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$he "AVAL"ON ~ I L ;  @BMEB&& 
. . . a losing venture published bi-monthly, pretty 
close to the first day of January,  arch, May, July, 
September and November. 

The General is edited and published by The 
Avalon Hill Company almost solely for the cul- 
tural edification of adult gaming. (It also helps to 
sell Avalon Hill products, tool) 

Articles from subscribers are considered for 
publication on a gratis contributory basis. Such 
articles must be typewritten and not exceed 700 
words. Examples and diagrams that accompany 
such articles must he drawn in black ink, ready 
for reproduction. No notice can be given regar- 
ding acceptance of articles for publication. 

All back issues, except Vol. 1, Nos. 1 & 4, which 
are out of stock, are available at $1.00 per issue. 
Full-year subscriptions B $4.98. 

01967 The Avalon Hill Company, Baltimore, 
Maryland. printed in U.S.A. 

COVER STORY: 
Plans  a r e  underway to ce lebra te  

Avalon Hill 's 10th anniversary  with a 
gigantic national advert is ing campaign. 
Many AH fanat ics  have l i teral ly grown 
up with Avalon Hill, f r om a n  inauspi- 
cious beginning of a 1 -s tory  garage in  
1958 to a 5-story br ick  edifice in 1967. (of 
course  we still  only occupy 1 s tory)  

While growth in these nine y e a r s  
can be at t r ibuted to  printed adver t i se -  
ments ,  by f a r  the mos t  persuasive and 
enthusiastic advert is ing ha s  come f rom 
the game players  themselves,  meaning 
- you a l l .  We have often asked our -  
selves,  "what do the game fanat ics  say  
to the uninitiated. . .what words do they 
u se  to convince them of the mer i t s  of 
adult gaming ? " 

Do- It-Your self 

F o r  the f i r s t  t ime - ever  - Avalon 
Hill i s  giving you the opportunity to 
wri te  the i r  ad s  for them. All you have 
to  do i s  to  prepare  layouts showing 
where the copy and photos o r  drawings, 
if any, should appear .  The copy, i t -  
self,  should be typed on a separa te  
sheet and keyed to f i t  the ad  layout. 

The copy you wr i te  should be excit- 
ing - the way you think an  ad should 
look-and unusual enough to capture the 
r e a d e r ' s  imaginative fancy. 

Gift Cert i f icates  for  Bes t  Ads 

Subscribers  who submit the bes t  a d s  
will receive gift cer t i f icates  ranging 
f r o m  $5.00 on up. Layout s i z e s  should 
follow: a )  2 1/4" x 5"; b )  4 5/8" x 5"; 
c )  4 5/8" x 10". Preferab ly ,  each 
separa te  ad  should center  on one game 
only of the line. Deadline for  receiving 
mater ia l  i s  August 31. 1967. Now you 
can show Messe r s  P. ,- M., and S. that 
you could run  a successful  advert is ing 
campaign if given the chance. 

The Avalon Hill 
In Philosophy - P a r t  4, we shal l  

attempt to bet ter  understand the "nature 
of the wargame beast.  ' I  F o r  those of 
you who will be working up your own ad 
campaign for  u s  (cover s tory) ,  the fol- 
lowing info may be extremely helpful. 
To o thers  the comments  below, a s  ex- 
p r e s sed  by game fanat ics  themselves,  
will cer tainly provide an  insight into 
the motivational aspec ts  of the typical 
wargamer.  Much about the average 
game player was learned  f rom the over -  
whelming number of responses to our  
March-April questionnaire which asked 
for  reader-comments  onpersona lques-  
tions. . . the mos t  introspective of which 
follow: 

Question: How did you f i r s t  become 
interested in Avalon Hil l?  

Answers: ". . . a  1958 ad in Model 
Railroader". . .happened to notice Tac-  
tics I1 and never  having heard  of Tact ics  
I became intrigued, bought the game and 
have been hooked on kriegspieling eve r  
since". . . "looking for  a game competi- 
tive and challenging a s  chess  with 
enough r ea l i sm  to make historic  con- 
f l ic t  m o r e  interesting". . . 

Question: What do battle games 
mean  to you? 

Answers: "A chance to exerc i se  the 
mind, re lax  and completely forget  a l l  
other  subjects". . . "they capture my  a t -  
tention to such a degree that I become 
revitalized and able to forget  the mental  
burden of car ry ing  a probation ca se  load 
in excess  of 400". . . "I a m  sure  if pa r -  
ents  would encourage more  games  of 
this  ca l ib re  to be played by their teen- 
age r s  we wouldn't have to worry  much 
about delinquency". . . "1 enjoy second- 
guessing the g r ea t  captains, a f o rm  of 
pure escapism". . . "they provide actual  
insight into why one side actually won 
o r  lost". . . "a f r e e  run  of m y  imagina- 
tion". . . "a view of a battle that i s  not 
clouded by anauthor ' s  bias". . . "because 
I 'm a his tory nut". 

Question: What improvements  do you 
fee l  a r e  necessary  design-wise? 

Answers: "more  in the a r e a  of logis- 
tics". . . "more  durable f r om a manu- 
fac turing standpoint". . . " simple and 
exciting1':. . "the more  complex the bet- 
t e r  I enjoy them". . . " s t a r t  advertising" 
"add multiplayer rules". . . "either l a rg -  
e r  troop counters  o r  provide amagnify-  
ing glass". . ."quicker set-up time". . . 
need an  element  of surpr i se ,  a more  
equitable hidden movement featuref ' .  . . 
"grea te r  his torical  accuracy". . . "more 
efficient handling of conditions of vic-  
tory when games  a r e  un-balanced". . . 
"a wider range of optional rules". . . 
"more graphic explanations of ru les ,  
need additional d iagrams and exam- 
ples". . . 

Philompby - Part 4 
Question: What convinces you to ob- 

tain a cer ta in  battle game over  another? 
Answers: "The historical  situation" 

. . . "action, f a s t  movement". . . "his- 
to r ica l  accuracy in combination with 
number of variables". . . "friends r e -  
commendation". . . "I mus t  have them 
all,  your stuff i s  worse than narcot ics"  . . . "the title - I like to identify with the 
game I play". . ."the appeal of the battle 
to m e  a s  an individual". . . "like Bridge, 
no two contests  within any one game 
a r e  alike". . . "involvement, like when I 
looked forward to the speling bees." 

In a nutshell we can summar ize  the 
whole bi t  by stating that AH provides 
a "Walter Mitty" approach to life - 
where one can  duplicate events of r e a l  
life vicariously - and a s  one a r m y  offi- 
c e r  recently added - without the cor -  
responding responsibility of human 
lives. 

International Federation 

of Wargaming Convention 
The International Federat ion of War-  

gamings convention will be held on July 
15th a tGenera l  Wayne Junior High School 
Malvern, Pennsylvania. The convention 
will open a t  9:00 AM-Admission $. 50. 
Lunch will co s t  $1. 00 and the Dinner a t  
a very  good local  res tauran t  will co s t  
$4.00. 

All clubs a r e  invited to send a r ep r e -  
sentative to the convention. Some ve ry  
important  resolut ions will be drafted a t  
the convention which, we hope, will 
change wargaming for  the better.  

If possible, we would like the war-  
garners  coming f rom long distance s to 
s tay a t  a local  motel. If this i s  impos- 
sible rooms will be provided. The motel 
rooms run f r o m  $6.00 to $28 for  one 
night. 

F i lms  will be shown on the Korean 
War in  the afternoon. Displays will be 
s e t  up by many clubs. Distr ibutors  of 
AH games,  miniatures,  and invented 
games will have their  products on sale. 
Two Jutland games will be given away 
and an  award will be presented to the 
club with the m o s t  member s  in atten- 
dance. A pr ize  will a lso be given to the 
wargamer  that  ha s  come the fur thes t  to 
be a t  the convention. 

A map  i s  available upon request ,  
direct ions will a lso be provided. P lease  
send money and any ques tions to William 
Speer-103 Spring Road, Malvern, Pa. 
19355. 
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A True AH Club??? es ted  in participating, please answer  within the i r  own state .  F o r  example, 
the following questions and indicate in  the January-February  i s  sue,  a club 

gave out a general  challenge completely 
oblivious t o  another  club 's  c laim to have 
subdued them. This  s o r t  of thing must  
stop, and i t  r e q u i r e s  a n  agreement  be-  
tween a l l  of the clubs concerned. 

I would a l s o  l ike to  point out incon- 
s i s tenc ies  in  t e r r i t o r i a l  c laims.  It 
a p p e a r s  a s  if i t ' s  open season on s tates  
in which t h e r e  a r e  no clubs o r  Avalon 
Hill game p layers  who subscribe to  the 
General .  At l e a s t  one club h a s  given 
itself away a s  to  why i t ' s  the " largest .  " 
It c la ims ,  a s  captured t e r r i t o r y ,  any- 
thing that  does not accept  i t s  challenges. 
That may be  a l l  r ight  f o r  those s ta tes  
where  t h e r e  a r e  o ther  clubs, but if I 
were  to  challenge the universe,  and 
obviously not receive an answer ,  I 
could c la im i t  a s  m y  t e r r i t o r y .  There-  
by, using the idea accepted by this  club, 
becoming the new "largest"  war-gaming 
club. This  i s  not only unfair,  i t ' s r i d i c -  
ulous.Do you want t o  continue with the 
unorganized conditions you now have, 
never  knowing what i s  happening that 
concerns  you? O r ,  would you ra ther  
have an agreement  with the other  clubs 
stating your autonomy, and a t  the same 
t ime  providing f o r  e v e r y  club's right to 
l ega l  c l a i m s  of victory and defeat?  I 
find the choice s imple.  Only clubs 
which may profit  f r o m  the now existing 
confusion will r e fuse  such a n  agreement .  
However, I know that  the majori ty  
wants to  do something about i t ,  but a t  
p resen t  been unable to  decide what. 
Therefore ,  a l l  clubs in te res ted  in  the 
fu ture  of war-gaming contact m e  stat- 
ing s imply whether you a g r e e  of dis-  
a g r e e  with the suggestion f o r  a pact to  
be  fo rmed by a l l  of the clubs. 

This  pact would c r e a t e  bas ic  t e r m s  
f o r  victory,  defeat,  and t e r r i t o r i a l  
c la ims .  It would a c t  a s  a n  authority 
f o r  the set t lement  of disputes .  It would 
a l s o  control new clubs, challenging 
everyone and flaunting their  "superior-  
i ty , "  so that  the situation does not get 
out of hand again. 

This  i s  not a n  at tempt to encroach 
upon the r igh ts  of a n  individual club, o r  
to organize a monopoly of war-gaming 
clubs which dictate what mus t  be done 
and how. It i s ,  r a t h e r ,  a n  important 
suggestion to organize the now existing 
confusion. 

However, the problem of the situa- 
tion now demands the attention of every 
club. Therefore ,  I r e i t e ra te ,  please 
send m e  a l e t t e r  o r  postcard stating 
if you a g r e e  o r  d i sagree  with forming 
a pact.  

I have draf ted a war-gaming pact 
and any club, o r  individual, that con- 
t ac t s  m e  will r ece ive  full detai ls  on it .  
But, please contact m e  now. 

Write: Dana ~ o m b a r d y ,  954 Kitti- 
wake L a . ,  Chula Vista, Calif. 92011. 

which division of play you would l ike to 
enter .  This does not obligate you to 
r e m a i n  in  the p rogram,  nor  does p a r -  
ticipation requ i re  you to help r u n  i t  in  
any way. Your involvement m a y  be a s  

by Greg  Koerper  

The E m p i r e  of Avalon, 81 m e m b e r s  
strong l a s t  F e b r u a r y ,  h a s  floundered 
because of over-central izat ion and lack  
of printing faci l i t ies ,  but not because of 
lack of enthusiasm. After a per iod of 

deep o r  a s  shal low a s  you wish. 
1. About how much would you con- 

s ider  contributing to operat ing c o s t s  a 
y e a r ?  $ l ?  $ 3 ?  $5' $ l o ?  

2. Would you be willing to pay dues ? 
P a y  a lit t le e x t r a  fo r  a quality periodi-  
cal  r a t h e r  than a mimeographed s h e e t ?  

3. P l e a s e  indicate ways in which 
you would like to help. Who e l s e  that  

uncertainty, i t  i s  about to a r i s e  f r o m  
i t s  ashes  and s t a r t  anew. What i t  be- 
comes depends upon you. 

Clubs such a s  Spectre ,  Dusk, and 
many o thers  have only the destruct ion 
of each o ther  in  mind and offer the 
PBM fan l i t t le  opportunity to play a s  he you know would be in te res ted in  joining? 
wishes. The e r a  of these clubs is com- 
ing to an end. The t rend  now i s  towards 
an organization that  plays within itself,  
offering i t s  m e m b e r s  chanc'es to m e e t  
new opponents and prove their  worth a s  
individualplayers ,  o r  a s  p a r t  of a t e a m ;  

Divisions of P lay  

National 

I. SERIOUS 
to play se r ious ly  o r  f o r  fun. 

In September of 1966, Marsha l l  A. 
A. F o r  point rat ings.  
B. F o r  rank  i n  the P e e r a g e  (as  was  

previously done in the Empire ) .  
C. Team play (four o r  m o r e  living 

reasonably close together).  

Massey initiated the E m p i r e  of Avalon, 
an associat ion in which m e m b e r s  gained 
"vassals"  by defeating opponents in  
wargaming contests .  If a m e m b e r  con- 
tinued to re ign  victor ious,  he soon e s -  

11. FUN 
tablished a l a r g e  s ta te  of viscounts, 
barons,  and knights with ranks  being 
determined by the type and number of 
vassa l s  controlled. However, Sir  Mas-  
sey alone couldnot  govern these m a t t e r s  
due to the t remendous growth of the 
Empire ,  the establ ishment  of a news-  
l e t t e r ,  monthly P e e r a g e s  ( l i s t s  of m e m -  

A. T r y  out new ideas. 
B. Tolkien-oriented. 
C. Bet-settling o r  honor-defending 

Local 

Responsibility of local  m e m b e r s  
b e r s  and their  ranks) ,  and g r e a t  amounts 
of correspondence.  The E m p i r e  c r u m -  
bled; and yet  i t s  col lapse was  not the 
fault of Massey  o r  the m e m b e r s ,  but 
r a t h e r  that of the genera l  organizat ional  

All rep l ies  and reac t ions  to: 

Greg  Koerper ,  Holbrook Rd., Chagrin 
Fa l l s ,  Ohio 44022 

o r  
Richard M e r c e r ,  115 Mapleridge Road, 
Chagrin Fa l l s ,  Ohio 44022. 

set-up. 
And so  the t ime  h a s  come f o r  r e o r -  

ganizing the E m p i r e .  We believe that  
the E m p i r e  is the s t ronges t  base  f o r  
the ideal  wargaming society mentioned 
above, a t ruly un iversa l  club f o r  AH 
enthusiasts.  However, we don't  want 
to repea t  Marsha l l  M a s s e y ' s  mistake.  

