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Cover Story...
“I Was Blown
to Bits...”

...by the Japanese right here on
Guadalcanal,' joshes Colonel Dickson
to Avalon Hill personnel: A. Eric Dott,
Vice President; Tom Shaw, Marketing
Director and Ed Adams, Publicity Di-
rector. Colonel Dickson points to the
spot where his outfit was often pinned
down by constant barrage of Japanese
off-shore shelling, '""This shelling
never really hurt anyone, relatively
speaking of course, but it sure didn't
help our morale any', stated the Colonel
who supplied the Avalon Hill design
staff with much historical data during
the game's design stages.

Colonel Dickson proved quite an
authority on the subject., He landed on
opening day, himself, and raised the
first American Flag on the Island.
After assimilation of his personal ob-
servations AvalonHill came to the con-
clusion that the Japanese should have
won,

"Darn right they should have won,"
commented Colonel Dickson., ''But the
Japanese were as ill prepared for jungle
combat as we were; we simply adjusted
to conditions a lot better', he further
stated. '""Those little Jap soldiers were
real tough to find in the jungle but we
overcame this deficiency by notpanick-
ing, and more important, by taking ad-
vantage of the fact that the Japs simply
couldn't organize. They were forever
changing their minds in mid-stream, I
might add that you fellows at Avalon Hill
certainly weren't in mid-stream when
it came to producing such a splendid
game in Guadalcanal., You have re-
captured all the important elements,
even the psychological aspects of the

real campaign. You are to be congrat-
ulated', added the Colonel.

In all fairness, we feel that it is
Colonel Dickson who is to be congratu-
lated. His personal illustrations, pho-
tos, action sketches and pictorial histo-
ry of this Island campaign are repro-
duced for the first time in Leatherneck's

Illustrated, a pamphlet that is included

in the game itself,

Colonel Dickson's artistic ability is
reflected in the oil painting thatprovides
the background you see in our picture
on the front cover. It is a first class
job. . . as is the magazine that he
edits and publishes for the Marine Corps.

The True Picture In Viet Nam

Leatherneck Magazine, with 100, 000
plus circulation, is a monthly magazine
of over 90 pages. It provides the only
really truthful comments of the Vietnam
situation since the articles are written
by Marine Corps soldiers themselves
who have seen action there first-hand.
Naturally the magazine is written for
Marine Corps personnel however we
feel that it would be of considerable
interest to the typical war game nut
(like you) who is interested only in
getting to the heart and core of realism.
Guadalcanal is an official Leatherneck
bookstore item and can also be ordered
directly from Leatherneck Magazine -
probably at a lower cost than when
ordered directly from Avalon Hill. We
suggest that you write to Colonel Donald
L. Dickson, c/o Leatherneck Magazine,
P.O. Box 1918, Washington, D. C.
20013, for subscription and individual
copy costs.

Fast Hidden Movement
for Guadalcanal

by Robert Dieli and Kenneth Hoffman

One of the greatest stumbling blocks
in GUADALCANAL's excellent Hidden
Movement rule is its ability to take up
a great excess of time. Here are the
requirements and procedure for a faster
hidden movement game:

1) 2 complete GUADALCANAL sets

2) two 44 X 14 boards (such as AK
or DISPATCHER) or another suitable
screen

3) 2 Opponents who trust each other
(extremely rare)

Procedure

The 2 boards are set up opposite
each other, each player with a complete
OB for both American and Jap troops.
With people of average height, the
screen will exclude any view of the
other player's board. The Jap player
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sets up with his and American units as
they appear. Movement Procedure:

1) American brings his troops on
board, declaring exact units and calling
out movement, square-by-square. Jap
duplicates this on his board as grid co-
ordinates are called out.

2) All battles are resolved. It's
easiest to just let the guy roll and have
him tell you the result, but if you don't
trust him, roll the die on the floor so
both can see.

3) Jap player move without telling
American locations of any units except
those in open (assuming American has
HF). The Jap must tell location of
units as they arrive; from what square
they originally move.

4) All battles are resolved.

5) Check time box, compute points,
repeat

This makes it possible for the Jap
to tell at a glance at his board if an
American unit has bumped into him.
The system also provides for a contin-
uous game without a constant up-and-
down action on the American's part.
As a suggestion for even more of the
limited intelligence: don't have the
American tell what units are moving,
only for instance, ''2 units moving from
square a to square b.' This provides
for the most practical, 2-player limited
intelligence game yet devised.

Comments to: Kenneth Hoffman, 266
Carroll St., New Bedford, Mass. 02740.

Results of AH Survey

Here are the final tabulations of the
survey solicited in the May issue.
These results will largely determine
what future titles Avalon Hill will de-
sign and publish.

Title Percentage of Votes
Guns of August 28%
Jutland 23%
Battle of Britain 19%
Korea 12%
Vietnam 8%
Guerilla Warfare 7%
Basketball Strategy 2%
Shakespeare 1%

Games Survey

by Donald Greenwood

Due to a lack of such articles in the
General previouslyIhave beenprompted
to submit the following. Below is a list
of Avalon Hill's 22 games in the order
of their percentage of ownership. To
come up with this result I took my per-
sonal records of my PBM associates
and other sources and came up with
exactly 100 gamers. The percentage
following the name of the game is the



PAGE 3

number of such games found in every
100 wargamers, according to my sur-
vey. Although this is not completely
accurate it should give a fairly accurate
picture of which games the true game
fanatics keep dear to their bedside. One
must remember that this survey was
taken among PBM wargamers so that
the non PBM and recently released titles
cdme up with a poor showing. But all
in all the following is a pretty clear pic-
ture of what the PBM gamer needs.

1. Stalingrad 58%
2. Afrika Korps 49%
3, D-Day 48%
4, Tactics II 45%
5. Gettysburg 41%
6. Waterloo 39%
7. Battle of the Bulge 33%
8. Bismarck 28%
9. Midway 24%
10, Blitzkrieg 20%
11, U-Boat 19%
12, Chancellorsville 16%

13, Football Strategy 13%
14, Baseball Strategy 13%

15. Guadalcanal 8%
16, LeMans 8%
17, Civil War 7%
18. Dispatcher 3%
19, Verdict II 3%
20. Nieuchess 3%
21. $quander 1%
22. Word Power 1%

Notice that despite its lack of play
balance Stalingrad is at the top of the
heap. Comments show that despite the
above percentages, Football, Baseball,
D-Day and Midway present the most ex-
citing, even games. Any comments
should be addressed to Donald Green-
wood, 128 Warren St,, Sayre, Pa.

AH COMMENT: Thanks a lot, Don.
Your survey is accurate enough except
for Stalingrad and Blitzkrieg. While
proving to be the popular subject of
"General' articles, Stalingrad's sales
off the counter have never caused our
sales manager to do cartwheels and
handsprings of joy. We guess that it is
popular only by the hard-core, game
nut who sees quite a challenge in taking
the German side. On the other side,
Blitzkrieg has been the most well-
received game yet introduced...It even
outsells Guadalcanal which is quite un-
usual in as much as the newest title
always sells the best during its intro-
duction year. Of the games that have
been on the market 2 years or more,
those that have held the best sustaining
interest are D-Day, Tactics II and
Football Strategy.

Navies for Blitzkrieg

by John E. Dotson

For those among us who thrive on

complexity, and especially the multi-
player gaming groups whose talented
admirale are sulking while the generals
and air marshalls are cornering all the
glory in Blitzkrieg, here is a sugges-
tion for optional rules that provide that
missing dimension, the war at sea. It
is necessary to add a few extra count-
ers, I suggest adapting counters from
Midway and Bismarck, but you can just
as easily make your own. The only
necessaryaddition tothe boardisimagi-
nary -- simply assume ‘that the Zones
(A through E) that exist on the present
board extend indefinitely out from its
edges.

I suggest that a fleet consist of the
following vessels, and that both sides
have identical fleets: 2 aircraft car-
riers whichhave no combat factor other
than the aircraft which they carry, the
maximum complement for one carrier
should be a total of 4 factors of TAC
and/or FTR, no MDM or SAC. These
are assigned from the regular air-
power allotment. They can, of course,
still fly regular ground support mis-
sions, according to the usual rules,
from their carrier bases. The only
rule modification required is that when
flying missions against naval targets,
and navaltargets only (i.e. other ships),
the TAC is allowed to strike alone with-
out being in support of other units.

Three battleships per side is a fair
allowance. These have a normal com-
bat factor of two and a secondary zone
(like artillery in Chancellorsville) in
which they have a factor of one. There
should also be ten or so cruisers with
a combat factor of one and no secondary
This completes the list of ship
types and their capabilities, except for
troop transports, which do not exist as
separate counters but are represented

zone.

by regular troop counters which are
placed on sea squares in accordance
with the regular 40-factor limitation on
sea movement.

Movement

There are two ways to move. One
is in the regular manner, from square
to square, in which case the movement
factor for all types of vessels is 20
squares per turn. This, of course,
must supersede the regular rule about
sea movement from zone to zone. The
second way is to move at the regular
rate until the move carries your pieces
off the edge of the board. Then you
have three options: you can remain in
the zone from which you left the board,
or you may move to either adjacent
zone. Remember the imaginary exten-
sions of the zones! Record the zone
you are in on a slip of paper so that you
can prove it to your opponent later. In
subsequent turns you may proceed to
either adjacent zone, movement pro-
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ceeding one zone per turn. Fleets may
split up, join, etc., so long as a proper
record is kept of the zone location of
each ship. Ships are brought back when
desired to any square on the edge of
the board in the zone which they were
in on the preceding turn. For example,
a ship could leave the board from zone
A and proceed to zone B in one turn.
The next turn it could return to the
board on any square in zone B, or re-
main off the board and move to either
zone A or C or remain off the board in
Zone B: When a ship returns to the
board it can proceed in that turn at the
regular 20 square rate. The only re-
striction is that amphibious invasions
that turn are restricted to the zone to
which the ships returned.

Lepnibe

Any number of naval units may be
stacked on one square. Sea battles on
the board are fought in the same way
as land battles, using the Tournament
Attrition Table. The defender in any
engagement is, however, allowed to
attempt to escape without fighting. To
accomplish this he rolls the die, if he
rolls 1 or 2 the escape is successful
and he moves off the boardin the manner
described above.

Sea battles may also be fought with
units off the board. In this case the
attacker also moves his units off the
board. To search he callsout the zones
in which he has ships. If the defender
also has vessels in that area he replys
by showing the proper portion of his
ship location records. The defender
may thenattempt to escape if he wishes,
but this time the odds for escape are
better. 1, 2, 3, or 4 spells success,
since chances for escape would naturally
bebetter on the high seas than.in coastal
waters.

Special Provisions For Troop Convoys

Troop convoys may not remain at
sea in a zone in which the enemy has
naval combat factors, including carrier
aircraft, totaling more than half the
friendly naval combat factors in that
zone. If, for example, Blue has a bat-
tleship and three cruisers (5 factors)
with a troop convoy in Zone C and Red
moves three cruisers (3 factors) into
that zone, even though Red does not at-
tack, Blue must either: 1) Remove the
troops to another zone, or land them,
2) brix{g a unit of at least one naval
factor into the zone or 3) attack Red's
fleet and reduce them to half or less of
Blue's total. If it is impossible to ful-
fill these conditions, or if Blue attacks
and fails to reduce Red's force, then
Blue's land units at sea lose one com-
bat factor for every naval combat factor
Red has in the Zone.
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Troop convoys may enter and con-
ductamphibious operations in sez zones
in which they have, and have had, for
at least one turn (i.e. since the pre-
vious turn) a number of naval combat
factors more than half the number of
naval factors the opposing side has in
the zone.

Land units at sea (Troop convoys)
have no zone of control and no combat
factor. They are eliminated at the rate
of one factor per hostile naval combat
factor for each turn in which they are
in an unengagedhostile naval units zone
of control (or they may be eliminated in
the manner mentioned above). For Ex-
ample if Blue has 12 factors, say the 1
and 2 Marines and four cruisers on one
square and Red attacks with a battle-
ship and 3 cruisers, Red could engage
Blue's 4 cruisers in his battleship's
secondary zone at 1 to 4, normally
sacrificial odds, but because of the
secondary zone he avoids adverse ef-
fects. With his 3 cruisers he can eli-
minate three factors from the ground
forces. Then, if Blue does not remove
his troop convoy or reinforce his es-
cort, as described earlier, he will lose
a further 5 factors from among his
troops.

Replacement Rates

Since it takes a great deal of time
to build ships and since they require
extensive shipyard facilities, replace-
ment rates should be stringently limited.
One possibility is to have no replace-
ment rate at all. This should probably
be the basic form. If a replacement
capability is desired, however, I sug-
gest allowing 2 naval combat factors
every 6 complete turns to be taken at
cities of 3 squares which are seaports.
The shipyard facilities can be bombed
in accordance with the optional rule for
strategic bombing of cities.

AH NOTE: Mr. Dotson is unavailable
for comment at the moment, now study-
ing in Italy under a halflight on a Full-
bright. Formerly a post-grad student
at Johns Hopkins, Mr. Dotson's cor-
respondence should be addressed at
this time to 212 S. 18th, Frederick,
Oklahoma.

Blitzkrieg:
the Minor Countries

by Steven A. List

Several articles on the employment
of minor country armies in Blitzkrieg
have already appeared in the GENERAL.
However, they all seem inadequate in
many respects. Below is my own at-
tempt to handle the problem with as
much realism as possible.

As the game begins, minor countries
may be neutral or allied with a major
power. For those willing to use it, I
think this table works well for determin-
ing status.

neutrall RED
neutrall RED
neutrall RED

RED |neutrall BLUE

RED
RED
RED

BLUE |neutral| BLUE

GREEN |BLUE |neutrall BLUE
BLACK |BLUE |neutrall RED

WHITE

BROWN |BLUE |neutral|neutral|neutral|neutrall] RED

1
YELLOW | BLUE |neutrall| BLUE

The entry under a roll of the die for
any given country indicates either neu-
trality or the major power with which
that minor country is allied.

The procedure of prepare-for-play
is modified somewhat. The status of
the minor countries is determined, and
the armies of all neutrals are placed in
position. Then the Red player places
all units belonging to his allied minor
countries, and any of his own units that
he wishes. All units which Red wishes
to have at sea must be placed at this
time. Blue then places all his units on
the board, including those of his allies.
Red places the rest of his units and
play begins.

Rules governing allied minor armies:

Units of any country may be placed
in the territory of an ally, subject to
supply limitations. (For example, if
Brown were allied with Red but the sur-
rounding minor countries were neutral
or allied with Blue, then Brown would
have no direct land or sea communica-
tions with Red, so only a total of 36
combat factors may be supplied on Brown
territory by Brown's three cities.) Any
allied citymay be usedas a supply base
or a land or sea transport terminus by
any allied units.

Starting on the third turn, allied
minor countries may bring on replace-
ments, one combat factor per turn,
provided at least one of that country's
cities is in friendly hands. If all the
country's cities are captured, replace-
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ments may begin on the second consecu-
tive turnafter a city has beenrecaptur-
ed.

An allied country's air transport
capability may be used by any ally as
long as that country has units on the
board or at least one city in friendly
hands. This capability cannot be cap-
tured, and once it is lost, it cannot be
regained for the rest of the game.

