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Trial of Strength recreates the bitter struggle between
Germany, her Axis allies and the Soviet Union. It employs
an exciting integrated movement and combat system,
known as CLIMACS, which realistically captures the
flavour of mobile warfare.

The value of maintaining and employing armoured forces
to achieve their special shock-action effect are excellently
simulated. The effects of air power, command and control,
morale, terrain, supply and logistics are all woven into an
elegant simulation of the conflict. Special rules cover the
use of airborne, marine, mountain, artillery, rail-gun, rail
construction, NKVD and SS units.

An integrated political system caters for the reticence of
Finland, the uprising of the Slovaks, the withdrawal of
the Italians, the insurrection of Bulgaria and Rumania
and the probability of Turkish entry into the war.
Variable progress on the Western Front, including the
effects of Allied bombing and Partisans are also covered.

Play can commence at one of four historical start
situations and can conclude at the end of any month, with
progress determined against the historical victory
schedule. There is also a mini-scenario covering the Axis
1942 summer offensive in the south and the subsequent
Soviet winter counter-offensive around Stalingrad.

Trial of Strength is a detailed strategic simulation whose
scale and game system make it an exciting, manageable
and, above all, enjoyable game — so take command and
prepare yourself for your trial of strength.
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Components

2 full colour playing maps

800 full colour, back-printed counters
1 forty-eight page rules book

8 display and reference cards

2 three-colour situation map sheets

1 ten-sided dice

Scale 3 ten-day turns per month
72 km (45 m) per hex
Korps-sized units for Axis and Army for
Soviets
Playing time 5+ hours for the mini scenario
50+ hours for the entire campaign
Number of Two, or two teams (recommended for
players campaign games)
Complexity  Advanced: for experienced gamers and all
those who enjoy a stimulating challenge.
Designed by:  Dave O’Connor

Developed by: Peter Wyche and Steve Barnes
Graphics by:  Christopher Storey

$A50.00 $US40.00

Available from your local dealer or directly from:
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Are you a Great Strategist? Now you can find out by stepping into the thrill and excitement of some of
history’s greatest events!! “Crusade in Europe”, “Decision in the Desert” and “Conflict in Vietnam” take
you there — from D-Day, to the “Battle of the Bulge”, to El Alamein to Dien Bien Phu. All the
“Command Series” products provide challenge and excitement in historically accurate and easy to play
strategic simulations. And, best of all, you'll be in the thick of the action in minutes even if you have
never played a strategic simulation before!!

“Command Series” simulations require both careful strategic thinking and fast responses to rapidly
changing battlefield conditions. These simulations occur in accelerated real time, with action taking place
continuously — just like real battles!! No slow plodding action here!! These outstanding simulations feature
colorful animated graphics, great sound effects, and a new, quick and easy-to-use command system to
enter commands using a joystick or the keyboard. “Command Series” simulations allow solo play from
either side’s perspective or exciting direct competition between two opposing Generals. The computer
handles all the rules, provides play balancing, and even the ability to change sides in the middle of the
game! Other features include multiple scenarios from a single screen mission to an in-depth campaign
using a ten-screen scrolling map, strategic maps, game save, and a unique “flashback” function.

“Crusade in Europe: D-Day to the Battle of the Bulge”, “Decision in the Desert: North Africa 1940-
1942” and “Conflict in Vietnam: 1954-1972” establish a new standard of quality and playability in strategic
simulation design. At a suggested retail price of $39.95, they are an extraordinary value as well!

For Apple, includes Double Hi Res.

Disc includes both 64K & 128K versions.

SEE YOUR LOCAL RETAILER for “Crusade in Europe”, “Decision in the Desert” and “Conflict in
Vietnam”.
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Experience the reality of these other
great simulations from MicroProse:

Ga&

Exciting WWIL Exciting Speech and Challenging and Exciting
Submarine Action Graphic Air Traffic Air Combat from the
in the South Pacific!! Control Action! Modern Electronic Cockpit!!

“Command Series” is available for Commodore 64/128, Apple I Family, Atari XL/XE, IBM
PC/PC Jr. computers for a suggested retail of $39.95. Available soon for Macintosh.

Commodore, Apple, Macintosh, Atari and IBM are registered trademarks of Commodore
Business Inc., Apple Computer Inc., Atari Inc., and International Business Machines Inc.,
respectively.

Software Speech ™ by Electronic Speech Systems of Berkeley, CA.
Call or write for more information or MC/VISA orders.
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The following comments
are intended to pro-

vide a basis for

some of the

design decisions

used in

Struggle for

Stalingrad.




German Units: Most German units are di-
visions, a military formation of about 10,000
men at full strength. In the game most of these
divisions have four (4) steps and a combat
strength of 9-11 points. This means that a
German combat strength point represents
about 1000 men, roughly one battalion, or
about 20 tanks. German infantry divisions
consisted of nine battalions in three regi-
ments. German motorized divisions con-
sisted of six motorized infantry battalions (in
trucks) in two regiments, a battalion of tanks
(about 40), and a recon battalion in half-track
armored personel carriers. German panzer di-
visions had 4 motorized infantry battalions
(one in half-tracks, the rest in trucks), three
battalions of tanks (about 150) in one panzer
regiment. Most panzer divisions in the
Wehrmachthad two panzer battalions, but the
ones at Stalingrad were reinforced. On the
other hand, the units were fatigued, so the
strength was calculated for 100 tanks. Both
motorized and panzer divisions had a
motorized anti-aircraft “flak” battalion,
which was also used against ground targets —
it was armed with the famous 88 gun. Due to
German air superiority at the time, these units
are included for ground use.

Soviet Units: For game purposes, Soviet
infantry units are considered divisions, tank
units are brigades. Soviet organization was
considerably looser than the Germans, due
mainly to huge losses. A division could be
from 5,000 to 10,000 men. Most Soviet in-
fantry was hastily trained and poorly
equipped. “Guard” units (often created from
units that had done particularly well in com-
bat) received better manpower, officers, and
equipment and were on par with German in-
fantry. Soviet militia (zero-step units) are
partially local militia and partly figments of
German imagination. Soviet tank brigades
(one step) correspond to 10 T-34 tanks or
about 20 light tanks.

German Reserves: German reserves re-
flect the better organization and training of
the Wehrmacht and provide an exploitation
force after all Soviet units in an area have
been eliminated/cut-off during the German
Attack Phase. The best place to put reserves
is the Steppes, where the rebuild option is
available should no valuable exploitation
target be available.

Overruns: Overruns are a way of attack-
ing during the Movement Phase in the hopes
of clearing out a weak defense and clearing
the way for a deep penetration. The costis po-
tentially bad odds as well as the threat of dis-
ruption. A disrupted unit is EXTREMELY
vulnerable. It should be remembered that a
unit cannot interrupt its overruns to allow
other forces to move.

German divisional rebuilds: The first
step a German division loses is considered to
be mainly due to fatigue, disorganization,
and mechanical wear and tear. It is thus easy
to regain.

“An intriguing
strategy is the
‘Orlovka Punch’.”

German Pioneers: Historically, the
Pioneer groups (five separate battalions) were
chosen. The Division available to the German
player is completely hypothetical and reflects
further training and organization. Gen.
Paulus was heavily criticized for throwing the
Pioneers into the battle piecemeal and nearly
unprepared.

Das Reich: At this time the Division was
training in France and was involved in knock-
ing out Vichy France in November. It arrived
in Kharkov in late January, 1943. The symbol
on the counter is panzergrenadier, but the SS
panzergrenadier divisions were more panzer
than Wehrmacht panzer divisions. The Divi-
sion’s five steps and its drastic combat
strength losses for each step are due to un-
finished training. Its high combat strength is
partly due to fanaticism and ferocity, thus
they lose strength rapidly. The strength was
calculated based on 200 tanks, scraped to-
gether from other SS divisions, hense the
great cost in victory.

STRATEGIC HINTS

German Strategy: The German is in a
race against time. He must win within a spe-
cific time period BUT without excessive
losses. He can’t focus completely on offense,
however. If he doesn’t think a bit about de-
fense, his maneuvering room will be sharply
curtailed by harassing Soviet forces. His
greatest asset is flexibility — the Soviets can

Chris Baslund

be hit almost anywhere on the map. If the
Germans cannot be easily moved around, the
Soviet will be able to place his defenders ac-
cordingly.

It is probably a good idea to crush the
southern part of the city quickly, then move
those forces on. Mameyev Kurgan is impor-
tant in its own right — holding TWO artillery
bonuses — but contesting that area also cuts
the Soviet defense into two non-supporting
sectors. Grab the landings, but remember that
before the ice period, one landing in Soviet
hands is as good as six.

An intriguing strategy is the “Orlovka
Punch.” Mokraya Metshetka borders on
many areas, so if it falls to the Germans, the
Soviets will be hard pressed to guard against
all the possibilities. The “Punch” is to put all
possible forces against Mokraya Metshetka
on the first turn and break through.