Where Are W e  Going? 
by Dana Lombardy The administrat ive dut ies  f r o m  the s t a r t  

m u s t  be well divided among the m e m -  
b e r s ,  s o  a s  not to overburden  anyone, 
and so  the l o s s  of one person  will  have 
no se r ious  effect. There  a r e  five of us  
in Chagrin willing to work, but  i t  wil l  

I a m  appal ledby the act ions taken by 
Avalon Hill wargaming clubs. No ap-  
parent  organized act ions s e e m  to be  
undertaken by any, and a l l  appear  con- 
tent  to  have it  "every man f o r  himself .  " 
This  i s  fu r ther  emphasized by the fac t  
that  suggestions to  al leviate  the situa- 
tion, published in the General ,  a r e  
completely ignored. And because things 
have progressed  to th i s  point, i t ' s  t ime  
f o r  e x t r e m e  act ions to  be  taken to c o r -  
r e c t  this  situation. 

Many of the clubs themselves a r e  
not rea l ly  organized and consis t  only 
of individuals in  severa l  s ta tes  using 
the s a m e  name f o r  the i r  club. And i t  
s e e m s  a t  t i m e s ,  f r o m  adver t i sements  
that  appear ,  that some of these  clubs 
do not even know what i s  happening 

take many more .  Some of the jobs that  
will have to be done by volunteers  a r e  
membersh ip  reg i s t ra t ion ,  publication 
of the newslet ter  and many o ther  i t ems;  

wri t ing a r t i c l e s ,  t r e a s u r e r ,  recording 
of game resu l t s ,  and anything e l s e  you 
might think of. We a r e  not asking f o r  a 
lot  f r o m  you, but a l i t t le  effor t  to make 
this idea workable. 

If the react ion is a s  g r e a t  a s  i t  was 
to M a s s e y t s  or iginal  a r t i c l e ,  we will  
be well on o u r  way to creat ing the ideal  
type of club s e t  fo r th  e a r l i e r  in  this 
ar t ic le .  If you a r e  in  the l e a s t  in te r -  
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Johnson Survey #4 1. I p re fe r  mult i -player  war  games  
(meaning m o r e  than two s ides ,  not t eam 

......... games)  to two- -player games  
F a l s e  - 68%. 

KRIEG, this new dimension in the game 
h a s  not been fully exploited. Rather 
than having these m / c  f o r c e s  becoming 
addenda to the ~ e d / B l u e  a r m i e s ,  why by Ja red  Johnson (who e l s e  ? )  

2. Chess  is not a s  interest ing a s  
.................... m o s t  war  games.  

True - 8070. 

not institute commanders-in-chief f o r  
AH NOTE: Once again, J a r e d  Johnson 
has  gone to considerable  t ime and ex-  
pense to ex t rac t  var ious data  we believe 
.to be of i n t e r e s t  to a l l  wargamers .  
Several  s u r p r i s e s  developed; notably 
that8 'Star  Trek" received a s  many votes 
a s  the next  th ree  highest  TV shows com- 
bined. Also significant i s  the fac t  that  
Bulge c a m e  out " fa r  out in front.  " Mr.  
Johnson a l so  s t a t e s  that  Chess  was  found 
to b e  the 11 th m o s t  popular game and 
that Guadalcanal w a s  voted "mos t  r e a l -  
is t ic .  " The differences we found between 
our  own reg is t ra t ion  c a r d  analysis  and 
that of the following survey  ex is t s  in  the 
TV shows: As a group, the news pro-  
g r a m s ,  Huntley Brinkley in par t i cu la r ,  
were  m o s t  popular. "Get Smart" ,  a l -  
though on the wane a t  this moment ,  out-  
pulls "Star Trek.  " Otherwise. Johnson's 
sampling const i tutes  a s  accura te  a p o r -  
t raya l  of the AH picture a s  one c a n  get  
f r o m  a l imited survey  of this nature. 

each country, and c r e a t e  a seven-handed 
game ? 

There a r e  2 main  difficulties with this 
plan: Where do you get 7 p layers  o r  
s ta f f s?  How do you coordinate 7 move-  
ment  tu rns  ? F i r s t ,  a s  the tit le suggests ,  
these ideas a r e  a imed  a t  the l a r g e r  w a r  - 

3.  I somet imes  give a l e s s  exper i -  
enckd player  a chance just  to make the 

............. game m o r e  interesting..  
True  - 74%. 

4. Most  of AH'S non-war games  a r e  gaming clubs. Second, e i ther  use the ..... just  a s  good a s  their  w a r  games . .  
F a l s e  - 73%. 

5. I dislike a r t i c l e s  in the General  
suggesting changes in  the or iginal  rules .  
F a l s e  - 59%. 

6. I often t r y o u t t h e  var ian tvers ions  
of AH games  suggested in the General .  
F a l s e  - 6670. 

7. Sometimes I t r y  out  the var ian t  
vers ions  of AH games  suggested in  the 
General  ............................ 
True  - 79%. 

8. A s  f a r  a s  I a m  concerned play- 
ability comes  before h i s to r ica l  accuracy. 
F a l s e  - 6070. 

simultaneous-movement ru les  of Mr. 
F r e d e r i c k  R. Guest  in the May-June 
1967 General ,  o r  use the following s y s -  
tem: 

1. Position troops pr io r  to turn #1. 
2. , P l a y e r s  cu t  c a r d s  to find out 

the i r  o r d e r  of movement ,  unless  they 
pre  -a r range  the o r d e r  by mutual agree  - 
ment. 

3. Country #1 moves  f i r s t ,  along 
with any al l ied t roops that en te r  the 
fight a t  this stage. In c a s e  of dual con- 
t rol ,  the a l l i es  a g r e e  on soak-off oper -  
a t ions,  &. , o r  appoint an allied com- 
mander .  Resolve combat. 

4. Repeat  s tep  3 f o r  countr ies  #2-7. 9. A lot  of AH'S r u l e s  a r e  vague and 
ambiguous. ......................... 
True  - 6470. 

10. I subscr ibe  to Strategy and Tac-  
tics. True - 63%. 

11. I belong to a PBM organization . 
True - 73%. 

FIVE FAVORITE TV PROGRAMS: This  completes  turn# 1. 
5. Repeat  s teps  3 and 4 for  each 

succeeding turn. 
Note: Except  f o r  af ter- the-bat t le  - 

movement, each  unit may  only move 
once per  turn. Each  country gets  to 

1. Star  Trek.  
2. The Avengers. 
3. The Invaders .  
4. Combat. 
5. Time Tunnel. 12. I would r a t h e r  have someone 

explain the ru les  to a new game to m e  
f i r s t  and r e a d  the ru les  l a t e r ,  than r e a d  
the r u l e s  f i r s t . .  ..................... 
F a l s e  - 89%. 

13. The Genera l  should go monthly.. 
True  - 83%. 

move during the turn.  
This s y s t e m  p e r m i t s  the making o r  

breaking of al l iances throughout the 
game,  in the manner  of Diplomacy. 

H e r e  a r e  some suggestions fo r  con- 
ditions of victory. 

1. Total domination, which requi res  

FAVORITE CARD GAME: 

1. Bridge: 
2. Poker:  
3. Rummy: an increase  in the supply and manpower 

capacity of m / c ' s .  Otherwise they 1. The game b e s t  suited to play-by- 
m a i l  i s :  1. Afr ika Korps - 46%. 
2. Stalingrad - 2570. 

2. 1. Guadalcanal - 30%. 2. Blitz- 
k r ieg  - 21%: i s  AvalonHill 's m o s t  r e a l -  

would be el iminated in two o r  three 
TEN FAVORITE GAMES IN ORDER: turns. 

2. Conquer a s  many ci ty  s q u a r e s  a s  
you have in your homeland, while con- 
trolling a l l  home ci t ies .  

3. Make peace t rea t ies  with willing 

1. Battle of the Bulge. 
2. Blitzkrieg. 
3. Stalingrad. 
4. Waterloo. 
5. Afrika Korps. 
6. D-Day. 
7. Midway. 
8. Guadalcanal. 
9. Diplomacy. 
10. Tact ics  11. 

is t ic  game. 
3. The r u l e s  to: (1. Bl i tzkrieg - 33%. 

2. Bulge - 18%) a r e  the mos tvague  and enemies.  To save  arguments ,  the play- 
e r s  de te rmine  the inviolability of such 
t r e a t i e s  before the game. 

A word of caution: play only with 
even-minded people whom you can  s tab  
in the back, without losing them a s  
fr iends.  A s  in  politics and foreign r e -  

ambiguous of AH'S rules .  

Median age of AH wargamers :  17. 
Median number of AH games  owned: 12. 

Bes t  Movies in P a s t  Year:  
lations, do unto o t h e r s  a s  they would do 
unto you, but do i t  f i r s t .  1. Doctor Zhivago. 

2. Battle of the Bulge. 
3. The Blue Max. 

PREFERRED OPPONENT: 

Hidding U. 5. Strength 1. Equal: 
2. Superior: 
3. Inferior: 

by Steve Torkelson 

Multi - Player Blitzkrieg When playing the s tandard game of 
Guadalcanal,  the Japanese player i s  a l -  
ways a w a r e  of the exact  s t rength of the 
U. S. t roops  on the island. In the actual  
battle,  th i s  was  not the case.  During 

TRUE AND FALSE QUESTIONS: 

Some people did not answer  quest ions 
4 , 7 ,  and 8. The percentages given 
a r e  just  f o r  t rue  o r  fa l se  answers ,  ex-  
cluding "no comments .  " 

By E r i c  R. Shimer 

E v e r  s ince AH came up with the use 
of minor-country a r m i e s  f o r  BLITZ- 

the whole campaign, especial ly  during 
the beginning, the Japanese s t rength 
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est imate of the U.S. t roops was poor. 
Es t imates  were  a s  low a s  2,000 c r ack  

you to do." His basic Maxims were:  
move rapidly; unite your forces  and 
str ike immediately. He maneuvered 
with a view toward inducing his  enemies 
to divide fo r ce s  so  that he could fal l  

If your opponent fai ls  to take ~ n t o  
account the (A) Time-Distance Fac tor  
discussed in previous a r t ic les ,  so  that 
he i s  unable to r e ac t  on a timely basis  
to what you have in  mind, i t  i s  evidence 

t roops when there  was actually about 
8, 000 troops. I have t r ied  to duplicate 
the Japanese l imited intelligence with 
the following rules .  

1. U. S. t roops in the jungle squares  
do not have to show the i r  identification. 
The U. S. player mus t  only inform the 

upon and defeat the fract ions successive-  

ly. 
F r o m  this and f rom the a rguments  

Er fur th  proposes in his book, i t  can be 
seen that su rp r i s e  i s  nothing but an  ap-  
plication of Economy of Force .  I t  i s  
cer tainly m o r e  economical to s tr ike 

that you can su rp r i s e  him. This i s  one 
of the m o s t  common ways in AH games 
to achieve surpr i se .  (B) Circumstances 
may change in  the game and you may 
see i t  before your opponent. This may 
give you an opportunity for  more  p r e -  
paration for  surpr i se .  (C) Secrecy. 

Jap  player what square  the uni ts  a r e  
positioned in. 

2. If U. S. uni ts  in jungle squares  
a r e  attacked, the U. S. player mus t  in- 
form the Japanese player the identifica- 
tion of the uni t(s)  being attacked. After 

when your opponent i s  not p repared  for  considered one of the major  elements  of 
the blow than when he has  taken a l l  p r e  - surpr i se ,  often looks very  difficult to 
cautions to ? a r ry  it. achieve on a n  AH gameboard where so 

much i s  la id out  for  both you and your 
opponent to see.  Ah, but i s  i t  real ly 
that hard  to come by? Secrecy on the 
gameboard can be achieved by decep- 

The American Army officer i s  t rained the Jap  player has  been informed, he 
to constantly s t r ive  for  surpr i se ,  but 
never  to expect that  he will be able to 
surpr i se  the enemy. Thus trained, he 
develops his  plan so that he could 
achieve the objective without the e le -  
ment  of surpr i se .  To the extent that 

( J a p )  may bring up more  units to  sup- 
port the at tack.  

3. If a n  unidentified unit i s  just 
a r t i l l e ry  bombarded, the U. S. player  
does not have to disclose the idpntifica- 
tion of the unit until the bombardment 

tion o r  confusion. Pump your opponent 
full of bad information one way o r  an- 
other. We showed in the Mobile De- 
fense of a previous i s sue  how you can 
withdraw f rom your opponent to draw 
him into his  destruction by over  exten- 
sion of his forces.  In a recent  GUAD- 
ALCANAL game, the J ap  didn't bring 
a unit on until 11 Sept. All he did was 

he would be able to gain some surpr i se .  
the objective comes that much eas ie r .  

The presen t  guer r i l l a  struggle in 
Vietnam provides numerous examples 
of surpr i se ,  such a s  ambush; since 
this principle i s  one of p r ime import-  

has ceased.  
4. Hidden Movement Rules (Optional- 

Tournament Game) 2 ,  10, l a s t  part  of 
11, 12, and 13, a l so  apply to U.S. 
movement. Comments: Steve Torkelson, 
619 Leo Drive, Santa Rosa,  California 
95401. ance a s  a weapon of guerr i l las .  I be- flee into the jungle. The U. S. player 

became ra ther  drawn out  trying to hold 
what he had and s t i l l  pursue. The Jap  
acted panic s tr icken about getting away. 
cursed  the imbalance of the game, 

lieve one a r e a  where our  side gained 
a g r ea t  measu re  of su rp r i s e  was in the 
firepower of American units when the 
enemy f i r s t  encountered them in '65 
and '66. The Viet Cong had been use 

The Principles of War: 
cursed  Avalon Hill, threatened to su r -  

to engaging our  Vietnamese units of render  and give up the ridiculous situ- 
ation. The idea was to spread out the 
U. S. player so that the J ap  could bring 
on his  boys "unite and s t r ike  quickly." 