Rules concerning neutral minor coun-
tries:

Before either player places hisunits,
the neutralarmies are placedaccording
to the table at the end of this article.
These units may not move, and have no
zone of control outside the country's
border, until the country is violated.
Violation occurs when aircraft or air-
transported troops of a belligerent fly
over the country or a belligerent's
ground troops cross the border. Units
forced to retreat across a neutral's
borders violate that neutral. They may
be so forced only if no other retreat
route is open.

When a neutral is violated by one
power, it becomes an ally of that pow-
er's opponent and is subject to the rules
governing minor allies. Its replace-
ments start on the second turn after
violation.

An alternative procedure is this.
When a neutral is violated, the opponent
of the violator moves the neutral's
army, but they are not considered to be
allied. The minor army may not attack
any units outside its own border, and if
any of its own units are forced into a
country still neutral, they do not violate
that country. These units taking ''re-
fuge'" must leave on the next turn or be
interned and removed from the board.
If the second neutral is later violated
by the same power that violated the
first, the interned units are brought
into play by the second neutral.

A minor neutral is captured if its
army is eliminated or all its cities are
occupied simultaneously. If all the
cities are captured while there are
still that country's units on the board,
these units must recapture a city for a
supply base on the next turn or be eli-
minated.

The neutral may bring in replace-
ments starting the second turn after
violation. The player who is moving
the minor army units maynot bring any
of his own units into the country. If he
does, it constitutes a second invasion.

If a minor country is invaded by the
second major power before its army
has been eliminated, the army goes
underground. The counters are remov-
ed from theboard and the second power
automatically loses two combat factors
on that turn. On each succeeding turn
up to and including the turn on which all
the cities of that country are captured
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(the City Capture Table must be used),
the major power rmoving loses two com-
bat factors. As an example, say Blue
has captured all the cities, and Red on
his turn enters the country. Red loses
two factors on that turn, but Blue loses
nothing since he already had captured
all the cities. All factors lost must of
course come from units in the country.

I feel the addition of alliance and
neutrality adds much to the game, and
makes for a great deal of variety in
possible situations.

The Initial Placement Table below
puts the bulk of the neutral armies in
the important cities, but a large pro-
portion of the forces arealso in position
on the frontiers and by important road-
ways to screen the interior.

Neutral Country Initial Placement Table

Yellow:

M-14 1/2-3; U-11 1/2-3; V-20 3/3-3;
X-27 1/2-3;CC-15 1/4-6, 2/2-3; EE-25
4/3-6, TAC, MDM, FTR; P-10 1/2-3;

T-17 1/2-3; U-23 1/2-3

White:

vv-25 3/2-2, TAC; WW-32 3/3-5,
1/2-6; UU-37 3/2-2; BBB-28 1/2-2;

AAA-32
1/2-2; UU-38

1/2-2; XX-34
1/2-2

1/2-2; RR-36

Brown:

HH-31 2/3-6; NN-33 2/3-3, FTR, TAC;
00-30 1/3-3; NN 36 1/3-3; 0Q-35
1/3-3; JJ-28 1/3-3

Green:
EE-34 3/3-4, TAC; BB-31 4/2-4,FTR,
MDM; CC-39 1/3-4; AA-42 1/3-4;X-22

1/2-4; -BB-29 1/5-6, 2/3-6; CC-28
1/2-4; EE-30 1/3-4; HH-35 1/3-6
Black:

JJ-46 1/2-3; JJ-38 2/3-4, MDM, 1

FTR; 00-401/5-6, 1/4-6, 1/3-6, TAC,

1 FTR VV-42 3/3-5; FF-42 1/3-4;
LL-46 1/6-3-4
Please send all comments and/or

recriminationsto Steve List, 4 Cranford
Road, Plainview, New York 11803.

Back to the Bulge

by Scott G. Berschig

Despite the advent of BLITZKRIEG,
Battle of the Bulge is still queen of the
AH battle games. In many wargaming
circles these days, there is strong
skepticism that the Germans have any
chance at victory with all of the re-
vised andoptional rules in effect, How-
ever, much of this skepticism is ex-
pressed by individuals who have been
unable to make the transitionin German
strategy and tactics necessitated by
the rules revisions,

Under the original rules, BULGE
was heavily weighted in favor of the
Germans; some type of revision was
obviously necessary, and AH, for once,
exhibited excellent judgment in the
changes they made. Whereas BULGE
used to be merely an exercise of pure
force by the Germans, it is now a game
requiring tactical finesse, good strategy
and a good deal of boldness.

It is now axiomatic for the Germans
in BULGE that "INITIATIVE EQUALS
FORWARD IMPETUS,'" As long as the
axis of advance is forward and outward,
the Americans will be unable to find
time to make a firm stand and stop the
German advance. It is imperative for
the Germans to keep the battle fluid,
and never give the Americans 4n oppor-
tunity to stiffen into a solid line of re-
sistance.

The essence of the Blitzkrieg Tactic
is: "NOFLANKS! LET THE PANZERS
RUN!" The Germans must flow end-
lessly forward, a river of armor,
sweeping weak resistance before them
and bypassing strongpoints. If heavy
American forces can be 'fixed" by
panzer forces engaging at 3-1 or 4-1
in one turn, they can be bypassed and
left for infantry following the panzer
armies to deal with at 2-1, 1-1, or
evenl-2in successive turns. As long as
the panzer forces continue to move for-
ward, gaining ground, surrounding and
fixing enemy troops, and shattering
defensive positions, always headingout-
wards, the Americans can afford no
large-scale operations against the
German rear areas., Unless the spear-
head can be blunted, the haft cannot be
attacked safely.

Using these tactics, it is not unusual
for Bastogne to fall by the seventh or
eighth turn, with no further resistance
feasible., In a typical game, played at
Warlords, Inc. HQ here in Japan,
Bastogne fell on 19 AM, under the
following conditions: twelve American
regiments destroyed, eight cut off by
masses of German infantry a dozen
squares behind the front lines, seven
regiments engaged and fixed by armor
on the outskirts of Bastogne and along
the Outhre River--leaving in all only
fifteen American regiments in the entire
Ardennes sector free for action. Ger-
man casualties totalled three Volks-
grenadier regiments, one parachute
regiment, and one heavy panzer regi-
ment., In successive turns, the Ameri-
can units trapped behind German lines
succumbed gradually to the ceaseless
2-1 attacks by German infantry and
finally dwindled away. Leaving three
divisions of Volksgrenadiers behind in
the south, and detailing all reinforce-
ments from 20 AM on as reserves to
protect his lines of communication, the
German commander regrouped his
forces and smashed onwards to the
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Meuse, which was successfully breached
on 20 PM. In desperation, the Ameri-
cans committed their 22 AM reinforce-
ments deep on the southern flank of the
German salient, but became hopelessly
involved with the Volksgrenadiers and
Panzergrenadiers left behind as flank
guards. The battle ended, a decisive
German victory, on 23 PM.

Too many German players seem un-
able to master the subtle challenge of
breakthrough tactics; they become
greedy, and divertthe heavy panzer units
into time-consuming battles of annihila-
tion with isolated American units. Time
is of the essence to the Germans, and
being sure of a quick "kill" does not
justify the tactically improper use of the
vitally important panzer troops--for the
panzer units are fast, as well as heavy,
and therein lies their greatest threat
to the Americans. If the panzer forces
are used properly, the Americansnever
get to draw the Germans into those
crowded, terribly attritive battles in
and around masses of forts and fortifi-
cations that so often have proved the
downfall of the German offensive.

Please address all comments/ques-
tions to: Scott C. Berschig, CMR Box
1878, APO San Francisco 96328.

Bulge: View from Berlin

by Brian Libby
General Strategy

The basic German strategy in Bulge
is to advance to the Meuse River and
capture St. Vith, Bastogne, and Spa.
Using the latest rules (all rules except
one-way traffic, deleted because it just
fouls things up, and the weather vari-
able (generals can't really control
weather), this can be very difficult;
absorbing this article may well enable
the German to hasten his advance.

The current practice of a massive
push between Wiltz and Houffalize with
all armor is not necessarily the best
policy. Using the second SS Panzer
Corps (2SS & 12SS divs. ) to attack due
west of Vielsalm and/or north to Trois
Ponts will at least force the Americans
to put reinforcements into these areas,
and may crack the whole first line if
the Amis funnel all the reinforcements
south to meet the main thrust, which
should indeed be made toward Houffalize
with all the other armor except the re-
serves (see Tactics, below.)

Spa should not be assaulted directly;
it will fall ""by default'' when the Ameri-
cans pull back to the woods west of
Rochefort, Marche, and Werbomont,
as they must when La Roche, main ob-
ject after Houffalize, falls.

Bastogne can usually be taken by a
combination frontal and south-west from
Houffalize assault.
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Sedan, Mezieres, and/or Montherme
should be taken to delay American re-
inforcements coming around through
Dinant. However, a main effort in the
south-west is not advisable because it
is easily cut off.

Tactics

The German Feldherr should re-
member that armor is not made for
battering at fortresses (except where
it is unavoidable and at the Rochefort,
Marche, and Werbomont bottlenecks. )
When he comes to a fortified cross-
road or city, the modern Fuhrer should
not be held up for many moons; he
should attack the place at 2-1 odds with
infantry while sending thearmor around

and into the Amis. In the vast majority
of cases, the fortress will fall in two
or three turns with no loss to the her-
renvolk, and the armor can almost al-
ways manage to find a supply route
seven squares away.

Frequently, the modern Marshal
Model puts all his troops into battle;
this is incorrect. After 20 A. M., the
German player has enough armor to
put one or two divisions in reserve in,
for instance, Houffalize or Hotton -
close enough to be shifted to an area
requiring a little extra pressure, but
far enough behind the lines so as not
to be engaged in battle. When at the
Meuse bottlenecks, he can use some
armor to batter his way through the
fortifications and fortresses, and save
other armor to exploit the areas where
a hole is first made. When a hole is
made, remember to completely surround
bypassed fortresses - otherwise an
American unit can pop out and cut a
supply line.

In the south, the resurrected Rund-
stedt should build fortifications (not
fortresses) just north of Diekirch and
Martelange (defending the cities proper
leads to encirclement), and protect all
important roads leading into his lines.
In the north, Spa can be abandoned if
necessary, but defend the line Elsen-
born-Aywaille-Ourthe. Exact conduct
of both flank battles, if they materialize,
depends on the weight and direction of
Ami thrusts.

First Turns

The German should, I think, get a
6-1against NN-25, a 5-1 against 00-27,
a l-1 against TT-31 (to cut off the 4th
div.), and a 1-1 against RR-9; these
are key attacks - the others are up to
the individual.

Clervaux should be smashed - this
is, perhaps, the only time when armor
should be delayed - but do it with in-
fantry if possible.

I don't advise attacking the armored
cavalry in the fortress.

Timetable

Below isa timetable which is a com-
posite of the records of 17 Bulge games.
It can serve as a rough chart on German
progress. If the Feldherr is very far
behind it, he'll no doubt lose:

St. Vith-16PM or 17AM
Houffalize-18PM

La Roche-19PM
Bastogne-19AM

Conclusion

The German attack is difficult; the
odds are against a German victory. If
he wins 50% of his games, the German
is good. This article has tried to view
and set forth the most advantageous
Nazi attack plans. Any comments or
constructive criticism would be very
greatly appreciated. Brian Libby, 16
William St., Portland, Maine 04103.

Guadalcanal -
Combat Power

by Steve Torkelson

First I would like to say that Guad-
alcanal is an excellent game for enjoy-
ment and itis very accurate historically.
The unique Casualty Table provides the
ultimate in tactics and strategy. How-
ever the Casualty Table brings about
a problem in Guadalcanal. The rules
insinuate that a unit, any strength or
size, fully occupies 1/3 of a square
(three units per square). This rule,
I feel, is inaccurate because of the
following reasons; (1) Many of the units
areoriginally different in sizes accord-
ing to manpower and weapons and (2)
the Casualty Table may reduce the units
to one factor and still they will be
treated as one unit,

A New Rule

After some research on the subject
of Guadalcanal, I have come up with a
workable rule for the maximum strength
potential allowed in a single square.

1. Both players are allowed to
combine units of any kind in a stack
totaling up to 180 parts.

a. One factor of the Marine infan-

try contains 12 parts.

b. One factor of normal infantry

(U.S. & Jap) contains 15 parts.

c. One factor of all artillery and

specialized units (engineers,
pioneers, etc.,) contains 20
parts.

You will notice that a more power-
ful stack of marines can be made than
army. In reality, the strength differ-
ence is because of the superiority of
the marines. Also the two Jap artillery
sections no longer use 1/3 of a square.
Different than before, one factor of a
unit is no longer as important as the
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whole unit in evacuation and sea trans-
fer. In these cases one unit can be
designated as 60 parts (1/3 square).
Steve Torkelson, 619 Leo Drive, Santa
Rosa, Calif. 95401,

Message from the AHIKS

THE AVALON HILL Intercontinental
Kriegspiel Society forthrightly states
that it is unique! This statement is not
made, because we are a Play-by-Mail
group, for there are several of these
already existing, and some of them are
very good. Is it because, as part of
our internal competition, we rate the
ability of our members? Once again,
no.

It is because we are a group of adults
banded together with a belief that, as
the Preamble to the AHIKS Constitution
states, ''adults share a community of
interests..... '"" Nor is this our only
claim to wuniqueness. Banished are
piles of collected stock market clippings,
gone are questions of their authenticity,
forgotten is the wait for 'that certain
date'' to resolve a battle, stored away
is the die-throwing cup. The Individual
Combat Resolution Key (ICRK) - pio-
neered and developed by AHIKS - is
responsible for this. Our members are
issued a registered ICRK for each and
every set of games they play. And, not
to be forgotten is another area of differ-
ence: To the best of our knowledge,
ours is the only Avalon Hill centered
correspondence group to go out of its
way to attract players from foreign
lands.

These, then, are the reasons why we
believe that we are unique. We make
no claimsto greatness, tohaving masses
of members, nor to all-inclusiveness.
We make no secret of it: We are re-
strictive. Our membership is com-
posed of, and restricted to, those who
are adults, those who have a steady job
or profession, those who are lastingly
serious about their hobby.

AHIKS IN THE FAR EAST

S/SGT CHRIS R. WAGNER, Box
6008, APO San Francisco, has been
appointed as AHIKS Representative for
the Far East. S/SGT. Wagner, a very
enthusiastic and well informed Avalon
Hill war gamer, will try to recruit new
members in Japan.

GUADALCANAL DEFENSE FIRE

AHIKS HAS DEVISED a procedure
that makes it possible touse the defense
fire ruling in a mail game, without hav-
ing to return the opponent'sbattle sheet
twice. Artillery units must be fired in
a pre-determined sequence, starting
with the one on the lowest grid square,
and results are taken from the selected
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column of the defender's Individual Com-
bat Resolution Key.

Furthermore, Mr. J. K. Norris,
AHIKS Representative in Great Britain,
has found a way toapply hidden Japanese
movement in correspondence games.
This method depends on an honor system,
however, and may be used upon mutual
consent in official AHIKS games.

MEMBERSHIP APPLICATIONS

Adult Avalon Hill wargamers, that
would like to join the Avalon Hill Inter-
continental Kriegspiel Society, are in-
vited to send for an application blank
and a copy of the AHIKS Constitution to
AHIKS, P.O. Box 809, Freehold, N.J.

