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Cover Story.. . 
Shakespeare Game Set 

for Summer Release 
At sometime o r  other  you've prob- 

ably heard  of a fellow named Shakes- 
peare.  He ' s  dead now - -  but h i s  works 
will live forever .  (Would you believe 6 
more  months?)  

The concept of this  game revolution- 
izes  the en t i re  educational industry. 
We think of this new concept a s  "sugar -  
coated!' education where p layers  can 
enjoy themselves in the pursui t  of cul- 
ture. Le t ' s  face i t ,  Shakespeare c an  be 
a ra ther  d ry  subject.. . but not when i t  
i s  reduced to the fo rm a t  of a game that 
can be played on various levels  of ski l l  
and knowledge. Shakespeare i s  actually 
3 games  in one, beginning with the 
basic game that r equ i r e s  no knowledge 
of Shakespeare whatever, graduating 
to the tournament vers ion  designed to 
shake do* the self-styled Shakes- 
pearean buffs. 

Includes a l l  P lays  

P lay  of the game cen t e r s  on Shakes- 
pe a r e ' s  m o s t  famous quotations and 
knowledge of h i s  charac te rs .  A 52-page 
booklet that comes  with the game in- 
cludes synopses of a l l  37 P l ays  plus 
interesting bi ts  of his torical  information 
on the period in t ime covered by the 
Plays. A biography of the g r ea t  bard,  
himself,  i s  a l so  included. (Grea t  for  
students flunking English Lit). 

Naturally, the game i s  exciting to 
play. Believe i t  o r  not, the play of the 
game invokes the s ame  tact ical  and 
strategical  thinking that i s  requi red  in 
our s e r i e s  of battle games ,  symbolic 
of this i s  the f a c t  that the game includes 
actual chesspieces a s  playing pawns. 

Avalon Hill 's Consumer Tes t  Pane l  
gave i t  a beautiful rat ing (otherwise, 
we wouldn't even have considered pub- 
lishing i t )  and i t s  introduction recently 
a t  the American Booksel lers  Convention 
c rea ted  a fantastic degree  of interest .  
This  was highly encouraging especial ly 
since we didn't have anything to show 
them except the prototype. So encour-  
aged were  we that ou r  s a l e s  department  
decided not to wait  until Fa l l  to intro-  
duce i t  to the public a s  originally 
planned. Instead, the game will be 
available this  month, July, on a f i r s t  
come, f i r s t  se rved  basis. 

To Retai l  fo r  $6. 98 

Shakespeare will be displayed in a l l  
of the bet ter  bookstores and department  
s tores.  Those who wish to o r d e r  di-  
rect ly f r o m  Avalon Hill should send 
$6.98, adding 65$ special del ivery if 
you wish ru sh  shipment. Subscriber  
o r d e r s  will be given pr ior i ty  and 
shipped immediately on the re lease  date 
in July. 

As  cer ta in  member s  of our  Tes t  
Panel  exclaimed.. . flyou'll  become 
enchanted with Shakespeare 's  works 
that includes 5 poisonings, 6 stabbings, 
10 suicides, 14 executions, 19 m u r d e r s  
and 26 other  killings of amisce l laneous  
nature. . . "thri l l  to the telling of such 
P lays  a s  Titus Andronicus which i s  
highlighted by the scene where execution 
vict ims a r e  presented to the empre s s  
baked in a pie. 

Truly, a g r ea t  game for  family fun. 

Advertise Yourself.. . 
Many of you have obtained new op- 

ponents by advert is ing in the Opponents 
Wanted Section of this  magazine. 

Several  have gone one step fur ther  
and advert ised right in the games  them- 
selves.  By slipping a note into the games  
on the s tore  shelves, they have been 
able to make acquaintances with poten- 
t ia l  new purchasers  of Avalon Hill 
games.  F r o m  a n  idea f i r s t  presented 
by Sgt. Louis Zocchi, Avalon Hill ha s  
printed up announcements that a r e  now 
available to subscr ibers  f o r  this  pur-  
pose. The f o r m s  simply s tate  that the 
purchaser  of that part icular  game should 
cal l  o r  wr i te  such and such a person if 

he knows of no one e l se  who plays 
Avalon Hill Games.  

These  3" x 5" announcements a r e  
f r e e  of charge to  subscr ibers . .  . t o  get 
a s tack simply send u s  a s tandard en- 
velope containing your name and ad-  
d r e s s  and f i r s t  c l a s s  postage. Make 
su r e  you specify '~Announcements" on 
your o rde r .  

Guadalcanal Jungle Tactics 
by John E. Dotson 

As  those of you who have gotten your 
copies of Guadalcanal have no doubt 
discovered,  the tournament r u l e s  con- 
cerning jungle combat present the play- 
e r  with problems quite different f r o m  
those encountered so  f a r  in Avalon-Hill 
games,  just a s  the r e a l  campaign gave 
the genera l s  something new to wor ry  
about. Along with those new problems 
though, a r e  new opportunities. Most 
obvious of these i s  the fact  that, if you 
play your c a rd s  right, the necessi ty f o r  
soak-off a t tacks  i s  largely eliminated. 
This  i s  especial ly important  for  the 
Japanese player who must  conserve h i s  
l imited s trength.  It i s  a l so  important 
to  the U. S. player to conserve the 
strength of the 1 s t  Marine Division dur -  
ing that long wait f o r  reinforcements. 
In the jungle you may at tack only where 
i t  i s  nece s sa ry  to obtain your objective. 
The jungle s c r eens  you f rom the un i t s  
on your opponent's flanks. 

Speaking of flanks, security i s  m o r e  
of a problem in the undergrowth. It  i s  
especially important  not to leave  any 
space between units there. If you do, 
you will probably find you have been in- 
f i l t rated,  surrounded and clobbered. 
In normal  t e r r a in  a long l ine can  be 
maintained by a s e r i e s  of s t rong points 
whose zones of control overlap. Not so 
in the jungles of Guadalcanal, where  a 
l ine mus t  be continuous. 

The mos t  subtle, and one of the mos t  
effective, jungle tact ics  involves at tack-  
ing a unit on the edge of, but not in, the 
fores ted  a r ea .  If you can move a unit 
up to  your opponent, who i s  on a c l e a r  
square,  and wait, leaving i t  up t o  h im  
to a t tack  o r  withdraw in h i s  turn,  you 
r e a p  the advantages the Combat Resul t s  
Table gives to  the defense. Remember  
h i s  zone of control does not extend into 
the jungle, while yours  does extend in-  
to  the c lear  t e r ra in .  When doing th i s  
you should f i r s t  be  sure  that he cannot 
mount a n  overwhelming counterattack. 
And r emember  to guardagainst inf i l t ra-  
tion! This  technique i s  especially good 
for  attacking a c r o s s  those s t r e ams  which 
have jungle along their  banks. Using 
the jungle a s  a s c r een  you can occupy 
the r i ve r  square  and  steal  your enemy's  
defensive doubling r ight  away f rom him! 

In the tournament  vers ion  of Guadal- 
canal Henderson Field i s  the objective, - 
the lynchpin of s t rategy.  To  win, the 
Japanese player mus t  occupy the a i r -  - 
s t r i p  for  a considerable length of t ime.  
His bes t  s t rategy i s  to get in there  a s  
soon a f te r  the Oct. 11 turn a s  possible, 
then hold on, accumulating that 7 point 
per  tu rn  allowance for  a s  longas  possi-  
ble. Then, if you u se  the Optional 
Tournament  Rules, when the Japanese 



can no longer  hold Henderson they 
should evacuate a s  quickly a s  they can 
and end the game before the U. S. play- 
e r  gets  toomany points. The U. S. play- 
e r  in h i s  s t rategy should deprive the 
Japanese of those 7 points per  tu rn  a s  
long a s  possible. If the Amer ican  makes  
taking Henderson expensive enough when 
the bulk of h i s  f o r ce s  a r r i v e  t he r e  will 
only be some mopping up to do. A r ea l -  
ly  good defense should deny the airf ield 
to  the Japanese completely. 

Whether Henderson Field i s  taken 
by the Japanese o r  held by the Marines 
frequently tu rns  on the u se  each player 
makes of h i s  a r t i l l e ry .  The Japanese, 
especially, should at tempt to el iminate 
a s  much of the Amer ican  a r t i l l e ry  a s  
possible. It i s  disheartening, to  say  
the leas t ,  to s ee  your 3 to 1 a t tacks  
dwindle away to 2 to 1, o r  1 to 1, o r  
worse  under  a n  effective defensive b a r -  
rage.  Admittedly, i t  i s  tempting to put 
your a r t i l l e ry  to work on those big 
piles of uni ts  where there  i s  a chance 
to el iminate a l a rge  number of combat 
fac tors  in one turn,  but you will l o s e  
more  in the long run  if you leave your 
opponent's a r t i l l e ry  intact.  I have a s -  
sumed your enemy has  had enough sense  
to keep h is  a r t i l l e ry  uni ts  in  smal l  
s tacks.  If he hasn ' t ,  then so  much the 
be t te r ,  you can rea l ly  pour i t  to  h im  
then. Don't forget  to  engage a r t i l l e ry  
to make them fight a s  infantry if you 
can. You may el iminate some and even 
if you don't  you have deprived your op- 
ponent of their  u se  for  that turn.  This  
advice applies  to the Amer ican  com- 
mander too, but i t  i s  ha rde r  for  h im  to 
follow since he frequently mus t  u se  h i s  - 
guns to stop dangerous Banzai at tacks.  
The Optional Tournament  Rules give 
the Jap a n  advantage which he should be 
quick to use:  mos t  of the Japanese a r -  
t i l lery uni ts  have a longer  range than 
mos t  of the Amer ican  Ar t i l l e ry ,  enabl- 
ing them to engage in counter-bat tery 
f i r e  without receiving any. 

In parting I would l ike to suggest 
that units should be requi red  to appear  
when the Orde r  of Appearance cal ls  for  
it .  Guadalcanal a s s u m e s  a s  par t  of the 
game that the naval campaign progres -  
s e s  a s  i t  did his torical ly.  The Japanese 
could have had many m o r e  t roops on 
the is land than they actually did, had 
they not been intercepted by the U. S. 
Navy. On the other  hand, if i t  had not 
been for  the Japanese Navy Amer ican  
supply and reinforcement  would have 
been e a s i e r .  Since reinforcement  was 
not up to the commanders  on the island, 
i t  should not be optional for  the p layers  
ei ther .  

THE D-DAY THAT WAS: NOTES AND 
COMMENTS 

Mr.  Fellows' a r t i c l e  in the May, 

'66 i s sue  of The General  had the excel- 
lent  idea of giving the habitually winning 
Germans  of D-Day a r e a l  problem: to  
t r y  to do something with the original 
Nazi battle plan. I speak f rom experi-  
ence, having t r ied  i t  once I was quickly 
and thoroughly trounced. Even more  
r ea l i sm  than Mr .  Fellows gives u s  i s  
possible, however. While the West - 
Point Atlas  of American Wars i s  good 
t he r e  a r e  severa l  other  sources  the 
r e a l  war game buff cannot afford to 
ignore. These a r e  the various official 
h i s tor ies  i s sued  a f te r  the war.  They 
a r e  based on exhaustive r e sea r ch  by 
excellent scholars  and a r e  the source  
of a wealth of detailed information. The 
bes t  a r e  The United States Army  in 
World War 11, a n  enormous set ,  work 
on which i s  s t i l l  in progress ,  and His- - 
to rv  of the Second World War, i t s  Br i t i sh  
counterpart .  A Master  Index and Read- 
e r s  Guide to the U. S. Army  in  W. W. I1 
can be obtained f rom the Superintendent 
of Documents, Government Print ing 
Office, Washington 25. D. C . ,  a s  can 
any of the volumes in the his tory (pr ice  
of the Index i s  75 cents) .  In addition - 
the official h i s tor ies  of the Canadian, 
Austral ian and New Zealand a r m i e s  can 
be very  useful for  campaigns in which 
they were  involved. 

To supplement Mr.  Fel lows'  a r t i c l e  
I give below the exact unit placement of 
the original German plan. My source  
was the volume of the Bri t ish official 
his tory entitled Victory in the West. 
vol. I: The Battle of Normandy. (Map 
opposite p. 120). Some difference of 
placement will be noticed between Mr.  
Fel lows'  a r t i c l e  and mine. This  s e e m s  
to be due to a difference inopinion con- 
cerning how bes t  to  place the uni ts  on 
the stylized D-Day playing board. Nat- 
u ra l ly  positions given on a normal  map 
do not f i t  exactly. 

EXACT UNITS: 

Static divisions: 

16LW - F-13  266 - U-40 
17LW - R-30 319 - Q-35 
18LW - M-22 (actually stationed on 
47 - M-23 the Channel Is lands)  
48 - L-20 326 - 0 -25  
49 - N-24 338 - SS-32 
148 - RR-25 343 - V-43 
157 - LL-27 344 - 0 - 2 5  
158 - F F - 4 1  346 - 0 - 2 8  
159 - P P - 4 7  347 - F- 13 
165 - K-18 348 - P-26 
182 - M-22 708 - 11-42 
189 - HH-30 709 - R-34 
242 - TT-31 711 - T-32 
243 - (3-34 712 - K-19 
244 - TT-29 716 - S-32 
245 - Q-27 719 - H-15 
265 - X-42 (There  was a l so  the 
19LW Div. ,  which was  in the process  

of being t ransfer red  to Italy, near  Brus-  
s e l s )  

Infantrv: 

Parachute:  

612 - optional, but a s  Mr. Fellows said. 
"stay around Brittany. 

3 - W-42 
5 - X-38 

Armor :  

2 - Q-25 1SS - M-16 
9 - QQ-32 2SS - 0 0 - 4 0  
11 - LL-42 l2SS - V-31 
21 - U-33 Lehr - Y-31 
116 - T-28 

Panzer  -Grenadier:  

To  be placed a s  in A-H rules:  

Armor :  106 Bde. , 9SS, 49SS, 51SS; 
Gren: 3SS, 15SS & 25SS - 

Headquarters:  

OBWest - V-27 1 - LL-44 
Neth - G-13 7 - Y-34 
B - U-27 15 - M-20 
G - RR-41 19 - QQ-31 

In playing a game based on the above 
dispositions the Allied player should 
a l so  have to observe certainhistorical ly 
justifiable limitations. The North Sea 
and Bay of Biscay invasion a r e a s  should 
not be used. Actually they were  not 
ser iously considered because they were  
out of range  of effective fighter support 
f r om planes based in  England. To  make 
the Allied player labor under the burden 
of h i s tory  along with the poor Nazi you 
might requi re  h im  to make h is  f i r s t  in- 
vasion in Normandy, this  should even 
the match considerably. John E.  Dotson. 
212 S. 18th. Freder ick .  Oklahoma. 