In general, the German should use “defeat
in detail” (splitting the Soviets into non-sup-
porting sectors), “freedom of maneuver” (the
ability to move and strike any weak spots fast
and unexpectedly) and economy of force.

Soviet Strategy: The Soviet is playing for
time. Remember that a single C-division in a
strongpoint on the last turn is enough to en-
sure total victory! Strategically, the Soviet
has to react to any German initiative and con-
centrate on tripping the Germans up tacti-
cally. However, a thrust against the Steppes
may go a long way to ruin German plans and
impetus. A spirited Guards attack may also
turn the tide, but it is probably better to let the
Guard Units “disappear” among the other
units. This way the German will have to over-
insure his attacks.

It is hard to comment on the desireability
of bringing in the Reserve Corps. The possi-
bility that their presence would prevent the
imminent fall of the city must be balanced
against the extra turn(s) the Germans would
get for the partial victory conditions and the
absorption of losses.

TACTICAL HINTS

Clearing area and Cutting off units: It is
sufficient to cut-off units in an area to move
through. The German can cut-off/eliminate
Soviet forces and allow the Reserves to
plunge through the Soviet lines. Cut-off units
are out-of-supply after being attacked a sec-
ond time and thus weaker for the third attack.
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November 8, 1942: Over

TO RC three years after the invasion

of Poland, and almost a year

after Pearl Harbor, the U.S. Army entered the fight

against Germany. Operation Torch was the first major

amphibious landing of the war—dress rehearsal for Sici-

ly, Salerno, Anzio, and Normandy—and put three

American (and one British) divisions ashore in Vichy-
controlled North Africa.

Far to the east, Rommel was in headlong retreat from
El Alamein, with Montgomery in pursuit. The Axis
cause in Africa looked hopeless. But unexpectedly,
Vichy put up stiff initial resistance and for the first time
allowed Axis shipping into Tunisian ports. German and
Italian reinforcements poured in and, after desperate
fighting, slowed the Allied advance. Montgomery was
halted on the Mareth Line and then, in February, Rom-
mel delivered the Americans a sharp lesson in mobile
warfare at Kasserine Pass. It wasn’t until May 1943 that
the last Axis forces were forced to surrender.

Torch recreates the entire campaign in Morocco,
Algeria, and Tunisia: the initial landings, Vichy
resistance, Rommel’s entry into Tunisia with Monty in
pursuit, and the struggle for Tunisia. Torch is the first
Europa game to feature major American forces, from
U.S. armored and infantry divisions to P-38, B-17, and
B-24 groups.

The rules are the standard Europa rules for desert war-
fare (as in Western Desert), with special additions for
amphibious landings, parachute drops, commando ac-
tions, and Vichy response.

Torch also contains rules for linking together the
Europa games on North Africa—Torch and Western
Desert, with the optional addition of The Near East—
into a single game showing the struggle for this theater
from December 1940 through May 1943. We call it War
in the Desert.

Torch: $24 at your local hobby shop
or direct from GDW.

(Add $1 for shipping @111’0 a

and handling.) GAME X|

Europa is . . .

e the most ambitious wargame project ever undertaken:
all of World War II in Europe and North Africa at divi-
sion/regiment/battalion level.

e an amazingly flexible game system that works as well
for the Desert War as for the Eastern Front.

@ a detailed historical resource and a tool for explor-
ing history: the most complete order of battle ever
assembled for the war and a game system that lets you
simulate every campaign.

e a challenge: armor effects, extensive air rules, and
many special unit abilities require players to master true
combined arms operations.

The Furopa Series

1. Fire in the East: With 6 maps and nearly 3000 counters,
running from June 1941 to March 1942, this is the ultimate East
Front game. Words don’t do it justice, so we won’t even try. You
have to experience it to believe it. $60.

I, Marita-Merkur: Two games in one: first, the ill-prepared
Italian invasion of Greece; second, the German onslaught through
the Balkans, including the attack on Crete. $20.

IV. Narvik: Planning makes the difference in this challenging
game of Germany’s shoestring invasion of Norway. To recreate
the campaign in detail, rules and counters are at a lower scale than
other Europa games. $20.

V. Their Finest Hour: A combined game of the Battle of Brit-
ain and Operation Sea Lion, with detailed rules for air, land, and
sea battle. $30.

VI. Western Desert:A quick-playing game with low unit dens-
ities covering two years of fluid, see-saw battles, from O’Connor’s
offensive to Rommel’s final retreat from El Alamein. Also covers
Palestine, Syria, and Malta. $20.

VII. Case White: The attack on Poland in full detail, plus a
number of historically valid ‘‘what if”’ optional rules. $20.

VIII. The Fall of France: A major study of the 1940 campaign
with over 2000 counters, including the Italians'and Swiss. $40.

IX. The Near East: A module with maps and counters for
Turkey, Iraq, Iran, and Egypt. You must have Western Desert to
play the scenario included (the Iraqi coup and the occupation of
Iran). $18.

X. Spain and Portugal: A module of maps and counters for the
Iberian Peninsula. You must have The Fall of France to play the
scenario included (German assault on Spain and Gibraltar). $12.

Coming: Scorched Earth, extending the Eastern Front through
1944; Second Front, the campaigns in Western Europe, 1943-45;
and more.

Game Designers’ Workshop
P.O. Box 1646
Bloomington, Hlinois 61702-1646




OVER 20 SCENARIOS!

the Pacific (two mapsheets cover the area from Australia to
Alaska and from Ceylon to Hawaii); more than 2300 playing
pieces; rules and scenario booklets;
displays! A remarkable modular rules booklet allows players to
fight the historic battles of Savo Island, Pearl Harbor, and Wake

and numerous full-color

Pacific War ~ $45 |Island within 30 minutes of opening the box!

Pacific War is the complete game onthe World War |l Pacific theater, covering the entire
war in month turns, from the attack on Pearl Harbor through the climactic summer
of 1945. Every aspect of strategic importance — from task force disposition to
amphibious assault, from Japanese merchant shipping attrition to US codebreaking
efforts — isdetailed inacoherent, quickly mastered design. With the use of aground-
breaking approachtolearningtherules, playerswill easilylearnto apply the many tac-
tical options available in the game, utilizing the nuances of pilot training, lighting
condition, destroyer screen deployment, and distinctions between Japanese and US
torpedoes.

The solitaire Engagement Scenarios, each taking no more than half an hour to play
tocompletion, ease playersinto the sophisticated Pacific War design. Oncethey are
comfortable, players move on to the more demanding Battle Scenarios, facing an
opponentinsuch actions as Midway, Coral Sea, and the Philippine Seafor2to 4 hard-
fought hours. The Campaign Scenarios, such as Guadalcanal, provide 5 to 25 hours
of excitement and re-create months of struggle by both sides across vast reaches of
the Pacific. Finally, the warin part (1942) orin its entirety can be played in 5010 200 hours.

| New Solitaire System!

Guerrilla Warfare in the Civil War

THE FIRST SOLITAIRE GAME ON THE CIVIL WAR! A 22" x 32" full-color, painted
mapsheet of southern Maryland and northern Virginia; 193 playing pleces; 120
Random Event/Action cards; and rules and commentary booklet! An excellent
introductory game that offers a continual challenge to the experienced gamer!

Re-livethe daringraids of John Mosby and his band of Partisan Rangers againstthe Union
Armyinnorthern Virginia. Mosby’s Raiders puts you in charge of Mosby’s Raiders. Your
mission is to infiltrate Union lines to disrupt the Union war effort by demolishing vital
rail lines and bridges, attacking Union depots, and ambushing Union forces sent out to
trap you. The success of Mosby’s actions is measured by his rise in notoriety; the more
renowned he becomes, the more Union troops are committed to stopping his activities.

VICTORY GAMES, INC., 43 West 33rd Street, New York, New York 10001

EXCLUSIVE FOREIGN DISTRIBUTORS

UK: T.M. GAMES, 650 High Road, North Finchley, London N12 ONL, England. Telephone 01-445-3044. Australia:
JEDKO GAMES, 134 Cochranes Road, Moorabbin, Victoria3189, Australia. Telephone (03) 555 1022. Japan: POST
HOBBY, 26-5, 5-Chome, Sendagaya, Shibuya-Ku, Tokyo, Japan. Telephone (379) 4081. Sweden: TARGET/TRADITION,
Storgatan 29, S-114 55 Stockholm, Sweden. Telephone (08) 61 93 01. Hong Kong: WILKINSON (FAR EAST) & CO,,
174—1st FI,, Peninsula Cntr, 67 Mody Rd., Kowloon.

Raiders

Complexity: Medium to very high.
Solitaire Suitability: High for the
Engagement Scenarios; medium for
the advanced scenarios. Time Scale:
Monthly turns. Map Scale: 100 miles
per hex. Unit Scale: Individual
capital ships to amphibious groups;
air squadrons; division/battalion
land units. Players: Two (Campaign
Scenarios highly recommended for
team play). Playing Time: 30 minutes
forintroductory scenarios to 200
hours for the whole war.