Principles of War

by Myron Brundage

KEY CONCEPTS FOR MASS
AND MOVEMENT

The two Principles of War, Mass
and Movement fit well together in a dis-
cussion since wenormally achieve mass
through movement. Mass in war means
combat power which is the sum total of
numbers, firepower, fighting ability,
etc. Success results from throwing
enough mass at the proper place at the
right time to accomplish a definite ob-
jective. In AH games, mass relates to
the total value of the combat power we
are able to place at any given point.

The Principle of Movement means
the movement of your pieces as advan-
tageously as possible. We use the term
movement rather than maneuver for
this principle because movement is
more all-inclusive, whereas maneuver
seems to connotate only tactical move-
ment involving combat. This later defi-
nition is only a part of the total concept
of this principle, although many think
the most important. You should also
consider that this principlealso includes
no movement in order to remain in the
best place.

The most important basic concept
that must be applied to best use of Mass
and Movement is the Time-Distance
Factor. Defined: the Time-Distance
Factor is the number of turns it will
take you to move a unit to any desired
point on the board. In practice, this
involves land, sea and air movement,
and all of your units of all types, or
All-Arms. No matter how scattered
your units become, you must be able
to mass a decisive force at the proper
place and time. A glance at the game-
board may show your forces relatively
scattered and vulnerable. A closer
look should reveal however, that most
of what looks weak is actually within
immediate striking range of decisive
forces. Those areas that really are

vulnerable in your disposition should
be unimportant; beyond your opponent's
range to strike, or at least beyond his
immediate capability to do anything
decisive about it; or, as an invitation
for him to defeat you in detail.

You have to know the various move-
ment rules of the game and realize the
importance of anything that makes for
or reduces rapid movement on the
gameboard. As far as the terrain it-
self is concerned, lines of communica-
tions; cities that are communications
centers such as ports, crossroads or
airdromes; and terrain barriers such
as forests, rivers, swamps, lakes and
rough terrain, are important tools.
With respect to forces available, you
must make best use of combinations of
movement factors, such as air and sea
movement possibilities. In those games
where it is a factor, even the weather
becomes a consideration for movement
or mass.

To arrive at the Time-Distance
Factor, you consider the number of
turns (time) it should take you to move
any unit or stack to anyplace on the
board (distance) that you might be in-
terested in. Here is how you can cal-
culate it:

Distance to
desired point

numberiof Time-Distance Fac-

tor or number of
turns to get to de-
sired point. (Ans-
wer rounded off to
highest  full
number. )

squares
Average Move-
ment Rate to
desired point,
(including nor-
mal, restricted
and bonus)

EXAMPLE: Let's say thatbefore mov-
ing a stack you want to make sure that
you place it within immediate range of
a certain critical area. You check the
proposed location and find it is 10
squares from that area. You have 4
squares of woods and 6 squares or nor-
mal movement rate territory to cross.
How quickly could you get the stack to
the critical area from the proposed
location? First get the average move-
ment rate for the 10 squares. You have
6 squares normal time 4 (the normal
rate in this case), that gives you 24.
Then you have 4 squares woods times
2 (the restricted rate), that gives you
8. Add these for 32, divided by 10 (the
number of squares) and the average
movement rate is 3.2. Now into the
main formula:

next

10 2 3.1 rounded off to4 turns, Time-

3.2 Distance Factor.

4 turns is a long time so the proposed
location probably wouldn't be a good
one.

This is an involved procedure but
after a little practice using it you will
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develop what professional soldiers call
the ''calibrated eyeball'' where you can
look at the gameboard and do the whole
thing rapidly in your head with accept-
able accuracy. But you have to develop
the thinking processes properly before
you can trust your ''calibrated eyeball''.

In effect, the Time-Distance Factor
properlyutilized means thatyou operate
from places where you can maximize
your own movement factors to suit the
situation and deny this to the enemy. A
frequent by-product of this is surprise,
even against the most competent of op-
ponents. Napoleon's formula for victory
was a remarkably simple mastery of
this factor. The ability to move rapidly,
unite his forces and strike quickly was
his motto. Because he did not do this
at Waterloo, he lost.

Since your opponent has only to study
the gameboard to determine your dis-
positions and capabilities, you must
play the Time-Distance Factor with an
eye toward confusing him. As you can
see, a great deal of detail thinking is
necessary. You must plan ahead, see
all the possibilities and have your ob-
jectives thought out. If your opponent
is the aggressor, it sometimes happens
that he will come where you are seak,
even over the more difficult terrain.
The more he commits himself to this
course of action the more you gain
Time-Distance superiority until he
breaks out. You may be able to capi-
talize on this and immobilize him still
more.

In connection with this concept, we
have heard the terms 'interior lines of
communications'' versus ''exterior lines
of communications' kicked around.
They relate closely tothe Time-Distance
Factor. When you are operating on in-
terior lines of communications you tend
to maximize the T-D Factor and are
able to move anything from one place
to another on time, which isa favorable
situation. On exterior lines of com-
munications however, T-D begins to
work against you. Although you still
may have a continuous line, you can
get so pulled apart that you can't move
enough, anywhere on time. This is a
situation to avoid against an opponent
who has good interior lines, for if you
lose control, you may be liable to de-
feat in detail.

One more rule you might set for your-
self, is to keepunits with special move-
ment capabilities as free as possible
from routine commitment. They should
be located close to or inports or cities,
or even at sea where they can put their
special movement capabilities to work
fast as a part of a decisive action. Try
to use them only for decisive action.
When they are committed, they should
be replaced on line as soon as possible
by regular units moved up for that pur-
pose ahead of time. Provide for getting
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these units back into ports or cities for
immediate re-use. The true value of
these special units lies in what they can
do in combination with regular forces.
They seldom have sufficient strength in
themselves to be truly decisive, they
are oftenhard to get outonce committed,
and theyare easy to fritter away. Their
mere existence in some strength, in a
ready attitude to strike, poses many
problems for your opponent.

A good battle disposition then, is one
that has good security and maximizes
the Time-Distance Factor. Nextwe will
discuss offensive considerations with
Mass and Maneuver.

More Blitzkrieg Optionals

by Chris Harvey

Is Blitzkrieg to simple for you? Try
adding some of these rules to it for a
more modernized game.

Each side begins with 60 Radar fac-
tors. One factor gives a zone of view
of one square radius. So a six Radar
station can see a circle of twelve squares
diameter. Six is the most factors al-
lowed on one square. Any planes not
flying througha radar zone arenot seen,
and so cannot be intercepted. Radar
units can move half as quickly as In-
fantry.

To use Anti Aircraft missiles and
ICBM's air movement must be revised.
Each turns move is made in FOUR
stages. SAC five per stage, MDM three
per stage, ICBM four per stage, Anti-
Aircraft four per stage and Transport
twenty per stage. The attacker moves
his units first and all units must move
their full distance. Then the defender
moves his units to intercept the enemy.
Bombers can therefore be attacked be-
fore they reach their targets. Fighters
can still only fight one battle per FULL
move. When a missile intercepts bomb-
ers it destroys one bomber factor for
each missile factor. Once launched a
missile is lost whether or not it reaches
a target. The idea then is to outrun a
missile by clever positioning.

ICBM's move exactly the same as
bombers and can only be destroyed by
Anti-missiles. ICBM's can be used
againsttroops (SAC table)cities, Radar,
as interdiction or against other ICBM
bases (SAC table). Of course you could
use them with Nuclear warheads. Mis-
siles can of course be moved on the
ground as infantry.

The Defensive Offense

by Richard A. Shagrin
Are you tired of seeing your gallant
cavalry brigades destroyed by 30 to 1
attacks? Do you enjoy leaving the ini-
tiative to the French? Do you want an

interesting, stimulating, unstereotyped
contest? IThave a Prussian-Anglo-Allied
defense for Waterloo you should know
about.

Previous commentators such as
Bernard Bopp in Quandry at Quatre
Bras (Sept. '65, p. 7) have stressed
delay and the defensive by positioning
units where coordinated offensives are
impossible and swift reaction to French
initiative very difficult. Often what
happens is a die throwing contest--will
French 3 to 1's work before soak-offs
and Prussian 5 to 1's reduce the French
to impotence?

With this defense at the very worst
you have gained one extra turn and then
can fall back to the same old positions.
At best--you can surround, cut off and
destroy in detail the bulk of the French
army. In one game against an ultra-
cautious Napoleon, the Pieton River
was used as a defense line for several
turns and a corps (15 pts) of cavalry
was surrounded at 3 to 1. Youmay have
similar results--try it and see. The
best defense is a good offense--this
defense lets you get there '"fustest with
the mostest' and prove it!

SETUP
Main Body
FF23 1-6
EE23 8-4, 6-4
EE22 7-4, 6-4
EEZ21 6-4, 5-4, 4-4
EE20 6-4, 6-4
EE19 6-4, 6-4, 2-4
FF18 1-6

Reserves

DD22 2-6, 1-6
DDI19 2-6, 2-6, 2-6, 1-6
X27 Anglo-Allied units

Flank Force

DDl14 4-4, 2-6
DD13 6-4
FF10 4-4, 1-6

Gettysburg Reversal

by Leonard Greene

The game of Gettysburg '64 seems
to be neglected by the General and war-
gamers for the newer, more complex
games, such as Blitzkrieg, These
games certainly have their advantages
and are enjoyable to play. However,
they tend to become too complex at
times, as a result of the great number
of units and complicated rules found in
them., This causes each move to take
excessive time, or else mistakes will
be made. Gettysburg has fewer units,
like Afrika Korps. Gettysburg also has
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a playing board which is adaptable to
most strategies, Moves are made
quickly, fewer mistakes are made, and
they are of higher quality because of the
lack of confusion, A player's ability
is used to its greatest extent under
these conditions, which are found in
Gettysburg '64,

At first glance, Gettysburg looks
heavily weighted in favor of the Union
forces., They have a definite advantage
in combat factors, besides which they
are not required to attack in order to
win, Thus you have a situation where
the numerically superior force is on
the defensive, which is clearly an ad-
vantageous position,

The Confederates on the other hand
not only have a smaller force, but they
have the burden of attack upon them.

However, the South also has certain
advantages which, I believe, overcome
all its disadvantages, and give him a
50-50% chance of winning (given players

of equal ability). First, he can get
more factors on a square (six to the
Union player's five) than the Union
player. Second, his troops are of all
around better quality. His units have
an average strength greater than that of
the Federal force's units, and also his
units have a greater average movement
rate. These advantages make it pos-
sible for the Confederate general to
overwhelm any position in the Yankee
line if he really puts his mind to it,
The only reason why the South should
lose is if the time runs out before the
mop up of surviving Federal units is
finished. This unfortunately happens
quite often; even a successful battle will
end with only a few hours remaining.

I will now attempt to demonstrate
that this is so. The first part of the
game, before the North's artillery ar-
rives on the scene, is the most impor-
tant to the South.

As the game begins, you shoulddrive
steadily to the south and southeast,
blocking any attempt of Union advance,
eliminating any cavalry or other unit
that comes too close. His infantry will
advance pretty far up Cemetery Ridge,
before you reach the scene. However,
your infantry is stronger and you should
advance south on Cemetery Ridge with
some strong units and blockany Federal
attempt of advance toward Seminary
Ridge or around your east flank with
the remainder of your force.

When your artillery arrives on the
scene, you can do the most to avenge
Lee's defeat. For a considerable
length of time you will be able to get
six factors on a square to the Union's
three. At those odds even a fortified
square isn't safe. Force him off the
ridge to the southeast, attacking any
unit that is exposed off the ridge. Be
sure to make no attacks that might re-
sult in'a strong friendly unit being ex-
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posed to counterattack.

You should find it best to strike at
the flanks of the union line., Split your
force in two, one force for each union
flank. Forget the middle - it won't
need any defense, any Union advance
there will work in your favor. Your
opponent will extend his line and re-
treat his flanks to keep out of your
reach. Try and get around the flanks
before they extend to the end of the
mapboard, or else you will find your-
self against a line with ''no end" for
all practical purposes. Even if this
does happen, you will have gotten the
best side of the deal anyway. His line
will be spread out and weaker, and will
be rolled back on itself. On a square
grid, as in GETTYSBURG, you can
easily get an enfilade on units in adiag-
onal battle line, even in the center of
these lines. Soak-offs are inevitable,
but it is worth it. Part of the Yankee
line should now be in this position, if
not all of it, His forces should extend

diagonally across the southeast corner
of the board.

Continue with this action, and by the
time he gets his artillery you will have
him backed up close to the Taneytown
Road. Against a really poor U.S.
general you may have even won. If
your opponent is killed, he may be
strong enough to mount an offensive.
Keep your units out of reach until you
have made a strong defensive position.
Then hold up there, Make sure the
Yank doesn't get onto the hills or you
are doomed. By controlling his rate
of advance you will be able to get him
to form a diagonal or curved line with
the center towards you. It will now be
impossible for him to prevent you from
getting enfilades on his units, even
those in the middle of his line.

You should now be able to massacre
him. His whole line is probably weak-
ened by 2-2's in assorted locations, his
strong units will be scattered. Center
your attackonone of these strong units,
Get an enfilade on it with a 4-2 and a
2-4 in combination, Bring up assorted
units to help out and a cavalry or two
for any necessary soak-offs on neigh-
boring units and watch the amazed look
on your opponent's face., He will find
it hard to believe that his seemingly
invincible line, stretching for miles
across the mapboard, with a million
units in countless rows is actually quite
vulnerable., The reason is simple:
3/4 of his units aren't worth anything!
When you discounthis 2-2's and cavalry,
he doesn't have much left. Even his
strong infantry-artillery combinations
are defenseless before you. Just keep
on attacking, until he starts running all
over the board in an effort to keep a
unit or two alive until noon July 4.

This is where your cavalry becomes
important, If you have been saving it

earlier, it will now pay off. You must
catch the remains of his army with
these fast units before the time runs
out. A combination of artillery and
cavalry on one square should chase any
remaining 3-2's., An efilade will result
in a 3 to 1 battle, Methodically go after
and trap the U.S. cavalry and artillery
with your cavalry, in a corner. Then
go in for the kill. If you are lucky with
the dice, you should win the game, and
if not, you won't lose by much., That
will still embarrass your opponent con-
siderably, whichis all you wantanyway.

Address all comments, denials, im-
provements and the like to Leonard
Greene, 8307 Cool Spring Lane, Adelphi,
Maryland,

Rommel Rides Again

by Allan Wood

This article is about a small and
probably neglected factor in Afrika
Korps, the Rommel unit. Many players
seldom use it, and those that do often
leave it in the rear, shuttling fuel. The
two-square bonus it offers can some-
times give the German player the vital
edge in a battle, and the ''edges'" in
many battles can mean victory.

Methods of Use

One use is, of course, the speeding
up of your supply line. Undeniably this
is a very valuable function, but not
enough to warrent placing Rommel far
in the rear. Careful use of Rommel
can give the bonus to many Axis units,
thus getting there 'firstest with the
mostest.'" Don't run all over theboard
touching your units, this wastes Rom-
mel's moves. Rather stand still and
let the units "pick-up'" Rommel, give
them the two squares, then let them
""drop'" him for another stack to use.
Obviously this is effective only if the
units are going the same direction; don't
go four squares out of the way to gain
two! It is especially effective on the
coast road, as in the first turn when
every Axis unit gains the bonus. This
is not done illegally by trying to move
the entire initial placement stack at
once, but rather by using the ''pick-up,
drop' method outlined above.