Bombing in D - Day 
by James  Hales 

The opportunity to  at tack the enemy 
under the following conditions should 
not be missed.  

1. A stack of th ree  units containing 
12 o r  m o r e  defense factors .  

2. Attack of two units containing 10 
o r  m o r e  defense factors .  
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Note: In ei ther  at tack if 1-4 i s  r e -  

ceived a t  l e a s t  10 defense fac tors  a r e  
s tr iken permanently. 

Never at tack a th ree  unit s tack of 
9 defense fac tors  o r  lower,  o r  any two 
unit stack of 7 defense fac tors  o r  lower.  
Needless to say you should never  bomb 
a single unit. Both these ru l e s  should 
be waived however, if a n  operation o r  
a unit i s  placed in jeopardy by them. 

Nonessential Attacks 

An enemy unit suchas  a 7-7-4 should 
never  be attacked wantonly and without 
reason.  It  would be around l a t e r  and 
could thus be attacked a t  a t ime  when 
i t s  removal  would place a s t ra in  on the 
German line (he might have none o r  be 
hard  put to  get a replacement  for  i t .  ) 
This u se  of a i r  power to snapa  strained 
line (I  presume that a competent al l ied 
commander always keeps the German 
line s trained even on the tu rn  he l o se s  
the game)  i s  a n  intr ical  thought of ne- 
glected par t  of the Bli tzkrieg theory. 

A i r  Power At I ts  Bes t  

Thus, following these bas ic  ru les ,  
I advocate a landing in Biscay and the 
u se  of two o r  th ree  a i r  a t tacks to fend 
off l a rge  enemy units which might move 
to intercept. Beginning on the seventh 
tu rn  the P a s  De Calais  a r e a  ought to  be  
softened up by bombing i t s  heaviest 
units.  P a s  De Calais  should then be 
invaded with the four  other  bombings 
held in r e s e rve .  

This  plan, if properly applied, t ruly 
gives the a l l i edplayer  the "Best Of Two 
Worldsf ' .  

Operation Sandstorm 
by Gary  M. Dziatko 

Operation "Sandstorm" i s  a d e s e r t  
BLITZ fo r  Blue in the game of E- 
-. I t ' s  purpose i s  a quick penetra-  
tion of Big Red ' s  borders .  In o rde r  to 
succeed i t  mus t  be ca r r i ed  out in an 
aggressive manner. F i r s t  I will deal  
only with the units that take pa r t  in the 
de se r t  operation. 

The following i s  the s tar t ing set-up: 
l s t ,  2nd, & 3rd  Mar. in sea  zone A. 
Also place the l s t ,  2nd, 3 rd  & 4th. Inf. 
and the 14th. TAC. The Mar. units 
land a t  0 0 - 2 3  and hold i t  a s  well a s  
0 0 - 2 4  ( 2  units in 00 -24 ) .  The Inf. 
units and the TAC take City CC- 15 and 
on the next tu rn  reinforce the Mar. 
units. (Do not forge t  to keep a unit in 
the city and keep the TAC a t  sea). 

S ta r t  the 3rd  & 4thArmored  units a t  
L-6 and the 2nd & 16th a t  City G-4. 
These units take City U- 11 then on the 
next turn move up the de se r t  road. 

The 17th, 18th, & 19th. L. T. units 
move f rom D-7 along with the 20th. 

L. T. & 1st. Armored  which s t a r t  a t  
D-8 and des t roy  City M-14. On the 
following turn fly 12 factors  f r om City 
M1-4 to City CC-15 and have them join 
the units that a r e  a t  the front. The r e -  
maining units in  M-14 travel  by roadto  
the action. 

City VV-25 m u s t  be taken at all 
cos t s !  I t  makes  a good a i r  base and 
allows you to break-out  in two d i rec-  
tions. You will be able to reinforce the 
operation by a i r  and with a l i t t le  luck 
should be in  Big Red by the 5th turn. 
Do not worry  about your supply l ines 
because you have a steady flow of 
troops coming in to the a rea .  

Concerning the r e s t  of the units; take 
YELLOW* country and defend the home- 
land. Reinforce the de se r t  campaign 
a s  often a s  possible. (Air Fo rce  units 
should be s e n t  a s  soon a s  they have 
been used to get yellow country. Also 
take GREEN country a s  soon a s  you can. 

This  operat ion i s  only a general  
idea. I have used i t  a s  I have presented 
it to you he r e  and have had g r ea t  suc-  
cess .  P lease  use i t  a s  i s  o r  with your 
own changes. Send comments  to: 
Gary M. Dziatko, 139 Adelaide St., 
Hartford, Conn. 06114. 

-* NOTE: See March '66 I1General" 
for  identification of minor countr ies  by 
color. 

Operation Ungawa 
by E r i c  R. Shimer 

In the l a s t  two i s sue s  of the General 
there  were  severa l  opening moves for  
Blue in Blitzkrieg. Here i s  one for  Red. 
It  i s  not perfect,  but i t  i s  a good way 
fo r  Red to expand--fast. Ungawa makes  
capture of the two minor countr ies  
(White, in the North, and Black) adja-  
cent to  Red a certainty, with a good 
chance of neutralizing Green (between 
Lake Pinsky and Sea Zone C). Of course ,  
the plan hinges upon Blue 's  f i r s t  move 
and Red ' s  necessary  react ion to it .  But 
if Blue i s  content with taking Yellow 
(bordering on Blue)  and mere ly  regroup- 
ing, and the weather holds,  the en t i re  
plan i s  workable. If not, Red will still  
have White and Black. 

In any case ,  Ungawa, when success -  
fully completed, expands Red ' s  supply 
capacity to such a n  extent that i t  i s  very  
difficult fo r  Blue to eliminate Red units 
by capturing ci t ies--They just cannot 
capture enough to make a n  a i rd rop  
worthwhile. Similarly, Red's  supply 
l ines  a r e  diffused and difficult to  cut. 
And Red i s  in a good position to smash  
through Brown (capital city HH31) and/  
o r  Green. F r o m  this  position Red can 
dr ive  overland o r  launch an  amphibious 
assau l t  to  get a t  Blue; he mus t  wait and 
s ee  what develops. 

Here  a r e  the recommended star t ing 
positions: 

Sea Zone D 4 rng r  bns; 4 m a r  divs; 1 
f t r  wing. 
CCC29 314-4. 
DDD29 118-6. 
RRR39 114-4 airborne.  
BBB 33 214-4, 118-4-4. 
BBB34 114-6. 
AAA38 214-4. 
AAA40 216-6. 
F F F 4 5  1/8-20 SAC, 116-6 a i r  assaul t .  
RRR54 114-4 airborne.  
BBB54 114-4 a i rborne .  
YY43 116-6, 214-8 TAC, 1/4-12 f t r .  
2 2 4 8  114-4. 1/8-20 SAC. 
XX45 314-4. 
TT45 114-4. 
SS45 214-4, 118-4-4. 
RR50 114-4. 
QQ49 114-4. 
PP50  218-4-4, 114-4. 
0050 118-6. 
NN48 216-6, 2/6-10 mdm. 
NN49 216-6, 2/4-12 f t r .  

On the f i r s t  move the at tack on Green 
should be launched Only if Blue ha s  un- 
available for  use  a sizeable force in 
Sea Zones C, D, o r  E, since the extend- 
eda t tack leaves  Red r e a r  a r e a s  defense- 
l e s s .  But under good conditions. move: 
WW26 314-4 & VV26 118-6 at tack 
VV25. WW33 114-6 & XX32 214-4, 
118-4-4 at tack WW32. UU38 216-6 & 
VV38 214-4 at tack UU37. UU42 314-4 
& VV42 214-8 TAC, 114- 12 f t r  a t tack 
VV42. 0 0 4 1  214-4, 118-4-4 & PP41 
114-4 at tack 0 0 4 0 .  JJ45 218-4-4, 
114-4 at tack JJ46. I138 216-6 & JJ38 
2/6-10 mdm, 3/4-12 f t r  a t tack JJ38. 
*DD39 216-6 & DD40 118-6 at tack 
CC39. +BB42 214-4 a i rborne  & BB43 
114-4 a i rborne ,  4 r n g r s  at tack AA42. 
*DD33 216-4 m a r  & DD34 116-4 m a r ,  
112-4 m a r  at tack EE34. *BB32 114-4 
m a r .  (* denotes the optional invasion 
of Green; otherwise u se  them to best  
advantage elsewhere.)  Home garr isons:  
114-4 in each NN48. NN49, 2248;  116- 
6, 1/8-20 SAC YY43; 116-6 a i r  assaul t ,  
1/8-20 SAC CCC45. 

It i s  possible only to give the f i r s t  
move, and that conditionally, because 
in a game l ike Blitzkrieg, the whole 
complexion of the game can change 
rapidly. Ungawa may give Red a fas t  
jump on ex t ra  supplies and put i t s  a r m y  
in a good offensive position, but the bulk 
of Blue l i e s  ahead. Since Blue's opera-  
tions a r e  unknown, Red must  use  h i s  
intellect to  adapt  to  circumstance.  E r i c  
R.  Shimer,  I l l ick 's  MillRoad, M.R. $23, 
Bethlehem, Pa .  

Blitzkrieg - 
Offense 8 Defense 
by Michael C. Kohn 

On The Offense 
During the two decades of relat ive 
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peace following World War I a revolu- 
t ionary concept in  modern  w a r f a r e  w a s  
c rea ted  by England's Capt. Bas i l  
Liddell-Hart and perfected by G e r -  
many's  Col. Heinz Guderian. The 
Bli tzkrieg was  not a new type of w a r -  - 
f a r e ,  but a novel technique f o r  bringing 
existing weapons into the field of bat t le  
with g r e a t e r  speed, s t rength,  and s u r -  
p r i s e  then w a s  previously possible. In 
th i s  view then, a r m o r  i s  basical ly  a 
highly mobile a r t i l l e ry .  

To fully apprec ia te  the dec i s iveness  
of the Bli tzkrieg tac t ic ,  we m u s t  define 
t h r e e  new t e r m s :  schwerpunkt, i r r u p -  
tion, and aufrollen. 
The Schwerpunkt 

The schwerpunkt, usually t rans la ted  
a s  thrustpoint  (cal led a m a s s  o r  cen te r  
of gravi ty by the U. S. A r m y )  i s  mos t  
often a imed  a t  a weak point in  the 
enemy's  defenses where  a preponder-  
ance of power in  a r m o r ,  a r t i l l e r y ,  and 
bombers  converges to  produce a deci-  
sive local  superior i ty .  It  i s  the s p e a r -  
head of a major  campaign, the constantly 
shifting m a s s  which f o r c e s  the defender 
to  at tempt to  maintain modera te  s t rength 
in  a l l  s e c t o r s  and thus gains the element  
of s u r p r i s e  f o r  the a t t acker .  
I r rupt ion 

A favori te  t ac t ic  among genera l s  
f r o m  Hannibal t o  Rommel  w a s  the flank 
at tack which enabled the attacking com- 
mander  to  pit the bulk of h i s  fo rce  
against  the weak shoulder of the enemy 's  
l ine and "rol l  up" the en t i re  front .  But 
with the advent of the machine gun, which 
resu l ted  in  t rench  w a r f a r e  and s tat ic  
defenses,  the f ron ts  were  often severa l  
hundred m i l e s  long--effectively with no 

weak flank. The problem facing the 
commander  of a bl i tz  was  to  c r e a t e  
weak f lanks by piercing through a sec-  
tion of the front  with lightning-fast vio- 
lence. This  breakthrough on nar row 
frontage i s  t e r m e d  a n  i r rupt ion.  T h i s  
being the i m m e d i a t e  goal of the schwer-  
punkt. 
Aufrollen 

When the a i r  power, a r m o r ,  and 
a r t i l l e r y  have c rea ted  a hole i n  the 
enemy l ines ,  and a r m o r  i s  i r rupt ing 
through the gap i n  fo rce  to  enclose the 
newly developed flanks in  a p incers ,  a 
c r i t i ca l  situation once again th rea tens  
the attacking commander .  T o  keep the 
blitz a l ive the a t t acker  m u s t  keep open 
a l ine of supply to  h i s  i r rup t ing  columns, 
i . e .  he m u s t  prevent  the defense f r o m  
resea l ing  the gap i n  h i s  l ines .  In addi- 
tion, the a r m o r e d  columns a r e  suscep-  
tible to vigorous a t t acks  on the flanks. 

These  prob lems  a r e  solved by a 
maneuver  called the aufrollen, l i t e ra l ly  
rolling out. While the main body of 
a r m o r  advances,  penetrating deep into 
enemy held t e r r i t o r y ,  s m a l l e r  groups 
depar t  f r o m  the main column a t  r ight  
angles  to  the direct ion of advance a t  
specified in te rva l s ,  providing cover  

f o r  the f lanks of the advancing a r m o r  
and preventing enemy f r o m  closing the 
gap. A s  a r e s u l t  the defenders  a r e  
fo rced  to r e t r e a t  creat ing a deep pocket 
in  the line. T h i s  was  mos t  graphically 
demons t ra tedby  the Battle of the Bulge. 
Tac t ics  of the Gap and Pocket  

Even when a pocket h a s  been formed 
in the enemy 's  f ron t  the fighting does  
not become conventional, but a new 
schwerpunkt i s  fo rmed and th rus t  e i ther  
a t  the mouth of the pocket t o  widen the 
gap o r  deep inside the pocket in  a n  a t -  
t empt  to  s e v e r  the defensive l ine.  This  
l a t t e r  technique was  used  v e r y  success -  
fully during the Spanish Civil War.  The 
p r o c e s s  i s  repeated severa l  t i m e s  until 
the f ron t  finally dis integrates .  

Once the gap h a s  been formed,  and 
a r m o r  i s  proceeding t o  route the r e m -  
nants  of the defense, mechanized infan- 
t r y  shock t roops  a r e  poured into the 
pocket to  widen the gap and defeat in  
detai l  any surviving units.  When the 
pocket i s  c lea red  of res i s tance ,  s ta t ic  
infantry uni ts  a r e  brought up to occupy 
the ground gained. 

The Ai r  Pocket  
Strategic  and tact ical  a i r  a s s a u l t s  

often accompany a n  a r m o r e d  i rrupt ion.  
The a l e r t  commander ,  however, will 
not abandon the r e s t  of the battle to  the 
remaining ground f o r c e s ,  but l ike the 
a r m o r  below will fan out h i s  bombers  
creat ing a pocket of dominated a i r  
space.  This  s e r v e s  two purposes.  In 
addition to  p ress ing  the at tack fur ther ,  
the widening pocket of a i r  control in te r -  
d ic t s  the s e c t o r s  behind the front  l ines  
making r e t r e a t  o r  rel ief  of the engaged 
uni ts  difficult o r  impossible .  