Mosby’s Raiders $18

Complexity: Medium. Solitaire
Suitability: Very high. Time Scale:
Variable; a few days per turn. Map
Scale: Four miles perinch. Unit
Scale: 25 men per Strength Point.
Players: One. Playing Time: Two
hours.




INTRODUCTION

Aces High originaly appeared in Wargamer
#12, and was subsequently boxed with a new
full-color map, based on an overhead photo-
graph of a scale model (see diagram). Aces
has been one of our best sellers, over the
years. Only 130 copies of the game remain in
stock, so this is probably your last chance to
obtain the game. The game contains over 500
aircraft, each type having its own data card.
There are 35 scenarios, covering such sub-
jects as strategic bombing, train and trench
strafing, picking up an agent behind enemy
lines, photorecce, etc. Scenarios use from 2
to 12 aircraft. Also included is a campaign
game, in which players can link together a
series of scenarios so as to trace the fortunes
of two entire squadrons. Aircrew can be rated
for such factors as endurance, marksman-
ship, killer instinct (they fire first), mechani-
cal aptitude, speed of reactions, vision and
flying skill. Moves in Aces Hlgh are simul-
taneous with each player recording his moves
on alog sheet. Key to both the realism and ex-
citement of the game is the “‘ace movement”
system. Pilots are rated 1 (ace) to 5. Grade 5
pilots record their entire turn’s move during
the “normal movement” phase. Grades 3 and

4 hold back one movement point to the sub-
sequent ace movement phase, grade 2’s hold
back 2 points, aces 3 points. This makes itrel-
atively easy for an ace to shake a greenhorn,
but difficult for the greenhorn to shake an ace.
(Still he may be able to bank or turn or side-
slip or half loop, or increase or decrease
speed, or dive unexpectedly...) Pilots of
similar grades will be an even match for one
another. In the two games recorded here,
Keith Poulter plays the Allies in scenario #14
and the Germans in scenario #19; his oppo-
nent is Chad Neilsen.

THE ARIZONA BALLOON BUSTER
Introduction

This scenario (#19) is set in November 1918,
and is based on the exploits of Lt. Frank
Luke, Jr., who in a combat career lasting only
six weeks, shot down fourteen enemy bal-
loons and four enemy aircraft:- The Ameri-
cans have two Spad XIII's, and both pilots are
grade 2. They enter map edge 1 at any altitude
they desire. The Germans have three balloons
in hex row 24, each at 1500 feet. Spotting
rules are in effect for the balloonists. Addi-
tionally, the Germans have six “archie” bat-
teries and three “flaming onions” (light anti-
aircraft guns), positioned secretly. They also
have three Fokker DVII’s and a DVIII; these
enter as a single formation, according to a die
roll (ie. on a die-roll equal to or less than the
game turn number). Victory conditions: Ger-

mans win if they down a Spad, Americans it
they down a balloon; if neither or both of the
conditions is met, the game is a draw.

The Action

The Spads enter at 1500 feet and make
straight for the balloons. The pilot of aircraft
$445 (let’s call him Frank Luke) is a marks-
man, and his guns are loaded with Buckin-
gham incendiary ammunition (+2 DRM
against balloons), but must not be fired
against aircraft, as this is contrary to interna-
tional convention. The second pilot (let’s call
him Lt. Joe Wehner, Luke’s historical
wingman) remains at 1500 feet, and closes
(turn 4) on the balloon on the left. He fires a
single burst from a range of 3 hexes (no mod-
ifier for height), rolls a double 6, and watches
as the balloon instantly explodes. Wehner’s
aircraft is not affected by the explosion. He
now flies two hexes straight, banking right,
then turns right and flies one'hex straight. He
is executing a wide turn to approach the sec-
ond balloon. However, the German entry die-
roll is a “5” and Keith’s four aircraft enter the
map in their preplotted formation. As it hap-
pens three of them are on Wehner’s tail!
Range for aircraft #2 and #3 is 2 hexes;
Wehner is at 1,000 feet, the Germans at
1,500, adding an extra 1 to the range (add 1
for each complete 300” difference in height
between the aircraft). Aircraft #3 opens fire,
and pieces fly off the American’s aircraft. #2
fires, and Wehner's plane comes apart in the




air. This is certainly a sudden game! Neither
player can now win, but they decide to play
itout to see what happens.

Luke closes in on the far right balloon, now
down at 500 feet, and in a single deadly burst
of Buckingham, destroys it. Archie is burst-
ing all about him, and he takes a wing hit. The
remaining balloon will now land safely, so he
swings left to begin the hazardous flight
home. The enemy aircraft, still in formation,
turn right in order to cut him off. The Ameri-
can streaks for home at 500 feet, with all four
German aircraft peeling after him, formation
now broken. Luke now slips left, then again,
and climbs, using the Spad’s superior climb-
ing ability. Thé maneuver catches the pur-
suers by surprise — they are now all behind
him, but to the right and below. All four Ger-
man aircraft are going flat out (speed of 7),
a speed which risks wing damage — but all es-
cape scot free. On turn 10 Luke moves just 4

“Caught in the fire
of the Snipe’s
2 Vickers,
the Fokker flames.”

hexes forward in the normal movement
phase, while banking right. The pursuers get
it right this time, sideslipping to the left and
climbing. However, they overdo it — Luke’s
speed is down to 5, and several of the pur-
suers overshoot their quary. Aircraft #3
closes in on Luke, who turns right (Ace
movement) so as to present a more difficult
target (deflection DRM + 1 instead of +3).
There is a burst of fire and Luke takes 2 fusel-
age and a wing hit (all his opponents know is
that he’s hit him, nothing of the details). Turn
11, and Luke banks left, diving steeply, then
turns left. The pursuers correctly judge his
bank and turn, and aircraft #3 is¢
right on his tail, the other three
turning sharply right to approach
him from the leftand below. But
the sudden dive catches them -
unaware, placing two of them out
of range altogether, another at
extreme range. Aircraft #3 fires,
as does the DVIII, and the Spad
absorbs massive damage (a total
now of 4 fuselage and 5 wing hits,
and a knocked out gun. Loaded
with Buckingham, it was useless
when the balloons went down any |
way). Nevertheless, Luke’s next turn
will take him safely off the map edge,

to fight another day.

BARKER’S LAST FIGHT

Introduction

On 27th October 1918, Major William
Barker, a Canadian pilot with the RAF, was
flying home on leave when he spotted an
enemy two-seater, and was tempted. He for-
got to look behind him and was jumped by a
large formation of Fokkers. An epic battle
followed; Barker was wounded in both legs,
and had his left arm shattered by a bullet.
Twice he fainted from loss of blood, to be re-
vived by the wind on his face as the aircraft
spun. He shot down three of the Fokkers, and
survived a crash landing to be awarded the
Victoria Cross. This scenario (#14) recreates
that historical situation: Barker is a grade 1
pilot and marksman, his opponents are 6
grade 5°s and a grade 4. Barker is flying a
Sopwith Snipe, the Germans have 7 Fokker
DVII’s.

The Action
Barker sets up first in hex row 10 at 21,000
feet, the Germans set up next in any hex other
than that occupied by the Snipe. To win,
Barker must shoot down one Fokker and live;
to win the Germans must kill Barker whilst
losing no more than one Fokker. Any other
resultis adraw.

Barker sets up in hex 110, the Germans as
shown. Three of the Fokkers are at 15,000
feet, the others at 20,000 feet. Using his ace
movement, Barker twists sharply to the right,
diving sharply. The maneuver risks both

wing damage and spinning, but he is lucky on
both scores. Pieces fly off Fokker #85 (2
wing, 2 fuselage hits). On turn 2, Fokker #86
(the grade 4) attempts to turn whilst diving,
and flicks off into a spin. The lower Fokkers
begin slowly to climb, Barker and the others
are swiftly losing height as they circle one
another. Barker uses Ace movement to turn
sharply left, ruining the deflection shot of
Fokker #89, and lining up his own shot on
Fokker #90. Fokker #89 misses, Barker
does not.

On turn 3, the aircraft are momentarily dis-
engaged. On turn 4, Barker half loops and
fires on the rapidly spinning Fokker #86, but
with no effect. On turn 5 Barker uses ace
movement to swing left onto the rail of Fok-
ker #90. Barkeris at 17,150 feet, the German
at 17,400. Height difference is less than 300
feet, so there is no addition to the range,
which is 2 hexes. Target is at 12 o’clock, at-
tacker at 6 o’clock — the classic position.
Caught in the fire of the Snipe’s 2 Vicker
guns, the Fokker flames. On turn 6, Barker
again is able to use his ace movement to man-
euver onto the tail of an enemy aircraft, in this
case Fokker #89. Another flamer! (Sub-
sequently the pilot of Fokker #90 manages to
extinguish the flames by side slipping, and
lands safely. This still counts as a Fokker
down for victory purposes. The pilot of Fok-
ker #89 is not so fortunate: on turn 11 his air-
craft explodes.)
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1.0 INTRODUCTION

In early September 1942, the German 6th
Army under Col. Gen. Friedrich von Paulus,
with the 1st Panzer Army attached, had bro-
ken through the forward defenses and stood
poised to assault the city of Stalingrad, de-
fended by Gen. Vassili Ivanovich Chuikov
and the 62nd Army. North of the city the Ger-
man 14th Panzer Corps, having reached the
banks of the Volga on August 23, were de-
fending against large Soviet forces.