Rommel and Recce Great

Note that a Recce unit can move 14
squares in the desertwith Rommel, just
as fast as most British units on the
coast road! When you get to Tobruk,
run Rommel and the Recces around the
British; send a fuel with them, if you
can spare it, so that you can attack as
well as threaten. The British will have
to weaken their defenses to defend their
home base. The speedy Rommel-Recce
combination may even get there first,
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if the British doesn't send some units
by sea. Be careful with the fuel, though;
it and Rommel will fall behind two
squares each turn, and thus be unpro-
tected. (Rommel will have to fall be-
hind twelve squares before he can no
longer give the Recces a bonus. This
will never happen on the length of the
board.)

Revise Rules?

I might mention it clarifys the rules
to simply say Rommel is unaffected by
enemy units and zones of control, and
can even run over them if he likes, as
long as he doesn't stop on top of them.
This is done with the understanding
Rommel cannot capture fuel, fortresses,
or homebases, cannot block retreats,
and cannot break isolation by running
into the stack of isolated units. Realism
fanatics should not complain, bécause
in real life Rommel was pretty slippery.
The already present Avalon Hill rule
about placing Rommel in zones of con-
trol could be modified to '"if a British
piece moves so that it comes to rest
on top of Rommel, he is placed with

nearest friendly unit. "

Comments? Allan Wood, 5969 Uni-
versity Avenue, Indianapolis, Indiana

Schwerpunkt in Tactics 1

by Keith W. Bennett

Recent comment in the General, S. P.
Duncan and T. Bosseler indicated a
deep seated disgust with the ''perfect
troop placement' concept, or ''the per-
fect plan'' concept. No attacker can
move out without some kind of list of
key objectives. But why plan to the
point of obsession?

Duncan and Bosseler make a good
point, and one proven by military his-
tory--that a good battlefield commander
is one who is prepared to fight a war of
movement. He sets up a basic plan that
is quite simple and then uses any num-
ber of methods of executing that plan.

In Tactics II, it could be as basic as
creating an armored schwerpunkt using
an armored force built up from the re-
serves, and each of the four Corps.
The initial penetration into enemy ter-
ritory is made with the limited number
of tank divisions available in the first
turn, probably two divisions. To hold
the flanks and build this small unit up
to Corps strength, we designated one
infantry division in each of the four
Corps as a '"'mechanized infantry divi-
sion'', corresponding to the German
'""Panzer-Grenadier'' units in having the
firepower of an infantry unit, but the
movement factor of a tank division.

This puts four divisions into the
Schwerpunkt--two tank divisions with
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two mechanized infantry divisions in
immediate support. The infantry divi-
sions of the second and third Corps
follow on the flanks of the schwerpunkt
at their best speeds, echeloning out on
either flank to widen the point of the
breakthrough.

As set up for the beginning of the
game, the standard Army Corps in
Tactics II correspond to anearly World
War II pattern. The tank forces are
parcelled out among infantry divisions,
and used to stiffen the firepower of a
standard corps, rather than concentrat-
ed into a mobile force of great fire-
power and great freedom of movement.
It is the same organization used by the
British, French, and other forces until
the effectiveness of concentrated Ger-
man armor made it clear that a defend-
ing force of equal strength had to be
created.

The rule requiring a Corps head-
quartershas to be broken, as the origi-
nal Corps headquarters would move
forward with the original II and III In-
fantry Corps. The I Corps, and IV
Corps move forward in the second turn,
throwing their armor forward to join
the Schwerpunkt, in the creation of a
second armored corps. They have the
double job of developing the front out-
ward to the flanks so as to seal off
enemy counter attacks, and occupying
ports to slow down an énemy sea-land-
ing.

So it would seem here that the simp-
lest and most practical plan would be
nothing more than the assignment of an
objective in the first and second turns
and then throwing the schwerpunkt for-
ward toward that objective as rapidly
as possible. The agressor is simply
trying to penetrate so deeply that he
cuts the enemy army group in half, in-
to its two component armies; before it
is necessary to do any fighting. The
burden of attack then actually falls on
the defender.

Paratroop divisions, and amphibian
divisions would be committed ahead of
the schwerpunkt to hold bridge cross-
ings. When the agressor feels he's
penetrated deep enough to cut off com-
munications between the divided halves,
or whatever fraction he's split off, of
the enemy force, he swings his schwer-
punkt to either flankto attack the weaker
elements of the enemy, defending, force.

Proof of the fact that one man's plan
is another man's Waterloo is that,
though the schwerpunkt was used very

effectively by the German Wehrmacht
in both attack and defense with equal
success, other successful commanders
have divided their forces deliberately.
Caesar, in the Gallic campaigns, re-
peatedly used a system of three support-
ing columns. George Washington tried
the same thing at Brandywine and for a
time, did quite well.

But a concentration of armor--fast
moving and hardhitting, and deep into
an enemy defensive system--is apt to
find an enemy who's already somewhat
shaken before any real fighting begins.
If nuclear capacity is used, the schwer-
punkt seems to still be effective, though
it musttravel in a more dispersed order.
The attacker, in his opening turn, can

knock out defending armor that might
be moved into the area of his intended
attack; so that he still has a strong local
superiority of firepower in the first
few critical turns.

Such a plan is simple, and it could
help win. But war, like Tactics II, is
still partly a gamble. No plan can do
more than help shift the odds. Keith W.
Bennett, 49 Lakeview Place, Lake
Zurich, Ill. 60047.

Success in Stalingrad

by Richard Shalvoy

It is an admitted fact that under the
present rules the German side is quite
difficult in Stalingrad. I have a plan
which can somewhat ease the German
player's troubles. Since the German
offense depends on the initial Russian
placement, I will deal with the three
general combat areas and with general
combat.

It is the fortunate German who can
launch a rapid and successful Finnish
offense. Usually the best course of
action is to use the delaying defense as
described by Carl Knabe when faced by
a powerful Russian force. If your op-
ponent is not overly lucky or aggres-
sive, against a force of less than five
or six armies (not including the Lenin-
grad defensive force which still must
be taken into account), you may be able
to hold territory or at least delay his
advance by placing a pile of a 2-2-4
and a 3-3-4 or more initially in B-34
and E-33. Unless a protected 3-1 can
be obtained, I rarely try an attack in
Finland until the Russian has withdrawn
a part of his force. Delay is your key-
note in Finland and later the remaining
units, if your main drives have met
with some success, will be able to
harrass the Russians inand near Lenin-
grad.

In the area north of the Pripyat
Marshes, the Nemunas River is the
major obstacle and if any chance of
success is to be obtained it should be
broken as soon as possible, though this
can take some time against a competent
opponent. The best way to do this is
to launch a number of 1-2's concentrat-
ed in a small area for the maximum
effect. A 3-1 can be achieved on a 4-6
across the river in a stack of two with
minimum loss. If all else fails, at-
tack from Z-18 to create basic odds.
When the river is cleared, attack north
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of and past Minsk unless good odds can
be obtained on it. When nearing the
Smolensk area, and if you have not al-
ready done so, break the Divina! If
the Russian is stretched out to an extent,
you may get a crack at Leningrad or at
least stretch the Russian line more than
it can safely be and also will remove a
threat toyour flanks. The squares R-24
and S-25 are excellent for this purpose.

A retreat to the Luga will open a hole
in the lines that the Russian may have
trouble in filling. I have no set plan
for taking Moscow but try to get as wide
a front as you can handle before the
final drive. If it is clear that Moscow
will not fall to your limited forces in
the Army Group Center, you should be
able to hook towards the Eastern Volk-
hov and attempt to surround Leningrad
or capture it. The junction of the north-
ern forces and the loss of a city will
enable you to lengthen the Moscow Front
so that a weak spot will of necessity
appear somewhere. Now the final at-
tack must be made and hopefully will
succeed.

The Stalingrad attack is perhaps
only the secondary objective of the
southern force. The first duty of the
armies is to draw out the Russian lines
and to kill units. If the southern front
is only the secondary drive, the main
drive should be through the flat Ukraine
with attacks on the Dnestre at 2-1. The
drive to the Dnepr should be made costly
for the Russians unless he wishes to
give you the terrain which would be
costly tohis timetable. Break the river
between Kiev and Dnepro Petrovsk. If
the Moscow drive is slowing, a force
should head for Kursk and north from
there to Moscow. This force would al-
so be helpful to cover the flank of a
drive to Stalingrad. If the Russian has
surrendered Stalingrad, send a small
force to occupy the city and re-inforce
the Kursk force. In this event Mos cow
will be your primary objective; you will
be able to obtain a rather large front on
the city. If he holds the city, approach
the city from Rostov and down the Mos-
cow-Stalingrad Railroad. You should
have no problems closing to the city
from the north, but the Doenets and
Don will cause problems on your West-
ern approach. If capture is difficult,
cross the Volga and surround the city.

In general, commit your armor equ-
ally until you cross the Dnepr or if you
intend to have a strong southern offen-
sive in which case drive across the
riversbyattacking 5-7'sat 2-1land 4-6's
at 3-1. With an effective Ukraine drive
the Southern Bug is outflanked. Place
two 4-4-6's in Finland. In the drives,
pile armor in groups of 8, 7, 6, and in
two groups of 8, 6, 4. It enables you
to get the proper number of factors in
the place you need them. Try to place
the 8-7-6 piles where the majority of
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5-7's are. With a little luck and proper
handling of this general guide to Russia,
you can raise your flag in the Kremlin.
Comments and whatever can be sent
to: Richard Shalvoy, 15 Ludlow Manor,
E. Norwalk, Conn. 06855.

Maintain the Offensive
in D-Day

by R. William Smith

If you are given the option to make
anassaultagainsta well-fortified beach-
defense-network, or to conduct a walk-
in, dry landing against little, if any op-
position, do you find yourself choosing
the latter just to keep losses low? If
so, don't deny it. The author agrees
that quite a few beach positions are
"impregnable, ' but no one can possibly
stopa determined attacker whoassumes,
then maintains the offensive. Don't mis-
interpret the point trying to be made.
The article is not to induce the reader
to make foolish 1:1 or 1:2 '"banzai
charges.

A so-called '"impregnable' defense
position was introduced to the author,
and was summarily blasted, bent, then
buckled and burst. The game was D-
Day, and along the coast of Pas de
Calais, the positions were: 3 statics
on L 20 & L-21, ea.; 2 statics on M-22,
M-23, & N-24 ea.; 3-4-3 Inf. Divs. at
M-19, N-21, & O-25 (one per hex.);
4-4-3 Inf. Divs. at O-24 & Q-25 (one
per hex.); 5-5-3 at Q-27; and 6-6-4 at
P-26. With the permission of the Ger-
man defender, the author experimented
with the set-up and found that in twenty
runs, the average price for abeachhead
cost the Allies 1.5 Armored Divisions,
5-3 Infantry Divisions, and 2.5 Airborne
Divisions. Assaultagainstthe fortresses
in this beach network was heavily fatal,
with only a 29% chance of victory. To
the south, there was a 45% chance of
getting a connected beachhead (two or
more Hexs.) between Dieppe and Bou-
logne.

While defending this beachhead, the
German lost an average of 5.1 Statics,
.7 Armored, .6 Airborne, and 2.3 In-
fantry Divisions (both types) either de-
stroyed or routed.

In the next three turns, Allied troop
strength on the continent soared to 5.4
Arm'd Divs, 6.2 Inf'y Divs, and 1.1
Airborne Divs, by the start of July,
'44, the beachhead perimeter was from
Dieppe to Q-24, the zig-zag back to
Dunkirk. With port facilities for 36
Units, 23 more divisions or HQs could
be massed inside the lines, and be used
for a breakout, again at cost, but don't
forget that the German is also suffering
losses.

When the agsault troops touched
down, the German had a few choices in
reference to his reaction to the Invasion.

As the situation looked bad for the Al-
lies at first, he might (and often did)
leave the '""mop-up' to the troopsbehind
the beaches. If this is the only reaction,
the Allies can carry the day by making
conservative 1:1 or 2:1 attacks towards
Switzerland. The deeper the lines go,

the farther and longer the German has

to go to shift units from thenorth to the
south, and vice versa. If he does throw
a heavy attack against the beachhead,
he must have to weaken his positions
elsewhere. As speed is of the utmost,
the German would be foolish to use
South France troops to squash the Pas
de Calais assault, the best move would
probably be to use the anti-paratroop
units behind North Sea, Le Harve and
possibly Normandy, with the units in
Germany coming up fast. These maneu-
vers will undoubtedly make the other
northern beaches considerably weaker,
and if the beachhead can hold out to the
6th or 7th week, the German could not
possibly get his 'impregnable' defense
back in order, at best, it would be like
a concrete wall on the brink of a preci-
pice. One heavy blow against it, and
the Allied units pour thru and drive for
the Fatherland.

If the German uses the 'Hoffman'de-
fense, the situation is remarkably more
favorable for an Allied landing in Pas
de Calais. Once a suitable force has
been accumulated, go after the statics
and destroy as many of the flank units
as possible. As Allied units stream in-
to France, the tempo of Allied advance
will quicken, and the Statics' Retreat
will turn into a route. Then move slow-
ly against the Siegfried Line, aimed at
Verdun. You have the option to attack,
and as there are considerably less
movement barriers west of the Line,
you can shift your attack either towards
Achen or Nancy, while he has but a
very small reserve since most of his
combat units were exhausted in France,
or are tied down on the Line. If the
Line is stoutly held, he can't have many
anti-para. units, so use a two-pronged
attack against his Line, continually hit-
ting the line in several spots. Soon
both sides will be badly weakened, but
if the allied still has 20 divisions, his
speed will get 10 divisions across the
line well ahead of the German re-
placements' arrival. With the other 10
divisions holding open a supply line,
German defeat is now a definite reality.

Address those criticisms of yours to
R. William Smith, 6N654 Pine Ave.,
Bensenville, Illinois 60106.

Feudal Wargaming
by Marshall A. Massey
Common practice among wargamers

who enjoy playing by mail is to form
teams with appelations of such dubious
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quality as FIRE, World Conquest, Inc.,
and the Confederate Army of Central
Appalachia. These teams attack each
other, sometimes lose and refuse to
admit it openly, disagree on who controls
what states, and disintegrate with mono-
tonous regularity. Teams which hate
each other particularly handle each
other's challenges between fingertips
at arm's length, one hand pinching their
noses. The resulting chaos is enough
to drive the wargamer insane.

I propose Feudalism--a system for
the wargamer who enjoys fighting his
way to the top, founding his own state
within the mighty Empire of Avalon or
joining the state of an expert wargamer,
and collecting vassals (other wargamers
who owe allegiance to him and must
fight whom he pleases). Feudalism of-
fers wars between states, personal
combat with high rank as the reward
and low rank and vassalage as the punish-
ment,friendly tournaments between war-
gamers of equal rank, and rebellion.
What more can the present system
offer ?