Logically then the process  i s  a s  fol- 
lows: The goal i s  a flank at tack,  the 
method-- irrupt ion.  To  achieve i r r u p -  
tion, a t tack on nar row frontage i s  e m -  
ployed. Concentration of f o r c e s  enables 
the commander  to fight on a narrow 
front .  The a i m  i s  concentration of 
f o r c e s ,  the method i s  organization, 
mobility, and surpr i se .  
On The Defense 

Whenever a new weapon o r  tact ic  i s  
developed, counter m e a s u r e s  a r e  soon 
found. So i t  was  with Bli tzkrieg.  Capt. 
Liddell-Hart,  in  the e a r l y  days of mech- 
anized war fa re ,  diagnosed the problem 
a s  one of preventing a devastating flank 
at tack before r e s e r v e s  could be  brought 
up. He devised the checkered line a s  
a defense against  th i s  tact ic .  
The Checkered Line 

Liddel l -Hart ' s  defense, singularly 
adaptable to wargames ,  cons i s t s  of 
placing smal l  uni ts  checkerboard fashion 
behind a fortified l ine.  Each  unit sup- 
p o r t s  each of i t s  neighbors. and a l s o  
s e r v e s  a s  a built-in paratroop sc reen .  
These  uni ts  s e r v e  a s  delays enabling 
the defender to  br ing in r e s e r v e s  i n  
t ime  to cut  off the blitz.  Most impor-  
tant of a l l ,  the checkered l ine prevents  

the aufrol len maneuver  f r o m  widening 
the gap and protecting the flanks of the 
i r rupt ing a r m o r .  

F o r  example: before the Br i t i sh  fel l  
back to the Alam Halfaya ridge a t  El  
Alamein,  they had positioned their  
f o r c e s  in a checkeredl ine which sustain- 
ed many a t tacks  before numer ica l  l o s s e s  
requ i red  r e t r e a t  to  the m o r e  easi ly  held 
r idge.  R o m m e l ' s  inability to rol l  up 
the f ron tby  a f lankat tack hasbeen  cited 
a s  the reason  f o r  the defense 's  success .  

The Web Defense 
Col. F. 0. Miksche, short ly  a f te r  

the outbreak of the Second World War,  
proposed another  defense-- the web de- 
fense  and counter-blitz.  Th is  defense 
i s  charac te r ized  by two paral le l  for t i -  
fied l ines  connected by t r a n s v e r s e  b a r -  
r i e r s .  Thus a s e r i e s  of rectangular 
zones a r e  sectioned off and a c t  a s  a 
sleve, slowing the r a t e  a t  which a r m o r  
may penetrate  i t s  n e s t s  of mutually 
supporting f i r e .  When the a r m o r  does 
b reak  through the f i r s t  fortified line, 
the front  can ' t  be rol led up due to the 
p resence  of the t r a n s v e r s e  b a r r i e r s .  
The flanking maneuver  i s  stymied and 
the a r m o r  i s  overextended, caught in  
a web of c r o s s f i r e  a n d p r e y  to guerilla- 
l ike combat t e a m s  a rmedwi th  anti-tank 
weapons. The t ime h a s  come f o r  a 
counterattack! 
The Counter-Blitz 

But where  should the at tack come? 
In the guer r i l l a  zone? No! This  would 
be  using s trong a r m o r  and a i r  fo rce  
r e s e r v e s  against  the powerful spear -  
head of the a t t ack- -a  mos t  inefficient 
and cost ly  deployment of t roops.  The 
counter-bl i tz  should s t r ike  i n  front  of 
the gap formed by the or iginal  blitz 
rolling a c r o s s  the weaker  infantry units 
attempting to widen the gap, and surging 
forward  to take supply cen te rs  in  the 
enemy r e a r .  The a r m o r  in the guerr i l la  

DESTRUCTION -OF THE LINMl? DEFENSS 
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zone i s  now isolated and mus t  at tempt 
to link up with r e s e r v e s  o r  be defeated 
in detail a t  the defender 's  l e i sure .  

Thus the initial advantage gained by 
a violently executed at tack ha s  been 
neutralized. The agg re s so r  can mini- 
mize the danger to h i s  supply l ines  by 
l e s s  rapid advance, but th i s  effectively 
takes away the source  of the b l i t z ' s  
power. A s  i s  often the case ,  the tac-  
t i c ' s  weakness i s  a d i rec t  resu l t  of i t s  
strength. Michael C. Kohn, 1900 Pen-  
dleston St . ,  Columbia. S. Carolina. 

What to do With 
Minor Country Troops 

by Joseph Antosiak 

The a r t ic le  in the March i ssue  on 
troops for  the minor  countr ies  in 
BLITZKRIEG was  excellent. To save 
the Research  & Design people some 
work (perhaps they can  put this  new- 
found t ime to use  designing a World 
War I game?) ,  I should like to propose 
the following a s  a s tar t ing point for  an  
addition to the Battle Manual to allow 
for  these new troops. 

1. Rule (5) under "Minor Countries" 
i s  deleted. I t  i s  assumed that the 2 
fac tors  f o rmer ly  l o s t  by the invading 
country represen ted  l o s se s  due to the 
actions of the "invisible" a rmy.  

2. The City Capture Table i s  r e -  
vised a s  follows: 

The reason  f o r  making the invader 
fight f o r  a ci ty i s  that i t  i s  assumed 
that the people of the city will offer r e -  
sistance if their  a r m y  i s  not there. If 
units of the minor  a r m y  a r e  in the city, 
the battle i s  resolved a s  if i t  were  any 
other, and this  table i s  not used. Natu- 
rally, if one country a l l i es  itself with 
another, t roops may pa s s  f ree ly  through 
each o ther ' s  cities. 

3. In addition, minor c i t i es  may not  
be used by foreign powers for  supply, 
a i r  t ransport ,  etc.,  unless: 

(a )  The two count r ies  a r e  allies, and 
the minor country 's  "ruler1 '  h a s  given 
permission;  

(b) The invading power ha s  captured 
all the ci t ies  in the minor country. 

4. Minor a r m i e s  receive rep lace-  
ments  a t  the s ame  t imes  a s  ma jo r  a r -  
mies ,  subject to  the following: 

(a )  A minor a r m y  may never  exceed 
i ts  f i r s t - tu rn  strength. 

(b) The replacement  r a t e s  in fac-  
to rs -per - turn  fo r  each a r m y  a r e :  YEL- 

LOW & GREEN 3 each;  WHITE & BROWN 
2 each; BLACK 4. 

( c )  A minor country rece ives  no 
more  replacements  af ter  i t s  a r m y  i s  
completely destroyed (no cadre) .  

5. Panzer -granadier  units may, and 
a rmored  cavalry units may not, con- 
duct beach landings. 

In addition to the rules ,  he r e  a r e  
some "helpful hints" on playing with 
these new units: 

1. The WHITE units may be made 
on the r eve r s e  side of BLITZKRIEG o r  
MIDWAY units for ;  the GREEN, use the 
r eve r s e  side of units f r om mos t  other  
games. Change BLACK to GRAY and 
you can make the i r s  out of o rd inary  
cardboard. F o r  BROWN, t r y  using 
white squares  with r e d  let ter ing;  for  
YELLOW, the same but with blue let-  
tering. 

2. F o r  added interest ,  designate 
one o r  two of the YELLOW o r  WHITE 
infantry units a s  "desert"  units. No, 
they don't d e s e r t  when the fighting 
s t a r t s ;  they a r e  the only units whose 
supply requi rements  do not double while 
in the deser t ,  and they move 1 ex t r a  
square per  tu rn  when traveling c r o s s -  
country in the deser t .  

3. My l a s t  commentdea ls  withScott 
Duncan's a r t ic le ,  a l so  in  the March i s -  
sue, on computing casualties. Why not 
add a rule  to the effect that, when ca s -  
ual t ies  go beyond a cer ta in  level,  the 
people a t  home s t a r t  complaining and 
t ransmi t  their  dissatisfaction to the 
troops, who ei ther  de se r t  o r  defect? 
When casual t ies  ge t  too high, the com- 
mander would have to remove ei ther  a 
pre-determined number of combat  fac-  
t o r s  (desertion), o r  twice that number 
(defection). Or  the guilty commander 
could remove a cer ta in  number while 
the opposing commander added that 
many to h i s  own forces.  

Comments?  Send them to Joseph 
Antosiak, 2715 Lakeview Cir. , Beau- 
mont, Texas 77703. 

How to Play Bismark 
Without ~ x p e n d i n ~  Energy 

by Lincoln Clark  
with Modifications by Mark  Nickerson 

Admiral  Lutjens, a r e  you forever  
taking the deep six with your splendid 
vesse l  because your opponents use 
crooked dice and peek over  s c r e e n s ?  
If you nod emphatically yes,  have hope. 
This a r t ic le  may pe rmi t  you to l a s t  a 
few days longer .  

Around here ,  the Bismarck  i s  quick- 
ly clobbered by the Bri t ish Admiral  
outguessing the German and deducing a 
pattern. Other than running away 
(which mere ly  postpones the inevitable), 
the only way of preventing the Bri t ish 
f rom deducing a pat tern i s  not to have 
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one. While I a m  probably not the f i r s t  
person to conceive such an  idea, no 
one e l se  ha s  had the unbridled a r r o -  
gance to lay i t  before the general  public. 

To c rea te  this weapon takes only a 
half-hour, sh i r t  cardboard,  s c i s so r s ,  
and magic marker .  Cut out twenty-five 
squares  of the s ame  size, and label  
them one to twenty-five. Find a suit- 
able container with a lid and the job i s  
done. Before you l ies  the equipment 
designed to give you peace of mind and 
the Bri t ish Admiral ,  headaches. 

To use this  system, imagine the 
Bismarck  to be a t  the center  of a box 
five zones to a side, twenty-five squares  
in all. In a given turn,  the Bismarck 
can go to any of these she wishes, d i s -  
counting land squares.  After a turn i s  
checked off, assign each of thepossible  
squares  that the Bismarck  can  go to a 
number . 

Then shake the container thoroughly 
and pull out  a card.  There you have it. 
Instant relaxation and random pat tern!  

The theory behind this  stolid, non- 
thinking approach l ie  s upon the fac t  that 
the Bri t ish have only seven capital ships 
to cover twenty-five squares.  There-  
fore ,  i t  i s  possible for  the Bismarck  to 
never even contact a capital shipduring 
the en t i re  game. Unfortunately, I have 
yet  to see  this utopia come true. 

Consider, f o r  instance, the follow- 
ing game. The Bismarck,  alas ,  lost,  
but managed to keep the Bri t ish busy 
until the morning of the 27th. I was 
H e r r  Lutjens, enjoying my  usual t e r r ib le  
gunnery (meeting the Renown and Re- 
pulse three t imes  and sinking neither 
does things for  the mora le ) ,  while the 
Br i t i sh  couldn't m i s s  to save their 
souls. The bes t  I could do was  r e t i r e  
f r om the Battle Board quickly. In some 
miniscule way, i t  made up for  my  gun- 
ne ry  deficiencies. Still, in twenty-two 
turns  there were  only four  contacts and 
three battles. 

This sys tem throws the problem to 
the British. He cannot re ly  on a plot of 
previous movements  to tell  h im what to 
do. The bes t  he can  do i s  place h i s  
ships in a blind pat tern and hope the 
Bismarck  stumbles into a square that 
he i s  in. 

Neither of u s  c la im that this method 
of playing will win. I t  i s  ra ther  a n  a t -  
tempt to even the odds against the 
Bismarck. The p r e s su re  i s  now on the 
Bri t ish player. He can  only hope for  
a chance meeting, for  he cannot ex t ra -  
polate the plot. If he concentrates, he 
has  l e s s  chance of finding the Bismarck. 
If he goes one ship per  square,  he can 
be defeated in detail o r  escaped f rom,  
a s  the Bismarck  wishes. Comments to 
(LC) 54 Westford Street ,  Chelmsford, 
Mass. ,  (MN) 30 Lincoln St., Watertown, 
Mass. 
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Combat Results Analysis 
by Tony Leal  

The standard combat  r e su l t s  c h a r t  
for  AFRICA KORPS, STALINGRAD, e tc., 
may be analyzed by giving numer ica l  
values to each of the r e su l t s  and taking 
the average to ge t  a combat  value for  
each of the basic  odds divisions. 

r e su l t  value - 
A ELIM - 2 
A BACK 2 - 1 
EXCHANGE 0 
D BACK 2 + 1 
D ELIM + 2 

F o r  each of the bas ic  odds divisions 
there a r e  6 possible resul ts .  We may 
now average the 6 numer ica l  values to 
get a combat  value. 

basic  odds s tandard 

A surrounded D surrounded 

It i s  now a n  ea sy  mat te r  to a r r i ve  a t  
the bes t  possible way of fighting amu l t i -  
ple-unit battle. Simply l i s t  a l l  of the 
odds and.average their  combat  value to 
get a total battle value. The a r range-  
ment  which makes  this  total battle value 
a maximum i s  the a r rangement  which 
has the bes t  possibi l i t ies  of success .  

The battle value will a l so  te l l  what 
should be expected in  the battle. F o r  
example, a battle value of + 1.6 should 
yield mos t  of the defenders  back 2 plus 
good chances that a few will be e l imi-  
nated. 

As a specific example, I will analyze 
the battle given in the September 1965 
issue of "The General". (Volume 2, 
No. 3, page 7. Contest No. 9). 

Defender Attacker 

501 1, 20.7 
502 554.562 
506 2,124 
CCR 8, 561.9,553 
327G 17 

Odds* Combat Value 

*(S) = surrounded 

Now divide the sum by the number of 
battles. 

total battle value = + 1 

Other a r rangements  in this part icu-  
l a r  battle may give a higher battle value 
than + 1. If so, they should be followed 
when fighting the battle. 

I t  may be argued that a value of 0 
for  EXCHANGE i s  incor rec t  since an 
exchange i s  advantageous for  the side 
which ha s  units lef t  over  to capture the 
ground. A smal l  change in the table can 
fix this. F o r  odds of 1-2 o r  l e s s ,  l e t  
exchange = -112; for  1-1, the 0 value 
may  remain;  and for  odds of g r ea t e r  
than 1 - 1, a value of + 1 / 2 may be given. 

The battle value mus t  not be com- 
puted over  too la rge  an  a r e a  since a 
soak-off on one p a r t  of the board will 
cancel an automatic victory on another. 
The value would be meaningless. 

The method affords a good mechani-  
ca l  procedure fo r  finding the bes t  way 
to fight multiple-unit battles. I t  i s ,  of 
course ,  not pract ical  to calculate every  
possible a r rangement  of units,  but in 
play-by-mail games,  a longer period of 
time i s  available. 