I t  was working until about 4 Sept. 
when the U. S. guy said. "Hey, wait a 

the ea r l i e r  war  variety. Our companies by Capt. Mike Frankwicz 
edited by Myron Brundage and battalions of that t ime had ve ry  l i t -  

tle m o r e  f i repower than the enemy, 
with a few machine guns, virtually no 
indirect  f i r e  support  o r  a i r  support. I t  
was a smal l  a r m s  war ,  mostly. The 

Maxim 95: "War i s  composed of 
nothing but su rp r i s e s .  While a genera l  
should adhere to genera l  principles, he 
should never  lose  the opportunity to 
profit  by these su rp r i s e s .  I t  i s  the e s -  

minute he r e ;  l emme  see  your Order  of 
American units came in with s eve ra l  Appearance Table!" After one look he 

beat i t  back into an enclave around 
Henderson field. 

On 11 Sept. the Jap  brought on a 
sizeable force in the vicinity of Matani- 
kau, but held back a good r e se rve ,  
slyly moving the OA Table a s  f a r  out of 

t imes the f i repower of their Vietnamese 
counterparts .  One U. S. rifle company 
had 18 grenade launchers ,  3-81mm 
mor t a r s ,  2-106mm recoi less  r i f les ,  
18 automatic r i f les ,  6 machine guns 
and no telling how many f lame throwers 
and what else.  A South Vietnamese 

sence of genius. In war  there  i s  only 
one favorable moment. Genius seize's 
it. " Napoleon 

By su rp r i s e ,  you can  achieve suc-  
c e s s  out  of proport ion to the effort  ex-  
pended. Surpr i se  resu l t s  f r o m  str iking sight a s  was  honorable. At the same 

time he began rolling his  eyeballs. 
ohhing and ahhing, and making various 
oriental  noises. He made a definite 
point of landing a l l  units and moving 
them severa l  squares  towards Hender- 
son muttering "Banzai". The U.S. guy 

battalion might be able to ge t  into action 
with 6 machine guns, 18 auto r i f les  and 
3-60mm mor t a r s .  

When the Cong made their  f i r s t  a t -  
tacks against U. S. units, they appeared 
to have prepared  themselves in t e r m s  

your opponent a t  a time, place, and in 
a manner f o r  which he i s  not prepared.  
It  i s  not essen t ia l  that your opponent be 
taken unaware, but THAT HE BECOMES 
AWARE TOO LATE TO REACT E F -  
FEC TIVELY. 

of engaging comparable s ized Viet units. The German General ,  Waldemar E r -  rocked back in his  cha i r ,  impressed  by 
this sudden exhibition and thought the 
Jap was shooting his  bolt. When his 

In addition to the va s t  differences of 
firepower the American units could 
usually cal l  on battalions of a r t i l l e ry ,  
and numerous a i r  sor t ies ,  and some-  
t imes  a r m o r  support. The enemy was 
thoroughly and unpleasantly surpr i sed  

furth, who wrote a mi l i t a ry  c l a s s i c  
SURPRISE between the world wa r s  fe l t  
that the two ma jo r  e lements  of su rp r i s e  
were s ec r ecy  and speed. 

Col. C. H. Lanzawrote  that su rp r i s e  

turn came,  he s ta r ted  moving units out 
of his  enclave to prevent  a J ap  crossing 
of the MatanikauRiver. The Jap watched 
silently, and when the U. S. guy opened 
himself up for  an  envelopment by mov- 
ing too many of his units forward the 

might take the f o r m  of time, place, 
direction, force ,  tact ics ,  o r  weapons. 
He fel t  secrecy ,  rapidity and prepara-  

on repeated occasions in these ea r l y  
encounters  with this  kind of American 
firepower. 

In Avalon Hill games Surpr i se  i s  
somet imes  difficult to obtain because 
the situation i s  there f o r  both adver-  

tion were the main  factors .  J ap  began to look glum and disappointed, 
If you wish to su rp r i s e  your opponent 

you should know what he intends to do 
and how he i s  likely to do it. He un- 
doubtedly will have in mind some things 
he would like to s ee  you do. Napoleon 
said, "Never do what the enemy wished 

not saying a word. The U. S. guy pre-  
tended not to notice, but he missed  his 
own weak flank and that was the end. 
Lesson: Keep your eye on the game- 
board but t r y  to get your opponent to 
watch you if you want to throw him off. 

s a r i e s  to s ee  on the gameboard. Never- 
the less  su rp r i s e  can be obtained in sev-  
e r a l  ways. 
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Confusion in  your opponent's mind 

can give you the opportunity to su rp r i s e  
him. To be mercena ry  about it: if he 
i s  not s o  used to handling so  many 
pieces and considering so many fac tors  
a s  one mus t  in AH games,  o r  if he ge ts  
confused on the ru les ,  well, war  i s  
hell (e. g. eve r  ge t  clipped on thatAuto- 
matic  Victory ru le  ?). 

There a r e  some game ru l e s  that aid 
you in achieving Surprise.  The hidden 
corps  ru le  in  Tact ics  I1 i s  a good one. 
I will never forge t  about 8 o r  9 y e a r s  
ago I was  playing a fellow off icer  a 
rouser  of a Tact ics  I1 game before a n  
interested gal lery of ou r  fr iends.  I 
was Red and was drawing h im back to- 
ward the is land for  the kill  where I had 
a hiddeq corps.  He thought he had m e  
in a Dunkirk. I was  one move f rom un- 
leashing the big punch. All the guys 
were  buzzing, i t  looked like I had i t ,  
when bump, m y  knee hi t  the table and 
the whole works fe l l  on the floor. Bed- 
lam broke loose;  such  weeping and 
gnashing of the teeth you never  did see.  
He was f i t  to be tied, and when things 
got coherent  I found out that the r e s t  of 
them thought I did i t  to avoid defeat. I 
was nearly thrown out  of my  own quart-  
e r s  until I could prove it. That should 
have been i t  then and there,  but then 
they came out  with D-Day.. . . . . 

In GUADALCANAL the optional Hid- 
den Movement Rule can  certainly be 
used to achieve surpr i se .  

Another a r e a  where su rp r i s e  can be 
achieved a r e  the various weather ru les ,  
which can change time-distance in a 
mat te r  of moves. Don't get caught on 
these yourself. Watch your opponent 
on these. Sometimes i t  i s  obvious that 
he has failed to take weather ru les  into 
consideration. Exploit that. 

Order  of Appearance and Reinforce - 
ment Rules and the time and place these 
units a r e  brought on can achieve s u r -  
pr ise.  BLITZKRIEG of fe rs  a combina- 
tion of ru les  well suited to surpr i se .  
F o r  example, you can save your rein-  
forcements  and bring them on any fr iend- 
ly city any time f rom the turn they a r e  
scheduled. On one occasion, Big Red 
deliberately l e t  a l l  reinforcements  s i t  
on the Order  of Appearance Ca rd  sev-  
e r a l  moves pas t  their  time. He a l so  
gave away to Grea t  Blues advancing 
forces ,  the t e r r a in  he would have need- 
ed to supply them. Grea t  Blue thought 
he had Big Red in a position where Red 
couldn't bring on his units except a s  
piecemeal replacements .  Blue con- 
centrated his  s t rength forward  to pin 
Red in f r o m  getting any supply capa-  
bility. He a l so  concentrated on s ecu r -  
ing his homeland since Red did have a 
respectable force  a t  sea,  plus available 
airborne. Blue overextended himself 
while moving forward. Red saw his  
chance, completed a turning movement, 
cost  Blue heavy l o s se s  and gained enough 

supply capability in the nick of time to 
take c a r e  of the many units brought on. 

How do you cope with su rp r i s e  if you 
a r e  the one su rp r i s ed?  The bes t  anti- 
dote for  su rp r i s e  i s  the preventive 
measure ,  Security, another principle 
of war. that we will cover  in a subse-  
quent issue. But if you should be s u r -  
pr ised,  the f i r s t  thing to do i s  to re ta in  
control over  your own situation. That 
i s  paramount. Then at tempt to deny the 
opponent his objective. See if he has  
caused himself any weak spots  because 
of his  activities. 

In closing, r emember  a s  Er fur th  
said;  the grea tes t  su rp r i s e  for  the en-  
emy i s  a los t  battle. Myron Brundage, 
2437 Sunnyside, Chicago, Ill. 

Son of 
General von Blunder 

by James  J. Stein 
Immediately following the t ragic ex-  

ecution of General  Ludwig von Blunder, 
(Mar-April-pg. 6) the clanish P rus s i an  
High Command succeeded in winning the 
promotion of von Blunder's e ldes t  son, 
Helmuth, to the command of the r e -  
formed and reinforced F i r s t  Panze r  
Army. Helmuth, a rabid Avalon Hill 
game player who los t  with regulari ty to 
his  l a te  father ,  anxiously awaited opera-  
tional o r d e r s  f r om Army Group HQ a t  
Retrograd (an ominously portentous 
name) where the F u h r e r ' s  favori te  F ie ld  
Marshal ,  Walther Muddel, had recently 
taken over  f r om the ailing von Blunder. 

Muddel, a Nazi General  with bound- 
l e s s  energy, but a not so  boundless 
s trategic intellect,  began issuing o r d e r s  
to a l l  of his  a r m i e s  (including F i r s t  Pan-  
z e r )  regarding the important  new sum- 
m e r  offensive. The objectives for  this 
offensive were  the encirclement  and 
annihilation of the s trong Russian a r m i e s  
defending the key road and r a i l  junction 
of Kharhop, under the command of the 
jolly but dull-witted lush,  Marsha l  
Rodion Rumdumsky. Rumdumsky saw 
to i t  that, of the 120,000 daily tons of 
supplies sen t  to his a rmie s ,  119, 000 
tons were devoted to vodka. I t  was 
said a t  Stavka HQ (General  Staff) that, 
while Rumdumsky's troops might not be 
the mos t  efficient, they were  unques- 
tionably the happiest in the Russian 
Army. Morale was extremely "high". 

The F u h r e r  had s e t  a one month 
timetable f o r  the completion of the 
Kharhop Offensive and the F u h r e r ,  not 
being the mos t  patient psycho in his tory,  
became m o s t  i r r i t a ted  whenever his  
timetables went awry. At f i r s t  every-  
thing went according to plan but, then, 
a las ,  the en t i re  F i r s t  Panzer  Army ran  
afoul of the m o s t  feared  Russian unit of 
the ent ire  war--the deadly 7th Armoreo  
Corps (to those not acquainted with 

s tal lngrad,  a 2-3-6). This  fearsome 
unit, along with i t ' s  s in i s te r  s i s t e r s - -  
the 2nd and 15th Armored  Corps--had 
~ e p e a t e d l y  and single-handedly held up 
German forces  20 t imes a s  s trong for  
an en t i re  month before finally yielding. 

These corps  should have beenno trouble 
for  the Germans ,  a s  they were a rmed  
with the obsolete T-26 paper mache 
tanks and had a complement of only 35 
men and 2 Russian wolfhounds (these 
la t te r  were  thought to be extremely fine 
officer mater ia l  by Russian s tandards 
and had recently been given commis-  
sions). T ry  a s  i t  would, however, the 
hapless  F i r s t  Panzer  Army was unable 
to even budge i t s  miniscule opponent. 
Helpless Helmuth von Blunder, r emem-  
bering his fa ther ' s  fate, now took to 
schnapps and soon was suffering f rom 
the Delerium Tremor s ,  during which 
time he had halucinations of pink firing 
squads and purple Fuh re r s .  

Meanwhile, back in Rastenburg, the 
Fuh re r  spent  long hours pouring over  
the maps  of the Kharhop Campaign and 
each day his  eyes  came to the point on 
the map  where the F i r s t  Panzer  Army 
was fighting. Each  day, to his fury,  
the F u h r e r  found i t  fighting in exactly 
the same place a s  i t  had been the day 
before. Each  day, predictably, there 
was a brand new, f is t -s ized hole in the 
table where the map  lay. By the end of 
the month the table was kaputt; the Fuh- 
r e r ' s  f i s t  was kaputt; and, needless to 
say, Helmuth von Blunder was also ka- 
putt. 

As F r a u  Hilda von Blunder vis i ts  the 
twin graves  of he r  husband Ludwig and 
her  son Helmuth, she reads  with so r -  
row the twin epitaphs on the twin grave- 
stones: "Avalon Hill games I did play. 
I fought in  r e a l  life the ve ry  same way. 
I forgot what I lea rned  in mil i tary 
schools and fought the war under Stal- 
ingrad ru les  R. I. P. " Hilda, with tears  
of r eg r e t  in her  eyes,  silently vows to 
en t rea t  AvalonHill to c r ea t e  a real is t ic  
tournament vers ion  of Stalingrad. Com- 
ments  to: J a m e s  J. Stein, 311 W. 104th 
Place,  Chicago, Illinois 606 28. 

COMING SOON: The Curse  of Gen- 
e r a l  von Blunder and The Sonof General  
von Blunder Meets the Clay People! 
Ju s t  kidding about that. Thanks to a l l  
who wrote about The Py r rh i c  Victory 
and the unexpdctedly favorable response 
i s  what prompted another such travesty. 
In ze meantime,  AH continues i t s  test-  
ing and application of the Automatic 
Victory ru le  to Stalingrad. 

P. 0. W. Tournament $4 
P. 0. W. , that perenial  tournament 

sponsorer  i s  a t  i t  again. Their  Fourth 
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Annual PBM tournament  i s  s c h e d ~ l e d  
to kick-off July 30, 1967, and this  one 
appears  to be thebiggestby f a r .  P.O.W. 
has contracted with two wargaming 
clubs: I11 Army  and Aggressor  Home- 
land to co- sponsor the i r  4th tournament 
so a s  to provide a t remendous pr ize  
l i s t .  