Peerageis the ranking of wargamers.
The beginner isa knight, and from there
he may rise to baron, viscount, earl,
marquis, duke, and at the top, prince.
All members are nobles; all but the
knights are lords. Respectively, the
lords rule a barony, a viscountcy, an
earldom, a marquisate, a duchy, and
a principality. Changes in rank, as
well as the results of games between
subjects of the Empire, are registered
at the Chancery, 423 Manor, Grosse
Pointe Farms, Michigan 48236. (This
is also where interested wargamers
should write to join, and where, for a
self-addressed, stamped envelope,
lists of members may be obtained.)

Tournaments between nobles do not
change their ranks or status, may be
of any length, and are the only games
that need not be registered. Personal
combat and war combat between two
nobles last three games--the winner of
two wins the combat. The challenger
has choice of sides but the challenged
chooses the games. In both war and
personal combat two things are at stake:
rank and vassalage.

The winner of a personal combat--
that is, combat between two nobles
whose states are not at war--takes the
rank of the loser unlesshisown is high-
er. The loser becomes the winner's
vassal, and if he originally had the win-
ner's new rank he is demoted a rank.
(You maynothave a vassal ranking high-
er or equal to yourself.) The winner
gets any of the loser's vassals who now
rank higher or equal to their master,
to keep as his own.

The winner in a war combat changes
rank in the same way, and may take as
his own or set free any of the loser's
vassals. The loser is demoted below
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the winner's new rank, losing all his
vassals who now outrank or equal him,
as far as the winner likes. (He may
even go from prince to knight!)
Lords--barons and up--must have
either one vassal one rank below their
own or two two ranks below, or they
must lose rank. This leads, in war,
toa process of chippingaway the founda-

tions. If a lord defeats another lord's
vassal, the defeated vassal switches
allegiance. (He may not be vassal to

two at once.) This may lead to shuttl-
ing vassals back and forth for awhile.

In the middle of all this, the vassal
may renounce his allegiance tohislord,
forcing the lord to lick his own vassal
or give him up. It is legal, but not
sporting, for a vassal to attack his own
lord. (Attacking lords in your own state
is also O. K. ) If in either case, the re-
belling vassal loses to his lord, he may
be treated as loser in a war combat.

There are other advantages to vas-
sals than prestige and keeping your
rank. If a lord, vassal to none, has
two vassals one rank below his own,
he rises one rank. If a knight, vassal
to none, takes another knight vassal,
he becomes baron. If, instead, the
lord or knight is a vassal to a lord at
least two ranks higher, this lord may
promote the lord or knight. (Note: If
a vassal defeats a noble of higher rank,
but the vassal's lord is only one rank
above his own, the defeated lord gets
demoted below the vassal and the vas-
sal is not promoted. )

If a lord is vassal to none, he rules
his own state and may declare war on
any other state. Having declared war,
or having had war declared on him, he
may not only attack any of the enemy

he likes in war combat but order his
vassals into the fray with him--if they
haven't already joined the war. His
vassals, if they like, may order in their
vassals, etc. A barony may fight a war
with a principality. If the lord subju-
gates all other lords in a city, state,
county, or region, he may make it a
title, as General Lord Robert E., Lee,
Earl of Central Appalachia, or Dr. Lord
No, Marquis of Jamaica. If he sub-
jugates all other states everywhere, he
becomes the new Emperor of Avalon,
ruling not a state, but an Empire of
states.
Any volunteers?

New PBM System

by Tony Leal

The main advantage that this system
has over the currentone is that the base-
6 combat results tables may be used in-
stead of the base-10 ones. That is, it
is possible to simulate the roll of the
die (without any cheating) and thus
eliminate the use of newspapers.

The system is very simple. The 2
players must first agree upon a certain
number of days of the month on which
all correspondence will be sent., The
Te-ngth of time between the chosen days
will, of course, depend upon the amount
of time required for mail delivery from
one player to the other. On these
chosen days, both players send corres-
pondence. One will send attacker in-
formation and the other will send de-
fender information.

Suppose that player A wishes to send
the movement and battle portions of
his turn to player B. He lists the move-
ment, the battles, and the order in
which they are to be fought, as usual.
He then chooses a list of numbers be-
tween 1 and 6. There must be 1 num-
ber for each battle fought and it must
be clear which number corresponds
with which battle. He sends this infor-
mation on the specified day.

On the exact same day, player B
chooses and sends a similar list of
numbers from 1 to 6 with some speci-
fied order. When the players receive
their opponent's lists, the numbers,
in order, are added together modulo 6.
This produces a ''die roll'. For those
who do not know what it means to add
two numbers modulo 6, the following
table will suffice:
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ATTACK NUMBER

D CO
E 1 2 3 4 5 6 1
g 2 3 4 5 6 1 2
N 2 4 5 6 1 2 3
s 4 5 6 1 2 3 4
E 5 1 2 3 4 5
N 6 1 2 3 4 5 6
o.

Player B (defense) must be careful
to send enough numbers to take care of
all of the battles that player A may wish
to fight. If he runs short, a simple
convention may be adopted such as
starting the list over again from the
beginning.

The advantages to my system are
many. 1) Base-6 combat results tables
may be used instead of the artificial
base-10 ones, 2) Players are forced
to make their moves on time, 3) There
is no possibility of cheating - it makes
no difference how the numbers are
chosen. 4) although it will cost twice
as much in postage, money will be
saved from not having to buy news-
papers.

I would be interested in hearing
comments on the system. Just send a
postcard to Tony Leal, 207 W. Iowa,
Urbana, Illinois.

Analytical Analysis of the

'Perfect Plan” Controversy

by Doyle Donehoo

As a general rallying his forces, I
must amass words and take offensive
against certain mal-contents who utterly
deny the 'Perfect Plan'.

Several authors blast with opinion
without critical analysisor evenanalyt-
ical response. Several plans I have seen
have been quite clever and well thought
out; others have been quite shallow and
narrow minded. But, being narrow
minded is no way to eliminate narrow
mindedness; and the authors have been
guilty of this. They give no credit of
analysis or comprehensive thought in
their judgement of plans in general.

There have been some good points
brought out by the authors: indeveloping
plans, you must have directives, a step
by step development which you try to
meet. If plans go wrong, you must
develop other plans. But the authors'
evaluation stops there.

Now, what does a perfect plan need
for it to work well? The following is
an analytical analysis of the perfect
plan:

Definition: Perfect Plans
best evaluation of strategic possibilities,
adapted to the best tactical line-up to
bring about the desired results, to en-
act and achieve strategic aims.

Note: No good commander is defeat-

are the

ed by a first move: at most it increases
offensive chances 10%, or the advantage
of initiative over the defensive.

Note: The test of the best plan is its
ability to work under the stiffest com-
petition and the worst luck, and its
ability to be adaptable in changing and
adverse situations.

1. The first and strongly stressed
rule is never underestimate your op-
ponent. Conversely, don't overestimate
your opponent. Play as if your opponent
will use every loop-hole and trick in
the book. Be thorough!

2. Never be over cautious or you
will bog down. Never take chances;
take calculated risks. Insure a degree
of safety to supply lines, minor fronts,
home, immediate rear; and at least a
neutralization in the air war. You will
have to take calculated risks in some
areas; do so, but insure enough pro-
tection to keep it from being a tempting
target for attack.

3. No plan will work well without
the workings of the basic principals of
war.

4. Plan for limited objectives.
Make no mistake in what is wanted.
Plan your work, work your plan!

5. Now, with objectives in mind,
work out your perfect plan. Place units
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where they are in the best position of
fartherest reach, and the best tactical
line up to '"bring about desired results''.
You must have taken care of everything
behind your fartherest penetration to
further exploit possibilities. The first
move is the most important step of the
game. It has to be tactically perfect.
Even if it is not, you still have your
general plan to fall ‘back on. Avoid
doing the unbalancing act.

6. You can not make all the right
decisions, or be perfectly tactical:
only careful study of your game, prin-
ciples and plans, can give you the fluid-
ness that you want and need in the con-
test. But, the best start possible to
fluidness is complete knowledge of the
rules! The worst mistake possible is
to misinterpret the rules; major ques-
tions will be covered in the rules.

7. Most of the time you will have to
play it by ear; let your 'ear be your
directive!

POINTS OF CONCLUSION

A. Directives are all important,
but included in almost all directives
are two important facts: penetration
and distruction of enemy units. Both
are important in most all games; but
usually one will have precedence over
the other.

B. Most of the time, not all of the
forces available are needed for offen-
sive or defensive. Plan reserves, large
reserves, in a central communications
area; but remember, don't make it look
like reserves. Reserves are offense.
Keep the opponent guessing! A sudden
masson abled front can have disastrous
effect on the enemy. Pulling reserves
is the hardest thing to bring off of all;
the temptation is great when you follow
through with the proper reserves.

CONCLUSION: Any plan can be de-
feated with proper action, thought, and
knowledge. You must draw your own
conclusions about plans! REMEMBER:
an increase in chances of 10% (60% total)
initiative is not so great a winning mar-
gin. The trick is to keep the initiative!
Comments to: Doyle (Baron Blitz)
Donehoo, 38372 Moab Drive, Fremont
(Niles), California 94536.

Midway - the First Day

by John Michalski

Most people would advise that Japa-
nese tactics in Midway should be those
of waiting for the Atago group and then
going forward to Midway like a steam-
roller; well, they're right! I have seen
just one game in which an alternative
strategy was used with any degree of
success. The Jap sent the Hiryu and
Soryu straight to Midway undetected
and reduced it fast. Needless to say,
Hiryu and Soryu were reduced them-

selves shortly thereafter and the Jap
lost anyhow.

The point I wish to make here isthat
initial Japanese casualties are usually
needlessly high. This results, I believe,
from three Japanese mistakes. First,
the Japanese commander often divides
his forces during the first day. Second,
he allows himself to be attacked, i.e.,
to be within range, more than the one
unavoidable period the first day; and
finally, he uses a poor defense posture.
The first two may be ascribed to ignor-
ance, accident, or fatalist experimenta-
tion; the last is due only to laziness.
Anyone who can doodle a checker design
and play around with the air defense
factors should be able to come up with a
maximum defense-point and ship-place-
ment defense for his carriers. I'm
surprised that no one has so far pub-
lished the result, (to my knowledge it
hasn't been) and so I hope here to
remedy this situation. Below is the
""best' initial placement, hopefully re-
produced correctly:

2 2
1
3 3 5
2
5 3 3 2
2 3

The four threes inside are the car-
riers. Reading from left to right, top
to bottom, I suggest they be Kaga, Hir-
yu, Soryu, Akagi. Playing your cards
right, your ships should be subjected to
just one attack. I suggest you leave
your fighters overhead and send all
others to him. You should be able to
get a carrier and the Atlanta; most
likely you will lose one carrier, but
only at considerable cost of American
aircraft. The large number of ships
supporting each carrier demand this.
If he makes a real attack against two
of your carriers, chances of your sav-
ing both (all) are at least as great as
your losing two.

The above sketch-plan was designed
for games allowing all-around attack.
How well the defense setup applies to
the baby version, I wouldn't know,
since I never play so unrealistically.

Before closing, I might toss out this
final suggestion. If, as either com-
mander, you desperately wish to find
the enemy fleet, try sending out ONE
SQUADRON of all but your fighters to
every likely sector; you can always
abort, saving even the one squadron.
If you want to cover a big area without
using nine squadrons per square, use
five in a cross pattern instead. Send
to John Michalski, 341 E.
Milwaukee, Wis., 53207.

comments
Schiller St.,

THE GENERAL
Contest #14 Winners

July's contest entrants were a sad
lot of Destroyer Escort commanders.
Over 80% of the entrants had to be dis-
qualified because they violated the DE
movement restrictions as established
in the U-BOAT game. Of those remain-
ing only three scored direct hits on the
U-boat which was located on square E
at 200 feet. The remaining winners
were those who scored near misses to
round out the 10 winners for the month.
They are:

1. Richard Locke,
Evanston, Illinois.

2, Jeff Bergstrand, 1235 Swansea
Ave., Ventura, California.

3. Brian Dorris, 1037 Ewell Road,
Virginia Beach, Virginia.

4. Mark Dumdei, 4046 Park Lane,
Dallas, Texas.

5. Bill Haggart, 9627 Maryknoll
Ave., Whittier, California.

6. Larned E. Runnels,
Valley, San Antonio, Texas.

7. Ilmar Paegle, 12 Marie Street,
Dorchester, Massachusetts.

8. Chris Thompson, 3302 High Mea-
dows, Abilene, Texas.

9. Brian DeVries,
Grand Rapids, Michigan.

10. Arthur Negler, Rt. 2, Willerton,
N. Carolina.

Suggestions with Merit..

From Joel Davis, 4920 E. Willock
Rd., Pittsburgh, comes the suggestion
that movement onto a square vacated
by the loser should be allowed always
regardless of whether or not the de-
fender has been doubled (or tripled) in
combat. The ability to seize captured
positions throws an entirely different
strategy into many games.

Henry Bodenstedt, 86 Manalapan
Ave., Freehold, New Jersey, suggests
that a more realistic approach to Avalon
Hill gaming would be in the ruling that
forbids players to uncover stacked
enemy Uhnits to determine their exact
strength. He argues that in real life,
a battle commander never knows what
the enemy's exact strength is. Involk-
ing this rule would also-help speed up
the play of many games such as Stalin-
grad, Bulge, D-Day and those which
have many Units in play at one time.
Attacking under this system would re-
quire players to make educated guesses
as to exact enemy strength and if one
happens to end up with an attack of, say
29-10, then that's the way the cookie
crumbles.

2232 Wesley,

206 Rock

464 Kenwood,

Many of our subscribers dislike hav-
ing to cut out the Opponents Wanted
Forms from The General. Okay, fel-
lows, we'll accept photostats or fac-
simile's.
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Question Box

GUADALCANAL:

Q: Does a Jap Artillery Unit that is
within range of Henderson Field earn
points when it does not have any Supply
Units of Fire?

A: No.

STALINGRAD:

Q: Are the 8 German factors allowed

to start in Finland over and above
Rumanian Units that can be placed
there ?

A: No...Rumanian Units are consid-
ered as '""German' in this case.

Blitzkrieg:

Q: Can paratroops and other airmobile
troops leave froma two or three square
city even if one of the city squares is
in an enemy zone of control?

A: Yes, this applies to units leaving 2
and 3 square ports also.

Q: Can units be substituted for at will ?
A: Yes, units may be split up at any-
time regardless of whether or not the
units are in combat.

Q: Can Paratroops be split before fly-
ing and can a 1-4 paratrooper jump
alone?
A: Yes

Q: Can occupied cities be bombed to
destroy supply capacity?
A: Yes, but the units in the city must
be '"soaked-off'' against.

Q: May a Strategic attack be made on
the same square as a nuclear attack in
the same turn?

A: Yes, the attacker determines the
order he wishes to roll the attacks.

Q: Can planes fly out of a city if they
are being strategically attacked?

A: Only FTRS may fly during the en-
emy's turn.

Q: Can planes fly out of a city which
is in an enemy zone of control?

A: Yes, but they may not land in a city
in an enemy zone of control.

Q: Are defenders in cities or moun-
tains doubled against strategic air at-
tack?

A: Yes

Q: Does a Nuclear attack destroy the
supply capacity of a city?