In the example above, there a r e  7 
German units which could at tack any of 
2 Allied units and 5 which could at tack 
any one of 3. This  gives a maximum of 
27-35 = 31, 004possible battles. (minus 
a few since every  allied unit mus t  be 
attacked a t  l e a s t  once). I t  would take 
too long to compute al l  of these, but 
cer ta in  r u l e s  can  be followed. 1)  Get  
a s  many surrounded bat t les  a s  possible, 
2) s tay above 2-1 and 1-3 if possible 
since these give the biggest numer ica l  
jump on the table. 

On to Brussells 
by Ken Hoffman 

Most of u s  play WATERLOO tact ic-  
al ly,  o r ,  a t  best ,  grand tactically. I 
used to do this .  One night I decided to 
look a t  WATERLOO f rom a s trategic 
standpoint. Here  i s  the s trategy I de-  
veloped: 

The All ies  ( a s  1'11 cal l  the P-A-A) 
have one supreme weakness - that i s  
the point a t  which their  reinforcements  - 
enter  into the game. Most players  for -  
get about Tilly and QB and head fo r  

ei ther  the woods betweenQB and Nivelles 
o r  even fur ther  west  in the a r e a  between 
Nivelles and Braine Le  Comte. This 
i s  playing right into their  hands. Your 
s trength,  mildly dissapated a t  f i r s t ,  i s  
fu r ther  spread out due to the fact  i t ' s  a 
b i t  of a walk to Nivelles f r om Fleurus.  
So a s  you get to the woods o r  the Nivel- 
les-southwest  road,  your forces  a r e  
chewed up bi t  by bi t  - defeat in detail.  

My idea, strategically, i s  to  attack 
down through Tilly to where the east-  
west  r i v e r  in te rsec ts  with the Thil 
River  and then to swing west  and north. 
P r e s t o !  No flank! Yes. I know, he r e  
comes  the rebuttals .  You'll say the 
P rus s i ans  a r e  too strong to wipe out 
when you head for  Tilly. You'll a l so  
c la im that the 3-space pass  a t  Tilly i s  
too smal l  to  allow a safe passage of 
the bulk of your a rmy .  F i r s t  the P rus -  
s i anArmy ,  while being equal in infantry 
a r t i l l e ry  s tacks  (five 15-high stacks for  
both s ides,  not counting the corps  a t  
Marchienne au  Pont  and Gossel ies)  i s  
by no means  equal in caval-ry. You can 
put up t h r ee  15-high stacks,  while the 
P rus s i ans  have to be content with one 
13-high one. So when you join in battle 
a t  Tilly (or  slightly south of there)he  i s  
( o r  will become) tactically flankless. 
You can u s e  a pincer movement with 
your cavalry. His few cavalry pieces 
will be quickly used up in delaying 
action. Secondly, the 3-space a t  Tilly 
i s  wide enough. If you defeat the P r u s -  
s ians  a t  Tilly he be able to hold you 
up in the smal l  pa s s  with his  cavalry 
fo r  a while-----but how much cavalry 
does he pos se s s?  

Your opening set-up (al l  in s tacks of 
15 on the F leurus-Char le ro i  secondary 
road)  should be in  this  o rder :  cavalry, 
infantry, infantry, infantry, cavalry, 
infantry, cavalry,  Imperial  Guard, Nap- 
oleon. This  l e t s  your cavalry cut out 

fas t ,  but doesn't  leave it  out on a limb. 
you r  infantry should c r o s s  the r iver  
a s  f a s t  a s  possible. Rei l le 's  2nd Corps 
a t  Gossel ies  i s  to  be used to cover QB 
f r o m  a n  English break-out  (highly un- 
l ikely)  in  the f i r s t  four hours .  After 
four  hours  D'Erlon 's  1st  Corps will 
take over  the job, and the 2nd will be 
f r e e  to ei ther  protect the flank o r  con- 
tinue a l l  the way to  Tilly. 

You had be t te r  be a good tactician - 
for  Tilly i s  the tact icians '  paradise. 
Both a r m i e s  join right in the middle, 
with, of course ,  the French  cavalry on 
the P r u s  s ians '  flanks. A poor tactician 
can botch the whole operation by allow- 
ing too many powerful P ru s s i an  units 
to  escape f rom the f i r s t  battle of Tilly. 
Don't a t tack until you can get your en- 
t i r e  s t rength available a t  Tilly. A pre-  
mature  bat t le  means curtains for  the 
French.  

The re ' s  one thing to  watch out for:  
that i s  some players  get ve ry  panicky 
should the Tilly battle requi re  several  
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hours  m o r e  than expected. Don't w o r r y !  
You're hurting the P r u s s i a n s  m o r e  than 
you're  hurting yourself .  Also, instead 
of havinga lot  of l i t t le  formations,  have 
l e s s  b ig-ones- - - sor t  of l ike the A r m y  
of Northern Virginia!  F o r  instance,  
use  1 cavalry s tack to rep lace  t h e l o s s e s  
of the other  two. Use up some weaken- 
ed infantry to  rep lace  the l o s s e s  of 
o thers  so  you have a v e r y  organized and 
compac ta rmy.  This  i s  important  so you 
can bring a lot  of s t rength to  b e a r  on 
one turn.  

P r e t t y  soon the Al l ies  will get out 
of QB and fal l  back to the l ine of the 
Genappe River .  Once again,  he can 
bare ly  reinforce the Wavre front  s o  
you continue to  use  your cava l ry  a s  a 
spearhead-  - -  confusing the All ies  and 
getting in  the i r  way so  they can ' t  f o r m  
a cohensive defense line. 

Once you've broken the l ine of the 
LaLasne River  h e ' s  had i t .  R e m e m b e r  
- - -keep  cool and you'll  be in B r u s s e l s  
on June 19th. 

Any comments  will be  v e r y  gladly 
received a t  my home a d d r e s s :  Ken 
Hoffman, 266 C a r r o l l  St., New Bedford, 
Mass.  02740, Attn: WATERLOO, 

Songstress Harriette Blake 
Plugs the Games 

How f a r  would you go f o r  a n  Avalon 
Hill  Game ? A mi le  ? Two m i l e s  ? How 
about 800 m i l e s ?  Tha t ' s  exact ly how 
f a r  Michael Blake t raveled just  to v i s i t  
Avalon Hill. 

"Some kind of nut, " you s a y ?  
Young Mr. Blake l ives  in Chicago 

with h i s m o t h e r ,  H a r r i e t t e  Blake, whose 
singing c a r e e r  takes h e r  a l l  over  the 
country. But Michael p r e f e r s  to s tay 
in Chicago playing you-know-whose- 
games  instead of making these  t r i p s  to 
a l l  of the big c i t i es  in  the four  c o r n e r s  
of the country. (Yes,  we g u e s s  he i s  
some kind of nut. ) 

However, when M r s .  Blake was  
scheduled f o r  a Ba l t imore  appearance 
in the Playboy Club, Michael decided 
that he must accompany h e r  f o r  the 
chance to v i s i t  the m a k e r s  of those 
game s. 

Of course ,  we fe l t  f l a t t e red  by i t  a l l  
a s  we a r e  when anyone wishes  to v i s i t  
our  offices and plant. The ludicrous 
p a r t  i s  that  there rea l ly  i s  nothing much 
to s e e  a t  a game-making place except  
the fun-filled side t r i p s  where  one can  
watch the printing p r e s s e s  chew up the 
troop counte rs  and the shipping c l e r k s  
manhandle the special  handling pack-  
ages. 

Meanwhile, back a t  the Club, the 
big b r a s s  of Avalon Hill  w e r e  enjoying 
a between-shows tete-a- tete  with 
Har r ie t t e  Blake, herse l f  ( s e e  pix. ) Mrs .  
Blake turned out to  be quite a charming  
chanteusse who found t ime  to r a v e  about 

Avalon Hill  to h e r  audience. 
M r s .  Blake h a s  a n  excellent voice. 

Her  c u r r e n t  hi ts ,  "Turn Around Boy", 
and "Two of Us" have gotten h e r  sched- 
uled for  personal  appearances  on the 
rea l ly  big TV shows. Her  song-styling 
will make h e r  quite a singing s t a r  of 
the future.  Look f o r  h e r  soon. 

Also,  look f o r  Michael Blake who 
might just tu rn  up in your city search-  
ing f o r  a n  Avalon Hill opponent a s  fana- 
t ical  a s  he i s .  

;JETWEEN SHOWS: The big b r a s s  a t  
Avalon Hill  chat  with popular chanteusse 
Har r ie t t e  Blake (with orange juice). 
Seated lef t  to r ight  a r e  Mr.  & Mrs .  A. 
E r i c  Dott, Vice-President ,  Mrs.  Blake 
and Ted Wienert.  

A Walloping in Waterloo 
by Tom El le r  

Here  i s  a French  opening move f o r  
Waterloo which e n s u r e s  the capture of 
the heights in front  of Quat re  B r a s ,  
and, inevitably, QB i tself .  Below a r e  
the important  movements  f o r  th i s  ob- 
jective. 

Units: Start:  Stop: - - 
6-4 LL20 DD2 5 
2-6, 3-6 LLZO BB27 
2-6 LL20 BB25 
6-4, 6-4 MMZO EE23 
5-4, 6-4 LL2 1 EE22 
T h r e e  5 - 4 ' s  0 0 1 6  GGZ 1 
Three  5-4 ' s  0 0 1 5  KK19 
4-6,  3-6, 3-6,  P P 1 5  HH22 

3-6,  2-6 

You will observe  that the f i r s t  move 
f o r  a l l  the French  units i s  not given. 
Only those units participating in the QB 
at tack a r e  shown. The r e s t  can  be 
positioned and moved a t  the individual 
p layer ' s  option. H e r e  i s  the second 
turn.  

Units: 
6 -4  
6-4, 6-4 
3 - 6 
2-6 
Three  5-4 ' s  
T h r e e  5-4 ' s  
3-6 
6-4 
5-4 

Star t :  - 
DD25 
EE23 
BB27 
BB27 
GGZ 1 
KK19 
HH22 
EEZZ 
EE22 

Stop: - 
BB25 
AA27 
AA27 
AA28 
BB26 
DD23 
BBZ5 
BB25 
BB24 
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The cavalry group on HH22 can be 

employed on the QB front  if necessary.  
but should usually continue on i t s  way 
to the e a s t  and end up on 1130, in support 
of the I Corps.  The 5-4 on BB24 i s  
used for  a soak-off against  AA25. It 
can be augmented with some of the 
cavalry,  if necessary .  Units on 227 
and 228  can be taken c a r e  of with the 
cavalry adjacent to them, and HH22 can 
supply any additional soak-off units you 
might need. Depending on what the 
PAA player h a s  done in his  turn,  you 
can ei ther  hi t  everything on AA26 a t  
t h r e e  to  one, o r  you can soak off again 
and s m a s h  one of the  units a t  four o r  
five to one (assuming there  a r e  two). 
Thus the hilltop position i s  effectively 
broken, and the PAA player mus t  con- 
tinue the battle,  which i s  foolish a s  
well a s  expensive, o r  he mustwithdraw, 
which i s  bad for  him a t  this  ea r ly  stage. 
The other  French  units should close in  
f r o m  the west .  

The F r e n c h  player should continue 
to push in the cen te r ,  exploiting h i s  
advantage, with secondary dr ives  
through Tilly and Nivelles. The PAA 
player i s  by no means  finished, despite 
his  l o s s .  His l a s t  natural  defense line 
i s  the Genappe r i v e r ,  which mus t  be 
broken quickly. A capable opponent can 
slow the F r e n c h  advance to a crawl 
with 1-6 and 1-4 uni ts ,  so a l l  advances 
should be spearheaded by cavalry fo r -  
mations to help break  up and cut down 
on these  tac t ics .  Never pass  up a n  op- 
portunity to  at tack the enemy a t  good 
odds. He cannot a f ford  to take many 

casual t ies  among h i s  heavy units if he 
expects  to put up a stiff defense. Don't 
l e t  one portion of the front  outrun the 
o t h e r s  o r  the enemy will mos t  likely 
cave in your extended flank and chew 
up your t roops  badly. Defeat in detail  
i s  the big thing f o r  the French  to avoid. 
A s  long a s  you can keep a fair ly  cohe- 
sive front ,  you a r e  doing fine. Drive 
down the road to B r u s s e l s  relent lessly;  
never  l e t  up f o r  a moment. Your bes t  
chance for  victory l i e s  in using the de-  
fection rule .  

F o r  you PAA players ,  the best  
s t rategy i s  a n a v i d  use  of the weak units 
f o r  delay. These  can be conserved by 
the following method: Alternate  these 
units with s tacks  of two 6 - 4 ' s  which 
a r e  access ib le  f r o m  only one square.  
F o r  example,  on the f i r s t  turn,  you 
can place a 1-6 a t  CC19 and DD15, with 
the 6-4 ' s  a t  BB17, and another  group 
of 6 -4 ' s  a t  BB21. The French  can only 
make sna i l ' s  p r o g r e s s  a t  minimum cost 
to  yourself using this  method. He can 
always at tack a t  re lat ively poor odds, 
but sustained l o s s e s  will slow blue 
p r o g r e s s  even fur ther  l a t e r  on. 

T h e r e  i s  no defense against  the 
French  opener  outlined above, but you 
can put powerful groups of units a t  227. 
228, Z29, AA26, AA25 and AA24 to 
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ex t rac t  the maximum toll of F r e n c h  
soak-off units,  the reaf te r  using delay- 
ing tac t ics  o r  a l imited battle.  Nivelles 
will be  jeopardized by the fal l  of Quat re  
B r a s ,  but you should not give up with- 
out a bi t ter  s t ruggle in  th i s  a r e a ,  there -  
a f te r  conducting a slow r e t r e a t .  The 
en t i re  PAA strategy can be  summar ized  
a s  one of holding a position a s  long a s  
possible and then conducting a slow 
withdrawal. Make a l a s t  ditch effort 
in the f o r e s t  de Soignes. Counterattack 
if the Frenchman gives you a good op- 
portunity to  do so. It  i s  important  to  
conserve your t roop  s trength,  however. 

A few closing r e m a r k s .  The PAA 
player can hang on to good defense posi- 
tions even if t h e r e  i s  a hole nearby,  by 
plugging the gap with a de layer  f o r  a s  
many tu rns  a s  feasible .  Some delaying 
units should be  sent  south f r o m  Nivelles 
on the f i r s t  tu rn  and m o r e  thereaf te r  
to delay the I Corps  advance. The de-  
laying units a r e  general ly  a l l  the t roops  
you will have to  send h e r e ,  s ince a suc-  
cessful  delaying act ion will keep the 

French  away until  the re in forcements  
f r o m  Braine-le-Comte make the scene.  
Delay by Tilly i s  e a s y  because of the 
wooded te r ra in .  