Struggle for Stalingrad is a game of the
German assault on Stalingrad from this point
on. As the Germans try to take the city, the
Soviets struggle to hang on until Operation
URANUS, the encirclement of all Axis
forces, can be launched.

The map is divided into areas and the mili-
tary forces are respresented by counters with
the strength of the unit. Each turn represents
about 6 days; the map is approximately 40 km
north to south and most units are divisions of
5000-10000 men.

1.1 General Description of Play. A turn
consists of actions performed by the German
or Soviet player. First the German may attack
Soviet units in the same area. Then the Ger-

man player may move, after which another
round of attacks occurs. German Reserves
may move after these attacks. The Soviet
player’s turn consists of the same three seg-
ments with the exception of the Reserves.

In general, units may move until they enter
an area occupied by the enemy. Combat takes
place between opposing forces within the
same area and uses an attacker/defender odds
system. The game ends when the Germans
take the whole city or when URANUS com-
mences.

2.0 COMPONENTS

2.1 The Map. The map is divided into areas
to regulate movement and combat. Within
each area, there can be varying terrain and
strongpoints.

2.1.1 Terrain Effects. The terrain in which
the battle is fought is either Open, Rough, or
Urban. Terrain features like strongpoints, ar-
tillery spots, landings, and fortifications also
affect play. These types and featuers are sum-
marized on the map.

2.1.2 Special map areas. There are several
areas on the map that have significant effects
on play. (NOTE: rules sections involved with
the special area are noted in parentheses after
eachrule):

2.1.2.1 The Steppes. All the Steppe areas on
the map represent much more space than the
other areas and contain numerous German
back-up forces. Each area is German con-
trolled if empty (4.3); Soviet infiltration is
NOT allowed (4.9); German supply lines
may be traced through the Steppes (6.1); Ger-
man divisions in Reserve in the Steppes have
the option of rebuilding (7.2); for each Steppe
in Soviet control in a German Command
phase, German artillery point allowance is re-
duced by 2 and the German loses a step from
aunit anywhere on the map (5.4.7).

2.1.2.2 Soviet East Bank. This somewhat
abstract area represents the huge Soviet sup-
ply network. The area is a Soviet supply
source (6.1), has an unlimited number of
landings (4.10), and Soviet units can with-
draw to here (4.4.3).

2,1.2.3 German Rear. This abstract area
represents the German rear far from Stalin-
grad. It encompasses railheads and the supply
network all the way back to Rostov. The area
is the German supply source (6.1); Soviet
units cannot enter and German units must
stop upon entering; retreating into the Rear is
not allowed (5.10); German units may with-
draw to the Rear (4.4.3); and German divi-
sions may rebuild (7.2).

2.1.2.4 Stalingrad. All urban and rough
areas (including the fortified areas) are called
Stalingrad and are Soviet-dominated at the
startof play (4.3.3) if empty.

2.1.2.5 Soviet Orlovka Salient. The two
areas, Orlovka West and Orlovka North are
Soviet fortified at the start of play and are
rough terrain (5.14). German supply cannot
be traced through the areas as long as the for-
tifications exist, and a special entering attack
is required if German forces enter from the
Steppes (5.11.2).
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2.1.3 Playing Aids. The map includes play-
ing aids like the turn record (including the
reinforcement schedule for the standard
games), turn and combat sequence, Artillery
Availability Table, and German Holding
Boxes for divisional breakdowns.

2.2 The Counters. A counter can be a mili-
tary unit or an informational marker.

2.2.1 German Military Units.,

(front) ~ size (division)

type (infantry)

name
(100th Jager)

combat strength (back)

2.2.1.1 The type of unit is shown by the sym-
bol on the counter:

= infantry

armor

= motorized
infantry

= engineer

assault-gun

= motorized flak
(anti-aircraft)

DoE HaK

2.2.1.2 German units can have up to FOUR
steps. Step losses are taken by flipping a full
strength unit to its back side. If a unit has al-
ready been flipped, then a different counter
for the same military unit with a weakened
strength is substituted.
2.2.1.3 The size of the unit is shown ABOVE
the symbol:

XX —unit is a division

X —unit is a regiment

11— unit is a regiment
2.2.1.4 Additional information about certain
units is signaled by certain symbols next to
the combat strength:

()—unit is a defend-only unit

+ —unit is a support unit
2.2.2 Soviet Military Units

(front)

type (infantry)

(back)

combat =
strength

class (B)

2.2.2.1 Sovict units have their strength and
class hidden from the German by using a
back-printed counter. This strength is not re-
vealed to the German player until the unit has
been attacked.
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2.2.2.2 Soviet units come in several classes:
Guards — G —three steps
A—2 steps
B and C-1 step
Militia— O steps (marked with an *)
2.2.2.3 Soviet units lose steps by converting
to a lower class division: G to A to B or C
(equal chance). B, C, and Tank units have
only one step and are eliminated if a step loss
is called for.
2.2.3 Informational Counters. There are
several different counters included in the mix
which are used to provide information about
the status of units in the game:
Out of Supply: Units under the counter are
out of supply for combat purposes.
In Res: German counter indicating the
units underneath have been placed in re-
serve.
Entry Attack: Counter placed whenever a
side must make an entry attack to move
into an enemy controlled area.
Dsrpt: The unit(s) underneath are dis-
rupted.
Draw, Partial, and Uranus: Victory mar-
kers which are placed on the Turn Record
at the start of the Standard Game.

3.0 SEQUENCE
OF PLAY

A turn is divided into a number of phases in
which the phasing player, German or Soviet,
performs certain actions. There are two im-
pulses per turn: a German impulse and a
Soviet impulse. The following is the se-
quence of play for each turn:

3.1 Mutual Artillery Phase. Both sides roll
a die to determine how many artillery points
each player receives during the turn from the
Artillery Availability Table.

3.2 German Impulse.

3.2.1 German Counterattack Phase. Ger-
man forces may attack Soviet forces in the
same area. Each attack is resolved separately.
3.2.2 German Command Phase. Units get
new supply if they were out-of-supply and
reinforcements are placed on the map.

3.2.3 German Movement Phase. The Ger-
man player may move all, some, or none of
his units eligible to move. During this phase,
units may also move within areas, entering
strongpoints, and may combine in stacks.
Units may also be designated as Reserve.
3.2.4 German Attack Phase. This is a com-
bat phase identical to the Counter-attack
phase.

3.2.5 German Reserve Phase. Units put in
Reserve during the Movement phase may
move or be rebuilt.

3.3 Soviet Impulse.

3.3.1 Soviet Counterattack Phase.

3.3.2 Soviet Command Phase.

3.3.3 Soviet Movement Phase. Soviet units
may NOT be placed in Reserve.

3.3.4 Soviet Attack Phase.

4.0 MOVEMENT

The map is divided into areas to regulate
movement. The following sections deal with
the rules of that movement.

4.1 Movement Phases. There are three
movement phases in each turn: German
Movement, Soviet Movement, and German
Reserve. Only friendly units may move in a
friendly movement phase. During move-
ment, the phasing player may move all,
some, or none of the units eligible to move.
All units are eligible to move EXCEPT cut-
off and disrupted units. In the German Re-
serve Phase, only those units which did not
move during the normal Movement phase
may move.

4.1.1 No unit may move more than once in
a movement phase. When a unit starts its
movement, it must complete its move before
any other friendly can start moving.

4.1.2 Units can move together as a “force.”
The force may pick up and drop off units dur-
ing its move as long as no unit moves more
than once and stacking rules are not violated.
4.2 Stacking. Up to three combat units may
stack together. In addition, one support unit
(section 8.1) may be attached to each combat
unit and a stack may also contain one addi-
tional support unit. Thus, a maximum of 7
units may stack together. A stack is desig-
nated simply by placing the units on top of
each other. NOTE: a single combat unit and
its support units (2 maximum) are NOT con-
sidered stacked for retreat, cut-off status, and
overrun attack purposes.