A: Yes, just the same as if it was
totally destroyed by a normal strategic
air attack.
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Where Avalon Hill Games Are Available

The following names of dealers sup-
plement lists found in previous issues.
These lists represent dealers who have

your favorite dealer has not yet been
listed, drop us his name and address
so that we may include him in the next

stocked Avalon Hill games recently, If

Nathan's Merchandise Ltd.
36 Leveson Street

North Melbourne, N, L.,
Australia

Belco Sales Company
651 N, Fairfax Ave.
Los Angeles 36, California

South Bay Wholesale Co.
10201 La Cienega Blvd.
Los Angeles, California

Southwestern Novelty Co.
330 South Los Angeles St.
Los Angeles, California

American Toy Company
520 Fallon Street
Oakland, California 94607

Victor's Toys
7450 Reseda Blvd,
Reseda, California

Dinsmore Book Store
5770 Freeport Boulevard
Sacramento, Calif, 95822

California Notion & Toy Co.
573 Market Street
San Francisco, California

Dunham, Carrigan & Hayden
Kansas & Division Streets
San Francisco, California

Military Service Company
(Ebsco Industries, Inc.)
920 41st Avenue

Santa Cruz, California

Alberta Book & Novelty Co.
7140 Fairmount Drive
Calgary, Alberta, Canada

The T. Eaton Co. Ltd.
St. Laurent, Quebec, Canada

Michael's
Four Factory Lane
Milford, Connecticut

Corr's
813 - 9th Street
Washington 1, D.C.

Sullivan's Toy Shop
3412 Wisconsin Avenue
Washington, D.C.

Herrods Ltd.
Knightsbridge
London, S.W.1, England

Miami Toy Company, Inc.
3605-25 East 10th Street
Hialeah, Florida 33012

Sparkling Pools, Inc.
7090 S. W, 59th Place
South Miami, Florida

Leitzsey Dist., Inc.
211 DeKalb Industrial Way
Avondale Estates, Georgia

Ricky Tumlin, Royal Theatre
214 Main Street
S.W. Gainesville, Georgia

Pacific Brokerage Co.
1185 Kona St.

P.O. Box 1415
Honolulu, Hawaii

Jeanlu Company

25 Maluniu Avenue
Kailus, Oahu, Hawaii

Darken's
107 E. Main St.
Barrington, Hlinois

Rogards
123 W, Park Avenue
Champaign, Lllinois 61823

Marshall Field & Co.
111 N, State Street
Chicago 90, Ilinois

Marshall Field & Co.
4111 W. George Street
Chicago, Ilinois

Marshall Field & Co.
1 Old Orchard
Skokie, Illinois

Frank's Games
Toys & Hobbies

111-13 N, Main Street
Crystal Lake, Hlinois

Central Mercantile
1042-44 Mt, Prospect Plaza
Mt. Prospect, linois

Carson Pirie Scott & Co.
124 S, W, Adam Street
Peoria, Illinois

Follett's & Southworth
Purdue Book Stores
Box 515

West Lafayette, Indiana

Denis Tierney
75 Woodley Park
Dublin, Ireland

Orr's, Inc.
2226 Douglas East
Wichita, Kansas

W.K. Stewart
550 South 4th Avenue
Louisville, Kentucky

Capt. John F. Hargrove
784th Radar Sqd., Sage - ADC
Snow Mt. A. F. Stat.

Fort Knox, Kentucky

Riverside Wholesale
1800 Wooddale Court
Baton Rouge, Louisiana

Kiddie - Town
1727 E. Joppa Road
) y

issue.

Hobby Hub
526 Frandor Avenue
Lansing, Michigan

B. Dalton
132 Southdale Center
Edina, Minnesota 55435

Toy Fair
156 Southdale
Edina, Minnesota 55410

St. Paul Book & Stationery Co.
6th & Cedar
St. Paul, Minn, 55101

Brookside Toy & Hobby Inc.
330 West 63rd
Kansas City, Missouri

Gateway Wholesale Sporting
Goods Co.

3177 Mercier

Kansas City, Missouri 64111

Stanel Sales Company
316 North 18th Street
St. Louis, Missouri 63103

Toys for Men
953 E. Sahara
Las Vegas, Nevada

Lewis Bros. Inc.
Lebanon, New Hampshire

Shore Sales Company
39-11 Ventnor Avenue
Aflantic City, New Jersey

Irhprest Fund Cashier
Supply Support Services
Bldg. 435

Fort Monmouth, N.J.

Felix V. Bass & Co.
611 Delsea Drive
Westville, New Jersey

Navy Ship's Store Office
29th St. & 3rd Avenue
Brooklyn, New York

Sheper Distributors
2300 Linden Boulevard
Brooklyn, New York

Ulbrich's
446 Main Street
Buffalo, New York

L. A. Sales Co., Inc.
470 Comac Road
Deer Park, L.I, New York

G Brothers, Inc.

Pop's Discount
520 E. Belvedere Avenue
Baltimore, Maryland

Lash Dist., Inc,
10700 Tucker Street
Beltsville, Maryland

Winchester Hobby Shop
555 Main Street
Winchester, Mass.

Martin's Games, Inc,
263 Pierce Street
Birmingham, Michigan

Sidney Robinson Co.
10547 West Warren Avenue
Dearborn, Michigan

35 Engel Street
Hicksville, New York

Bigelow's
114-122 W, Third Street
Jamestown, New York

Gates W, Barnet's
Latham Shopping Center
Latham, New York

E. J. Korvette #55
Rockaway Turnpike & Peninsula
Blvd.

Lawrence, New York
F.A.O. Schwarz
745 Fifth Avenue
New York, New York

Kirby, Block Dist, Corp.

157 West 31st Street
New York, New York 10001

Polk's
314 Fifth Avenue
New York, New York

Scrantons Book & Stationery Co
334 E. Main Street
Rochester, New York

The Carl Company
430 States Street
Schenectady, New York 12305

Duane Sales Company
3901 State Street
Schenectady, New York

Playhouse, Inc.
4400 E. Independence Blvd,
Charlotte, North Carolina

Bocock-Stroud Company
501 West 4th Street
Winston-Salem, N. C.

O'Neil's
226 S. Main Street
Akron, Ohio 44308

Forchheimer Company
503 S, Front Street
Columbus, Ohio

Fun Fair, Inc.
1514 S, Detroit
Toledo, Ohio

George Fahara Company
429 N.E. Hill
Oklahoma City, Oklahoma

Toyland
1305 Lloyd Center
Portland 12, Oregon

Erie Dry Goods Co.
718 State Street
Erie, Pennsylvania

Civil War Times Illustrated
302 York Street
Gettysburg, Pennsylvania

Comet Drive-In Theatre
419 E, King Street
Lancaster, Pennsylvania

Thos, Sames Est.
313 DeKalb Street
Norristown, Pennsylvania

B. Paul
413-23 E. Allegheny Avenue

P. Christie & Company
8th Floor, Pritchard House
83 Pritchard Street
Johannesburg, South Africa

Miller Bros. Company
P.O. Box 1465
Chattanooga, Tennessee

Campus Book Store
1709 W, Cumberland
Knoxville, Tennessee

Orgill Brothers & Company
36 W. Calhoun Street
Memphis, Tennessee

Southland Distributors
7811 Ambassador Row
Dallas, Texas

Toys by Roy, Inc.
83 Bassett Center
El Paso, Texas

Toy's & Novelties
35 W. San Antonio Avenue
El Paso, Texas

Texas Whlse. Mercantile
1117 Vine
Houston, Texas

Thermal Supply Company
11 N. Jackson
Houston, Texas

Dibble's Arts & Hobbies
1029 Donaldson Avenue
San Antonio, Texas 78228

Lachman-Rose Company
3200 East Houston Street
San Antonio, Texas

Molitar & Ross
4012 Bosque Boulevard
Waco, Texas

Marine Corps. Exchange 2-37
Hdq. & Ser. Battalion

Fleet Marine Force, Atlantic
Norfolk, Virginia 23511

Louis M, Saunders Co., Inc.
Princess Anne Rd. & Tidewater

Drive
Norfolk, Virginia

Nesson Sales Company, Inc.
408 East 18th Street
Norfolk, Virginia 23504

Quality Hobby & Dist., Inc.
1220 Ave

Emerson Company
1633 Chestnut Street
Philadelphia, Pennsylvania

J. Spokane & Company
1106 - 5th Avenue
Pittsburgh, Pennsylvania

Joseph Horne Company
501 Penn Avenue
Pittsburgh, Pennsylvania

Mike Feinberg Company
1728 Penn Avenue
Pittsburgh, Pennsylvania

Merry-Go-Round
242 Thayer Street
Providence, Rhode Island

Norfolk, Virginia

Chuck-L-Sales
1426 Broadway
Seattle, Washington

Navy Exchange
Navy Exch, Bldg. #9
U.S. Naval Air Station
Seattle, Washington 98115

The Bon Marche
3rd & Pine
Seattle, Washington

Variety Sales Company, Inc.
East 124 Sinto Avenue
Terminal Box 2903

Spokane, Washington 99220

From Greg Koerper and Peter Eberly
comes this poetic'commentary on the
Play-by-Mail system.
you gittar pickers sing it to the tune of
""Wabash Cannonball, "

We suggest that

Hurrah!

My record now is 2-1.

I've p-b-med eight years.
Impatience blooms to ulcers;
Delays in postage:

tears.

Returns today arrived.

Today I wait, will mail come
For Rommel's firm offense
Or will the Germans overcome
The Russian Minsk defense ?

With nasty insults, my opponent
Weaves his web of sin.

His German 12-5 at Bastogne

Is Samson's next of kin.

Returns: Exchange and D back 2;
So cheating is his game.

Another bungle, waste of time,
He does it just the same.

There almost nine days late.
Joy fills the room, I turn the sheet,
There's no transaction date.

Oh, please, AH, please burn those games.
To play them I'm a fool.

I'll never taste defeat again;

I'm back to Life and Clue.

Agreements and/or arguments to
Greg Koerper, Holbrook Rd., Chagrin
Falls, Ohio 44022 and/or Peter Eberly,
Box 49, Chagrin Falls, Ohio 44022,
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Between Covers

Capt. Marvin L. Worley, Jr., A
Digest of New Developments: Harris-
burg, Pa.; Military Service Publishing
Company, 1958. Dewey Decimal Num-
ber 35582 WR Library of Congress
Number 58-6977. Good for description
of current weapons and artillery range
table pp 19-20; also some comparison
of 1955 units with 1948 units.

Col. Lewis B. Ely, The Red Army
Today; Harrisburg; Military Service
Publishing Company, 1949, 1951, 1953,
Check the Appendices on pp 239, 249,
& 254 for organizations of World War
ITunits. It was a very informative book.
PP 249-53 compares US and Russian
1948 organizations.

Edgar O'Ballance, The Red Army,
London: Faber & Faber, 1964.

Check the World War II section on
pp 156-188 and post war developments.
He does give the present and 1948
Soviet divisional and
strength estimates.

Subscriber Discount...

The Coupon shownbelow is for the bene-
fit of the full-year subscriber. As soon
as you have accumulated 4 such cou-
pons, 1 each from this and succeeding
issues, you are entitled to a $1.00 dis-
count applied to the purchase of any
Avalon Hill game.

organizations

Here's how it works

Each coupon is 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 credit. When you have
accumulated 4 coupons, then you clip
them all together and send them in with
your order for an Avalon Hill game.
When ordering in this manner, you
simply send us a check or money-order
for $1. 00 less than the usual retail value
of the game.

Coupons can be used towards the
purchase of games, parts, play-by-
mail equipment and the General. They
are valid only when ordering direct
from the Avalon Hill Company. Cou-
pons are not redeemable at retail out-
lets.

Opponents Wanted Form

Because subscriptions to this maga-
zine have quadrupled in the past year
there has been a flood of opponents

THE GENERAL

wanted ads. We now find it necessary
to limit them in order to get them all
published. Beginning with the Septem-
ber issue, therefore no ad will be in-
serted unless written on the following

OPPONENTS WANTED ADVERTISEMENT

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

1 2 3 4 5 6 7

8 9 10 11 12 13 14
15 16 17 18 19 20 21
22 23 24 25 26 27 28
29 30 31 32 33 34 35 worps

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.

) AN N N N N N O N N N N N N N YN D O A A

125¢ 25¢ ¢
| SAVE THIS COUPON |
[] GOOD TOWARD THE PURCHASE []
H OF ALL AVALON HILL u
: PRODUCTS n
i 1
i SEPT. 1966 .
R N 1 I I N O O N A O O O

CONTEST NO. 15

You, as Corporation President in
Management, are faced with a strang-

ling inventory problem. The fate of
your company hinges on your exact
"prediction'' of what next month's

Market Values will be.

The Raw Material and Finished In-
ventory Market Values for next month
will be determined by the closing New
York Stock Exchange transactions of
October 10, 1966, The last digit of the
sales-in-hundreds column will be con-
sulted: Goodyear for Raw Material
Market Value; I. B, M. for Finished In-
ventory Market Value.

The object is two-fold: (l) to pre-
dict as close as possible what the Raw
Material Market Value will be without
bidding under the value...an underbid
means disqualification; (2) to predict
as close as possible what the Finished
Inventory Market Value will be without
bidding over the wvalue...an overbid
means disqualification. All predictions
should be made using only those dollar
values shown on the Market Value Chart,

Entries must be postmarked no later
than October 9, 1966. Print your name
and address clearly and make sure you
list the Avalon Hill game as prize.
Photostats or copies will be accepted -
one to a subscriber, only.

Market Value Chart

Goodyear I. B. M,
Last Raw Finished
Digit Material Inventory

1 $300 $4, 000

2 300 4,500

3 300 5,000

4 400 5,500

5 400 5,500

6 500 6,000

7 500 6,000

8 650 6,500

9 800 6,500

0 950 6,500

Market Prediction Sheet

Raw Material Finished Inventory

I
I
[
| $ $
I
I
|
I




OPPONENTS WANTED

Please don't send any challenges for
PBM Diplomacy or any letters contain-
ing information that is related to diplo-
macy or other such games. Once
school starts I won't be able to answer
these letters. Robert Beyma.

Banzail all Marines interested in being
overcome by the "Divine Bayonets" of
the Imperial Japanese Army, contact
Steven Blackstad, 4112 Weller Road,
Wheaton, Maryland 20906 or call 946-
1866 for in-person games.

Looking for a good opponent in Stalin-

grad, Bulge, Blitzkrieg, or Guadal-
canal? Well look mno further, you've
found him. I will command any army

OPPONENTS WANTED

way, D-Day. Use hidden forces in all
Frank Deffry, 1042 Guerraro, San
Erancisco, VA 6-2650.
To all Axis Forces 1 will play allies
in all AH games. The axis failed once,
now again, Write to- Mark Dumdei,
4046 Park Lane, Dallas, Texas 75220.
Will give reply.

Opponent wanted in Stratford, Conn. I

have all Avalon Hill Wargames. Phone

375-6325 or write David Dibble, 44

Gregory Circle, Stratford, Conn. Would
64

OPPONENTS WANTED

Wy., Carmichael, Calif. 95608.

Virginia 22901.

OPPONE

TS WANTED

o wanted in person or PBM.