P lay  this  yea r  will be in the fo rm  of 
a singles division tournament. Each 
contestant will be  represen ted  in two 
divisions meaning that he will be  play- 
ing two separa te  en t r ies .  In other  words 
a gamer  may win in the Eas t e rn  Division 
but be eliminated in the West. In th i s  
case  he s t i l l  continues play in the Eas t  
compiling points until the contest ex- 
p i r e s  on July 1, 1968. It i s  possible 
one en t ree  may win in both divisions, 
if this  happens he will be awarded 
double pr izes .  There  i s  a duplicate 
prize l i s t  for  each division. All en t r ies  
must own a t  l e a s t  3 A. H. land battle 
games and send P.O. W. #1 en t ree  fee 
and a stamped, se l f -addressed  envelope 
before contest t ime .  

Everybody wins. Just by entering 
everyonewho sends u s  a stamped, self-  
addressed  envelope will rece ive  f r e e  of 
charge Richard Gutenkunst's special 
play balance counters  f o r  Stalingrad. 
These a r e  of excellent quality and pass -  
able f o r  r e a l  AH counters .  A l is t ing of 
the duplicate pr ize  l i s t s  follows; com- 
plete with the i r  sponsors .  

1. Trophy. .  . . . . . . . . . . . . . . . P. 0. W. 
2. F r e e  AH g a m e . .  . . . . . . . . P. 0. W. 
3 .  Iwo J ima game. . . . . . . Aggressor  

Homeland 
4. Panzerfauust  subscription P.O.W. 
5. Amer ican  Lg. BB counters  . . . . . 

I11 Army  
6 .  Bulge Correct ion Sets. . . Aggres-  

so r  Homeland 
7. Stalingrad Airpower s e t s . .  . Ag- 

g r e  s s o r  Homeland 
8. SFL  Football games.  . .I11 Army  
We suggest that you patronize these 

fine wargaming clubs which have made 
such a fine prize l i s t  possible. Winners 
names will be  publicized in 3 gaming 
magazines bes ides  the General.  Enter  
now. Send your en t r ies  to P .  0. W. HQ 
C/O Donald Greenwood, Box 280, RD #2,  
Sayre, Penna.  18840. 

i s  that units fighting four o r  five tu rns  
in  a row a r e  a s  strong a s  units who 

hadn't noticed), the Imperial  Japanese 
Navy a l l  but can ' t  lose. I propose sev-  

haven't  even fought yet.  To remedy this  e ra1  changes in an  effort  to increase 
I would like to  suggest the following 
ru l e s  for  a tournament game. 

1. Use Blitz. Attrition table. 
2. Reduce the strength of by 116 of 

i t s  standing strength (original strength 

play balance and rea l i sm.  The only 
change in the presen t  o rde r  of battle i s  
the addition of a Japanese CL: JINTSU, 
which en t e r s  a t  0900 June 3. 

minus fac tors  l o s t )  for  each consecu- RULES 
tive move i t  i s  engaged. F o r  each move 
i t  i s  .not engaged i t  gains back 116 of i t s  
standing strength until i t  ge t s  back to 
i t s  standing strength. Only 15 fac tors  
standing strength may occupy 1 square  
no mat te r  how weak a unit i s  because it  
has  been engaged. A unit attacked a t  

The f i r s t  change i s  in a n  effort to 
co r r ec t  a problem pointed out by Pe t e r  
Har lem in  the March  '66 General: "Ya- 
mato with eight hits s t i l l  has a surface 
factor  of 18. " His solution, however, 
was not compatible with a i r - s ea  com- 

1-3 o r  worse i s  not consideredengaged. bat. So instead, a sys tem of proporL 
3.  A unit dr iven back in battle los-  

s e s  113 of i t s  strength instead of 116. 
4 .  A unit engaged during the las t  

two moves ha s  i t s  cross-country and 
road  movement cut in half. A unit that 
has been engaged a s  such may move i t s  
full allowance during a r e t r e a t ;  but i t  
i s  considered routed and if a n  enemy 

tional reduction should be used. F o r  
example: CHIKUMA with no hi ts  i s  a 
6-3. As i t  rece ives  repeated hits, i ts  
firepower i s  reduced. With one hit i t ' s  
a 4-2, with two hi ts  a 2-1, with three 
hi ts  sunk. YAMATO with five hits be- 
comes a 9-5. F o r  those ships which 
don't  reduce evenly: 

a )  a ship always re ta ins  a screening 
of a t  l e a s t  one. 

b) the surface-to-screening ratio 
should be kept a s  close a s  possible to 
the' or iginal  rat io.  

unit come adjacent i t  i s  considered im-  
mediately destroyed.  A routed unit 
takes two turns  of r e s t  before i t  can take 
the field a t  which point i t  i s  considered 
back up to standing strength.  
Optional Rules: 

1. If a r t i l l e ry  i s  routed i t  loses  112 
c )  reduction i s  in proportion to the 

total number of hi ts  i t  can sustain. 
Attacks may,  of course,  be made in 

waves. A ship h i t o n  the f i r s t  wave i s  
reduced, a s  has been stated, to a les -  
s e r  screening for  the second wave. Af- 
t e r  the f i r s t  wave and each succeeding 

i t s  strength due to the fac t  i t  wouldhave 
to abandon i t s  guns. 

2. Make the following units un rout-  
able and when forced to r e t r e a t  lose  
only 116 instead of 1 / 3  of their  strength. 
French-Imp. Gd. in f . ,  Bri t ish-Cooke's  
Inf. (Gds. ), Prussian-Steinmetz 's  Inf. 
Example of the rules .  Two 6-3 units 
at tack a t  12- 1 a 1-6. They advance 4 
spaces,  lose no fac tors  and lose 116 
of their  strength. They now have 12 
standing and 10 effective fac tors .  They 
a r e  attacked by 30 fac tors  a t 3 - 1 .  

wave, al l  ships may move one space on 
the battle board in any direction before 
the next wave. This allows fo r  minor 
readjustments  to protect  those ships 
now vulnerable, and also permi ts  com- 
pensation fo r  a ship sunk in the f i r s t  
wave (which i s  removed a s  explained 
below). An unlimited number of wave 
at tacks may be launched per  turn. They a r e  re t rea ted ,  lose 2 fac tors  and 

1 / 3  more  of their  standing strength. If a ship i s  sunk in the middle of a 
They now have 10 fac tors  standing and 
having l o s t  112 of this  have 5 fac tors  
effective. If they a r e  r e s t ed fo r  3 moves 
they will be back up to their  full standing 
strength with 10 effective factors .  
TACTICS-Always have a r e s e rve  of a t  
l e a s t  15 fully effective infantry and 2 o r  

s e r i e s  of wave at tacks,  i t  i s  important 
to r e co rd  how many hits were required 
to s ink it. If th ree  hi ts  were required, 
and four  o r  m o r e  (or  a 5-1 automatic) 
were  scored,  than the ship i s  removed. 
If, however, i t  i s  sunk by exactly the 
number necessary ,  then i t  i s  not r e -  
moved. I t  i s  turned over  to indicate i t  3 ca lvary  to cover  a re t rea t ,  launch a 

final breakthrough o r  to follow up a r e -  
t r e a t  and turn  i t  into aroute.  Comments 
to P e t e r  Reese ,  5916 SarahCt.  Charmi-  
chael,  Calif. 95608. 

i s  sinking and i s  no longer a target.  I t  
cannot, of course ,  sc reen ,  and a l l  ships 

Tournament Waterloo must  s t i l l  keep proper  spacing f rom it. 
Screening values may be spl i t  and 

applied anywhere within two spaces.  
(i. e. the YAMATO can spl i t  up i ts  ten 
screening and apply the different par t s  
anyway desired) .  

BY Pe t e r  Reese  

Midway - Unstereotyped Anyone who ha s  ever  r e ad  about Na- 
poleonic warfa re  will note that i t  was 
a lmos t  invariably the committing of 
the f r e sh  r e se rve  against  t i r ed  and dis-  
organized troops that  c a r r i ed  the field. 
Two bat t les  l ike this  a r e  Waterloo and 
Ligny. Yet in the presen t  Waterloo there  
i s  no advantage to holding back a r e s e rve ;  
on the cont ra ry  i t  i s  bes t  to  at tack with 
everything a person has .  Another thing 

by Mark  Saviet Ai rc ra f t  may  at tack f rom three to r -  
pedo zones and one dive zone on each 

Midway, like a lmos t  a l l  of Avalon 
Hill 's games,  has  the capability of be- 
coming m o r e  than just a stereotyped 
contest of good luck. I t  i s  to this end 
that this a r t ic le  i s  directed. 

In i ts  p resen t  f o rm  (in case  you 

ship. Torpedo at tacks may not be made 
f rom the s te rn .  All ships mus t  be fac-  
ing in the s ame  direction. 

If a c a r r i e r  has readied o r  readying 
planes on i t s  deck, i t  sinks with one 
l e s s  hit. In addition, every  dive-bomb- 
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e r  hi t  des t roys  two of the readied,  o r  - 
readying, squadrons (ship 's  choice of 

type). 
In sur face  combat ,  f a c t o r s  m a y  be 

spl i t  in  any manner  (at tack fac tors  only). 
Battleships m a y  not f i r e  into adjacent  
spaces.  At four  square  (bat t leship)  
range, the bat t leship 's  f i r e  i s  halved 
(i .e.  e ight  fac tors  a r e  worth four  and 
eleven fac tors  a r e  worth five). 

PLAY PROCEDURE 

Bothplayers  wri te ,  in  s e c r e t ,  wheth- 
e r  o r  not they a r e  readying (be specific 
a s  to ships,  types, and numbers ) .  

The J a p  m u s t  s ta te ,  before U. S. 
search ,  that  ships  (being specif ic)  a r e  
on MIDWAY. 

Search procedure  i s  the same.  
If a f l e e t i s  spotted, that p e r s o n  m u s t  

s ta te  whether o r  not h i s  plans a r e  ready-  
ing o r  readied (can f ly  that turn). F o r  
example: "The CVL is readying and 
one CV i s  readied." I t  i s  not n e c e s s a r y  
to specify fu r ther .  In  s tat ing the con- 
dition of the a i rc ra f t ,  readying o v e r r i d e s  
readied which o v e r r i d e s  not readied.  
In o ther  words: if a ship i s  readying 
any a i r c r a f t  a t  all ,  the condition, a s  
s tated to the s e a r c h e r ,  i s  "readying." 
This i s  so  whether  o r  not the o ther  a i r -  
c r a f t  a r e  readied. If some a i r c r a f t  a r e  
readied,  and none a r e  readying, then the 
condition i s  "readied. I' 

Operat ions f o r  both s i d e s  a r e  wri t ten 
every  turn r e g a r d l e s s  of whether o r  not 
anyone was sighted. 

All a i r  operat ions o ther  than at tack 
should a l so  be wri t ten should your op- 
ponent question your claims.  All o p e r -  
ations should be m a r k e d  a s  to t ime and 
date: 

0900 JUNE 4: a l l  ENTERPRISE and 
HORNET f igh te rs  e s c o r t  a l l  c a r r i e r  
a i r c r a f t  to at tack D-4g. YORKTOWN 
and MIDWAY f igh te rs  on  C A P  over  
MIDWAY., F l y  o ther  MIDWAY a i r c r a f t  
to c a r r i e r s .  

Any operat ions the enemy does  not  
observe  a r e  not told to him. If you put 
up CAP expecting a n  attack, your op- 
ponent is not  told unless  he had a i r -  
c r a f t  o r  ships  in  the s a m e  zone. 

When an at tack a r r i v e s ,  the a t t acker  
mus t  be told by name,  which sh ips  have 
readied o r  readying planes on deck. 

Ships m a y  be  kept off the board and 
brought on a t  a l a t e r  hour than that  a t  
which they a r e  l is ted.  

MISCELLANEOUS 

The Amer ican  m a y  launch B-17 a t -  
tacks f r o m  MIDWAY to any spo t  o n  the 
board. B-17s m u s t b e  readied f o r  th ree  
tu rns  before they m a y  fly. One ship i n  
a discovered f lee t  i s  selected,  and a 
die r o l l  of five i s  th ree  hi ts ;  a die  r o l l  
of s ix  i s  five hits. F i g h t e r s  have no 
effect on B-17s. They may at tack a t  

night. Attack m a y  be made before, af- 
t e r ,  o r  between waves of a n  ord inary  
a i r  s t r ike.  After MIDWAY i s  reduced 
to ten o r  lower,  fueling r e q u i r e s  five 
turns. An at tack does not  have to be 
made in the m i d s t  of a regu la r  s t r ike ,  
and no m o r e  at tacks may  be made  a f te r  
MIDWAY i s  completely reduced. 

There  a r e  8 P T  boats a t  MIDWAY 
and 2 a t  KURE. They may a l l  be based 
a t  e i ther  MIDWAY o r  KURE o r  any 
combination. Aside f r o m  l o s s  in com- 
bat, they may be taken only by occupy- 
ing their  bases  while they a r e  in  them. 

P T  boats m u s t  be readied f o r  one 
turn like a i rc ra f t .  The J a p  has  no way 
of knowing if they a r e  o r  a r e  not read-  
ied. This is a l so  t rue  of MIDWAY- 
based a i r .  P T  boats  have a range of 
ten spaces  (five out  and five back). They 
may opera te  a t  night. Each  boat i s  the 

equivalent of one torpedo-plane squad- 
ron, and they function (and a r e  los t )  the 
s a m e  with the following res t r i c t ions :  

A Jap ship (for P T )  placement  pur-  
poses only) controls  i t s  adjacent  s q u a r e s  
except  f o r  those placed diagonally f r o m  
it. P T s  m a y  move into a controlled 
square  but m u s t  then stop. 

Thus they cannot penetrate  the ou te r  
per imete r  of a fleet. 

P T s  do not par t ic ipate  i n  sea- to -sea  
battles. They may be used in conjunc- 
tion with a regu la r  a i r  attack. They 
a r e  l o s t  in  the s a m e  manner  a s  a i rc ra f t .  