Comments ,  poison-pen l e t t e r s  and 
the like should be  a d d r e s s e d  to Tom 
El le r ,  3100 63rd  Avenue, Cheverly, 
Maryland 20785. 

The Principles of War 
for the AH Wargamer 

by M. J. Frankwicz 
f o r m e r  Capt., U. S. A. 

Capt. W.L. MacMurdy, U.S.A. 
M. Brundage,  Edi tor  

The Pr inc ip les  of the Objective 

Why mus t  we study the P r i n .  of the 
Obj. f i r s t  before a l l  the o t h e r s ?  Be- 
cause,  a s  General  Sherman said, "War 
i s  Hell. I t  War i s  not something we can 
do on a random, o r  f i r s t - c o m e ,  f i r s t -  
se rved  bas i s ,  nor  something that can 
be  done on a p rogress ive  bas i s ,  l ike a 
baby who l e a r n s  to  c rawl  before walk- 
ing. Ra ther ,  Gentlemen, when one 
wages war ,  one e n t e r s  the m o s t  violent 
of man ' s  act ivi t ies  and he  had be t te r  
know where  he  wants to go before he  
s t a r t s ,  because h e ' s  going to be  stung 
every  s tep of the way. T h i s  i s  why the 
objective i s  the f i r s t  pr inciple  of w a r .  

Settine the Objective 

f i r s t  o r  the remaining principles  a r e  - 
use less .  

The Three  Levels  

T h e r e  a r e  th ree  leve l s  of obiectives. 
if we d i scuss  them we can make  the 
definition and the intent of this  princi- 
ple c l e a r .  

The Final  Objective 

F i r s t  of a l l ,  t h e r e  i s  Ultimate, Main, 
o r  F ina l  Obj. F o r  the A.  H. w a r g a m e r ,  
i t  i s  the conditions of victory a s  se t  i n  
the r u l e s  of the game. F o r  example, in  
the b a s i c  BULGE game,  the German 
player  wins if he e i ther  ( a )  gets  any 20 
uni ts  a c r o s s  the Meuse. .  .by  h i s  Dec. 
23rd p .m.  ' tu rn ,  o r  by (b)  eliminating 
a l l  U. S. uni ts  on board.  Often you get 
a choice l ike th i s  f r o m  among two o r  
th ree .  

The  Intermediate  Objectives 

The next level  down the ladder ,  a r e  
the Intermediate  Objectives. Thiq i s  
where  the r e a l  b r a i n  power comes  in. 
These  a r e  the major  accomplishments ,  
made  i n  ~ l a n n e d  seouence. that mus t  
contribute toward gaining the Final  Ob- 
jective. (Think about that fo r  a mo- 
ment .  ) If you w e r e  playing BLITZ- 
KRIEG, f o r  example,  one plan f o r  a t -  
taining the F ina l  Obj. might involve 
these  Intermediate  Objectives. 

(1 )  To  a t t r i t ion  the enemy, stinging 
h im f o r  X number o r  m o r e  combat 
fac tors  before your main bat t le  f o r c e s  
join. ( 2 )  Then get him to commit  a s  
many of h i s  f o r c e s ,  a s  possible, while 
holding a maximum of one ' s  own i n  r e -  
s e r v e  for  the "Big Bang". ( 3 )  F r o m  
t h e r e  t r y  to maneuver  h im t o  a battle- 
ground of one 's  own choosing and ( 4 )  
t h e r e  t r y  to  gain the balance of power 
in  the resul t ing ba t t l es  to  (5 )  i n c r e a s e  
o r  a t  l e a s t  hold the balance of power. 
And then if done well enough complete 
the F ina l  Obj. by ( 1 )  eliminating him, 
o r  ( 2 )  by occupying a l l  of h i s  home 
country c i t i es  f o r  one complete turn.  

These  and o thers  l ike se izure  & 
control  of c r i t i ca l  t e r ra in .  (such a s ,  
the Quat re  B r a s  a r e a  in  Waterloo), de- 
s t ruct ion & nullification of a part> 
your opponent's f o r c e s  in  a key sec tor ,  
(such a s ,  encircl ing & destroying the 
maximum possible U.S. F o r c e s  e a s t  
of the Ourthe Rive in  BULGE); o r  the 
accomplishment  of something within a 
ce r ta in  t i m e  f r a m e ,  (such a s ,  the 
speedy fal l  of Tobruk in A. K. ) a r e  a l l  
examples of Intermediate  Objectives. 

An objective i s  a goal that i s  within 
your ability to  reach .  Every  mi l i t a ry  
operation mus t  have a decis ive and 
at ta inable goal before you can  do any- 
thing e l se .  The objective m u s t  be  s e t  

The Local  Objectives 

The th i rd  level ,  a r e  the Local  Ob- 
ject ives .  These  apply to  the goals  a t -  
tained within one o r  two moves  on one 
section of the gameboard.  These  l ike 

the intermediate  mus t  contribute toward 
accomplishment  of the next highest ob- 
jective. You can have act ions going on 
to accomplish one o r  a number of these 
during a single move. At  t imes ,  you'll 
find that combat may not be  necessary  
t o  accomplish a local  objective, (such 
a s ,  finding Minsk, a decent l i t t le  com- 
munications cen te r ,  is yours  f o r  the 
taking, a s  the German play in  STALIN- 

GRAD. ) At the s a m e  t ime  a number of 
o ther  loca l  object ives  a r e  being s tr ived 
for ,  of course .  Local  tact ical  Objectives 
a r e  of immedia te  in te res t ,  because you 
have to take c a r e  of them now & in  the 
next move to keep the game moving. 
But they a r e  only of value a s  contribu- 
t o r s  to  the higher objectives. 

Notes & Suggestions 

Capt. MacMurdy says ,  "Choosing 
objective i s  easy;  picking the appro-  
pr iate  ones is something altogether 
different.  F i r s t ,  i n s u r e  that  you under- 
stand the final objective o r  ultimate 
objectives (the victory conditions ). Then 
plan your at tack to proceed logically 
f r o m  local  to  intermediate  t o  final ob- 
j e c t i v e ( ~ ) .  F o r  knowing where  you ' re  
going i s  half the battle.  

Especial ly ,  r e m e m b e r  don't play 
the game in a random, move by move. 
s tyle .  Though the mechanics  of the 
game a r e  such that  i t  looks that way, 
don't think that way a s  you play. Think 
of what you want to  accomplish f i r s t .  
Also, i t  is always a goad idea to  r e -  
r e a d  the ru le  & keep the final objective 
f o r e m o s t  in  mind. It  helps  keep you 
f r o m  becoming confused about the r u l e s  
a s  the game progresses .  

Edi to r ' s  Notes 

F o r  high points & definitions s e e  
underlined words  & phrases .  

J a r e d  Johnson is doing a survey & 
hasn ' t  had much luck i n  getting any- 
body to part ic ipate .  He says  i t ' s  f o r  
a worthy cause  (A. H. ? ) How about 
answering h i s  a d  in  the May '66 GEN- 
ERAL, 4th col. f r o m  left;  4th a d  down 
f r o m  top. 

Size up your opponent (the enemy), 
the  gameboard( the  t e r r a i n ) ,  the weather 
fac tor  if involved, &Your  own strengths 
& weaknesses,  (both on the board & in  
your head . )  Remember ,  th i s  p rocess  
begins when you prepare  fo r  play & 
should be  constantly reviewed & rev i sed  
a s  the game proceeds.  By keeping a 
few notes  & analyzing them a t  the end 
of play you will know where  your think- 
ing w a s  good & bad. 

Next issue:  beginning the Principles  
of M a s s  &Maneuver . .  . MyronR. Brund- 
age. 2437 W. Sunnyside, Chicago, Ill. 
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Moscow at 3 to 1 
by Jack  Donovan 

Many words have been wri t ten about 
perfect  Russian placement but cont ra ry  
to the fact  t he r e  a in ' t  no such thing a s  
a perfect Russian placement. The per -  
fect  German plan we shall now d iscuss  
was good enough for  the German General  
Staff and i t  will a l so  be  good enough for  
us.  The German plan was  to  place the 
bulk of his  a r m o r  and a r m o r e d  infantry 
in the north cen t ra l  a r e a  and dr ive  to- 
ward Leningrad and Moscow with the 
pr ime object of capturing Moscow and 
dividing the Russian a r m i e s  in two. In 
the south between B r e s t  Litovsk and the 
Black Sea the German was  to t ie  up a s  
much of the Russ ian  a r m y  a s  possible 
without absorbin'g too much in the way 
of loses .  Here  then i s  ou r  perfect  Ger -  
man plan including the division of the 
units into 3 a r m y  groups. The 3 a r m y  
groups shall be designated a s  Army  
Group South (A.G. S. ), Army  .Group 
North (A. G. N. ), and Army  Group Fin-  
land (A. G. F. ), each of these groups 
shall have a definite a r e a  of responsi-  
bility and number of t roop units at tach-  
ed to i t  a.s follows: 

Area  of 
Responsibility 

UNITS 
8-8-6 
7-7-6 
6-6-6 
5-5-4 
4-4-6 
4-4-4 
3-3-6 
3-3-4 
Finnish 

A.  G. S. 
All  ground 

South of B r e s t  
Litovsk 

Rumanian - 
A. G.' S. A. G. I?. 

All  grbund Finland 
North of B r e s t  

Litovsk 

2 
- A L L  

ALL* 
*The Question Box of the March 1965 
i ssue  of the General  s t a t e s  that the 
Rumanian troops can be s ta r ted  in  
Poland o r  Finland. 

Now that we have placed our f o r ce s  l e t  
u s  gonow to the s trategy to be followed. 

1. In the south, A. G. S. will be used 

to t ie  up a s  much of the Russian Army  
a s  possible. This  i s  done by placing 
6 units of (4-4-4) and one unitof (3-3-6) 
between LL-12 and the Black Sea, 6 
more  uni ts  of (4-4-4) mus t  be placed 
next to  Hungary so a s  to be able to move 
thru  Hungary on the second turn  of the 
game,  to  at tack in the a r e a  of GG-11 
and 12 and JJ- 11 and 12. The balance 
of A. G. S. would be placed between Z 
and EE. In the south the German should 
only at tack when he can at tain odds of 
3 to 1 o r  bet ter .  A s  the game pro- 
g r e s s e s  the Russian will be forced to 
withdraw units f r om the south to bolster  
the north cen t ra l  section. When the 
Russian south ha s  been weakened suffi- 
ciently for  the German to break  through 
the German should drive toward Moscow 
a s  a pr imary  ta rge t  with Stalingrad a s  
a secondary ta rge t ,  using only enough 
troops a t  Stalingrad to p r e s s  the Rus-  
s ian but not completely defeat him. 

2. In Finland, considering the Ger-  
man strength he r e ,  there  a r e  many 
possibilities that can and mus t  be ex- 
plored. The German can at tack a t  3 to  
1 on a 5-7 o r  4 to  1 on a 4-6 and still  
b e  able to  protect i t s  flanks f rom a 
Russian break  through to Helsinki. The 
German can a l so  at tack Leningrad a t  
1 to 2 if the Russian places a 4-6 o r  
5-7 in the city. These  1 to 2 at tacks 
can be repeated until  the German wins 
(defender back 2 o r  exchange) o r  until  
the Russian places more  than one unit 
in Leningrad. If in  the a r e a  north of 
Leningrad the German can win (e l im)  
a Russianunit  on his  f i r s t  tu rn  theRus-  
s ian can be pressed  into withdrawing 
and he could not think of counter attack- 
ing because he would not have enough 
units  to  at tack and protect  h i s  flank a t  
the s ame  t ime.  If the German can t ie  
up 4 to 6 Russ ian  units in the north fo r  
a period of t ime  and threaten Leningrad 
and/or  Moscow the Russian mus t  com- 
mi t  r e s e rve s  in the north in o rde r  to 
protect  his  ci t ies ,  therefore he will not 
be  able to fully reinforce h i s  front  in 
the north cen t ra l  section. 

3. In the north cen t ra l  section 
A. G. N. now c a r r i e s  the ball. In th i s  
a r e a  t he r e  a r e  3 a r e a s  where the point 
of emphas is  will give you the des i red  
b r eak  through resu l t s .  Of these a r e a s  
the a r e a  a t  S- 18 and S- 19 i s  of the f i r s t  
o rde r  of importance, especially if a 
4-6 appea r s  on square S- 19. A 3 to 1 
at tack against  S-19 will allow the Ger-  
man to c r o s s  the r i ve r  no l a t e r  than the 
second turn. In conjunction with this  
at tack a 1 to 1 at tack against  R- 18 could 
leave the unit on S-18 pinned in. The 
a r e a  of the second o rde r  of importance 
i s  square V-19, a 3 to 1 at tack with 
soak off can be achieved a t  this  point 
with the resu l t  being the German c ro s s -  
ing the r i ve r  a t  th i s  point. The a r e a  
of the third o rde r  of importance i s  the 
a r e a  around B r e s t  Litovsk. AA-15, 

BB-15, he r e  if a 5-7 i s  placed inAA-15 
o r  a 4-6 in BB- 15 a 3 to 1 at tack with 
soak off can be achieved and Russian 
t ranspor ta t ionacross  the front i s  halted. 

If the Russian places h i s  units so a s  
to have more  than one unit per square,  
so much the be t te r ,  these th ree  a r e a s  
a r e  s t i l l  the places to at tack and these 
at tacks will s t i l l  work. 

The Russian by stacking will be forc-  
ed to leave holes in h i s  line that he can 
not protect.  Once the German c r o s s e s  
the Nemunas r i ve r  (no l a t e r  than the 
second turn)  he mus t  fight a t  l e a s t  a 
total of 4 ,  3 to 1 o r  bet ter  bat t les  
a c r o s s  a l l  h i s  f ron ts  on each of the 
next 3 to 4 tu rns  to win. L e s s  than 4 
bat t les  per  tu rn  will allow the Russian 
some help f r o m  h is  replacements .  
The German,  in the North Central  sec-  
tion, based upon the Russian defense, 
mus t  decide if he wants to take Lenin- 
grad  o r  Moscow f i r s t .  Of course  if 
A. G. F. h a s  taken Leningrad ear ly  in 
the game,  and this  can happen, then 
Moscow i s  the goal. One of these 
ci t ies  mus t  be  taken ea r l y  in the game 
(before the end of winter)  so  a s  to r e -  
duce the Russian replacement  ra te .  

If th i s  plan i s  followed with the pre-  
scr ibed number of 3 to 1 at tacks and 
c ross ing  the Nemunas r i ve r  on t ime 
the German cannot fai l  to  win. 

I would appreciate  any comments  o r  
c r i t i c i sms  on this  plan. Jack Donovan, 
15150 S. Diekman Court ,  Dolton, Ill. 