4,2.1 Stacking only affects movement of a
force and combat. THERE IS NO LIMIT TO
THE NUMBER OF FRIENDLY UNITS
THAT CAN- BE IN A GIVEN AREA ON
THE MAP. :

4.3 Area Control. An important consider-
ation for movement in the areas on the map
is the state of control of the area. Control is
determined when an area is left or entered.
There are three basic states: Contested,
Friendly/Enemy Control, and Empty:

4.3.1 Contested Control. Both sides have
unit(s) in the area that are not cut—off. Neither
side’s units may freely pass through a con-
tested area.

4.3.2 Friendly/Enemy Control. The con-
trolling side has unit(s) in the area and there
are no opposing unit(s) that are not cut-off.
The controlling side’s units may pass freely
through the area.

4.3.3 Empty. Empty areas may be freely
passed through by both sides. However, an
empty area is always dominated by one side
or the other. Except for the Steppe areas,
which are always German dominated, an area
is dominated by the side which last passed
through it. Domination does not affect move-
ment, but it does affect supply and retreats.
4.4 Area to Area Movement. Movement
capability between areas is determined by the
state of control of the area.

4.4.1 A unit starting in a contested area may
move ONE area, to an adjacent cmpty or
friendly controlled area. It must then cease all
movement. This type of movement is called
disengagement.

4.4.2 A unit starting in a friendly controlled
arca may move through ANY NUMBER of
connected empty or friendly controlled areas.
It must stop its movement upon entering an
enemy controlled or contested area. Entering



an enemy controlled area usually requires an
entering attack (section 5.11).

4.4.2.1 If the moving unit(s) can success-
fully eliminate all enemy units in an area via
Overrun attack, the area becomes friendly
controlled instantly and the units may con-
tinue to move (section 5.12).

4.4.2.2 If the moving unit(s) are the sur-
rounding force of cut-off enemy units, then
the area they are starting in becomes e€on-
tested instantly and the moving force is con-
sidered to be disengaging.

4.4.3 If a unit can trace a line of supply to a
supply source, the unit may move directly to
that supply source. This is a special form of
movement called withdrawal. Withdrawal
may involve disengagement from a contested
area. ‘

4.4.3.1 German units withdraw to the Ger-
man Rear.

4.4.3.2 Soviet units withdraw to the East
Bank via a landing. Normal Ferry rules
apply, except that the withdrawing unit need
not start in the landing. If the area of the land-
ing is contested, the withdrawal is considered
ferrying under fire (section4.10.4).

4.5 Movement within an Area. Eligible
units may move within their area. This move-
ment is not affected by the control state of the
area. A unit that moves within its area is still
eligible to move normally. Movement within
an area may take place either before or after
normal movement.

4.5.1 Movement within an area is contingent
on the unit/force designation. There are two
possible designations:

4.5.1.1 Bound-in-area are those units in
strongpoints, cut-off, part of a surrounding
force, or disrupted.

4.5.1.2 Free-in-area are all units NOT
bound-in-area.

4.5.2 Empty or friendly strongpoints may be
entered and left, unless they are cut-off.
There may be only ONE combat unit (plus at-
tached support units) in a strongpoint at the
end of any phase. A unit in a strongpoint
exerts control over an area but will not, by it-
self, require an entering attack. Units in
strongpoints are easier to cut-off and may not
retreat.

4.5.3 In the general movement within areas,
stacking may be changed either before or
after normal movement.

4.6 Cut-off Forces. As a possible result of
combat, defending units can be surrounded
and isolated. Such units are designated as
being “cut-off.”

4.6.1 A cut-off force is ineligible to move. It
also cannot restack or be joined by other
units.

4.6.2 A cut-off force is no longer cut-off the
instant there is no surrounding force (section
4.7), or if the surrounding force attacks any
other units, or the surrounding force enters a
strongpoint.

4.7 Surrounding Forces. As soon as a de-
fending force is cut-off, a surrounding force
must be designated. This is marked by plac-
ing the surrounding units on top of the cut-off
force. NOTE: it is possible for a surrounding
force to be cut-off itself by an outside enemy
attack.

4.7.1 A surrounding force can freely be en-
tered and left by friendly units.

4.7.2 A surrounding force exerts control over
the area but does not trigger an entering at-
tack.

4.7.3 A surrounding force is in the terrain
type of the area.

4.8 German Reserve Movement. German
units can be put into Reserve at the beginning
of the German Movement Phase. These units
can move only in the Reserve Phase follow-
ing the German Attack Phase.

4.8.1 Units must be in German controlled
areas to be designated as Reserves.

4.8.2 Units are designated as Reserve before
any other movement in the Movement Phase.
4.8.3 Units designated Reserve which are in
the Steppe areas may rebuild.

4.8.4 Reserve status is lost as soon as a unit
moves, attacks, is rebuilt, or the area in which
it is located loses its German controlled
status.

4.9 Soviet Infiltration. The Soviets were ex-
perts at infiltration — sending many small
groups of infantry sneaking behind enemy
lines. Soviet units may infiltrate INSTEAD
of moving normally. Infiltration takes place
AFTER all normal Soviet movement.

4.9.1 An infiltrating unit MUST start in a
Soviet controlled area and move into an adja-
cent German-controiled area. The Steppe
may NOT be infiltrated. THERE IS NO EN-
TERING ATTACK.

4.9.2 An infiltrating unit may not overrun or
attack in the Soviet Attack Phase. It may
move within the area (i.e., enter a strong-
point).

4.9.3 Each area can be infiltrated by only
ONE Soviet unit per Soviet Movement
Phase.

4.1¢ Soviet Ferrying. The Volga at Stalin-
grad is about 2 km wide and may only be
crossed by Soviet units. Ferrying is move-
ment between the Soviet East Bank and the
landings in Stalingrad.

4.10.1 To be eligible for ferrying, units must
begin the Soviet Movement Phase in a land-
ing or the East Bank area.

4.10.1.1 Withdrawing Soviet units just have
to be able to trace a path to the landing.

4.10.2 After ferrying, the Soviet unit is eligi-
ble to continue movement normally.

4.10.3 Every landing can send off AND re-
ceive ONE unit per turn. Support units count
as whole units for ferrying.

4.10.3.1 Landings are treated as strongpoints
in Rough terrain.

4,10.3.2 Units CAN ferry in and out of cut-
off landings. )

4.10.3.3 Stacking limits may be exceeded
during a phase but not at the end. Thus, units
ferrying into a cut-off landing may attempt to
overrun out.

4.10.4 If Soviet units enter or leave a cut-off
landing, it is considered ferrying under fire.
One die isrolled. On 1-4, the unitloses a step.
Ferrying under Fire is also used for Soviet
Amphibious Assaults (section 5.13) and for
withdrawals.

4.10.5 During Ice turns (Nov/3-Dec/3), NO
ferrying is allowed. Soviet reinforcements

justaccumulate in the East Bank.

4.10.6 During Freeze turns (Dec/4, Dec/5)
NO ferrying is allowed, but Soviet units may
cross the “frozen Volga” from the East Bank
to any area bordering the Volga EXCEPT
Mamayev Kurgan, Yelshanka, and Spar-
tanovka. Movement in the opposite direction
is also allowed.

5.0 COMBAT

Within an area, phasing units may attack non-
phasing units during the Combat Phases.
There are four such phases: German Counter-
Attack, German Attack, Soviet Counter-At-
tack, and Soviet Attack. Regardless of the
overall situation, the phasing units are always
the attackers; the non-phasing units always
the defenders.

5.1 Forces in Combat. The general rule is
up to THREE forces can attack one defending
force. Each force, defending or attacking, is
treated as whole and indivisible. No compo-
nent may be held out of combat. An attacking
force may only attack once in a phase (Excep-
tion: Overrun attacks, section 5.12), but A
DEFENDING FORCE MAY BE AT-
TACKED ANY NUMBER OF TIMES IN A
PHASE.

5.1.1 A free-in-area force can attack ANY
defending force.

5.1.2 A unit in a strongpoint cannot attack
any other unit in a strongpoint, or the sur-
rounding forces on another strongpoint.

5.1.3 A unit in a strongpoint can only be at-
tacked by ONE force.

5.1.4 A cut-off unit can only attack its sur-
rounding force.

5.1.5 A surrounding force can only attack the
cut-off force it is guarding.

5.2 Combat Sequence. The combat se-
quence is followed for each attack the phasing
player makes. Once the sequence has been
finished, the next attack can be declared.
5.2.1 DECLARE ATTACKING UNITS -
and which defending force is the target.

5.2.2 REVEAL SOVIET UNITS - the
Soviet player reveals his attacking/defending
units.

5.2.3 ARTILLERY EXPENDITURE -~
both players secretly note how many artillery
points they will expend this attack (take into
account Overrun Soviet artillery penalty and
dense target bonus).

5.2.4 COMPUTE COMBAT ODDS - fac-
tor in all reductions due to supply and strong-
point bonuses. Divide attacker strength by
defender’s strength and round to nearest odds
ratio. Factor in any applicable column shifts.
5.2.5 DEFENDER-CRT ROLL. Roll on
D-CRT once for every 10 defense strength
points (rounded down to a minimum of one).
5.2.5.1 Check for Cut-off status. If there is a
result on the D-CRT, roll on the cut-off table.
5.2.5.2 Defenders in Urban/Rough terrain
find out how many losses are cancelled due
to terrain with one roll per loss on the Terrain
Defense Table.