.The J a p  m u s t  s ta te  h i s  p resence  on 
KURE the s a m e  a s  if i t  were  MIDWAY. 
Of course ,  f o r  e i ther  island, he no 
longer  m u s t  do so  once he has  taken i t  
(in that  c a s e  the Amer ican  m u s t  s ta te  
h i s  presence) .  KURE i s  taken like - 
MIDWAY. There  i s  no softening up r e -  
quired. I t  i s  worth two points to the 
J a p  only if MIDWAY i s  not taken. Other-  
wise,  i t s  only value i s  in destroying the 
PTs .  The f lagship of the KURE landing 
force  i s  JINTSU. I t  m u s t  r e m a i n  on 
KURE f o r  two turns.  If i t  i s  sunk, 
KURE can  only be taken by the ATAGO 
which, to do so, mus t :  

a )  take KURE before MIDWAY (two 
tu rns )  and if MIDWAY i s  a l so  to be 
taken. 

b) r e m a i n o n  MIDWAY f o r  five turns. 
JINTSU cannot take MIDWAY. 

If MIDWAY i s  taken, butKURE i sn ' t ,  
i t  i s  worth two points to the American.  

BATTLE PROCEDURE 

After ships about to be attacked a r e  
positioned, the a t t acker  places a l l  h i s  
a i r c r a f t  in  the at tack positions he wishes.  
The defender now wr i tes  down the num- 
ber  of f igh te rs  with which he will in te r -  
cept.  These f igh te rs  m u s t  be ones des -  
ignated a s  C A P  over  those part icular  
ships. The a t tacker  a l so  wr i tes  down 
the number of h i s  escort ing f igh te rs  
that  will cover  this wave. Combat odds 
f o r  the f ighters  a r e  then s e t  up (the ones 

with the ships a r e  the defenders).  The 
defender  can  of course  s t r i p  off a s  many 
a s  he i s  allowed according to s tandard 
procedure (if he has  a n  equal number of 

f igh te rs  he m u s t  use them al l ;  if he has 
m o r e  they may be applied to ships,  etc. ). 
The die i s  thrown and a l l  surviving 
f ighters  may  not be usedaga in  that turn.  
All a i r - s e a  bat t les  a r e  resolved and the 
next wave at tacks in  the s a m e  manner .  
Neither the number of a t tack planes nor  
the total number of f ighters  i s  revealed 
by e i ther  side. The at tacker  i s  respon- 
s ible  fo r  s ta t ing the number of waves. 
The a t tacker  may  a b o r t  future waves a t  
any t ime but m u s t  do s o  according to 
abor t  procedure (See below). F igh te r -  
fighter odds a r e  rounded off to those 
neares t ,  not in  favor  of the defender. 

If a n  enemy h a s  f ighters  over  his  
f leet ,  you cannot abor t  the at tack with- 
out a fight. If you s ta te  you a r e  abort-  
ing, the a i r  i s  handled the s a m e  a s  in  
a MIDWAY attack. If you have no fight- 
e r s ,  than a number of aii-craft equal to 
the number of your opponents f ighters  
m u s t  be lost.  Otherwise,  you have a 
regu la r  fighter-fighter battle with the 
defender allowed to strip-off and go 
a f te r  the bombers .  

A person  may,  upon seeing h i s  op- 
~ o n e n t s  dispositions f o r  one f leet  of 
ships, a b o r t  that  par t i cu la r  a t tack and 
hi t  a different fleet,  within range,  in 
the s a m e  turn. Abort  m u s t  be c a r r i e d  
out according to the ru les  previously 
stated. However, the a b o r t e r  may,  in 
this situation only, m e e t  the defender 
with only a n  equal  number of f ighters  
so a s  to p r e s e r v e  the r e s t  fo r  h i s  a t -  
tack on the o ther  fleet. You may not 
hi t  both f leets  unless  i t  is so  l is ted in 
your operat ions and youhave designated 
two separa te  flights (one flight may 
a b o r t  and join the o ther  flight in hitting 
one fleet).  F i g h t e r s  which were  en- 
gaged against  enemy f ighters  in  the 
a b o r t  cannot be used a s  e s c o r t  against  
the second fleet. 

When the J a p  i s  readying h i s  a i r -  
c ra f t ,  he m u s t  be able  to prove whether 
o r  not his  torpedo-bombers  a r e  a r m e d  
with bombs (i.e. the J a p  m u s t  specific- 
ally ready  VTs  f o r  a MIDWAY attack). 
He can  of c o u r s e  de- ready  in one turn, 
and re - ready 'wi th  different a r m a m e n t  
on the next. 

If a sur face  combat  at tack take place 
while the J a p  i s  bombarding (by s e a )  
and /or  invading MIDWAY, that turn does 
not count towards e i ther .  

COMMENTS 

I t  i s  obvious that  these new ru les  
add a g r e a t e r  degree  of ski l l ,  r ea l i sm,  
and concentrated thought to the game. 
This i s  ~ a r t i c u l a r l y  t rue  if bothplayers  
a r e  courageous enough to sp l i t  up their  
f leets ,  the Amer ican  into two; the Jap  
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into three o r  more .  The B-17s enable 
the American to get  the e x t r a  points he 
needs, and thereby force  the J a p  to do 
m o r e  than just  take MIDWAY. The P T s  
give the Amer ican  the equivalent of 10 
despera te ly  needed torpedo-bombers  (in 
a l imited fashion to be sure ) .  The J a p  
may find i t  n e c e s s a r y  to reduce MID- 
WAY fas t ,  even a t  the r i s k  of bringing 
his vulnerable f i r s t  f l ee t  into U. S. 
range,  so  a s  to prevent  the ATAGO 
f r o m  being s laughtered by B-17s. 

Should the possibi l i ty  of a suicide 
attack f r o m  m o r e  than seven s q u a r e s  
become annoying, you can  avoid i t  by 
employing a technique used  by o u r  club. 
Instead of moving two s p a c e s  e v e r y  
turn a s  i s  done now, you move one space 
a t  a time. I t  works  out to: move (one 
space)  - s e a r c h  - move - at tack - move - 
s e a r c h  - move - attack. This  allows f o r  
the t ime lapse  between discovery and 
s tr ike.  When the s t r i k e  fo rce  a r r i v e s ,  
i t  can  "attack" t h r e e  of the nine possi-  
ble locations of the enemy. Thus there 
i s  only a 113 chance of hitting him with 
any single attack. Very  few people a r e  
willing to throw-away a l l  the i r  a i r c r a f t  
with those odds. 

Any questions o r  c lar i f icat ions on 
these ru les  will  be answered,  and any 
r e m a r k s  and c r i t i c i s m s  on  these changes 
would be appreciated.  Address  a l l  
shtick to: Mark  Saviet,  c / o  South Viet- 
minh, 9 Reynolds Drive,  Long Beach, 
New York 11561. 

Key to German 
Victory in Bulge 

By Joseph Pollock 

In writing th i s  a r t i c l e ,  I hope to give 
some a id  and comfor t  t o  the German 
field m a r s h a l l s  everywhere  who a r e  
involved in a tournament  P. B. M. game 
of Battle of the Bulge. F o r  the purposes 
of th i s  a r t i c l e  a l l  the tournament  and 
optional r u l e s  apply except one way 
traff ic ,  which I personal ly feel  i s  not 
real is t ic .  In t ru th  I can make  no speci-  
f ic  recommendations about which s e t  
of conditions of victory t o  pursue;  each 
individual game v a r i e s  so  the r ight  
course  of act ion t o  follow m u s t  v a r y  
also.  

The points I a m  about t o  cover  do 
not v a r y  and there fore  a r e  applicable 
to  a l l  situations. To enhance h i s  chances 
of victory the German commander  mus t  
understand and emphas ize  h i s  u s e s  of 
the following a r e a s ,  r u l e s  and condi- 
tions. 

1. ROADS 
2. TERRAIN 
3. T Y P E  O F  U. S. DEFENSE 
4 .  THE P. B.M. BATTLE RESULTS 

TABLE 

5. THE U. S. ORDER O F  APPEAR- 
ANCE CHART 

Roads - The roads  a r e  pivotal in  the 
outcome of the game;  if the U. S. player  
denies  you the u s e  of the roads  you will 
probably lose ,  of course  the r e v e r s e  i s  
t r u e  if you deny him the u s e  of the roads.  
The one road  you m u s t  se ize  control 04, 
a s  soon a s  possible ,  i s  the road  running 
north south f r o m  TT2 to Clearvaux 
which goes through Elsenborn and St. 
Vith. Control of th i s  road enables  you 
to shift  your uni ts  f r o m  one-half of the 
board t o  the other  in  one turn.  This  
helps to  keep the U.S. player off balance 
and precludes h i s  mass ing  h i s  defenses 
in  any one a r e a .  

T e r r a i n  - After  studying the board 
f o r  a l i t t le  while i t  becomes apparent  
that  the e a s t e r n  half of the board i s  much 
e a s i e r  to  defend than the wes te rn  half. 
Actually t h e r e  a r e  about 160 m o r e  c l e a r  
t e r r a i n  squares  in  the wes te rn  half of 
the board. This  m e a n s  we mus t  make 
every  effort possible to  push the U.S. 
player into the wes te rn  half before h i s  
Dec. 22 A.M. turn,  if you a r e  success -  
ful in  th i s  h i s  fate  i s  pract ical ly  sealed 
f o r  the wes te rn  half of the board favors  
the a g g r e s s o r .  Use the t e r r a i n  fea tures  
to  your advantage a s  much a s  possible ,  
a lways deploy your units on mountains 
and behind r i v e r s  to prevent  counter-  
a t t acks .  I believe that  the bes t  defense 
of your r e a r  a r e a  i s  to occupy the board  
edge squares .  The r u l e s  s tate  that  new 
uni ts  may not be  placed on board in  
s q u a r e s  direct ly  in  enemy zones of con- 
t r o l ,  so to deny the U. S. player a c c e s s  
to  your r e a r  a r e a  on the south side of 
the board  you need to defend UU,RR, 
OO,LL,HH,EE,  and BB. This  c o s t s  
28 combat fac tors  but f o r c e s  the enemy 
to br ing h i s  uni ts  in  a t  s q u a r e s  A thru 
M if he wants to  use  them immediately, 
a l s o  i t  i n s u r e s  the safety of your supply 
l ines .  The north side defense i s  QQ, 
JJ, GG,BB, and Y13. Remember  th i s  
does not take place a l l  a t  once but gradu- 
a l ly  a s  you advance, and that you always 
have the option t o  commit  these  f o r c e s  
to  defense o r  not depending on how 
things a r e  going a t  the front .  I a lways 
send t h r e e  infantry reg iments  along the 
north edge a t  the s t a r t  of the game to 
t r y  to  capture Verv ie rs  and square  BB, 
you will not usually succeed, but you 
will fo rce  the U. S. player t o  d iver t  
needed uni ts  away f r o m  the front .  

U. S. DEFENSE - The U.S. player  
mus t  maintain a line defense a c r o s s  
the board;  he h a s  of course  the t e r r a i n  
to  a id  h im,  but the l ine type defense h a s  
inherent  drawbacks.  To be effective it  
mus t  be a s t raight  line; if you can  make 
a bulge in i t  you will f o r c e  the U. S. 
player  to  withdraw a l l  along the l ine o r  
expose h i s  f lanks.  E i ther  al ternat ive 
i s  to the German commanders  advan- 
tage. If he withdraws you will gain 
ground in some a r e a  without having t o  

fight f o r  i t ,  o r  if he allows the bulge 
you will be  able  t o  at tack h i s  flanks. 
which always gives you the possibility 
of t rapping h i s  fo rward  elements .  In 
any  c a s e  a bulge will fo rce  h im to spread 
h i s  f o r c e s  out thinner ,  a s  he i s  forced 
t o  defend m o r e  a r e a .  

P. B. M. Battle Resu l t s  Table - My 
own experience and that of o thers  shows 
that  m o s t  German l o s s e s  in Bulge a r e  
at t r ibuted to  exchanges and engagements. 
An examination of the table  shows that 
exchanges occur  in the 3- 1 to  7- 1 odds 
only. One might conclude f r o m  th i s  
that  th i s  i s  just something the German 
commander  m u s t  l ive with, well i t ' s  
not. I submit the following s imple guide 
l ine to  use .  

1. Surround enemy units whenever 
possible  (use  soak off t ac t ics  against  
adjacent  uni ts) .  

2. Attack whenever and wherever  
possible a t  8- 1. 

3. Attack a t  5-1, 6-1, and 7-1 only 
against  units on c l e a r  t e r r a i n  squares  
o r  positions with a maximum defense 
fac tor  of 8. 

4. Avoid 3-1 and 4- 1 at tacks be-  
cause of the possibility of engagements. 

5. In a l l  o ther  situations at tack a t  
2-1. 

The 2-1 a t t ack  can be the German 
commanders  g rea tes t  a s s e t ,  a t  f i r s t  
glance it  shows 20% f o r  a n  A back 1, 
3070 for  a n  engaged, 2070 for  a contact, 
and 3070 f o r  a D back, o r  only a 30% 
chance of success ;  th i s  is misleading 
and i t  i s  not actual ly the case .  The 20% 
chance of contact if i t  c o m e s  up i s  a 
tact ical  victory,  i t  f o r c e s  the enemy to 
ei ther  a t t ack  o r  withdraw, usually nec- 
e s s i t y  dictates  the l a t t e r  choice. But 
contacts  can be  used  to el iminate  enemy 
uni ts  the p re requis i t e  being to surround 
the enemy unit in  question. In this  case  
he  cannot r e t r e a t  a n d m u s t  fight a t  odds 
of a t  l e a s t  1-4. By making the bes t  pos- 
ible use  of the t e r r a i n  surrounding the 
enemy unit you can usually push these 
odds to  be t te r  than 1-6 which a r e  not 
allowed. (Note) Load up your 2-1 a t -  
t acks  s o  that they a r e  one o r  two units 
beneath the 3- 1 f igure.  If you a s  Ger-  
man commander  u s e  only P a n z e r  units 
t o  compr i se  the f o r c e s  of a 2- 1 at tack 
the optional engagement r u l e  allows you 
to b r e a k  off combat if i t  comes  up. Al- 
though th i s  does not g iveus  a n  immedi-  
a t e  tact ical  victory it  does prevent the 
enemy f r o m  moving h i s  units during 
h i s  tu rn .  Depending on the outcome of 
your o ther  bat t les  th i s  can cause  a hole 
in  h i s  defenses and if not a t  l e a s t  s t re tch  
h i s  uni ts  out a l i t t le  thinner. It a l s o  
gives u s  the  option of attacking again 
o r  moving our  uni ts  t o  a new a r e a .  So 
in rea l i ty  under  the aforementioned con- 
ditions the 2- 1 at tack gives the German 
commander  a n  80% chance of success .  
Another of the t ab les  g r e a t e s t  a s s e t s  i s  
the ability to  move a f t e r  combat. P lan  
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your bat t les  careful ly then plan the i r  
sequence s o  that  you can take advantage 
of th i s  ability to  move to cut off enemy 
r e t r e a t  rou tes ,  of ensuing bat t les .  P r e -  
pare  a separa te  supplemental disposition 
a f te r  combat sheet ,  on i t  wr i te  out the  
movements  of your uni ts  and the enemies  
fo r  e v e r y  possible  probability. This  
gives you control  of the direct ion of bat-  
t l e ,  i t  keeps the  U. S. player  off balance 
and f o r c e s  h im into the a r e a s  you want 
t o  fight on. 