We conquer all! Needs members. No
experience necessary. Will also pro-
vide opponents. Join up now! Remem-
ber we conquer all! Write Paul Mitchell,
113 North Ave., Natick, Mass. 01760.
Sale Guadalcanal $4 (unused), Blitz
$4 (scarcely used); Tactics II $3
(scarcely used); Chancellorsville (all
parts but box); Midway $4 (scarcely
used). Prices listed - or highest bid;
you pay postage. Tim Mockus, 12100
Kerwood Rd., Silver Spring, Md.

like to play Gettysburg
either side.
pectre groups to a

side or G
We challenge anti
PBM game of Waterloo or AK. Would

except the Germans in Stalingrad. 2 e « :

Send your declaration of war to. Larry  like to join Spectre. Contact Rick

Cobn, 9516 Patton Rd. . Philas. Pa. Dickieson, 735 Elmwood, Dearborn,
Michigan, Bill , 556 Mildred,

To every and anyone who would like to
see dusk and spectre be no more. Why
H

Dearborn, Mich, or Joe Thomas, 22730
Alexandrine, Dearborn, Mich.

Victorious Wargamers (until now)! We
challenge all individuals to their game
with their rules Replies must be
prompt (one week). Walley Francis,
632 Sedgwick Dr., and William Mueller,
114 Sedgwick Rd., Syracuse, New York
13203,

to Brig Gen. John

not join the side of
Join USCAC. Contact: Major General
John Costea, 352 Tennis Avenue, North
Hills, Penna.

New club, the Conquistadors being
formed in Va., Md., Del., W. Va.
area. Main purpose is to arrange
games between members. All interest-
ed contact Chuck Carey, 2002 West-
field, Alexandria, Virginia. Enclose
stamped envelope for immediate reply.
Have battle - will fight. I am a Water-
loo specialist whose record is 33-12.
Good PBM opponent wanted. Willing to
join first club in need of my talents.
Wire "Champ', 490 Oakland Avenue,
Cedarhurst, New York.

PBM opponents for Blitz (blue), Bulge
(either), A.K. (either), and Gettysburg
(union). Anyone interested in playing
Midway or Diplomacy by mail? Please
write: Mark Ciccarello, 147 Luquer
Road, Port Washington 11050.
T am the greatest! Never defeated as
Germans in Bulge or A.K. in Blitz-
krieg as red! I challenge any club or

individual. Dusk, WCI, Aggressors,
You, OIF! Emperor Crandell, 2728
S.E. 52nd, Apt. F, Portland, Oregon
97206,

I7th Spectre surrenders to Brig. Gen.

Looking for AH experienced genmeral
for a good game of Bulge, Afrika Korps,
D-Day and Blitzkrieg. Will take either
side PBM or in-person battles are ac-
cepted. OB East 525 Chelmsford St.,
Lowell, Mass. 01851,

Rockholtz for a fine victory against
Spectre Help the C Army

Any ability opponent wanted to play PBM
AK and Blitzkrieg. Will play any game
in person. Also I wish to join a club
Any club where I get to play, will do.
Charles E Johnson, 3539 SO. 40, Lin-
coln, Nebr 68506

Also desire officers with experience to
join in forming Praetorian Battle Group.
Openings at all levels. Especially in-
terested in in-person games Frank
Phillips, 1000 Oakland Ave , Monroe,
N.Y.

Wargamers unitedneeds more members
from Arkansas and Missouri Send all
information to Fred King, 140S. Laredo,
Russellville, Arkansas 72801
Connecticut wargamers! Join the forces
of rapidly expanding fanatic, bent on
crushing those evil-minded men of
Spectre! Write to David Kimberly,
Commander 2nd Army Group, 31 Alston
Ave , New Haven, Conn. 06515
Attention all residents of Wisconsin,
Indiana, Illinois, Michigan, and Ohio
join the Iron Crosses Send PBM equip-
ment, experience, and address to Jeff
Konz, RR#1, Box 61-B, Port Clinton,
Ohio 43452

of South Central Pennsylvania conquer
Spectre Join the Confederate 1lth
Corps. Write: Paul Grave, 176 McKinley
Ave., New Haven, Connecticut 35.

Wanted! General Vol. 1, No. 1. Name
your price and type of copy. Anyone
interested ingamesonCrete and Malaya
(they are not for sale) can write to:
Tom Edwards, Valleyview Road, R.R.
2, Penticton, B.C. Canada.

Attention! We want you for Control!
Command posts available. Hurry up
and write Jim Epperson, 139 Vauxhall
St., New London, Conn. Would you
believe quicken your pace?

G3 offers blank troop, naval, and air-
craft counters in five colors and hexa-
gon sheets to all wargame enthusiasts.
For samples, send a stamped envelope
to Ralph Fellows, 1141 Tremont St.,
Duxbury, Mass. 02332,

T would like to join any AH club in the
Baltimore area. I have the PBM games

Ts there anybody in Dallas, Ft Worth
area? Former Yankee who just moved
down needs to play anyone in person in
Gettys ('58), D-Day ('65), Bismarck,
Midway, Blitz, A & R Empire Allan
Glover, 1712 Springlake Dr , Arlington,
Texas. Phone CR. 7-1666

The best club in the world summons -
answer the call. Also seek in-person
games. Anyone interested contact
Mike.+Kidwell at 4426 Lealand Lane,
Nashville, Tenn. 37024 or call 269-
0755. Do not delay - call today.
Opponent wanted for Guadalcanal PBM.
I will take U.S. Send first Jap units
positions to Steve Larson, 16140 Mor-
rison St., Encino, California.

Men of the West. Harken Gondor has
been invaded by Sauror. All Elves,
Dwarves, Numenorians must aid Minas
Tirith Those wishing to join a new
wargaming club should write Gandolf,
6917 Cherry Lane, Annandale, Va
CACP Humbled? Twice they claimed
false victory, now they refuse to meet
us! Spectre Summit Meeting' All units
write to form central organization and
elect officers Musthave identification
D. Greenwood, 128 Warren St., Sayre,
Pennsylvania 18840

Stalingrad, D-Day, Guadal 1also
have the games Midway, Waterloo,
Afrika Korps, Blitzkrieg, and Bulge.

1 will play any of the above games. Ray
Fox, 8113 Clyde Bank Rd., Baltimore,
Md. 21234,

John of the Confedera
of South’Central Pennsylvania.
erns fight Spectre in the Confederate
Army. Write Lt. Gen. James Birnie,
7 Clemson Dr., Camp Hill, Penna.
Join the greatest wargaming club in the
southwest, A.C.E. A.C.E. will soon
challenge other clubs, so join now and
get a choice command post. Contact
A.C.E. H.Q., 7331 E. Portland St.,
Scottsdale, Arizona 85257.

Two competent commanders want face-
to-face opponents in Houston area. Al-
so working on homemade games. Con-
tact David Maclaine, 5419 Oriole, MI 9-
8148, Houston, Texas or Norman
Beveridge, Jr., 4822 Kingfisher, PA 3-
3012, Houston, Texas.

Refighting WWI, need players for Postal
Diplomacy. $1.50 entrance fee, money
refunded if not enough players. Derck
Nelson, honorary player. Also need
Washington AH wargamers for club
membership. Doug Beyerlein, 3934
S.W. Southern, Seattle, Wash. 98116,
Anti-Spectre fools heed! Spectre has
triumphed! After sending challenges
to CACP and getting nothing we claim
victory! Spectre triumphs! Anyone
wishing to test 7th Corps, Il Army
Spectre, write Mike Barnhart, 321 Penn.
St., Hanover, Penna. 17331.

Highly experienced wargamer can now
take on selected opponents in D-Day
(Allies), AK (Allies), Bulge (Americans),
Tactics (Red first move), Gettysburg
'64 (Union), Guadalcanal (Americans),
Record: 18-0. Write Alvin Files,
630 West 16th, Ada, Okla. 74820.

Experienced wargamer (6 years) just
returned from Thailand. Wants to en-
gage in a game of Blitz or Guadalcanal
S._Garwood, Main St , Flanders, N J.
Rejoice' 11 The Aggressor Homeland
has sent its 4th Army to liberate Ohio
Join the elite "Blitz" forces of the 4th
now Also, any organization in Ohio
wishing to challenge Aggressor's su-
premity in that state, write toRonald J
Glavie, 430 Timberidge Trail, Gates
Mills, Ohio 44040

[ for PBM or in person Guad-
alcanal, Bulge, D-Day, Afrika Korps,
Blitzkrieg. In person only Midway &
Tactics I I have looked for opponents
for a long time. ContactJack Lattomus,
41 Red Mill Rd., Newark, Delaware.
Phone 737-0668.

Wanted opponents for PBM games in
Waterloo (either) and Blitzkrieg (either).
All rules in Blitzkrieg except Nuclear
capacity and hidden movement, Write:
Robert E. Laubenstein, Jr., 5848
Swallow Lane, El Paso, Texas 79924.
Thrush. newly formed wargaming club
in need of members. Please contact:
Tom Lawrence, 3500 Madison Street,
Hyattsville, Md. 20782, Phone 864-
7549 area code 301 or Tommy Wendorf,
3007 Duncan Dr., Adelphi, Md. 20783,
Phone.434-5706 area code 301.
Wanted: opponents to play Stalingrad
(German), D-Day (Allied), Waterloo
(either), PBM or in-person. Also have
game of Civil War to trade for another
game, Bruce Leidy, 127 Vesper Ave.,

At last a sports league has been
opened for the sports-minded among
the ranks of AH fanatics The Inter-
State Sports League will organize com-
petition into respective leagues in both
football and baseball, of AH origon.

A twelve game schedule is planned
for the first year. Franchise for a
team costs exactly $1 00.

Membership in ISSL entitles you al-
so to our sports newsletter which has
very interesting articles which would
interest even those not in the league.
The newsletter is $1.00 per annum.

Write: ISSL c/o R. Jamelli, 516 E.
Diamond Ave., Hazleton, Pa. 18201.
Or NFL Commissioner c/o D. Green-
128 Warren St., Sayre, Pa.
Notice All Generals who want to get
shocked into defeat by a Blitzkrieg in
Stalingrad or Bulge please contact
Robert Hickson, 5305 Gulfway Drive,
Groves, Texas. P.S. Games will be
played PBM.

wood,

PBM Guadalcanal (either), Bulge (U.S.)
Stalingrad (Russian), Blitzkrieg (either).
Have never lost in Bulge, Blitzkrieg or
Stalingrad. Optional rules used except
Blitz A-bomb and Guadalcanal hidden
movement. Jay Bennett, 8203 South-
hampton Ave., Wyndmoor, Pa. 19118.

Opponents wanted for Stalingrad PBM.
Also will sell or trade Blitz with trays
and two PBM pads, Gettysburg ('58) and
U-Boat. All in excellent condition.
Steve Clark, 402 Merkle Dr., Norman,
Okla. 73069.

Tom is my name, Bulge my game
(German). Will also play Blitzkrieg
(red) and Guadalcanal (Jap). In-person
or PBM. Also taking applications for
membership in OKW. Write Oberfeld-
Marschell Tom Crawford, Box 28117,
Atlanta, Ga. 30328.

If there is anyone in the Oak Ridge or
Knox area, please contact George
Calage at 483-4835 for a face-to-face
game of any of the 15 A.H. games I
own.

PBM opponents for A.K , D-Day and
Blitzkrieg are required If you want
to try and beat me send your first move
to Jay Hoffman, 2642 Central Drive,
Flossmoor, Illinois

Wanted Good PBM opponents for Stalin-
grad (either) and Blitzkrieg and will
take either side with all Optional Rules
except Nuclear Capacity and Gettys-

Der Welt! Recognize the song? You
should, it's the Aggressor National
Anthem  Soon it'll be yours too  Join
the winning team today! Victor Gervol,
5131 Juniata, Duluth, Minnesota

Could all wild eyed and fanatical Diplo-
macy Players in the Bay Area contact
me so we can start or join a face to
face club. Jack Greene, Jr , 670 Dar-
rell Rd., Hillsborough, Calif. 94010
Wanted Inexperienced young opponent
to play fine experienced young general.
Will play any AHwargame. If interested
contact Stephen Glich, 0536 Lawnberry
Terrace, Silver Spring, Md. 20901
Fight with the best - Win Inc offers the
opportunity to join the fastest rising

i c

, N.J. 08108, Phone: VL 9-
0210,

Achtung! In four short months, Ag-
gressor Homeland's Army Group North-
cast has quadrupled its membership
and conquered Maine, N.H., the Mari-
times, Quebec, and is

A mighty coalition has been forged.
Zitadell and aggressor are united.
United we stand against the evils of
W.C.I. They will be the first to be
crushed under our boots William B.
Protz 11, Zitadell Hg.

PBM opponents for Bulge, Stalingrad,
Afrika Korps, and Guadalcanal, either
side Most rules. In great need of face
to face opponents. Contact Steven
Piekarec, 40 Marlow Road, West Seneca,
New York 14224 Phone: TA. 3-3945.
Opponents wanted PBM: Bulge (except
one-way traffic), Stalingrad, Afrika
Korps, Blitz (except Nuclear), Tactics
(no Nuclear), Guadalcanal Either side
Ilmar Paegle, 12 Marie St , Dorchester,
Mass. 02122

The 4th 77 Panzer Army joins The
Praetorian Battle Group and declares
war on Aggressor Homeland, North-
east. We'd rather fight than join Group
General Raymond von Piche, Command-
ing, 21 Chapin Place, Hartford, Conn.
06114

The 10th Corps of the Confederate Army
of South Central Pennsylvania returns

to Dixie after its successful northern
invasion! Rebels attending University
of South Carolina rally 'round the Bonnie
Blue! John Rockholz, Preston-112,
29208.

Wanted Opponents for any AH war-
game (including Naval battles as well
as Land battles). PBM or in person.
Absolutely no challenges refused. Con-
tact Harold Roberts, 45 South Broad
Mountain Ave , Frankville, Pa. 17931.
Phone 874-0856.

Have Game (Bulge) .. Will play (as
Germans) Write Ken Paladon Robert-
son, 424 West Virginia Ave , Glendora,
California 91740.

Rohirrim challenges all Michigan War-
gamers to: D-Day, Stalingrad, Guadal-

canal, Waterloo, Chancellorsville,
Afrika Korps, Blitzkrieg. We will
establish sovereignty! Let C.A.C.P.,

8th Cps., beware! Yield, aggressors!
Surrender, fire! PBM only Rohirrim,
1662 Bournemouth, Grosse Pointe,
Michigan 48236

Attention! The United States Continen-
tal Army Command has begun to march!
We are organized in nine states and we
want more. Join now!! Write William
Speer, USCAC-GHQ 103 Spring Road,
Malvern, Pa. 19355 - Hurry

fighting for Mass! To join or oppose
our glorious liberation, write: Brian
Libby, 16 William Street, Portland,
Maine 04103,

Tnvincible feldmarshall looking for new
incompetents to destroy. Anyone hav-
ing necessary death wish contact John
Lindros, 37 Ford Ave., Fords, N.J.
will PBM S-Grad, Bulge, A-K, Either

staff positions open Hurry! Contact
Win Inc, c/o Lt. Col. Godfrey, Head-
quarters, U.S.A. F., AFCENT, A, P.O.
09011

Join the 4th Army of N Y or oppose
us Have games of Blitzkrieg, Water-
loo, Stalingrad, Bulge Will play
P.B.M. in these also have Midway,
will accept any challenge in person to.
Write Gen Mart Hamlin C L.C. 4th
Army of N Y USCAC I Swan St , Hud-
son Falls, N.Y. 12839

Anyone, any place, who is interested
in joining Spectre, write me Join the
original P, B. M club! Almost all other
clubs were formed by the cry of 'Kill
Spectre' The HQ of the 8th of Ohio
(Imperial Guards) will relay the requests

burg '64" (either) write Michael Hor-
nick, 1574 Edge Hill Rd., Abington,
Pennsylvania 19001

Then you need Kampf. Primarily

a series of Military Histories, Kampf
contains all the information the do-it-
yourself designer needs. Titlesout now
or coming soon: Ardennes Offensive,
Battle for France, Guadalcanal, Ger-
man Organization and Order of Battle
in WW II, German Weapons and Tactics
in WW II, Battle of Jutland and many
more. $1.00 per issue, $5.00 for a
subscription. Sendorders and enquiries

Are good British opponents in Afrika
Korps really that scarce? If you are
one of the "Rare Breed' please notify
DW+1, G114 Kathy Lane, Shreveport,
La. Supply table shall be used, but
2nd turn supply counter guaranteed.