Bulge - View from Paris 
by John A. Rancourt 

Any veteran Avalon Hill Wargames 
player knows that the mos t  enjoyable 
game i s  one with both play -balance and 
historical  accuracy.  Battle of the Bulge, 
an excellent game,  re ta ins  bothof these 
with the tournament  r u l e s  minus weather 
and one-way traffic. 

F i r s t  of all ,  I wish to point out that 
the following i s  not  another unbeatable 
strategy. I feel  that no s trategy i s  un- 
beatable. I t  i s  only an  effective way of 
slowing down and driving back the Ger-  
man forces.  This  s trategy has  been 
used often by m e  successfully and should 
s eem logical to anyone who ha s  played 
a few games. 

A competent German commander 
will s e e  the importance of the heights 
a b o u t c l e r v a w  and will t r y  to take them 
on the f i r s t  turn by advancing af ter  a 
6-1 o r  a 5-1. He may a l so  cut  a road 
in  the middle of the Northern hi l ls  to 
t r ap  vital units there and prevent  them 
f rom reaching the important  a reas .  
The Allied player  cannot do anything 
about this but pray. However, when 
his  t u rncomesand  he getsoff h i s  knees, 
he r e  i s  ap l an  i t  might be wise to follow. 

F i r s t ly ,  if there  a r e  any hill  o r  r iver  
positions lef t  that a r e  valuable he should 
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take them. Secondly, since the a r e a  
around Malmedy i s  filled with hi l ls  and 
one American division can  hold the 
Germans  forever ,  a l l  units,  minus 
those needed to hold road, r iver ,  and 
hill positions, and reinforcements  
should be sen t  to where the Germandr ive  
will be eas ies t ,  and probably s trongest ,  
toward Bastogne. 

Because the All ies  never  outnumber 
the Germans  a t  the s t a r t  of the game, 
their 's  should be a totally defensive 
battle until they a r e  s trong enough to 
launch a successful  counter-offensive. 
Allied at tacks a r e  somet imes  d i sas t rous  
since the units involved may become 
engaged and ei ther  encircled o r  attacked 
with overwhelming odds. 

F o r t r e s s e s  a r e  quite useful and often 
I p re fe r  them to fortifications. I usually 
build them in s trategic places to block 
the German advance. A s t r ing  of them 
well manned can stop a german at tack 
cold. However, I find that they come 
in mos t  handy defending the a r e a s  be-  
tween the fo r e s t s  and r i v e r s  of the 
North-West sec tor ,  that i s ,  just  West 
of the Ourthe River. I usually send a l l  
the units I can spare  to build f o r t r e s s e s  
there,  and by the t ime the Germans  
a r r i ve  there,  there may be a double 
wall which can stop nearly anything 
until the Allies receive enough re in-  
forcements  for  a counter-attack. I 
always t ry  to save my  units so I can 
have construction going on behind my  
l ines to make the defense even stronger .  

I like to keep m y  strategic bombing 
attack until I can  ge t  twenty o r  m o r e  
points of a rmored  units. Anything l e s s  
i s  a waste and i t  i s  bet ter  to have i t  
hanging over  your opponents head. 

When the final co rp s  comes  on, p ro-  
vided there i s  no emergency fo r  i t  in 
the defense of the Meuse, I br ing i t  in 
deep in German te r r i to ry .  This  drive 
cannot be stopped by the smal l  units 
there and your opponent will have to 
withdraw some a r m o r  to stop i t  o r  he 
will have h i s  supply l ines  cut. If the 
Allied l o s se s  a r e  great ,  then the final 
c o rp s  should be kept for  defense and 
the commander should wait out  the time 
limit. 

One method of conserving units i s  to 
make su r e  that your unit always ha s  a 
r e t r e a t  route openeven if i t  cos t s  a few 
ex t ra  squares.  

Above al l ,  the Allied P l aye r  should 
never  leave a gap in h i s  l ines.  If can  
mean sudden death for  obvious reasons.  
Also you should capitalize on the enemies  
gaps if any occur,  since one unit going 
through a gap can  r a i s e  havoc with 
supply lines. 

This i s  the essence  of my  strategy 
and the one which I think works best.  
Comments o r  c r i t i c i sm  i s  welcomed. 
Write John Rancourt,  38 Sanger Ave., 
Waterville, Maine 04901. Next issue:  
The Bulge: View f rom Berlin. 

P B M Substitution 
of Units in Blitzkrieg 

by Mark  Rosenberg 

At present ,  there i s  no method to 
break  l a r g e r  units into substitute units, 
and vice -ver  sa ,  simply and quickly 
when playing Blitzkrieg by mail.  The 
following sys tem was devised by m e  in 
o rde r  to remedy this  situation. 

When a person wishes to break  a 
l a rge r  unit down into a groupof smal le r  
units he simply draws  a box around the 
l a rge r  unit on the Orde r  of Battle Sheet 
and prints  acapi ta l  l e t te r ,  for instance, 
A. He then draws  a box around the 
substitute units that the l a rge r  unit i s  
to be broken into and prints  the same 
le t te r  a s  the l a r g e r  unit, a s  in  the ca se  
A. 

If one wishes to combine substitute 
units to make  "Order  of Battle1' units 
he does i t  a s  described above, except  
that he prints  smal l  l e t te rs .  By using 
different l e t t e r s  i t  i s  possible to break  
many units down and vice-versa.  

When the defender gives the "Battle 
Results ' '  (Section 4) he somet imes  finds 
i t  necessary  to split  l a rge r  units into 
substitute units. All he ha s  to do i s  to 
use the method described before. HOW- 
ever ,  i t  i s  preferable to use adifferent-  
color pen o r  pencil and different l e t t e r s  
to make i t  e a s i e r  to distinguish the a t -  
tacker 's  substitution f r o m  those caused 
by combat. 

This sys tem makes  i t  possible for  
substitutions to be made without having 
to use Section 1 (Comments)  o r  the 
margins.  I hope al l  you fanat ics  adopt 
this system o r  a t  l e a s t  know how to use 
it  when your opponentuses it. All com- 
ments  and c r i t i c i sm  should be addressed  
to: Mark  Rosenberg, 187 Kings Point 
Road, E a s t  Hampton, N. Y. 11937. 

Nuts to Bulge 
Conditions of Victory 

by Michael Mitchell 

After reading the ar t iclet lCondit ions 
of Victory1' by B. K. Branch in  the May 
1966 i ssue  many questions in m y  mind 
were  left unanswered. I t  appeared he 
considered the Russians unworthy of 
victory if they stop the Germans  f rom 
attaining their  goals in Stalingrad. He 
considered the Allies unworthy of vic-  
tory if they stop the Germans  f r o m  a t -  
taining their  goals  in Afrika Korps. He 
also cons iders  the Amer icans  unworthy 
of victory if they stop the Germans  
f rom attaining their  goals  in Bulge. 

However, I noticed nothing was 
wrong with the Germans staying on the 
defensive, slowly pulling back to the 

Rhine, and winning a victory in D-Day. 
I fully expected him to say that the 
Germans  should a t  least drive the Allies 
back to P a r i s  for  a half victory. F o r  
the Germans  to win a full o r  decisive 
victory they would have to drive all but 
five o r  tenAllied units off the continent. 
(Any l e s s  r e su l t  would be a continuing 
threat  to Germany, and i s  a stalemate). 

I real ize that the above i s  foolish. 
The Germans  would seldom win. I feel  
that the German player  deserves  victory 
if he can keep the Allies f r om crossing 
the Rhine in fifty weeks. 

Now l e t  us  compare Mr. Branch's  
conditions of victory for  Bulge. We 
s ta tes  that the Allies should not win if 
the t ime runs  out  on the Germans. In 
mos t  games  of Bulge that I have played 
this i s  the way the Allies usually win. 
At the beginning the Allies cannot hope 
of ser iously hurting the Germans,  be- 
cause of the Allied units '  position and 
the fac t  that he i s  a t  a one to three dis-  
advantage. He therefore mus t  take the 
defensive. By the end of the game Al- 
l i es  might have a one to one but this i s  
doubtful due to the fac t  that the Allies 
lose a number of units before they can 
assemble a decent counter-offensive 
force. 

As was  told the German people be- 
fore  this campaign "Our a r m i e s  a r e  
again on the march ;  we shal l  p resen t  
the Fueh re r  with Antwerp by 
Chr i s tmas ,  " the Germans  needed a fas t  
win to obtain their objective. If the 

Germans  didn't ge t  a t  l e a s t  a c r o s s  the 
Rhine by Dec. 30 their  hopes for  victory 
were  very  slim. In the actual  campaign 
the Allies l o s t  l e s s  than half of the 
200,000 German casual ty total. These 
German l o s se s  couldn't be replaced and 
even if the Germans  held ou t  longer in 
Battle of the Bulge this  would have 
brought the inevitable Allied victory 
sooner. 

In conclusion I s tate  that i t  i s  quite 
reasonable for  the Allies to have victory 
if the Germans a r en ' t  a c ro s s  the Meuse 
in force by December 30. This  real ly 
gives the Germans  m o r e  t ime than they 
should be allowed. 

I will not take the t ime o r  space to 
d i scuss  the s imi la r  conditions of vic- 
tory for  Stalingrad and A. K. I feel  
that in these games  the Allies deserve 
victory if they keep the Germans  f rom 
attaining their  goals, just a s  the Ger-  
mans  deserve  victory in the s imilar  
conditions in  D-Day. Comments: 
Michael Mitchell, 614 West Tipton St. , 
Seymour, Indiana 47274. 

St. Peter Wins 
P B M Tournament 

Mark St. P e t e r  of Detroit,  Michigan 
ha s  won P.O. W.'s f i r s t  annual PBM 
tournament. With a come f rom behind 
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performance he registered two opening 
wins in Tactics 11, beat  the tournament 
leader with the Gefmans in Stalingrad, 
and then clinched his  victory via an 
Afrika Korps decision which edged out 
Alvin Fi les  of Oklahoma who c la ims 
secgnd. Mr. St. Pe t e r  i s  a t rue cham- 
pion and will re turn  to defendhis crown 
inPennsylvania's second annual tourna- 
ment. 

This announcement i s  made to a l l  
who missed the previous General. The 
Doubles Tournament will officially 
s t a r t  July 31, 1966 and run a full year 
course. A team i s  composed of two 
wargamer s taking opposite s ides in the 
same game and playing a similarly 
matched team. To be eliminated both 
team members  must  be beaten in the 
same game. A team gets  3 points per  
victory, 1 point per  loss,  and a bonus 
of two points for  eliminating the oppos- 
ing team. 

A11 A.H. current  land-battle games 
will be used but each team must  own 3 
games jointly, when you decide which 
games your team owns, and the o rde r  
in which you want to play them, send 
this information along with a self- 
addressed stamped envelope and a $1 
entree fee per team, to P. 0. W., 128 
Warren St., Sayre, Pa .  

All those unable to find par tners  
may write to P. 0. W. a t  516 E. Diamond 
St., Hazleton, Pa . ,  being sure  to state 
what games you own and preferences in 
partners. All entry 's  must  be post- 
marked July 31, 1966 to be insured of 
a fair  starting position. 

The Second Front 
By s/sgt. Louis Zocchi 

I t  has been called to my attention 
that many of the r eade r s  considered 
"Operation Gulp" somewhat l e s s  than 
perfect. These heri t ics  had the audac- 
ity to point out that my attack on CC15 
violated the rule which states that ground 
units must  be used in conjunction with 
a i r  units to subjugate a city. Air power 
alone i s  not permitted, they claim, and 
then blatantly refer  m e  to page 6. Ha! 
These wild eyed radicals  go on to pro- 
claim that a r t i l le ry  can't attack AA42 
or  EE34 by sea  because of ru les  on 
page 4. Again I say Ha! Not contented 
with the blasphemy previously perpe- 
trated they go on to point out that the 
4-4 unit cannot attack AA42 after  in- 
vading the beach since you can't use 
road bonuses on an  invasion turn. # 12 
page 5. Now I ask  you, have you ever 
heard such balderdash in your entire 
life ? But please don't be too ha r sh  on 
them I beg of you. Obviously these up- 
s t a r t s  a r e  not among those of us  who 
a re  familiar with Zocchi's Dirty Dozen 
(Vol. 1 No. I ) !  I have been informed 
that this art icle was responsible for  a 

revulsion o r  revolution (I can' t  remem- 
ber exactly how they phrased it) in the 
war games industry. 

No doubt, these unenlightened indi- 
viduals t r ied  to play the opening just a s  
i t  was written instead of using i t  in con- 
junction with the "How to win without 
really playing" art icle published in the 
f i r s t  issue of the General. They have 
turned their unjustified wrath upon me 
and leave me no recourse but to en- 
lighten them on the m e r i t s  of opening a 
second front. 

The f i r s t  factors to be considered 
when opening a second front a r e  te r ra in  
and weather. Invite your unwary oppo- 
nent to cal l  a t  your house about 11 a.m. 
for  lunch and a game. Schedule the 
match for a day when it will be raining 
o r  snowing. When he ar r ives ,  allow him 
to ring your door bell a t  l e a s t  20 times. 
Eventually he will t i re  of this and s t a r t  
bashing the door with h is  knuckles. 
Just before he leaves in disgust, dash 
to the door in your bathrobe and ask  
him why he ar r ived  so early. Explain. 
with a forced show of congeniality, that 
you were taking a shower and didn't 
hear him a t  the door. Invite him in 
and promptly help him off with his  coat. 