U. S. O r d e r  of Appearance C h a r t  - 
This  shows where  and when h i s  re in -  
fo rcements  will  e n t e r  the game and 
helps you es t imate  what Hreas they can 
reach  i n  the i r  tu rn .  T h i s  should help 
you in planning your subsequent a t t acks .  

By proper  applicationof a l l  the  a fore -  
mentioned s t ra teg ies  the German com- 
mander  should b e  able  to  push the U. S. 
players  uni ts  into the w e s t e r n  half of 
the board  by the end of h i s  21 a m  turn.  
Address  a l l  comments  and a rguments  
t o  Joseph Pollock, 10 Wilshire  Drive,  
North Babylon, N. Y. 11703. 

Red's Megaton Mastery 
By T e r r y  Thomas 

It s e e m s  to m e  that  too many people 
a r e  s c a r e d  of nuc lear  power. They say 
that they can ' t  concentrate  the i r  f o r c e s  
without being annihilated. Keeping your 
f o r c e s  separa ted  i s  good because i t  en- 
ab les  you to c r e a t e  mobile  battle situa- 
tions, shift your f o r c e s  quickly and i t  
keeps the game f r o m  bogging down to 
t rench war fa re .  

If you just l e a r n  the s e c r e t s  of a i r -  
c ra f t  deployment you will  soon be  the 
m a s t e r  of the board in a s  few a s  t h r e e  
tu rns .  The f i r s t  s t ep  i s  to s t a r t  count- 
ing squares .  Find out which c i t i es  a r e  
within SAC range  of each other  and 
which a r e  within f ighter  range.  Having 
completed th i s ,  you will  see  that  Big 
Red h a s  a super io r  position a f t e r  the 
f i r s t  tu rn .  

Since f igh te rs  a r e  the only protection 
against  A Bomb a t tacks ,  we will study 
them f i r s t .  After  the f i r s t  tu rn  Big 
Red should have 00-40 and UU-37 in 
h i s  control.  Move your f igh te rs  up t o  
these ci t ies  a s  quickly a s  possible. A s  
your legions move onward you may b e  
able  to utilize JJ-38 a n d / o r  NN-33 if 
i t  i sn ' t  too dangerous.  Be s u r e  to a l -  
ways keep four  f ighter  squadrons i n  Sea 
Zone C. F r o m  these  cen t ra l  locat ions 
your f igh te rs  should b e  able  to cover  
mos t  of your fo rward  uni ts  i n  range  of 
Blue 's  SAC and you a r e  a l s o  in a posi- 
tion to  f la t ten any of h i s  f ighter  b a s e s  
in the a r e a .  Take par t i cu la r  notice 
that BB-31 i s  12 s q u a r e s  away f r o m  
NN-33 and 13 s q u a r e s  away f r o m  00-40. 

Now f o r  your second problem. You 
waste  your nuclear  a t t acks  and t h e r e -  
f o r e  allow Grea t  Blue to  constantly 

th rea ten  destruct ion of your f o r c e s .  
H e r e  i s  how to u s e  f iss ion with fo rce .  
Sneaky T r i c k  #1: If you did your home- 
work before the game you will see  that  
YY-43 i s  exactly 20 s q u a r e s  f r o m  EE-  
25. When you se t  up your units a t  the 
s t a r t ,  make a big pile of units on YY - 
43 and s l ip  a 1-20 in the middle. Grea t  
Blue near ly  always a t t acks  EE-25.  On 
your tu rn  you bomb the city out of 
exis tence.  You can cover  with your 
f igh te rs  a t  sea .  Warning--Note that  
S-25 happens to  b e  12 s q u a r e s  away 
f r o m  EE-25 ( d r a t  i t ! )  If G r e a t  Blue 
was  s m a r t  enough to put f igh te rs  t h e r e  
then you'll  have to  hold this  one off un- 
t i l  next game.  

Common Sense Rule--Always u s e  
your nuclear  a t t acks  on potential fight- 
e r - b o m b e r  b a s e s .  After  you have your 
f igh te rs  i n  00-40 you can blast  EE-34. 
If your opponent i s  a lunkhead he may  
give you a chance to  p las te r  BB-31. 
1f so, take advantage of it .  If not, you 
will have to  wait until  you capture NN 
33 to blow up BB-31. With EE-25,  E E -  
34, and BB-31 gone Grea t  Blue won't  
have a s ingle  decent a i r  base  to h i s  
name.  If he puts h i s  f ighters  a t  CC-39 
just divert  so-me f o r c e s  to  the South 
and wipe out that city. Meanwhile you 
can des t roy  a l l  h i s  f o r c e s  in  the North 
with your bombers  since he will have 
no f ighter  protection. At Bes t ,  Grea t  
Blue will only be  able  to  cover  h i s  own 
f o r c e s .  Since Blue ' s  f o r c e s  will not 
be  able  to advance pas t  fighter range 
for  f e a r  of being c remated  and s ince 
you a r e  constantly wiping out h i s  mos t  
fo rward  f ighter  bases ,  your opponent 
will soon find himself r a t h e r  close t o  
h i s  own b o r d e r s .  

T h e r e  i s  nothing that can foul up 
th i s  s t ra tegy  UNLESS you pull a boner  
l ike le t t ing your opponent execute a 4 
to  1 para t rooper  at tack on one of your 
f ighter  b a s e s .  If th i s  happens, while 
you a r e  waiting f o r  your replacement  
fac tors  t o  accumulate ,  you can look for  
a n  opportunity to  pull sneaky t r i c k  #3. 
Your opponent h a s  a fighter superior i ty  
and puts h i s  ADC too close to the fight- 
ing. Once again you s l ip  a 1-20 SAC 
into a city close to  the front .  To do 
th i s  just s t a r t  breakingup some infantry 
into 1 - 4 ' s  and s l ip  the SAC among them. 
If your opponent doesn ' t  constantly 
check your positions and doesn ' t  bomb 
your city you a r e  in  business .  S ta r t  
counting s q u a r e s  again and find a city 
behind h i s  l ines  that i s  beyond h i s  fight- 
e r  ranges  a n d b l a s t  it .  A good example: 
Blue puts h i s  f igh te rs  in  BB-31 .  You 
sl ip  a SAC into JJ-46. On the next tu rn  
you pulverize h i s  capi tal!  Granted, I 
will admi t  you can ' t  u s e  sneaky t r i c k s  
1 and 2 every  t ime ,  but you should be  
able  to  gain a i r  superior i ty  with Big 
Red t h r e e  out of four  t i m e s .  Any com- 
ments  o r  compliments  would be  appre-  
c iated.  T e r r y  Thomas,  11559 Crom-  
well Ci rc le ,  Dallas, Texas  75229. 

Artillery Being Cheated? 
by P a u l  P e r l a  

I think that  a r t i l l e r y  uni ts  in  Blitz- 
k r ieg  a r e  being short-changed. To 
make f o r  added r e a l i s m ,  I think some 
new u s e s  could be  given t o  the a r t i l l e ry .  

Ar t i l l e ry  h a s  a range of s ix  squares .  
They may,  in  d i r e c t  support of a n  a t -  
tack o r  in  a softening up ro le  without 
any o ther  attacking ground units,  f i r e  
up  t o  th i s  s ix  square  range. The regula r  
tournament  game at t r i t ion table  i s  used  
in both c a s e s ,  but the a r t i l l e r y  does 
not l o s e  any f a c t o r s  un less  i t  i s  adjacent 
to  the unit i t  i s  attacking. An exception 
to th i s  r u l e  i s . m a d e  i n  the c a s e  of a n  
a r t i l l e r y  duel (one a r t i l l e r y  unit shell- 
ing another) .  In th i s  situation the a t -  
tacking unit mus t  suffer the l o s s e s  in- 
dicated on the table. 

Ar t i l l e ry  may  a l s o  be used  in a de-  
fensive ro le ,  applying i t s  defense factor  
on any attacking unit in  the s ix square 
range.  

Ar t i l l e ry  uni ts  may a l s o  be used  in 
a n  interdict ion ro le ,  to prevent  r e t r e a t s  
o r  t o  block a square  to  prevent  supplies 
and re inforcements  f r o m  being brought 
up. Ar t i l l e ry  may  a l s o  be  used  in city 
bombardment .  If the city i s  shelled by 
twelve fac tors  two t u r n s  i n  a row, i t  
l o s e s  i t s  supply capacity and i t s  ability 
t o  support a i r c r a f t ,  and a l s o  l o s e s  the 
power to  double up the defending uni ts  
fo r  the next t u r n  and a l l  t u r n s  that  it  
i s  unoccupies. In th i s  case  t h e r e  i s  no 
need to soak off on defending units.  All 
uni ts  in the city l o s e  a total of two fac-  
t o r s .  

If a r t i l l e r y  uni ts  a r e  within the s ix 
square  range of a beach that i s  unde- 
fended, the attacking uni ts  mus t  stop on 
t.he f i r s t  beach square  that  i s  being 
shelled and mus t  take the l o s s e s  given 
them.  If they a r e  fo rced  to r e t r e a t ,  
they a r e  moved back t o  the s e a  zone, 
and l o s e  one m o r e  fac tor ,  if the beach 
i s  defended by r e g u l a r  ground f o r c e s  
a l so ,  however, these  uni ts  a r e  eliminat- 
ed. If the uni ts  a r e  not forced back, 
and th i s  i s  a n  undefended beach, they 
may advance up to the i r  regu la r  BTA. 

Final ly,  the re  i s  one m o r e  use  of 
a r t i l l e r y  that mus t  be  mentioned. On 
any tu rn ,  a player  may make one nuclear  
a r t i l l e r y  at tack over  and above the nu- 
c l e a r  bombing capacity. This  at tack 
may be made by any a r t i l l e r y  unit, 
subject to  the s ix  square  range.  The 
nuclear  bombing table  i s  used to decide 
the at tack.  A nuclear  at tack may be 
made  against  any  unit and may be used 

in the beach defense role .  All comments  
to: Pau l ,  P e r l a ,  7205 Schley Court ,  
Pi t tsburgh,  P a .  15218. 
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Naval Search Pattern 
by Richard Rubin 

In al l  Br i t i sh  f i r s t  tu rn  search  pat- 
t e rn s  that I have r ead  about and mos t  
that I have seen used,  the Bri t ish play- 
e r  spreads  h i s  ships around the space 
into which the B i smarck  may move. 
This  sys tem has  the fault of being un- 
able to catch up to the Bismarck  if i t  
i s  moved straight  out away f rom Bergen 
and then begins curving southward. It 
i s  probable that in the course  of May 
23-24 the German player will be  able to 
u se  the chance table t h r ee  o r  four  t imes  
with 42% and 52% chances of obtaining 
two points, respect ively.  In case  of a n  
ear ly  encounter with one battleship, the 
German ha s  a 70% chance of excaping 
without f i r ing a shot. Chances of a n  
ear ly  encounter with two bat t leships 
a r e  mos t  nil. 

My idea of stopping this  type of ma- 
neuver i s  to concentrate the Br i t i sh  
fo r c e s  a s  close to s ix squares  f r om 
Bergen a s  i s  possible. The f i r s t  move 
i s  a s  follows: 

Norfolk 
Suffolk 
Birmingham 
Manche s t e r  
Arethusa 
P r ince  of Wales 
Hood 
Rodney 
Dorse tsh i re  
Ramil l ie  s 
Edinburgh 
F o r c e  H 
Remainder  

Now, i f  the B i smarck  i s  located by 
sea  search ,  the en t i re  navy can be in  
the a r e a  within a few turns .  The s ame  
if i t  i s  located by a i r  search .  The only 
p rob l e mar i s e s  if nei ther  search loca tes  
the ~ i s m a r c k .  The Bismarck  then i s  
in ei ther  E-6 o r  within the encircled 
a r e a .  The next move should be: 

Norfolk 
Suffolk 
Birmingham 
Manche s t e r  
Aurora  
P r ince  of Wales 
Hood 
Arethusa 
Repulse 
King George V 
Victorious 
Kenya 
Galatea 
Hermione 
Edinburgh 

Dorse tsh i re  F -6 ,  c 
Ramil l ie  s G-4, a 
Fo rce  H H-5, d 

This  move, by covering the a r e a s  
surrounding E-6,  will set t le  the i s sue  
whether o r  not the Bismarck  i s  in E-6.  
Then the ent ire  navy can be headed 
toward the space where the Bismarck  
actually i s .  I prefer  th i s  method to 
spreading out ships because the Bis-  
ma rck  will be well surrounded within 
th ree  o r  four moves, regard less  of i t s  
s tar t ing move. 

Send comments ,  questions, o r  c r i t i -  
c i s m s  to: Richard Rubin, 8580 N. Point 
D r . ,  Milwaukee, Wis. 53217. 