5.2.5.3 Defender may reduce losses by ONE
by retreating into a friendly controlled or
dominated area.
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5.2.5.4 Defender satisfies remaining losses
with step losses from defending units.

5.2.6 ATTACKER-CRT ROLL. Roll on
applicable A-CRT once for every 10 defense
strength points (rounded down to a minimum
of one).

5.2.6.1 Attacker’s losses are satisfied by los-
ing one step per loss.

5.2.6.2 Attacking units may advance into a
strongpoint if all defenders have been elimi-
nated.

5.2.6.3 Attacking units may follow retreated
defending units into retreat areas.

5.2.7 OVERRUN DISRUPTION DETER-
MINATION. If the attack was an overrun at-
tack, determine additive disruption factor.

5.3 COMBAT RESULTS. There are three
Combat Results Tables. There is a single De-
fender CRT to determine how many losses
the defenders will suffer from an attack.
There are TWO Attacker CRTs; which one is
used depends on whether the defender is in
rough/open terrain or in urban terrain. The
urban CRT gives higher attacker losses.

5.3.1 Combat results in step losses to at-
tacker/defender. For the attacker, the die roll
cross-indexed with the combat odds gives a
blank or a number. If the result is a number,
this is the number of steps the attackers lose.
For the defenders, the number is the initial
RESULT of the combat, but this result may
be reduced by terrain or retreats, to get the
final number of steps lost.

5.3.2 Combat Odds are found by dividing the
final combat strength of the attackers by the
final combat strength of the defenders, then
rounding off to the nearest whole ratio.
HALF ROUNDS UP. EXAMPLE 7 attack-
ing2is3.5:10r4:1.

5.4 Artillery.

5.4.1 Artillery points available for use in
each turn are determined at the start of each
turn. Both players doll a die during the
Mutual Artillery Phase and cross-reference
the roll with the correct artillery availability
line.

5.4.1.1 The side that has or last had posses-
sion of the Mamayev Kurgan strongpoint
adds + 1 to his artillery chit.

5.4.1.2 The side that controls/dominates the
AREA of Mamayev Kurgan adds +1 to his
artillery chit. NOTE: this is in addition to the
+1 gained if the strongpoint is also con-
trolled.

5.4.1.3 The side that controls/dominates the
Orlovka West Area gains + 1 on his artillery
chit.

5.4.1.4 One or more German Luftwaffe
Summons gives + 1 to the German artillery
chit. The summons must be announced prior
to the chit draw.

5.4.2 Artillery available changes during the
game, unless otherwise specified by the
scenario special rules. German artillery avail-
ability ranges from Al to A4, while Soviet
availability ranges from Al to AS5. The turn
record specifies when the availability
changes; these availability designations are
then used on the Artillery Availability Table
to determine which line to read with the die
roll.
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5.4.3 Both sides have a certain number of ar-
tillery points, determined at random at the be-
ginning of each turn. These artillery points
may be used in attacks to attempt to affect the
outcome.

5.4.3.1 Each player chooses how many artil-
lery points to commit to an attack/defense.
The choices are revealed AFTER the combat
odds have been established for the attack.
5.4.3.2 Defending artillery points subtract 1
from the D-CRT die roll per point. Artillery
attacking points add 1 to the D-CRT die roll
per point.

5.4.3.3 If one side has TWO or more artillery
points more than the enemy, 1 (only) is
added/subtracted to the A-CRT.

EXAMPLE: The Germans commit 4 artil-
lery points to attack; the Soviets commit 5 to
defend. Thus, the D-CRT die roll will have
1 subtracted from it and the A-CRT will be
unaffected. If the Soviets had committed 6 ar-
tillery points, the D-CRT would have been
modifiedbya —2 and the A-CRTbya + 1.

5.4.4 German air points can be used either as
normal artillery or for Stuka attacks at a cost
of 2 air points per attack.

5.4.4.1 Stuka attack can be performed in
ANY German Movement/Attack Phase.
5.4.4.2 When a Stuka attack is declared, one
die is rolled, on a 1-4, a step loss is the result.
The loss may be annulled by the Terrain De-
fense Table just as normal D-CRT results.
5.4.4.3 If the loss is not annulled, the defen-
der has the option of losing a step from the at-
tacked force, or having the force become dis-
rupted. An already disrupted force MUST
take the step loss.

5.4.4.4 A defending force may be attacked
by any number of Stuka attacks. Each is re-
solved before the next is declared./

5.4.4.5 In a Stuka attack, supply is not used,
retreat is not possible, and no hidden units are
revealed.

5.4.5 In the Overrun attacks (both German
and Soviet) Soviet artillery points are halved,
rounding up, prior to die roll modifications.
This reflects poor Soviet fire control.

5.4.6 Artillery points against defending
stacks of THREE units, totalling SIX or more
steps (including support unit steps) are dou-
bled for both German and Soviet attacks.
Such stacks are designated “dense” targets.
5.4.7 For each Steppe area in Soviet control
in the German Command Phase, the German
artillery point allowance is REDUCED by 2.
The German player must also lose one step
from any single unit anywhere on the map.
5.4.8 The German player may “save” a
maximum of 4 artillery points from turn to
turn. The Soviets may “save” a maximum of
2.

5.4.9 (OPTIONAL) For more fog of war,
players may elect to use a set of cards (Ace
through 6) to randomly determine their artil-
lery allotment for the turn and keep this
number secret from their opponent. All artil-
lery usage should be recorded and compared
with the revealed card at the end of the turn.
5.5 Strongpoints.

5.5.1 Strongpoints are considered URBAN
terrain, except for landings which are rough

terrain. A strongpoint can only be occupied
by ONE combat unit (supported by a
maximum of TWO supprt units).

5.5.2 The defending force in a strongpoint
gets + 2 added to its combat strength. This is
added BEFORE the effects of supply are con-
sidered. EXCEPTION: Soviet M-class units
add +1.

5.5.3 A strongpoint can only be attacked by
ONE force.

5.5.4 A unit in a strongpoint cannot attack
other strongpoints, or surrounding forces on
other strongpoints. An attacking unit in a
strongpoint cannot advance out of the fortifi-
cation UNLESS the defender retreats.

5.5.5 A unit in a strongpoint does not trigger
an entering attack, nor can it be attacked in an
entering attack.

5.6 Cut-off.

5.6.1 Cut-off is a side effect of combat. If
there is a result on the D-CRT AND the com-
bat was in Urban terrain, OR the defender
was in a strongpoint, OR part of a surround-
ing force, the defender must roll on the Cut-
off Table. The die roll is modified if the de-
fenders are in a strongpoint, or in a surround-
ing force, or if Chuikov is involved.

5.6.2 If a defending force is cut-off while
surrounding another cut-off force, the at-
tacker may choose to “liberate” the latter
force. If this occurs, all cut-off markers are
removed and the involved forces are stacked
separately. The friendly liberated units can-
not restack until the next Movement Phase.
5.7 Terrain Defense. Defending forces in
urban or rough terrain can have some of their
losses cancelled by the Terrain Defense
Table. After the D-CRT die roll, one die per
resulting loss is rolled. EXAMPLE: A de-

fending force in rough terrain suffers a 2 re-’

sult on the D-CRT. Two dice are rolled, a 5
and 4, on the Terrain Defense table. The 5
cancels one loss, leaving 1 loss remaining.
NOTE: The players will have to get used
to the wide range of outcomes this table pro-
vides. It can be maddening to have 5 losses
inflicted on a single step C division and have
all five cancelled out, but this is what the de-
signers intended. It is suggested that the cor-
rect number of dice be rolled at once for the
cancellations, i.e., if a 4 result is obtained,
roll 4 dice at the same time.
5.8 Big Battles. For every 10 Defense points
(rounded down), the D-CRT and A-CRT dice
are rolled. The dice are ALWAYS rolled at
least once for each battle. EXAMPLE: 45
German points are attacking 21 Soviet points.
Both the D-CRT and A-CRT ‘dice are rolled
TWICE and the results'combined.
5.9 Attack Abort. The German player can
abort an attack AFTER the Soviets have re-
vealed their strengths. No dice are rolled,
German supply IS expended (not Soviet sup-
ply), AND the Germans lose 1 step im-
mediately.
5.10 Retreat/Advance After Combat.

5.10.1 An UNSTACKED defending unit
may retreat after combat into an adjacent
friendly controlled or dominated area. It may
not enter a strongpoint nor stack with other
friendly forces in the new area. Retreat will
reduce the combat losses by 1.
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5.10.2 Stacked units, units in strongpoint,
cut-off units, units in a surrounding force,
and disrupted units MAY NOT RETREAT.
5.10.3 A unit may not retreat more than
ONCE per phase.