The next step requi res  a bit ofpractice.  
If you have a dog, secret ly teach him 
how to snatch the coat f rom your hands 
and drag  i t  to the fur theres t  corner of 
the room. With a little training you can  
coax your dog to lay down on the coat 
and growl in a menacing manner every 
time anyone approaches him. If you 
don't have a dog, fling his  coat on the 
floor with gay abandon and tell him not 
to worry because the floor needed clean- 
ing anyway. If he i s  cold o r  wet, force 
him to put on your mother 's  sweater 
and then promptly shove him into a 
chair before he has had a chance to get 
a good look a t  the room. Make sure  he 
si ts  in the chair  you have placed a 
child's toy on. This i s  not only painful, 
but he will feel very embarrassed  when 
you inform him that he has  just ruined 
poor little Tommy's favorite plaything. 
Explain to him that if he will get the 
game out and se t  i t  up while you a r e  
getting dressed,  he can help you save 
time. Then dash off without telling him 
where you have hidden it. If you have 
a dog, he can be very helpful during 
this phase of the operations. All he 
has to do i s  growl and snap a t  your 
guest every time the poor boob t r i e s  to 
move. Make sure  that the room i s  a 
mess  before he a r r ives  so you can ex- 
plain that you were planning to clean i t  
before he was supposed to a r r ive  a t  1 
p.m. After a few moments of frustrated 
looking, he i s  su re  to ask  you where you 
keep the game. Mumble something in- 
comprehensible f rom the other room in 
reply to h is  question. This will cause 
him to r a i s e  h is  voice and a sk  again. 
Repeat this routine until he i s  shouting 

a t  the top of h is  lungs. At this point, 
have the woman in your life (mother, 
wife, etc.) stomp into the room and 
indignantly announce that his bellowing 
h a s  awakened little Tommy f rom his  
nap. Then have her say something like 
"and just what do you think you're doing 
in my sweater?" At this point, you 
re-enter  the room and ask her if she 
would mind preparing lunch for both of 
you. She promptly hi ts  the ceiling and 
delivers a blistering tyrade againstyour 
silly war games  and how she can't get  
a lick of work out of you since you've 
been wasting your time with f ree  loaders 
like that worthless (have her  look point- 
edly a t  your guest and stop speaking a s  
though she sud'denly realized that he 

was here). Then, she spins on her 
heels and says to you in heated anger 
that since she has to do your work a s  
well a s  her  own, she hasn't the time. 
With a false show of bravado, give a 
hollow chuckle and tell your friend that 
you'll fix the lunch. Leave him strand- 
ed with nothing to do while you wisk off 
to the kitchen. At 5 minute intervals 
your woman should re-enter  the room, 
s ta re  pointedly a t  your guest, and ask  
"Are you still  here?"  While you're 
crashing around the kitchen, tell your 
friend where you have hidden the game 
and ask  him to get  i t  out. Be vague. 
Say something like, "look in the desk." 
Don't tell him which drawer. This way, 
he must  open al l  the drawers  and search 
thru each one. While he i s  in the pro- 
cess ,  have your mother catch him in 
the ac t  with a witheringblast like. "And 
just what do you think you're doing in 
MY desk?" Don't volunteer any infor- - 
mation on your fr iends behalf and if he 
solicits your aid, deny everything. I 
recommend serving him hamburgers 
that have been rolled in dry  oatmeal be- 
fore frying. They a r e  delicious and 
have an unidentifiable taste. After your 
friend has consumed his burger, have 
your mother cal l  to youfrom the kitchen 
because she can't find the Gainsburgers 
she left in the f r eeze r  and it 's time to 
feed Fido. 

With a look of astonishment, inform 
her that you thought they were ham- 
burgers  and that you and your friend 
have just eaten them. When your mother 
comes in to question you further about 
this, she notices that your friend i s  
drinking out of the Blue cup. She should 
then say. "Billy, you know that only 
Uncle George uses  the blue cup because 
he i s  dying of contagious lung cancer. 
If anyone e lse  drank f rom the blue cup 
or  ate off of his  special blue plate they 
might contract the disease."You quick- 
ly smooth things over by explaining 
that his  cup wasn't a s  dirty a s  the r e s t  
of the dishes you used. At this point 
she checks to see if he i s  eating off of 
the blue plate. That's when she dis- 
covers you served his  Gainsburger on 
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Fido ' s  dish. Laughingly explain that 
Fido i s  clean and healthy since you 
sprayed h im fo r  f leas  yesterday. 
Scratch yourself vigorously while you 
go on to explain that since your fr iend 
i s  sitting on F ido ' s  favori te  cha i r ,  and 
looks so much l ike F ido  anyway, you 
forgot yourself.  Have h e r  nag you 

some m o r e  about doing some work 
around the house while you and your 
friend a r e  setting up the game. Be s u r e  
to have a s trong l ight  shining over  your 
shoulder when you play. He ge ts  a l l  
the g la re  and h a s  difficulty seeing what 
you're up to. 

The l a s t  suggestion1 make was  pulled 
on me  by C a r l  Knabe. Get some old 
scratchy r eco rds  that have a remote  
mi l i t a ry  theme. C a r l  has  a few beauts  
to which he subjected me. One of them 
was "The Meadowlands March1',  the 
theme song of the ru s s i an  a r m y  during 
WWII. At 8 bar  intervals ,  C a r l  would 
inform me  that this was  "The Meadow- 
lands March", the theme song of the 
Russian a r m y  during WWII. Eve ry  8 
ba r s  mind you, and the da rn  thing was  
an L P !  He has  another  pip which fea-  
tu res  the sounds of He r  Majesty 's  Cold 
S t ream Guards a s  they spi t  shine their  
boots for  a royal  inspection. Dis t rac-  
tions like this  a r e  par t icu la r ly  effective 
when played a t  full volume and your 
speakers  a r e  situated around your op- 
ponents head l ike a pa i r  of e a r  muffs. 
Your opponent mus t  shout above the din 
when he wants  to talk to you and this  
br ings mom out on a dead run. She 
chews h im out  for  awakening l i t t le  
Tommy again and then a sks  h im if he 
mus t  l i s ten  to that stupid r eco rd  a t  
such a loud pitch. He re  i s  where she 
discovers  the broken toy and demands 
to know who broke it. Say nothing. 
This puts the burden of reply on him. 
If you st i l l  can't  win, take up the study 
of Voodoo o r  t r y  P lan   smaller Bite" 
which was  devised by John Schaefer of 
2709 Norbert  St., Fl int ,  Michigan 
48504. He sent this  to  m e  a s  a n  im-  
provement over  "Operation Gulp1'. 

Original F ina l  
Posi t ions Units Posi t ions 

L-7 3 Inf. 4 -4 ' s  T-11 
L-6 3 Inf. 4-4's U-12 
J -13  3 Inf. 4-4 's  N-14 
5-12 3 Inf. 4 -4 ' s  M-13 
L-19 2 A r m o r  6 -6 ' s  Q-16 & P - 1 6  
S-23 2 Arty 8-4-4's W-21 

1 Inf. 4-4 
P-15 1 Inf. 4-4 W-20 
Q-16 2 A r m o r 6 - 6 ' s  DD-25 
P-16 1 A r m o r 8 - 6  DD-24 

1 Armor  4-6 
S-25 3 Fgt r .  4-12's BB-31 (then 

S-25) 
V-33 2Mdm. 6-10's  BB-31 (then 

v-33)  
S-22 2Armor  6-6 ' s  BB-30 
U-26 1 Inf. 4-4 Y-26 

U-27 
T-26 

S- 25 

v -33  
0 -28  

P- 29 

P -  29 

At Sea 

D-7 

Q- 16 

P-16 

1 Inf. 4-4 W-27 
2 Arty 8-4-4's W-26 
1 Inf. 4-4 
1 Armor  8-6 5-25 
1 Armor  4-6 
2 Marine 6 4 ' s  V-33 
1 Marine 6-4 0 - 2 8  
1 AirAssaul t6-6  
2Armor  4-6's P-29  
1 Inf. 4-4 
1 Tac. 4-8 P-29 
1 F g t r .  4-12 
4Rgr .  1-4 's  At  Sea 
3 Inf. 4-4 's  
1 Tac. 4-8 
2 Airborne BB-15 
Inf. 4-4's 
1 Sac. 8-20 CC-15 (then 

Q-16) 
1 Sac. 8-20 CC-15 (then 

P-16) 

Need Some Facts? 
KAMPF gives you the fac t s  behind 

the battle a s  well a s  the s tory  of the 
battle itself. Organization, Orde r  of 
Battle, combat  s trength and much more  
i s  presented in a manner Avalon Hill 
fans  will find easy  to understand. 

I ssues  out a l ready  include; The 
Battle of the Bulge, The Invasion of 
F r ance  (1944) andGuadalcana1. Coming 
a r e  i s sues  on Jutland, German Weapons 
of WW 11. German Army  Organization 
and Orde r  of Battle in  WW I1 (in detail) 
(2  pamphlets),  North Africa 1940-43, 
Waterloo, World War I (1914) and 
Korea (1950-51). These commercial ly 
printed, 24-40 page pamphlets a r e  pub- 
lished and sold ($1.00 each) a t  the same 
frequency and r a t e s  a s  the Avalon Hill 
GENERAL. Send o r d e r s  and reques t s  
for  fur ther  information to: KAMPF, 
8512 5th Ave., Brooklyn, New York 

Question Box Y 
Q. The supplemental ru les  state that 
8 German Fac to r s  can be s ta r ted  in 
Finland. The March 1965 General 
Question Box s ta tes  that the Rumanian 
troops can s t a r t  in  Finland. A r e  the 
Rumanian troops in addition to the 8 
German f ac to r s ?  
A: No - but can be part  of the 8 Ger-  
man fac tors .  

AH PBM League News 
Those of you wishing to participate 

in adding new games  to the game l i s t  
and suggesting play -balance ru les  
should contact ou r  Games  and Rules 
Committee, c / o  P a l m e r  Kocher, 1441 
Cathrine Street ,  Harr isburg.  Penna. 
17104. The league ha s  been unable to 
keep up with the new games. 

P l ea se  accept  the offices'  apology 
on the new tables  just sen t  out. Notice 
the 2: 1 column: Change the l a s t  A to 
1/2A. Bruce  D. Mathews, 423 West 
F i r s t  Street ,  Cloverdale, Calif. 95425. 

Design 3 
Design 3, a new wargaming publica- 

tion, a i m s  a t  those r eade r s  who like to 
design and rev ise  games.  Serious stu- 
dents  of mi l i t a ry  science will find the 
nominclature in each i s  sue indispencable 
to their  studies. D3 ha s  a cce s s  to, and 
will print,  a t r e m e x o u s  amount of mili- 
t a ry  information unavailable to most. 

The f i r s t  i s sue  (May-June) contained 
the actual  Corps  a r t i l l e ry  l i s t  used for  
instruct ion in the Infantry School. 

F o r  fur ther  information and price 
l is t ings wri te  to John Adams, 10 Juracka 
Pkwy. . Schenectady, N. Y. 12306. 

q ~ e t t e r s  - Yes We Get Letters - 
Dear Sirs :  

The a r t ic le  "More Game Spoofs" 
(May i s sue )  was  amusing,  but i t  failed 
to capture the t r ue  spir i t  of Avalon Hill 
wargaming. My assoc ia tes  (who pre-  
f e r  to  remain  anonymous) and I have 
captured this  essence  in our  game, 
Atrocity, in which two a r m i e s  compete 
with each other  to  commit  a s  many 
a t roc i t ies  a s  possible on the civilian 
population of a city. P l aye r s  get points 
for  committing specific a t t roc i t i es  a s  
defined by the Geneva conventions and 
the Hague conference. Atroci ty i s  still  
in  the design stages.  Myself and my 
assoc ia tes  have, however, decided to  
go on to bigger and bet ter  things. This  
summer  we a r e  beginning work on ou r  
f i r s t  his torical  game,  Warsaw Ghetto, 
which we intend to complete a t  a l l  costs .  

In t r ue  Avalon Hill style we a r e  trying 
to contact Gruppenfuhrer SS von dem 
Bach- Zelewski, who commanded the 
whole affair ,  to  authenticate our  game. 
Bach- Zelewski managed to escape ex- 
ecution by the Nurenberg Tribunal only 
by shooting h is  second-in- command, 
becoming a prosecution witness, and 
waitin'g long enough to come before a 
German court  (which according to Gen. 
Clay 's  theory would promote German 
se l f - respec t )  where he received a ten 
year  suspended sentence of "special 
labor.  l 1  

I think you will a g r e e  that these 
games  provide the ultimate in gut-level 
excitement. All th rea t s  should be  ad- 
d r e s sed  to  J ames  Cocroft Associates ,  
501 Hunter Rd. ,  Glenview, Ill. 60025. 
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Guadalcanal Clarifications Where Avalon Hill Games Are Available 
The following Appendix of Questions 

& Answers should be inser ted  into the 
cur ren t  Battle Manual for  Guadalcanal 
game. The Battle Manual has  not been 
reprinted a s  yet, thus we suggest  that 
you r e f e r  to the following until  such 
time a s  a second printing of the Battle 
Manual becomes available. 

COMBAT 
P. Is a Unit surrounded (enemy Units in  al l  
six adjacent squares) in  the jungle forced 
to attack? 
A. No, because he is  not technically in  an 
enemy zone of control. 
Q. Do defending Units attacked from coastal 
squares double their factors when attacked 
by Units that moved overland first? 
A. No. Defense factors double only when 
assaulted directly after sea movement. .Also, 
combination sea and overland attack un- 
doubles defense factor of Units attacked from 
coastal squares. 
Q. What happens to a Unit that suddenly 
finds itself forced to attack at 1-7 odds or 
worse? 
A. It is  eliminated before normal combat is 
resolved. The defender does not advance in  
this case. 
Q. What happens to a soak-off Unit that is 
eliminated by artillery fire before normal 
combat is resolved? 
A. It is removed immediately. However, a 
new soak-off Unit is not required and remain- 
ing Units are not required to attack the 
enemy Units that were being soaked-off against 
by the eliminated Unit. 

The following names  of wholesalers  Avalon Hill games  recently. If your 
supplement the l i s t  printed in the l a s t  favorite dea le r  h a s  not yet  been listed, 
issue (Vol. 3 ,  No. 1). These l i s t s  drop u s  h i s  name and address  so that 
r ep r e sen t  dea l e r s  who have stocked we may include h im in the nextprinting. 

L h B Sales 
29111 V Street, U.8. 
u.h*er,. D. C. ' 

hum+. M I  c-, In=. 
a 5  Ulnvt m m t  
P.0. Box 1612 
Ibnme, L3ui.M.m 

w r - m l t i a r e  
319 M l S W  
Baltimre, MM a 2 0 2  

Ulrri.on Toy b llonltY Co. 