German Strategy 
in Afrika Korps 

by Mark  Rosenberg 

This  a r t ic le  i s  about a s t rategy I 
developed fo r  the Axis Army. In the 
very  f i r s t  tu rn  the German Commander 
should surround the unit in Bengasi so 
that i t  will be unable to pull back into 
the nearby escarpments  and delay the 
Italian advance toward Tobruch. This  
can be done ei ther  with a "recce" unit 
o r  the Ariete  unit and another Italian 
unit using Rommel 's  movement bonus. 
Also the German units should be ad- 
vancing a c r o s s  the bulge of Cyrennaica, 
again with the help of Rommel 's  move- 
ment  bonus. 

If, on the next turn, the Br i t i sh  pull 
back to the escarpments  around Tobruch 
( a  foolish move), a t tack one of the posi- 
tions at, a t  l eas t ,  3-1. The German 
commander should always at tack the 
position that has  the mos t  concentrated 
strength. F o r  instance, at tack a 2-2-6 
instead of two 1-1-6's. I a m  saying 
this with the understanding that both 
positions have the same strategic value. 
If the Bri t ish f o r m  a line on  the e scarp-  
ments  south of Derna, the Ge rman  
player should at tack the unit blocking 
the Coast  Road, provided that the Ge r -  
mans  can ge t  a t  l e a s t  a 3-1 against  it. 
If not, a t tack one of the o ther  positions 
that will insure  a route to the e sca rp -  
ments  around Tobruch next turn. 

With the a r r i v a l  of the 15th Panzer  
Division, the German commander should 
attack Tobruch and the surrounding 
heights. Tobruch should be taken be- 
fore  the Bri t ish receive their  Novem- 
ber  reinforcements. As soon a s  some 
of the Italian units can be spared,  they 
should be sent  to hold positions guard- 
ing the Coast  Road, thus hampering the 
Bri t ish construction of a line there. 

The German player should wait until 
h i s  November reinforcements  a r r ive ,  
before advancing too f a r  pas t  the Salum, 
Sidi O'mar,  Maddalena line. As  soon 

a s  the November reinforcements  a r r ive  
the German player  should advance to- 
ward E l  Alamein. If the Br i t i sh  player 

pul ls  back just  enough to regroup and to 
f o r m  another line a f te r  the Germans  
have punctured a line, you should con- 
tinue to at tack and move toward E l  
Alamein. When the Germans  finally 
r e ach  E l  Alamein, the Bri t ish com- 
mander using the s trategy described 
above will not have many units lef t  to 
defend E l  Alamein. 

If the Br i t i sh  player pulls back to, 
say, Matruh o r  Sidi Bar roni  and then 
f o r m s  a line the German player should 
at tack furiously, soaking off, if neces-  
sary,  until the Br i t i shp layer  withdraws. 

Once the German commander reaches  
E l  Alamein, keep attacking with the 
purpose of taking Alam Halfa and 
Ruweisat and with the pur'pose of giving 
the Br i t i sh  player  l i t t le  t ime to regroup 
and fo rm  an  adequate defense. Once 
Alam Halfa and Ruweisat have been 
secured,  at tack the Bri t ish home base, 
annihilating any opposition that the Axis 
forces  encounter. 

In a month the Deutsche Afrika Korps 
will be cooling i t s  heels  in Alexandria. 
All comments  and c r i t i c i sm  should be 
addressed  to the commander of the 15th 
Panzer  Division of GHCGL. Mark 
Rosenberg, 187 Kings Point  Road, E a s t  
Hampton, New York 11937. 

Normandy - the Way 
it Really Happened 

by Hans Kruger 

The following i s  not a l l supe r  plan", 
some s o r t  of battle game strategy,  o r  
even connected with any sor tof  "game1'. 
What I p r e sen t  he r e  i s  the heretofore 
guarded s e c r e t  of what actually took 
place in  the many weeks in which the 
Germans  held the Allies back and con- 
tained them in  Normandy. The only 
reason  that I a m  even presenting i t  now 
i s  because of the long span of yea r s  
since the wa r ,  and that mos t  r e ade r s  of 
this magazine a r e  interested in the t rue  
situation. 

Long before the Allies ever  invaded 
Normandy, there  were  a few wise Ger-  
mans who real ized that any ground units 
would be in  a te r r ib le  condition due to 
the Allied a i r  superiori ty.  At this time, 
one of them, General  Werner  Radtke, 
was able to get clearance to f o r m a  new 
SS Division. They were  to be called 
the "Black Guard". General  Radtke 
personally selected them f rom only the 
bes t  of men. Only the bravest ,  strong 
of body and will, and mos t  faithful to 
the F u h r e r  were  picked - and then only 
if they volunteered. Each  of these men 
were  unmarr ied  and had only contempt 
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for those that would t r y  to seize their  
homeland. 

After a l l  the menwere  finally chosen, 
they had their  division ready  fo r  t rain-  
ing. This was  to be the bes t  t rained 
formation in  France .  While the men 
being prepared  for  what l ay  ahead, the 
equipment was a l so  being prepared.  
The mainstay was  to be the Tiger  I1 or .  
King Tiger (which the Allies l a t e r  denied 
were e ve r  in Normandy). As support,  
there was one Hunting Tiger ,  ca r ry ing  
a 128mm gun, f o r  every  three King 
Tigers .  The remainder  of the Panze r s  
were the f ea r  provoking Panthers .  Be- 
s ides the tanks, they had their  own a r -  
tillery, ant i-aircraf t ,  rockets ,  a r m o r e d  
half- t rack support  vehicles ,  direct ion 
f inders ,  and sound detectors .  In addi- 
tion to this ,  they had the newly pro-  
duced ultra-violet s ea r ch  lights for  
night fighting. Little did anyone rea l ize  
that this l a s t  a r t i c le  was to prove the 
mos t  important  to the "night f ighters"  
a s  they were  soon to be known. 

They had every  l a s t  vehicle and each 
uniform colored black, the traditional 
SS color. This made them a lmos t  im-  
possible to s ee  a t  night - and in the 
aer ia l  recon. photos shot during the day. 
they would appear  to be nothing more  
than shadows a s  "phantomsI1. I t  made 
one chuckle to think of the poor Eng- 
landers  looking in amazement  a t  the 
dark  shadows a s  f lashes of light appear  
f r om out of nowhere. And then finding 
out only too la te  that i t  was  the enemy. 
Indeed - i t  would be a good fight. 

Now i t  was  May 1, just a month (ap- 
proximately) before the invasion was  
planned. In sma l l  groups,  they were  
shipped to the front ,  where German in- 
telligence had told them the invasion 
would come. As this BlackGuard moved 
in, the o ther  powerful units of the Ge r -  
man a r m y  moved out  - a l l  a s  secre t ly  
a s  humanly possible - no, make that 
more  than humanly possible, fo r  this 
group of men were  m o r e  than m e r e  
mortals .  They were  a l l  super  men. 
the kind that the F u h r e r  had so  often 
spoken of. The only original  formation 
that remained,  that was  there  before,  
was the change in the 716th horsedrawn 
infantry, and they were  used to man the 
beach defenses. All vehicles were  d i s -  
guised a s  rocks and o ther  various land 
formations, with those that were  m o r e  
conspicuous hidden underground. Even 
the so ld ie rs  wore the regulation uni- 
f o rms  over  their  black watch ones. 

To ensu re  that nothing would be su s -  
pected, they each  took over  a divisional 
HQ and pretended that they were  that  
division. F o r  example, the 374th Bat- 
talion was the 21 Panzer  Division. By 
using this type of s t rategy,  they hoped 
to confuse the Allies - and i t  worked! 
After many weeks pas t the  invasion, one 
battalion would exchange banners  and 
recognition signals with another and the 

Allies would think a Panzer  division had 
been moved many mi les  a c ro s s  the 
front. 

I t  was due to the withdrawing of the 
other  forces  that the Germans  were able 
to hold back their  enemies a s  long a s  
they did, and could never have gotten 
enough force  together to launch a count- 
er-offensive a s  they did in the Ardennes 

in December - which, by the way, a l -  
mos t  succeeded. However, i t  was r e -  
alized by the High Command that Ger -  
many had los t  the war  and they worked 
feverishly to save a s  much a s  they did. 

I t  may occur to you to a sk  why this 
hasn ' t  come out before now. Here  i s  
why - the Br i t i sh  and Americans didn't  
want i t  known that one German Division 
had held back everything they could 
throw a t  them for  over  s ix weeks; and 
the Germans  that  knew about i t  were  
shot to insure  their silence. Only one 
man lived through it ,  a corpora l  in one 
of the supply HQ's. Although he l ives 
in the United States. I a m  honor bound 
to keep s e c r e t  his identity and address  
a s  the government might s t i l l  execute 
him. However. the fac t  remains.  one 
German Division held back a l l  the c o x  
bined power of the al l ies  for  over  s i x  
weeks. Comments: Hans Kruger,  3551 
Lynwood Rd. , Lynwood, Calif. 90262. 

Rejuvinated Stalingrad 
by Norman Zinkhan 

I have rejuvinated STALINGRAD to  
m o r e  real is t ical ly depict the actual  
campaign until  the end of 1944, when 
the Russian a r m i e s  c rossed  the pre-  
war Russo-German border .  Here then, 
i s  my  reconstruction. 

1. F i r s t  of al l ,  change the victory 
conditions. The Russian player wins 
if he c r o s s e s  the black boundry l ine 
before the end of 1944(Dec. ) and main- 
tains 10 Corps  there.  He * has  to  
capture ei ther  Warsaw o r  Bucharest  
and have undisputed con t ro l  of it. 

2. Next, rev ise  your zone-of-con- 
t r o l  movement. Make one z-of-c equal 
to  two regular  squares  of movement. 
Eg. Suppose a unit can move six squares.  
It  moves 1 square  and then into a z-of- 
c .  That counts a s  2-3. Then i t  moves 
through another z-of-c. That counts 
a s  4-5. If i t  h a s  to  go through another 
z-of-c, i t  must  stop. If not, i t  can 
move one more  open square ( regular  
movement). 

3. At  the s t a r t  of winter 1941, a l l  
German Infantry combat fac tors  a r e  
cut by one. Eg. A 4-4-4 becomes a 
3-3-4. All German Panzer  combat 
fac tors  a r e  cut by two. Eg. A 8-8-6 
becomes a 6-6-6 etc. This  ru le  ap-  
plies only to  the 1941-42 winter 

4. Only rai lways behind your own 
l ines can be used  by your a rmy .  All 
rai lways in between the l ines o r  behind 
enemy l ines  cannot be used by your 

a rmy .  (This  applies  to both Russians 
and Germans.  ) 

5. In winter, a l l  German movement 
i s  the s ame  a s  in the regular  game. 
F o r  the Russians in winter; Cal. moves 
4, Arm.  moves 4, Inf. moves 3. and 
the railway bonus i s  7. This  takes in- 
to account the grea te r  Russian mobility 
in winter. 

6. Change your 5 blank Russian 
substitute counters  into 8-8-6's.  In- 
troduce one of these  new a rmour  units 
into the game, in addition to regular  
replacements ,  in: June 1942, Aug. 
1942, Sept. 1942, Nov. 1942 and Dec. 
1942. After  these new armoured  units 
a r e  eliminated, they must  be. brought 
on a s  regular  replacements .  

7. At  the s t a r t  of summer  1942, a l l  
Russian at tack fac tors  (Cal, Inf, Arm,  ) 
increase  by one. The defense factor 
remains  the same.  Eg. A 4-6-6 be- 
comes a 5-6-6, a 5-7-4 becomes a 
6-7-4 ( in your mind only). At  the s t a r t  
of summer  1943, a l l  the Russian a r m -  
ou r ' s  a t tack fac tors  become equal to  
i t s  defense factor .  Eg. A 4-6-6 be- 
comes equal to  a 6-6-6. The infantry 
and cavalry remain  the same a s  above. 

8. Replacement r a t e  remains  the 
s ame  except they a r e  received a t  
Archangel, Kuibishev, and Grozny o r  
the neares t  square not under German 
control.  

9. The replacement  r a t e  for both 
remains  the same,  computed a s  usual, 
by the number printed on the units.  

10. Capture of Moscow o r  Stalingrad 
cuts  the replacement  ra te  by 3. Lenin- 
grad by 2. Eg. If the r a t e  i s  18 and 
Moscow i s  captured, i t  i s  reduced to 
15, e t c . ,  fo r  a s  long a s  Moscow r e -  
mains in German hands. 

11. Moscow, Stalingrad, Leningrad, 
Sevastapol, Kursk, Kiev, Odessa. 
Helsinkie, War saw, and Bucharest  a r e  
f o r t r e s s e s .  Units in them have no zone 
of control,  but a r e  tripled. Units in 
f o r t r e s s e s  can hold for  four consecutive 
tu rns  of isolation. N. B. In order  to 
cut the replacement  ra te ,  Moscow, for  
example, mus tbe  captured, NOT mere ly  
surrounded. 

12. N. B. When a back 2 i s  called 
for ,  a unit can r e t r e a t  throughanything, 
including zones of control.  To eliminate 
a unit forced back 2, i t  must  be sur -  
rounded on a l l  s ix sides. When a unit 
in a f o r t r e s s  i s  forced back 2, i t  me re -  
ly  remains  in the fo r t r e s s .  

13. In December 1943. the Russian 
replacement  r a t e  i s  reduced to 6 de-  
fense fac tors  per  city per  turn. 

14. Everything e l se  i s  the same a s  
in the regular  game. (Supply e t c . )  
That 's  i t !  The German must  keep h is  
l o s se s  low enough so he can eventually 
f o rm  a defense line, but he mus t  at tack 
viciously a t  the s t a r t .  The Russian 
should make good u s e  of his  f o r t r e s s e s  
and h is  f i r s t  winter. 
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Winners - Contest No. 19 
The following subsc r i be r s  came 

c loses t  to  predicting the at tack against  
Gamble a t  Gettysburg. Heth and McIn- 
tosh were  found to be attacking in  a 
downhill f rontal  a t tack a t  12-1 odds. 