Won't anyone play you face-to-face?
We in Grand Rapids, Michigan insist
that we meet opponents face-to-face so
we can grit our teeth at them. Find
out - contact: Brian 1DeVries, 464
Kenwood, Grand Rapids, Mich. 49505,
Good player believes "Operation 18"
candefeatany American player in Bulge.
Desires Germans with original Tourna-
ment rules plus all or none of original
optional rules. Will also play Basic
Bulge as Germans, Joel Davis (H.C.
S.P.G.A.F.E.W.M.), Box 425, 3
Ames St., Cambridge, Mass. 02139,

to, Kampf, 8512 5th Ave., Brooklyn,
N.Y, 11209,
Join now! W.I West now receiving

applications for membership. All in-
terested in above states send pertinent

information. Mike McIntyre, 558 33rd
St., Manhattan Beach, Calif. (Alaska,
California, Hawaii, Idaho, Nevada,

Oregon, Wash.)

D-Day, Old rules, I use three-divisional
corps, both sides. I take Allies. No
air, keep new fortress rules. I reply
promptly and will expect same. John
Michalski, 341 E. Schiller St., Mil-
waukee, Wisc. 53207,

The general staff of the German High
command of the Great Lakes wishes to
announce the defeat of Dusk of Illinois
in Stalingrad. Challenges or member-
ship applications send to: Gregg Man-
killer, Route #2, Seymour, Indiana.

[ wanted for a PBM game of

Union Army of W. Pa, member wants
to try Gettysburg '64. 1 play South.
Also, old Bulge game rules players. I
prefer Germans, Call 645-5770 or
write  Sean Donohue, 1020 Stoddert,
Waldorf, Md.

Would like opponent in San Francisco
who is 21 or over for in-person play.
Blitz, Bulge, Canal, AK, Stalin, Mid-

Bulge; second edition rules and board
only. Your choice of sides - contact
Mike Melius, 5864 Threadgill Ave.,
El Paso, Texas 79924.

You there!! Are you a Californian?
Do you want to join the best club in the
west? Do you want good opponents -
any time, any place? Then you want
Dusk! Write: P. Mencoul, 1411 Gary

for ip to the of
the area which you are in. Write Linn
Haramis, 2323 Belleflower, Alliance,
Ohio 44601

All competent men of war The newly
formed Army of California, under the
Army of Oklahoma, is taking on recruits.
This is your chance. Contact: Bill
Haggart, 9627 Maryknoll Ave., Whittier,
California 90605

Americans, I'm lonely Blitz, Bulge,
Stalin. Have PBM for Blitz. Any side.
Opponent must roll my results vice
versa Have no opponent, take pity on
me you swine! C Harvey, 30 Gorway
Rd., Walsall Staffs, U.K.

Riverside, Illinois wargamers! Where
have you been hiding? I'm looking for
face-to-face only Will play Blitz, D-
Day, Bulge, Stalingrad, U-Boat, Tac-
tics, Mngt. Contact Mark Holecek,
age 13, 307 Bartram, Phone 447-2667

side, in all. Will accept live matches
442-7107,

F by constant victory? Do
you hold 1001-2 record? Change all

that, experience the ecstasy of defeat.
Own most battle games. Pick your
own poison. Jack Morrell, 180 Steko
Ave , Rochester, N.Y 14615.
Ohicans! Join Now! Control's Army
of Ohio is being set up. All wargamers
welcome! Send age, address, and
games to Eric Nelson, Box 309, Enon,
Ohio

Would Tike to take part in, or organize,
four sided management game with fifth
player as banker Please contact Ken
Norris, Custom House, Wick, Scotland.

Challenge Fight me by mail in Alrika
Korps, Blitzkrieg, D-Day '61 & '65,
Stalingrad, and Guadalcanal. Also,

above plus eight other games in-person
in Fredericksburg, Va. area. Write
or phone for more details Bill Stone,
Box 547, Fredericksburg, Va. 22401
786-6861

0.0.0.0.0. Organization of Odd but
Ominously offensive opponents chal-
lenges all to Blitzkrieg, D-Day, Bulge,
Stalingrad, Tactics II, Waterloo, Bis-
marck, Gettysburg, U-Boat, Afrika
Korps, Baseball, Football, PBM or
face to face Stuart Smith, 4521 N.
Pittmar Rd., Arlington, Va. 22207.

OPPONENTS WANTED

the Far East - please write for infor-
mation on Ahiks.

Enlist in OKW now! 4th Panzer Army
needs you. Divisional commands are
still available, If interested send num-
ber of games, PBM equipment, age
and experience to Jim Weiss, 637 Ford
St., Corona, Calif. 91720.

Interested in finding experienced good
guy face-to-face in Gettysburg, Stalin-
grad, Waterloo, Midway, Bismarck
Red, Blitzkrieg, Guadalcanal, I am a
90% winner. Main challenges to Field
Marshal Ray Whiteker, 1121 Cherry
Ave., Long Beach, Calif.

Attention, Survey!!! All PBM clubs,
organizations, and players. How do
you handle irregularities? Illegal
moves, improper odds, failing to re-
cord battles, stocks, and any other odd
situations? Jared Johason, 1548 Ro-
chelle Dr., Chamblee, Ga. 30005.

Southerners! Join Aggressor, Home-
land's newest elite Army. The 5th
(Striking) Army calls for volunteers
from all over the South! Fringe bene-
fits for members. Write Bruce Sulli-

van, 2412 Seaboard, Midland, Texas
79701,
Wanted opponent for sinking Admiral

in person, Louis Wasserman, 3 May-
flower Drive, Schenectady, New York
12306, Call 355-2332. Note an ex-
perienced player would be preferred.
Game designers, attention! Anyone
who has designed an ancient, or at
least earlier than 1900, battle game,
please contact Ed Turner, 2725 Van
Dyke Ave., Raleigh, North Carolina
27607 for the purpose of exchanging
ideas.
Tenth legion still stands undefeated in
the sunshine state. Two rebellions have
been crushed, another is in the works.
More live opponents desired. Afrika,
Blitzkrieg, Bulge, Guadalcanal, Stalin-
grad, Waterloo. Tenth Legion, P.O.
Box 1062, Melbourne, Florida 32901.
All AH wargamers in Mich., Minn.,
Wisc. and Ill. join Galaxy and unite in
an effort to drive Aggressors Homeland
from your state. Send age, experience,
games and PBM equipment owned to
Craig Thompson, 5509 Brandon St.,
Greendale, Wisc. 53129,
Surrender or dic Spectre dogs - your
Uncle is out to get you. Contact me at
Headquarters, United Network Com-
mand for Law and Enforcement, 1345
Canterbury Drive, Salt Lake City, Utah
84108,
Would like to take on anyone or any
organization (Spectre, Thrush, etc.) in
a PBM game of Battle of the Bulge.
Contact James Vooys, R.D. #1, Pala-
tine Bridge, New York 13428,
Wanted opponent(s) for my wife and
myself in either team or single play in
Bulge, Stalingrad and Guadalcanal.
Contact: L. R. Valencourt, Box 52C,
RD #1, Georgetown, Del. 19947 or
Phone: Area Code 302 856-2967.
WilL be living this fall at Case Tech. in
the University Circle area of Cleveland,
Ohio. Interested in in-person games
of any war game. Contact Rick Virost,
4514 Georgette Ave., North Olmstead,
Ohio. _Phone 777-0620.
Novice AH player wants personal op-
ponents; willing to join local war game
ization. Also i in form-

Tnexperienced S.5. Reichsfuhrer would
like to play PBM AK (German) or Bulge
(German). All who dare ruin my per-
fect record of 0-0-0 write to James
Secan, Route 4, Box 854, Tucson,
Arizona 85704

Attention all Washington Wargamers
Kampfgruppe Nordland wants you! If
you're a better than average AH war-

Long Islanders! The lst L.1. Corps,
4th N.Y. Army of U.S.C.A.C, is wait-
ing for all enlistments. Write and give
experience to: Brig. Gen Richard
Nelson, st L.I. Corps, 38 Jefferson
Ave , Mineola, N.Y. 11501

Sick of those Neo-Nazis trouncing you?
Wish to write to a person who doesn't
believe in restoring the fuehrer? Write
me concerning D-Day, Korps (British)
Midway, etc. Grant Noble, 234 Fir,
Park Forest, Ill. 60466,

We conquer all! Announces the con-
solidation of its conquestsand the reduc-
tion of rebellious and subversive ele-
ments of New England resistance move-
ments. We challenge all to PBM.
Michael Nicholson, 51 Grove Rd.,
Natick, Mass. 01762.

Desire in-person opponents in Rome,
Italy for most AH wargames, also de-
sire opponents (PBM) for A.K., Stalin-
grad, Bulge Write to Brian O'Neill,
c/o Major D.F. O'Neill, Detachment
400, 7370th Flight Service Squadron,
A.P.O., New York 09794

Ad Hoc C Tor the
of World War II is now entering final
phases of organization. Prospective
Air, Ground, and Economics players
please contact Ron Hanks at 3259 Mad-
dux St., Palo Alto, Cal. or Ad Hoc Com
ReWW2, Box 5522, Stanford, California
94305

Seventh Agg Army (B )]
challenges all wargamers in Alberta
and British Columbia. No answer by
October 10 - automatically conquered.
Exceptional N. W, wargamers join Bar-
barians - Circle Trigon. Contact Doug
Owen, 707 N.E., 151 Ave , Portland,
Oregon

The Irregulars, Indiana University's
War and Strategy Game Society announ-
ces its mailing address change new
(and permanent)address is The Irregu-
lars, 219 South Maple St., Apt. 007,
loomi Indiana 47401.
The 'Rogues are expanding nationally
during their Second Annual Member ship
Drive. Several good regional posts are
available (East West South North). Con-
tact: Barry Jackson, CinC the Rogues,
1706 Old Forge Rd., Charlottesville,

Be one of the best! Join Control! Con-
trol welcomes all recruits to the best
club in the country andaccepts all chal-
lenges. Contact George Olmsted, St.
Louis, Missouri 63123,

The Spartan Wargamers need mem-
bers! Adult Wargaming Club for Los
Angeles! Face to face action! Ages 17
up! Male or Female! Contact Spartan
Vice President Donna Powell, 5820
John, North Long Beach 5, California

gamer, then please write We are
preparing to fight Aggressor. For in-
formation write William Stewart,

3223 60th S.W , Seattle, Washington
98116.
v

ing local AH Baseball League.
W. F. Roach, 415 South Atlantic Ave.,
Pittsburgh, Pa. 15224,

Any "General" Volume I, Numbers 1-6
$1.00 plus postage. These are good
copies - #1 is complete, #4 lacks con-
test and discount blanks, all articles
complete. Lt. Randy Ralph, 1510 SE
32nd, Portland, Oregon 97214,

The 15th Panzer Division of GACGL
is now recruiting members, Those in-
terested should write to Mark Rosen-
berg, 187 Kings Point Rd., East Hamp-
ton, N.Y.; including name, address,

yet
tional general wishes to test the skill
of any and all PBM challengers. T will
accept the specified side in each of the

following games  Blitzkrieg (Red),
Chess (Either). Send rule preferences
to: The Spartan, 106 North Street,

Woodland, California 95695
Would like to buy original copies of the
"General" Vol. I, nos. 1 and 4. Also
would like to hear from AH players in
the westSanFernando Valleyarea, Wm.
Schumacker, 18424 Collins St., Tar-
zana, Calif,

Adroit but inexperienced PBM opponent
wanted. Have PBM for Blitz, Getty,
Bulge. Will play anyone in USA or
Caribbean. Am interested in forming
Caribbean club. Noel Shillito, Box 527,
Saint Just, Puerto Rico 00750,

age, exps , games owned and a
5¢ stamp.

To all New York state residents: New
organization control needs members.
Send age, address, games and experi-
ence to Laurence Rustecki, 34 Sharon
Street, Brooklyn, New York 1121l
Also_include PBM equipment you have.
T'Il play anyone PBM. 1 am red in AK,
Guadalcanal, blue in Blitz, D-Day,
Bulge and Waterloo. Send reply or
moves to Ronald Robinson, 171 Elm-
wood Ave., Buffalo, New York 14201.
New wargamer with limited skill wants
PBM opponents for Guadalcanal. No
stock quotes available, will try any
system for resolving conflict. Air
Mail only. AIC James H. Sleezer,
CMR #1, Box 1367, APO Seattle, Wash.
98737,

7th Aggressor army challenges all war-
gamers of Idaho, Washington and West-
ern Montana. Replies not received be-
fore Oct. 10 considered conquered.
Excellent players are sought as Allies.
Col. Gerald White, 4004 SE Pine, Port-
land, Oregon 97214.

Adults wishing fo exchange data, ideas
concerning realistic wargames (not
modified AH games) contact John
Schaefer, 2709 Norbert, Flint, Mich.
48504, Current projects include North
Africa, Italy (Adhoccom) (Orders of
Battle needed for above), Bulge.

Achtung! The 14th Army of Aggressor
has on the cong;

of Michigan. Our goal is simple: com-

‘plete control. Geton the winning side

now! Contact: Dick Westlund, 2247

Willard, Saginaw, Mich. 48602.

Fellow Wargamers I am interested in
playing opponents or by mail in the fol-
lowing games Blitzkrieg, D-Day, and
Tactics 1. Please contact Jay Stein-
Klein, 456 Brooklyn Ave., Brooklyn,
N.Y. 11225,

Chess anyone? Or . D-Day,
Waterloo, Bulge, Tactics Il Possibly
Afrika Korps, Blitz, Person or club
contact KWKW + 8, 63 Lewis St., Bris-
tol, Conn. 06010,

Any reasonable PBM challenge. Air
Mail only. Adults preferred. S/Sgt.
C.R. Wagner, Box 6008, APO San
Francisco 96328. Adults residing in

Looking for a bargain? I have slightly
used games of Blitzkrieg, Tactics,
Gettysburg'58, Chancellorsville, Water-
loo, complete with PBM equipment.
Please send reasonable offer to James
Manville, GI Rogues-MW, Rib JLake,
Wisconsin 54470,
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