Box Wo6 BetMSda, M l W  mu 

5 l e o  sa les  ccmpw, Inc. 
208 w e n  s t r e e t  
&.ton 18, msluehurtts 

I c m t k ~ s t  Bobby Mst.. Inc. 
735 Concord An- 
-ridge 38, Y r u c l m s t t s  

hllan h w 
9 Petty St ree t  
m r e t t ,  ms~eb".ctt. 

mmtern Toy h IlacltY c-w 
Box 361 
Lym, I**-e)luettm 01903 

k EnaUld mi* C m m w  
1 Ysrcer Road 
Ptid, mss.ehuette 

Fa- Bmthers, loe. 
125 Pecks Rad 
Plr te l ie ld .  m.uehuett. 

am- Em.. . rnc. 
35-1 St ree t  
Bicksr iue ,  k York l lml  

8.Im w c a  ccmpw 
103 5. 21st An- 
Phoenix, *rim 

W i d  Toy mmmr.y, In=. 
3615-25 ?sat 10th Covt 
Bideah, Florida 

C a p ,  m t c  b u n t i l e  Co. 
I,* "0. 4th An- 
Toecon, MrnM 

B e r n  hy Dada ccrsnu 
mrt s r i t b ,  b - s  1m1 
Cash W l e s s l e  C o p l o  
65m mrbina  wad 
~ i t t l e  h c k ,  b a s  12204 

Bla t t  Distributors C o p l o  
&5b E. n t h  S t m t  
l o s  laselea, w i r o r n i a  m 5 8  

m i n  m1s..le - 
526 m r t h  h l n  stmt 
Ro.l&nec, €&de 1 . M  

Pmber a R l t .  
3 5 r a . t a . t B t - t  
I e r  Yvrk, Lr York 

Ultron-miangle * w  
Box 44-55!, 
Miaal, Florida 331h4 

Om(ld.gl5bbr h Toy O., Inc. 
1925 mrk S t e t  
sm-e ,  k Yo* 1 m 8  

Ovlr c m s t  *rcant11e 5 m p n y  
315-311 8. Rllsiox Street  
Rnsaeola, Florida 

Juvenile Pmducte, Ine. 
212 FLfth Am-, north 
St. Peteraburg, Ror ida  

uiddle F"reba.lng ColplU 
Poet Office Box 7 C  Chvrch st 
~h ~ o r k  8, new York Cull- h Bonn 

1125 mylor  s t ree t  
m s ,  h a s  rederd Yho1es.le Toy co- 

3350 B. 26th S t m t  
lo- lase lea  23, Callromia 

Pensick k Damn 
6501 F l o t i l l a  s t r e e t  
h a  *asc1cs 22, California 

W l t t  Dia t r ibut iw C a m p w  
8authe.m variety m l e a a l e r .  
1119 ~ e n t b    venue 
C O l ~ U S ,  Oeorgl' 

m e i r i c  ~ ~ o l ~ ~ g e  w w  
Box 1415 
aomlulu, m r a i i  96806 

Ed. mibout 'Dole&= 
1701-03 %lit m m  s t r e e t  
Pel les i l le ,  U l i M i S  

Cotter h cmp.q 
n b o  ClYbyboum Annu* 
Chieagl 14, 111imis 

Globe Yholesde C-w 
a 0 1  S. Carpnter 
Chi-, I l l l m i e  60608 

A. c. VcCly~. k C m w w  
333 Els t  m t a r i o  s t ree t  
mi- ll, Illlrn3. 

Imc1ty s a c s  uew 
1725 %St Division 
Chicago, I l l i r n i S  

lbcvh"lt-0laea Cclsny 
639 Mil- A n m  
Chingo 30, I l l i m i s  

South m y  Wle..lc Co. 
10201 la cienelp Blud. 
lo* laselee, Calirornia 

Iax Toy C o r p n t i o n  
Po1 Cincinat i ,  milla (hmc m i 0  4 a 4  

&"thr.tcrn 5". Cllp.ny 
330 S. lo= lase lea  S t n s t  
Toa laselea, g l i f o r n i a  90013 

hr%- Tm - 
520 m u a n  Street  
oxklad, w i r 0 I P I .  9 4 6 4  

OaLland TW Cclpny 
@41 &n I n d m  S t m t  
w, Calirornla 

Ohio m t i o n r ,  
1566 ant *tb st-t 
Clmlnnd, Ohio Sidney "0binam C m m w  

w i e u l e  ~ o y  Mstributors 
lo5bl r a t  W r e n  An- 
-born, mehima 

B a r n  5 9 5  *by  ah S t n e t  h C o p l o  

a t m i t  8, m c h i w  

m t e r y  milla Dad. w 
2L:::g Mi.- all1 
V a A Dis t r ibut iw kmr-n, 
B a t  Office Box Pl1 
Brldger, mob- 

m-1 Dist r ibut lw mm-w 
1120 Capitol Avenue 
oahs, ~lebms*. 68102 

me ~ u l  a. ~euq~euqe Cs., Im.  
608 m l l o r  St ree t  
mnchate.. Re" -.hire 

momtier savi las  9t.Ip, Ine. 
a09 A- e - R- 237 
IubMek, Ten. 

Toyland, IOC. 

501 second Averme 
San Diego, California 92101 

I * m m h r t r w  
429 m.t B i l l  
0- c i ty ,  - 731'3 

pr-1 Supply, Inmmoratcd 
11 Mrth  Jackson 
Emston, Tern. 

~lch~mn-mr met m i i c e  B ~ X  ~ o l p l ~  1110 

&n htonio. h n s  78206 

hmhu, h r r i l p n  & myden Co. 
2 m-s s t r e e t  
Sa. k c i a e o ,  California 94119 ~samn Dimtributors 

2020 5. cawbel l  
m i e w ,  111imia 

aar'a ' W a  
36 a. a i m e  A=- 
Bln.d.lc, n i i n o i s  

mastate. Appliance b supply 
1022 1. u stmt 
Syaindield, m i n o i s  

)(in Br0tbs.s 
240 so. nYid1.a 
Mi.lrgll., m b  
w= %*re 
614 9. Barrimn Stree t  
mrt u-. mi- 

oscrr  n e i n  a son Tora 
1315 Miaaion Street 
Sa. Pmncisco, California 94103 

P. Ia- Co"plw 
2003 Y. lLOtb Avenue 

~randm, c . ~ i ~ ~ r n i a  94571 

BUco me. 
651 " 0 ~  hinu 
ro. Ml*. %, c.lirolmil 

Albert. Book b l w e l t y ,  Ltd. 
131-7th A r \ r \  m e t  -, NbCrt., c.ad. 

n e c t m n i c  ~ i s t r i h t o r s  
l m 4  8 ~ r  m e m d  
Demer, Colorado 80201 

Ailb k ccmpw 
ma m a t  Lath A-= 
De-r. Colorado 

ell. v. m.. h ccmpw 
Wdon-Berlin Road 
~ s d d d i s l d ,  br Jsnc). 

B. Co-nit h 
1209 Central Ann- 
Eilleide, Lh Jermr WW5 

Btu Toy m~~bvtobvto~ 
64 M stnet 
m & n ,  br Jenc). W l l l  -.. 
-1 I. Bomwita b Bon 
94-4m Bovth % r n d  s t r e e t  
u m a t l m ,  k YO* 

8he-r m&. h m e .  
2330 Linacn m e m d  
B~--, ~ln rork 11w8 

a lwker  h.W 
91 center st- 
Ellcn*lle, Lh YO* 

8. R"l bkdel Di.t., Inc. 
413 Pst N l e d m w  Avenue 
Phimelphi. 311, WIlni. 

A. Pomk 8olu 
1012-14 ( b c h t  Stmet 
mime1phl .  1, Penns~lnni .  

mkB ?eitlber(l 
1136 Per.n A- 
~ i t t m b u r ~ ,  P e w d l  15222 

(*-Bobby m.tribmtor., Ine. 
a 5  Liberty An- 
l i t t m b u r a ,  P m s y l n i .  15222 

Mirub Bm.. h w 
l l 7  m i r d  A=- 
~ i t t s b u r @ ,  R n n s y l n n i .  15222 

MI- 0. Qer &mmw 
6m € e C d  An- 
~ i t t s b u r a ,  P e n u y l n i .  l 5 P 8  

lblquc *rchsdi.e, In". 
1136-44 s n t t l c ,  South urrbi&n N f o  Phee 98108 ARTILLERY 

Q. I f  a stack of Units containing, say 9 
factors, is reduced by artillery fire to  8 
factors, which column are succeeding shots 
rolled on? 
A. The "4-8" column. v u i e t y  Diatributora 

7th b s p r i w  
Bar-, In- 51537 

BclhlaP a". h WIS. ccmpw 
111 1. k i n  
Tou3aUle, MducLy 40202 

Y. V. Fa.& 0-P.W 
318 m r t h  Yter S M s t  
m l r u l c e  2, Vi.mmin 

P. Can non-firing artillery be fired on? 
Middlesex I*xhwdi.e Co., Inc. 
10 m 1 e y  An- 
M i d d l e b ,  C-ctlNt 

A. No . . . unless it is  in  the same square 
with enemy artillery that is firing. In  this 
event the firing player has the option to 
select enemy non-firing artillery to absorb 
such losses that may occur. 

lvlbn W ,  ma. pr ~ u t e l i r r e  O. h. R.W. w e 1  c n n  sobbiea, ~ne. p i t t a b u s b  lmolede matr .  me Cclsny 
153 Y.hi&on A- 225-m South htb 314 5tb An- 1128 m nt-t 

312838 I. Sheffleld Am- 

north m-n, c-etrmt ~ o u i s r i u e ,  wttt2 .a rork 1, k rork ~ i t t . b @ ,  ~ a n u y l n n i .  U.1- 14, 

Other clar if icat ions that will be in- 
se r ted  direct ly into the Manual include: 

Ar t i l l e ry  that f i r e  mus t  be placed on 
board. Also, a r t i l l e ry  may not f i re  
into squa re s  in which the existence of 
enemy Units i s  in  doubt. 

Q. Can a player accumulate Units of Fire even 
when he has no Artillery in  play? 
A. Yes. 
a. When incorporating the optional rule of 
varying artillery ranges, how does this affect 
the 7-square-range point scoring? 

1. In the Basic Game, the condition 
of v ic tory  where e i ther  player  wins a s  
soon a s  he occupies Henderson F ie ld  
for  2 consecutive tu rns  applies only 
between September 25 and November 
20 inclusive. 

4. Under Psychological Effects, the 
effectappliesfor  the cu r r en t  turn,  only. A. Amend the victory condition to read, " . . . 

within range of Henderson Field." 

5. Under Casualty Table, (page 6 ) ,  
Combat f a c to r s  may not be t ransfer red  
between Units of different types such a s  
a r m o r  fo r  infantry and (in Optional 
Rules)  a r t i l l e ry  of different ranges. 

HIDDEN UNITS 
Q. What happens when an invading U.S. Unit 
lands directly onto a hidden Jap Unit? 
A. U.S. Player places it back on any adjacent 
sea square and must attack. Retreats would 
be eliminations in  this instance for U.S. Units. 
Q. May the Jap player hide only some of his 
Units on a square? 
A. Yes. 

2. Under Hidden Movement, U. S. 
Units that a r e  adjacent but not in enemy 
zones of control do not have to at tack 
hidden Jap Units but have the option to 
do so  provided U.S. zones of control 
fal l  on such hidden J ap  Units. 6 .  Under Withdrawal of U. S. Marines 

(page 12), add the 1 s t  Raider  Unit a s  
pa r t  of the 1 s t  Marine Division. 3 .  Under Ar t i l l e ry  F i r e ,  Hidden J ap  
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Contest No. 13 Winners 
The winners  were  those who effected 

an exchange on the f i r s t  battle, a r e t r e a t  
on the second battle, and an  elimination 
on the third (2-1) battle. Only 4 sub- 
mitted the perfect  paper. 

1. Char les  E. Johnson, 3539 S. 40. 
Lincoln, Nebraska. 

2. Drue L. DeBerry ,  4230 E. Fa l -  
con Cts . ,  McGuire AFBase ,  N. J e r s ey .  

3. Kenneth Hoffman, 266 Ca r ro l l  
St . ,  New Bedford, Mass.  

4. Michael McGraw, 910, 1427 
Central ,  Memphis, Tenn. 

5. William L. Witmer,  128 Arch 
St. , Elizabethtown, Penna. 

6. K. V. Wittmann, 10 Lexington 
St., Newark, N. Jersey.  

7. Thomas Olszowy, 279 Solbieski 
St. . Buffalo, New York. 

8. L/Cpt .  J. T. McAniff, USS Poco- 
no, F P O  New York. 

9. Stephen Gilliatt, F o r e s t  Hall, 
Carbondale, Illinois. 

10. Steve La r son ,  16140 Morr i son  
St . ,  Encino, Calif. 

Subscriber Discount. . . 
The Coupon shown below i s  f o r  the bene- 
f i t  of the full-year subscr iber .  As soon 
a s  you have accumulated 4 such cau- 
pons, l each f rom this  and succeeding 
issues.  you a r e  entitled to a $1.00 d is -  
count applied to  the purchase of any  
Avalon Hill game. 

He re ' s  how i t  works 

Each coupon i s  worth 25$. But one 
coupon alone does not entitle you to a 
25$ credit.  You must  accumulate 4 
different coupons before taking advant- 
age of the $1.00 credi t .  When you have 
accumulated 4 coupons, then you clip 
them all together and send them in  with 
your o rde r  f o r  a n  Avalon Hill game. 
When ordering in this  manner ,  you 
simply send u s  a check o r  money-order  
for  $1.00 l e s s  than the usual  re ta i l  value 
of the game.  

Coupons can be used  towards the 
purchase of games ,  Par t s ,  play-by- 
mail  equipment and the General .  They 
a r e  valid only when ordering d i rec t  
f r om the Avalon Hill Company. Cou- 
pons a r e  not redeemable a t  re ta i l  out- 
l e t s .  

1 SAVE THIS COUPON 

I GOOD TOWARD THE PURCHASE 
O F  A L L  AVALON HILL 

PRODUCTS 

JULY, 1966 I 

wanted ads .  We now find i t  necessary  Opponents Wanted Form to  l imi t  them in o rde r  to  pet them a l l  - - - 
Because subscriptions to this  maga- published. Beginning with the Septem- 

zine have quadrupled in  the past  year  be r  issue,  therefore no a d  will be in- 
t he r e  ha s  been a flood of opponents se r ted  un less  wri t ten on the following 

OPPONENTS WANTED ADVERTISEMENT 
Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 

29 30 3 1 32 33 34 35 WORDS 

All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 

CONTEST NO. 14 
You, a s  DE Commander,  mus t  sink Ent r ies  mus t  be postmarked no l a t e r  

the submerged U-Boat with but one than August 7. 1966. P r i n t  your name 
depth charge remaining. I t  h a s  to be and add re s s  c lear ly  and make sure  you 
a d i rec t  hit on the U-Boat that i s  hidden l i s t  the Avalon Hill game you wish a s  
in one of the s ix squares ,  A-F.  pr ize.  

In accordance with the ru l e s  of U- - - - - - - - - - -  
BOAT the DE may only reach,  a t  most ,  

- 
3 of the possible 6 squares  the U-Boat 
may be hiding in. On the Depth Charge I Depth Charge Sheet 
Sheet draw a l ine showing the exact  1 
path of where you a r e  moving the DE. 
Then m a r k  a n  "X" in  the square  you I 
think contains the U-Boat. In addition. I 
a l so  wr i te  in what you think i t s  exact  I 

depth is :  1001, Z O O ' ,  300'. 400' o r  1 
500'. 

The exact location of the U-Boat I 
will. b e  determined by the closing N. Y. I 
Stock Exchange transact ions of August 
8, 1966. The l a s t  digit of the sales-  I 
in-hundreds column will be consulted; I 

Goodyear for  the square  location and I 

I. B. M. f o r  the depth. 

GOODYEAR I. B. M. 
I 

Digit Square Digit Depth, 
I 
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