Many tie contest  en t r ies  were  r e -  
solving by subscr ibers  who had com- 
p ~ t e d  the co r r ec t  odds in this  attack. 
Winners are:  

Steve G. Mann, Cheyenne, Wy. 
L a r r y  Watts. Given, W. Va. 
B a r r y  Kelchner, Clayton, N. J. 
Dave Newman, Williamston,Mich. 
Bill  Hoyer, West Allis,  Wisc. 
David Minke, Wil lmar,  Minn. 
P e t e r  Finkle. Orange, Calif. 
Craig Allen, Rome,  Ga. 
Robin Heath, New York. N. Y. 
Fe rd i e  Bowman, Xenia, Ohio 

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

29 30 31 32 33 34 35 WORDS 

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

A f r e e  Avalon game has  been award-  
ed to each of these winners. 

CONTEST NO. 20 
Don't forget  to  vote on what a r e  the 

th ree  bes t  a r t i c l e s  of th i s  i s sue .  . . r e -  
cord your votes where provided on the 
Contest Entry blank. 

Subscriber Discount.. . 
The Coupon shown below i s  for  the bene- 
f i t  of the full-year subscr iber .  As soon 
a s  you have accumulated 4 such cau- 
pons, l each f rom this  and succeeding 
i ssues ,  you a r e  entitled to a $1.00 dis-  
count applied to  the purchase of any 
Avalon Hill games ,  par t s ,  play-by- 
mail  equipment and  the General .  

He re ' s  how i t  works 

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

AVE THIS COUPON 
GOOD TOWARD THE PURCHASE 

O F  ALL AVALON HILL 
PRODUCTS 

A s  Admira l  J. R.  Jellicoe in JUT- Vote for  Bes t  3 Articles  
LAND you have ordered  full s team ahead 
to engage the German High Seas Fleet .  All entrants  mus t  l i s t  what they per -  
The Germans  a r e  known to  be some- sonally feel  a r e  the th ree  bes t  a r t i c les  
where off the coast  of Norway. Success in this issue.  This selection has no 
of your overal l  battle s t rategy 'depends bearing on the contest  resu l t s ,  but en-  
on where you think your task  fo r ce s  t r i e s  not containing this information 
will be when the f i r s t  contact i s  made will be voided. 
with the German f leet .  Thus you must  - - - - - - - - - - - - - 
make an  educated guess on which squares  I 
T F ' s  1, 2 & 3 will be when contact oc-  I BATTLE PLAN 

On the Battle Plan encircle  a square  
designating the location of each of the 
th ree  task  fo r ce s  (they may be  a l l  on 
the s ame  square  o r  ondifferent squares . )  
In addition, wr i te  in the hour contact 
was  actually made historically. The 
exact locations will be  determined by 
the closing New York Stock Exchange 
transact ions of Monday. August 14, 
1967 (consult morning paper of August 
15. ) The l a s t  digit in the sales- in-  
hundreds column will be consulted for  
each of the t h r ee  variables  under the 
stock l is ted on the Battle Plan. 

I L a s t  Goodyear I.B. M. U. S. Steel 
( Digit T F -  1 T F -  2 TF-3  

1 1  02 1 N2 2 N2 2 

1 02 1 N2 2 N22 
3 02 1 N2 2 N22 

1 4  022 ~ 2 3  021 

1 022 N2 3 02 1 
6 022 02 1 021 

1 7  P 2  1 02 1 022 

I P 2  1 022 022 
9 P2  1 022 P2  1 

1 0  P 2  1 P 2  1 P2  1 

I 
Hour actual  contact was made 

I 
I 
I 

Headlines of 3 Bes t  Art icles:  

Ten Winners to be Named I 

The f i r s t  ten contestants to  submit 1 
perfect ,  o r  near  perfect ,  Battle P l ans  
will be awarded a f r e e  Avalon Hill game I Name 
of their  choice. T ies  will be broken in I Address 
favor of en t r ies  l is t ing the c loses t  hour 
of his torical  contact.  Ent r ies  mus t  be  

I City 
I 

postmarked no la te r  than August 13, , State 
1967. Ent ran ts  may submit copies o r  
photostats - one to a contestant, only. 1 Prize 
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The Infiltrator's Report 9 
In the New York T i m e s ,  l a s t  month, 

a r e p o r t  on w a r g a m e s  disclosed that 
such play "has helped RAND s c h o l a r s  
understand the prob lems  of defense 
decision-making m o r e  prec i se ly  by 
simulating ac tua l  c r i s i s  situations. " 
One RAND philosopher says,  "I came 
to t e r m s  with w a r  games  a long t i m e  
ago. You can ' t  h u r t  yourself by under -  
standing what w a r  i s  a l l  a b o ~ t .  " So 
now, fellows, you've got a per fec t  r e -  
buttal when your peace-nik f r i ends  s t a r t  
b'agging you about your fanat icism f o r  
wargames .  

A mos t  completely sophisticated 
newslet ter  on wargaming i s ,  curiously 
enough, the " W a r g a m e r ' s  Newslet ter .  
Toobad i t ' s  published in England. How- 
e v e r ,  t h e r e  a r e  manyAmer ican  contr i -  
butors  and it  i s  avai lable  a t  $4.75 p e r  
year  f r o m  69 Hill  Lane,  Southampton, 
England. If you have your  own 4 engine 
jet,  i t ' s  a g r e a t  newslet ter  f o r  those 
who can make the many wargame con- 
ventions that  a r e  s e t  up in Grea t  Br i ta in  
a s  repor ted  by this  newsle t te r .  The i r  
a r t i c l e s  run  the wide gamut of midieval 
wargaming to modern day sk i rmishes .  
Also, r u l e s  t o  the play of such m e l e e s  
a s  the "battle of Har r i sburg"  can be  
found in the text.  It a l s o  p r e s e n t s  ex-  
cellent bibliographies f o r  the se r ious  
devotee of the wargame.  Excellent 
value, h e r e .  

Panzerfauust  newest  en t ry  into the 
wargame magazine f ie ld,  r e p o r t s  that 
the f i r s t  AH i n t e r - s e r v i c e  tournament  
i s  under way. It pi ts  the off icers  and 
men of the USS Shangri- la  aga ins t  C h r i s  
Wagner 's  6988th a i r f o r c e  squadron. 
Inside info on this ,  and additional news, 
can be  obtained by writing: Box 280, 
RD #2, Sayre,  Penna.  18840. 

All hai l  the a r r i v a l  of "The Storm- 
t rooper ,  " A g g r e s s o r ' s  own newslet ter .  
Starting in  June a t  20{ per  copy ( 10- 12 
pages)  f o r  Aggressor  m e m b e r s ,  25{ 
f o r  non-members ,  a subscript ion could 
put you in on the ground f loor  of one of 
the f a s t e s t  growing bat t le  game clubs 
in  the country. Send inquir ies  to: John 
Rancourt,  38 Sanger  Avenue, Water-  
ville,  Maine 04901. 

F o r  another  $5. 00 you can qualify 
fo r  membersh ip  i n  the Intercontinental 
Kriegspiel Society - f o r  25 y e a r  olds  
and up. Str ic t ly  adul t  competition of a 
mos t  f r iendly s o r t .  By-Mail games  a r e  
resolved by a special  "AHIKS KEY" 
system that precludes the u s e  of Stock 
Market Resu l t s .  A subscript ion to 
"Kommandeur" accompanies  m e m b e r -  
ship. Apply to  Editor  Hank M. Green-  
f e l t e r ,  20 York, Hamilton, Ohio 45013. 

Other  publications highly recom-  
mended (reviewed in Mar-Apr  67 i s s u e )  

a r e  Strategy & Tact ics  and Kampf. S & 
T,  devoted mainly t o  a l l  s o r t s  of war  
gaming, i s  f i r s t  c l a s s  a l l  the way. To 
be "in" one simply mus t  have a t  l e a s t  
one copy of th i s  s l ick magazine in  the 
den. S & T i s  edited and published by 
persons  well v e r s e d  in the a r t  of w a r -  
gaming per  s e .  You can get m o r e  info 
writing to: S & T,  Eox 65, Adelphia, 
New J e r s e y  07710. An inquiry sent  t o  
Kampf, 8512 Fifth Avenue, Brooklyn, 
New York, will b r ing  you information on 
the mos taccura te ly  r e s e a r c h e d  h i s to r i -  
ca l  data  available under one cover  - any- 
where.  Kampf dea l s  with h i s to r ica l  
ba t t l es  in  a m o r e  technical way - even 
to the extent of pointing out inaccura-  
c ies  found in so-  called official his tor ical  
accounts .  No w a r g a m e r ' s  l i b r a r y  can 
be  complete without a space relegated 
t o  i s s u e s  of Kampf. 

A lesson  in Promotion: All of you 
fanat ics  who have clubs and magazines 
in circulation should take a page out of 
Douglas A m i s '  book. While h i s  publica- 
tion "The P a n z e r "  i sn ' t  going to put 
"Time" out of business ,  a t  l e a s t  he h a s  
developed a f l a i r  f o r  publicizing h i s  
magazine.  His  hometown newspaper  
"The Independent" devoted a 114 page 
to the whole wargame bit,  including 
photos and c red i t  l ines .  This  type of 
publicity i s  not difficult to get,  r ea l ly  
fellows. All you have to do i s  to wr i te  
o r  cal l  your local  newspaper  and mos t  
of them a r e  ready  and willing to lend 
a n  e a r  to  unusual s t o r i e s  such a s  we 
a l l  have to te l l .  In the meantime,  a 
congratulatory note to  Doug i s  l iable  
to  get you a subscription order  f o r m  to 
"The P a n z e r t ' ,  4137 Silver Street ,  
Pleasonton,  California 94566. 

Recent  s u b s c r i b e r s  take note: you 
a r e  encouraged to submit a r t i c l e s  f o r  
publication. Ar t ic les  that  appear  in  
future i s s u e s  will be  voted upon by our  
edi tor ial  staff to  rece ive  special  y e a r -  
end a w a r d s .  Five-dol lar  gift cer t i f i -  
ca tes  a r e  awarded on a bi-monthly 
b a s i s  f o r  a r t i c l e s  selected a s  outstand- 
ing by subscr ibers ,  themselves.  A r t i -  
c l e s  should be  approximately 500 to 
700 words  in  length. Diagrams that a c -  
company a r t i c l e s  should be drawn in 
black ink. Acknowledgements of a c -  
ceptance o r  reject ions cannot be  made.  

By f a r  the mos t  popular a r t i c l e  a p -  
pearing in the March-Apri l  i s s u e ,  a s  
selected by you subscr ibers ,  w a s  
"Principles  of War - Mass & Movement," 
by Captain Mike Frankwicz and Myron 
Brundage. Others  receiving special  
readerkudos were :  Sgt. Lou Zocchi 's  
"Alas Rea l i sm,  'I Richard  A.  Shagrin 's  
". . . Hear t less  Amer ican  Win, " Donald 
Greenwood's t t B u y e r ' s  Guide, " Hans 
Kruger  's "Operation Sea Dragon (Guadal- 
canal) ,  " and James  J. S te in ' s  "Phyr r ic  
Victory. " A five-dol lar  gift cer t i f icate  
h a s  been sent  to  the above authors .  Con- 
gratulat ions.  

International Ai rmai l  postage r a t e s  
have increased  a s  of a few days ago. 
Since i t  will now cost  exactly $1. 00 to 
a i r m a i l  the General  o v e r s e a s ,  a l l  cur -  
ren t  o v e r s e a s  subscript ions will be sent 
sur face  mai l .  Requests  f o r  a i r m a i l  
se rv ice  mus t  now be  accompanied by 
payment of $1 .OO ex t ra  per  issue;  $6.00 
per  ful l -year  subscription. 

A job opening will develop a t  Avalon 
Hil l ' s  Guilford Annex come September, 
a t  which t ime  a ful l - t ime,  40 hour week, 
warehouse-shipping c le rk  will be  needed. 
Subscr ibers  living in the Bal t imore a r e a  
who would be in te res ted  in  light-labor- 
inventory type of work, should direct  
the i r  inquiry to  Mrs .  H. Marciano, a t  
the 4517 Harford Road a d d r e s s .  High 
school graduate  o r  be t te r  - state  age  
and s a l a r y  des i red .  

The National P a p e r  Box Manufactur- 
e r s  Associat ion h a s  profured AH the 
"Excellence Awardt '  to  the Guadalcanal 
Box. The citation f o r  the box f e a d s ,  
"The r o l e  of packaging a s  a salesman 
on the shelf i s  exemplified by the excel- 
lently conceived graphics  of th i s  durable, 
r igid box. " 

- Thanx to S/Sgt. Louis Zocchi for  the 
idea that insp i red  o u r  cover  story. You 
get a n  e x t r a  day extension on the dead- 
line, Sarge old boy. . . 

The world i s  coming up with new 
w a r s  quicker  than AHcan design games 
on them. Just when we thought we had 
caught up - with a Vietnam thr i l l e r  - 
th i s  middle e a s t  situation erupted.  To 
properly r e s e a r c h  what went on i t  was  
n e c e s s a r y  to  determine why I s rae l  and 
Egypt w e r e  a t  odds. "DidNassar  real ly  
want war  ? we asked  ourse lves .  Nassar  
had h i s  s t r e e t  mobs shouting. "We want 
War. " Assuming that A r a b s  behave 
the  s a m e  way Amer icans  do this  actually 
meant  that  N a s s a r  wanted peace. There-  
f o r e ,  i t  mus t  be  the I s rae l i s  who wanted 
war  - they had been a n g r y  a t  the Arabs  
ever  since Wally Moses led  the I s rae l i s  
out of Egypt and,  c ross ing  the Red Sea, 
turned lef t  instead of right.  Otherwise 
I s r a e l  would have had the middle eas t  
oi l  and i t  would have been the Arabs  who 
w e r e  stuck with a l l  that sand. Conse- 
quently AH i s  stuck with a game where- 
i n  both s ides  a r e  the "bad guys. 

Business  Administration students a t  
the University of Ankra, Turkey, a r e  
being taught economics with the aid of 
Avalon Hil l ' s  Management Game. We 
hope they a r e n ' t  using the f i r s t  version 
of the game which w a s  $12,000 shor t  of 
Capital on the opening balance sheet. 
Oh well, i t m a k e s  nodifference..  . that ' s  
what our  government  ca l l s  deficit  fi-  
nanc ing . 
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