5.10.4 If a defender retreats, all, some or
none of the attacking force may follow. There
is NO entering attack required when an at-
tacking force follows a retreating unit.

5.11 Entering Attack. When an enemy con-
trolled area is entered, an attack must take
place to gain a “foothold” in the area. This at-
tack is called an entering attack.

5.11.1 The entering attack can be directed
ONLY at free-in-area forces. Units in strong-
points cannot.be attacked. If there are NO
free-in-area forces, the entering attack is au-
tomatically successful.

5.11.1.1 An entering attack is carried out
normally. However, if there is no RESULT
on the D-CRT during any entering attacks, all
attacking forces must return to their starting
areas.

5.11.1.2 All entering attacks must be carried
out before other combat.

5.11.1.3 Entering attacks can be performed
during Attack phases or by overruns. In the
German Reserve Phase, overruns MUST be
used for entering attacks.

5.11.2 In entering attacks across the Tsaritsa
Gully, Frozen Volga, or into the Orlovka
areas (from the Steppes), attacking strength
points are halved.

5.11.3 In entering attacks during the
FREEZE turns (Dec/4, Dec/5), all defending
forces are doubled in strength. This reflects
the difficulty of conducting offensive opera-
tions in intense cold.

5.12 Overrun. During the German or Soviet
Movement Phases, UNSTACKED units can
attack at reduced strength to attempt to bull
through a potentially weak defense. Overrun
attacks are resolved just as normal combat.
5.12.1 Overrunning units attack at half
strength, rounding down.

EXCEPTION: German panzer and
motorized units have the first 5 points of their
strength unaffected. The remaining points are
halved.

EXAMPLE: A German Panzer unit of
strength 11 has an overrun strength of 8
(5+3).

5.12.2 Support units have a 0 overrun
strength and cannot take step losses in the at-
tack.

5.12.3 Soviet artillery points are halved dur-
ing an overrun attack.

5.12.4 The same defender can be “overrun”
more than once.

5.12.5 After an overrun attack, a “day die” is
thrown, with the result being the number of
“days” used in the attack. A unit can continue
overrun attacks until its accumulated “day”
points exceeds six. When the accumulated
total exceeds six, the unit is disrupted.
5.12.5.1 A disrupted unit cannot move, at-
tack, or retreat. It does not trigger an entering
attack, and may not be attacked during an en-
tering attack. An overrunning unit may ad-
vance after combat before disruption takes ef-
fect.

5.12.5.2 Attacking a disrupted unit gains an

attacker a TWO column shift to the right on
the D-CRT (no shift on the A-CRT). A force
with as little as one disrupted unit suffers this
penalty.

5.12.5.3 Disruption is removed at the end of
the friendly Movement Phase following the
phase when they were disrupted.

5.13 Soviet Amphibious Assault. A Soviet
unit starting on the East Bank can attack a
German occupied landing in the Soviet At-
tack Phase.

5.13.1 The assaulting unit is fired upon as if
ferrying under fire (1-4 = 1 step loss).

5.13.2 The assaulting unit attacks as usual (it
cannot attack in cooperation with land forces
because of the “one force” rule against defen-
ders in strongpoints).

5.13.3 If the assaulting unit cannot move into
the strongpoint after combat, it is eliminated.
It must stop its movement in the landing.

5.14 Orlovka Salient Fortifications. At the
start of play Orlovka West and Orlovka North
are Soviet-fortified and should be marked
with the correct markers.

5.14.1 Soviet defending forces are consid-
ered to be in ROUGH terrain rather than
Open. The Orlovka strongpointis URBAN.
5.14.2 NO German line may be traced
through fortified areas.

5.14.3 BOTH fortification markers are re-
moved during the German Command Phase
after ONE of the areas becomes German con-
trolled.

6.0 SUPPLY

To function normally in combat, a unit must
be supplied. Lack of supply does not take ef-
fect until after a unit has been involved in
combat.

6.1 Lines of Supply. A line of supply must
be traced from the unit to a supply source.
The line can be traced out of the unit’s area
regardless of state of control. Thereafter, the
line can only go through friendly controlled
or dominated areas.

6.1.1 The Soviet supply source is the East
Bank. The supply line must be traced through
the landings, except during Freeze when the
line can be traced directly across the Volga
into all bordering areas other than Manayev
Kurgan, Yelshanka, and Spartanovka.
6.1.1.1 During Ice turns, the supply line can-
not be traced to the Soviet East Bank. Special
rules (section 6.3) apply.

6.1.2 The German supply source is the Ger-
man Rear.

6.2 States of Supply. A unit can be in one of
three states of supply: supplied, unsupplied,
and out of supply.

6.2.1 Supplied. The unit(s) are supplied if
they can trace a line of supplyv.

6.2.2 Unsupplied. A unit is unsupplied if it
cannot trace a line of supply, BUT has not
been involved in combat since it became un-
supplied. After attacking/defending nor-
mally, an unsupplied unit becomes out of
supply. EXCEPTION: If the unit is defending
and is attacked at odds LESS than 1:2, no sup-
ply is used.

6.2.3 Out of Supply. Out of supply units at-
tack and defend at half strength (rounded

down, but never less than 1).

6.2.3.1 Resupplying a unit (removing the
out-of-supply marker) occurs in the friendly
Command Phase. A unit is resupplied ifaline
of supply is reestablished.

6.3 Drift Ice on the Veolga. As the rivers in
the north freeze, blocks of ice drift down the
Volga, blocking Soviet supply lines. In Drift
Ice turns, Soviet units on the West Bank are
all unsupplied, unless they can draw on sup-
ply points from the landings.

6.3.1 Each Soviet Controlled landing can
supply ONE Soviet force in combat (attack or
defense) per turn. Once a particular landing
has provided supply, an Out-of-Supply
marker should be placed on it. All such OOS
markers are removed at the start of each
Soviet Command Phase during an Ice turn.
6.3.2 A landing may be used to supply a
Soviet force with an OOS marker already on
it. If so, the marker is transferred to the land-

ing.

7.0
REINFORCEMENTS

Reinforcements can be ground units, new
steps to rebuild existing units, and air power.
Scheduled reinforcements are marked on the
Turn Record. There are also some conditional
reinforcements.

7.1 Arrival of Reinforcements. Unless
otherwise indicated, Soviet reinforcements
arrive on the East Bank and German rein-
forcements arrive in Steppe [, II, or II (NOT
Steppe IV or the Rear). German reinforce-
ments can be delayed one turn and can then
be placed in the Rear. Enemy Control of an
area DOES NOT hinder the placement of
reinforcements, but an entering attack may be
necessary. A (?) indicates a possible choice of
units arriving or of arrival time.

7.2 German Divisional Rebuild. German
divisions which have lost a SINGLE step can
regain full strength. In the German Reserve
Phase, the Division must be in Reserve and
in either a Steppe or the Rear. Instead of mov-
ing, the division regains full strength.

7.3 German Unit Removal. Certain Ger-
man units must be withdrawn from the map
on the turn indicated on the Turn Record. To
be withdrawn, the unit must be able to trace
apath to the German Rear.

7.3.1 The German player may remove other
units of the same type (panzer/motorized are
considered the same type). Whole unit(s)
must be removed, not just steps.

7.3.2 A minimum of printed strength points
to be removed is specified on the Turn Re-
cord. If the specified unit does not have the
necessary strength, additional units must be
taken to meet the requirement.

7.3.3 Previously removed units (or standins)
that return to play do so at the same strength
as when they left.

7.4 Soviet Reserve Corps. Some of the units
earmarked for Operation Uranus can be sent
to Stalingrad instead. One Reserve Corps can
be brought into play per turn starting on Oct/
3.
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7.4.1 A Reserve Corps consists of either:

a. THREE A-divisions and a tank (+2),
OR

b. ONE G-division, ONE A-division,
ONE B-division and a tank (+2)
7.4.2 Each Reserve Corps brought in delays
Uranus by two turns and extends the German
victory time limits by two turns as well. All
markers should be moved on the Turn Re-
cord.
7.4.3 THREE Reserve Corps brought into
action CANCELS Operation Uranus.
7.44 A MAXIMUM OF THREE RE-
SERVE CORPS MAY BE BROUGHT IN
DURING THE GAME.
7.5 German Luftwaffe Summons. Air
power is summoned in the German Command
Phase. For each summons, a Luftwaffe die is
rolled on the Artillery Availability Table
(Row A1), giving the number of air points for
that summons. The German can make up to
TWO summons per turn. Air points CAN-
NOT be saved from turn to turn.
7.5.1 Air points can be used as artillery
points OR Stuka attacks (at 2 air points per at-
tack) (see 5.4.3).
7.5.2 The German can, at his option, make
additional Luftwaffe summons in batches of
two (though they need not be used in the same
turn). For each batch, the German Victory
markers are moved BACK one turn.
7.5.3 On turns when the Luftwaffe is sum-
moned, the German player adds + 1 to his ar-
tillery chit.
7.6 Soviet Dzerzhinsky Tank Production.
The Tractor Works at Stalingrad kept on pro-
ducing and repairing tanks during the battle.

