post World War I 5( 8%)
Renaissance 4( 7%)
Other 18th Century 3( 5%)
Other 20th Century 3(5%)
Other 19th Century 2( 3%)
Medieval 1( 2%)
Ancient 1( 2%)
Fantasy (Issue #1) 1( 2%)
Future History 0( 0%)
* Breakdown of games in first 60 issues, by
era.

Feature Average
Response

Historical Background 2.21
Articles 2.71
Briefings 3.54
Hobby News 418
OCther 4.8
3W News 5.01
Computer Reviews 6.52
Readers’ Letiers 6.68
Book Reviews 6.74
Interviews 7.1

* Readers were asked to rank thelr favorite

feature 1, the next 2, and so on.
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Commonly Mentioned Likes
about The Wargamer

Commonly Mentioned Dislikes
about The Wargamer

Variety of subject
Quality games
Unbiased Reviews
Punctuality

Price

Frequency

SR A

Frequency

Uneven quality of articles
Price

Occasional lack of

playtesting

PLD~

When we tum to preferences in
game subjects, we come to some sur-
prises. As Table 3 shows, World War II
was not surprisingly the single most po-
pular era; but thereafter the results are
not at all in line with conventional wis-
dom. It is laid down in tablets of stone
that WWII is the most popular era for
games, with Future History next, the
Civil War third, and nothing anywhere
after that. Specifically, the ancient era

and. WWI.are.verboten, no-man’s-land;..¢
and utterly beyond the pale. ‘Well, not -
according to this survey’ Obv1ously ‘,
what we have here is not a cross section |
of the hobby; our respondents were al- |
most all subscnbers to The Wargamer.

A similar survey conducted among Stra-
tegy & Tactics readers would presum-
ably illicit a different response. By that
I mean that the results are to some

extent a self-fulfilling prophesy. Those
who revel in future-history games are
more likely to subscribe to S&T than
to The Wargamer those who want the
maximum variety in their garmng diet
are more likely to be found: among War- |

gamer subscribers. This is probably
what Table 3 is telling us. And yet .

I can’t help feeling there is some mean-
ingful feedback there, some useful indi-

cators of gamers’ choice. For the listof |
games we have pubhshed in the maga- |
zine over the frrst 60 issues, produces a i
rather dtfferent picture (Table 4). Atthe |
least, it appears we would fmd‘favor if

we published one or two more Civil
War and Napoleonic games, and cer-
tainly some more ancient games. No
fewer than 77% agreed with the survey’s
statement that “variety is more impor-

~_magazine, n  this
““column two issues ago, would be one

. is still subject to negotiation. Certainly

tant” in magazine games than scale or
era,

Turning to scale, we find 79% of
players liking operational level games,
62% strategic, and 59% tactical: support
there for a continued “mixed bag” ap-
proach. 71% like 2-player games, 34%
multi-player games, and a whopping
79% want solitaire games. A clear mes-
sage there for us as publishers. Finally,
84% like to see average complexity

-.games in the magazine; 50% are happy |
. to see complex games, 46% the beer
and pretzels variety, and only 28% w want |
| monsters. Maybe thJS astfflgure is sur- |
“pnsmgly hxgh m any case, there won t; |1
be any' ‘

2 In our survey,

historical background (See Table 5).
Readers

first mentlonedf in

way of providing more of the former
without less of the latter; this, however,

there is no massive mandate for change

we then outlined
some. possxble changes in The War-

gamer, which may be summed up as
more hlstory, more on 3W games, andf i
~ less on games from other companies.
| 55% said they liked the projected |
1 changes, 19% disagreed, 9% didn’t care
_ one way or the other, and 17% proposed
_ a mixed bag of other poss1b1e changes 0
When asked to rank the magazine’s pre-
sent features in order of preference,
articles on games ranked second only to

responses clearly showf
‘they want to see more on 3W games,
~ and more hlstory, but not at the expense
of our coverage of other people’s
games The link-up with 2 _.‘nother hobb)

lan Feldman, winner of the 3 free issues in our
Reader Survey Drawing.

here. Nor should we merely count
heads. Many respondents were vehement
about their opposition to change, with
such comments as “Don’t, for pity’s
sake, become like The *%$#&M%* 1
need unbiased reviews!” and “More
history? Haven’t you guys heard of
libraries?” My subjective feeling,
leaving aside the possible link-up with
another magazine, is that the solution
that would please most players is to
continue to provide a full review
service, while shifting the emphasis
somewhat towards 3W games, and — if
we cannot find space for more history —
at least strive to provide better historical
coverage. '

w==wActually, this raises a related point.
| We asked readers what they liked best
| and what they liked least about The War-
_gamer. Table 6 summarizes the results.
~ ‘One additional factor menttoned by quite

| afew among the “most liked” aspects,
_ was our constant wﬂlmgness to im-
. prove our product. (Remmds me ablt of
~_a job application I had to fill up some
_ years ago, which asked: “What do you
_ like most about yourself and what do
~ you hke least about yourse1f7” My
replies were: “The ability to pick my-
o self up.” and “The constant need to do
50!”) So, yes, we're taking steps to
. bnng the historical artlcles consxstently
up to the standard of the best we've
;produced ‘

We have leamed a great deal from
thls survey, and will be taking steps to
meet your wishes. We'd like to say
| “thank you” to all those readers who
aresponded Watch this space for further
?"developments .

'"ii?tAs already announced ‘we shall be

going to 10'issues per year (from the pre-
sent 14) next year. A year's subscription
at present costs $84 (at a rate of 6 issues
for $36); a year's subscription in 1987
will cost just $48.50 (for 10 issues).
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Your team has the
go-ahead to stop
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module for
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A {JJ_ELAX_IJ UERN EXAL

WINANY WAR.

Gamemaster challenges you to prove it World War II in Axis and Allies.
with the greatest battles ever fought from the And now launch yourself into the 21st
past to the future! Stalk the battlefields of the Century with new Fortress America.
Ancient World in Conquest of the Empire. The Scenario: For the first time in history the
Dominate the global theatre of United States is being invaded.
Deploy bombs, laser complexes and hover
tanks to attack or defend U.S. cities and resources.
The Gamemaster Series—
The games you’ll play as if
your life depended on it.
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