7.6.1 In the Soviet Command phase, one die
is rolled. On a 1-2, no tanks are received, on
a3-4 atank (+ 1) isreceived, on a 5-6, a tank
(+2)isreceived.

7.6.2 Tanks received begin at the Tractor
Works.

7.6.3 The die roll continues until the Dzer-
zhinsky strongpoint is attacked twice or be-
comes German occupied.

7.7 Soviet Random Divisions. When a
Soviet Random division is specified on the
Turn Record to arrive, starting on Oct/3, one
division is drawn from a cup containing one
A, one B, two Cs, and two M units.

7.8 German Pioneer Units. On Nov/1, the
German has the choice of three pioneer
groups OR waiting for the Pioneer-Division
Stalingrad. (section 8.7)

7.9 Soviet 39th Guards Division. This unit
arrives as an A division. In the Soviet Com-
mand Phase on the turn of arrival, the unit can
be delayed one turn and arrive as a G division.
7.1¢ Playing Piece Limitation. The number
of counters for units represents a ceiling. If
there are not enough units the following rules
apply:

7.10.1 A weaker unit of the same type can be
taken instead. (C for a B, Tank + 1 for a Tank
+2,etc.)

7.16.2 The player can choose to delay receiv-
ing the units until one is available.

7.10.3 There must ALWAYS be a C and B
available to reduce an A if needed. There
should ALWAYS be 6 Soviet Random Divi-
sions available when needed to draw.
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8.0 SPECIAL UNITS

8.1 Support Units. Support units represent
units much smaller and more vulnerable than
the standard divisions. They are marked with
a + in front of their combat strengths.

8.1.1 Attached Support Units.

8.1.1.1 A force can have up to ONE support
unit more than it has normal combat units. A
single combat unit can have TWO support
units attached. Support units add their combat
strengths to the force and are not considered
separate in any way. They lose steps nor-
mally.

8.1.1.2 Support units do not take on the char-
acteristics of the combat unit they are at-
tached to, i.e., Soviet Tanks attached to in-
fantry divisions cannot infiltrate.

8.1.2 Unattached Support Units.

8.1.2.1 Unattached Support units cannot hin-
der enemy movement in any way and cannot
be considered for control/domination over
areas.

8.1.2.2 Unattached support units are in-
stantly eliminated if in a contested/enemy
controlled area. EXCEPTION: During
Movement Phases, support units can be
“momentarily” unattached as they switch
stacks.

8.2 German Divisienal Breakdown. Ger-
man divisions can be broken down into smal-
ler subunits. Infantry divisions are broken
into regiments, motorized/panzer divisions
can be exchanged with Panzer battlegroups.
8.2.1 Infantry units can form the same
number of regiments as they have steps (use
of the Division’s last step counter may be nec-
essary if breaking down a full four step divi-
sion).

8.2.2 Panzer and motorized divisions can
form TWO panzer battlegroups (Kampf-
gruppes). The combined strength AND
number of steps may not exceed the divi-
sion’s. EXAMPLE: A panzer division of
strength 9 can form either a 5 and 2 (three
steps) Kampfgruppe or a 4 and 2 Kampf-
gruppe.

8.2.3 A division MAY NOT be partially bro-
ken down. The whole division must be
changed to subunits. To keep track of what
subunits belong to what division, the holding
boxes on the map should be used.

8.2.4 When calculating the number of units
in a force, all subunits of the same designa-
tion count as a single unit. Remaining single
units count as half a unit (rounding up).

8.3 Soviet Zero-Step Militia. Soviet M-
class units are marked with an * in front of
their combat strength and are considered zero
step units. These units are eliminated if there
is an adverse result on the CRT (either A or
D), regardless of actual losses. THEY DO
NOT COUNT TOWARD STEP LOSSES.
8.4 German Defend-Only Units. German
security forces are various rear area units not
intended for front-line duty. Their combat
strength is enclosed in parentheses. THIS IS
A DEFENSE STRENGTH. A defend-only
unit functions normally on defense. It adds
nothing on attack and cannot be used to
satisfy attacker step losses. A defend-only
unit MAY NOT move in the reserve phase.

8.5 Soviet General Chuikov. The Comman-
der of the Soviet 62nd Army, General Vassili
Ivanovich Chuikov was an unusally energetic
and able tactician. His presence (in the form
of his counter) provides the following bene-
fits to the Soviet player:

8.5.1 Chuikov adds + 1 to his force’s combat
strength. He must be stacked with the force.
He does not count as a step, either for losses
or artillery bonuses.

8.5.2 The cut-off for Chuikov’s forces are
modified by one in favor of the Soviets both
in attack and defense.

8.5.3 Chuikov can change the Soviet artillery
expenditure by +/— 1 immediately after the
German expenditure has been revealed (but
before the combat die roll). This benefit ex-
tends to any Soviet attack/defense in the
AREA where Chuikov is located.

8.5.4 Chuikov can move UP TO THREE
TIMES in the Soviet Movement Phase (dis-
engaging, moving, and disengaging again),
and ONCE in the German Attack Phase.

8.5.5 Chuikov can leave/enter cut-off forces,
but each time a die must be rolled —on a 6,
Chuikov is eliminated.

8.5.6 Chuikov cannot be alone. If he is with
a force that is eliminated, a die is rolled — on
a 6 he is eliminated. On any other roll, he is
placed with any Soviet force in an adjacent
area. If not possible, he is eliminated. NOTE:
If Chuikov is forced to enter a cut-off force,
the cut-off roll must be made.

8.6 Soviet Guards Divisions.

8.6.1 All Soviet attacks, involving one or
more G (and G +) divisions get a one column
shift to the right on the D-CRT. If the Soviets
suffer any loss, at least one step must be from
aGdivision.

8.6.2 The 13th Guards Division was an extra
strong and rested unit. It starts as a G+ divi-
sion, then reduces first to a G and is then nor-
mal.

8.7 German Combat Engineers
(Pioneers). The German player chooses on
turn NOV/1 if he wants to receive three en-
gineer battlegroups or the Pioneer-Division
“Stalingrad” two turns later.

8.7.1 German attacks in URBAN terrain or
any strongpoint or fortification get the en-
gineers’ combat strength AND a one column
shift to the right on the D-CRT if one or more
battlegroups participate. If the Germans suf-
fer losses, at least one must come from the
Pioneers. ‘

8.7.2 The German attack. column shift is
TWO to the right if the Pioneer-Division is in-
volved. The Division has four steps and can
be rebuilt.

8.8 German SS-Division “Das Reich”

8.8.1 In attack or defense in which Das Reich
is involved, it must lose at least one step if any
German losses are taken. If German Pioneers
are involved in the same combat both an SS
and a Pioneer step must be lost EVEN if only
one German step is required.

8.8.2 Das Reich may rebuild normally.

8.83 Bringing Das Reich into the game
counts as ONE division eliminated when cal-
culating Victory. In addition, every TWO
steps lost from Das Reich counts as one divi-
sion lost.




9.0 THE FIRST
TURN

9.1 Soviet Unpreparedness. During the
German Attack Phase of SEPT/1, German at-
tack strength is doubled. (German attack
strength is NORMAL during the Counter-At-
tack Phase.)

9.2 Soviet Movement Restriction. In
SEPT/1 and SEPT/2 Soviet units may not
enter any Steppe, except for advance after re-
treat.

9.3 German Supply Problems. At the end
of the German impulse of SEPT/I, place
“out-of-supply””. markers on ALL German
forces except one of thé German player’s
choice (unit or stack). These markers func-
tion as normal and, if a supply line exists at
the start of the next German Command Phase,
can be removed normally.

9.4 German Movement Restrictions. Dur-
ing SEPT/1, all units of the 4th Panzer Army
starting in Yelshanka MAY NOT enter Steppe
II or Mamayev Kurgan area. The above re-
striction is lifted the instant there are THREE
or less Soviet units in the Yelshanka/Southern
City/Central City areas combined.

10.0 VICTORY
CONDITIONS

10.1 Ending the Game. The game ends
when any of the following three conditions is
met:

1. The German player conquers the whole
city. This is defined as all strongpoints
(EXCEPT Orlovka) are German con-
trotled and there are NO Soviet controlled
AREAs on the Volga west bank.

2. Operation Uranus starts. This is defined
by reaching the Operation Uranus marker
on the Turn Record.

3. The End of the Soviet Impulse DEC/5
turn.

10.2 Victory Markers. The three victory

markers, Uranus, German Partial, and Draw,

are placed on the Turn Record at the start of
the game on the turns marked on the back.

10.2.1 These markers can be moved
based on player decisions:

1. For each Soviet Reserve Corps
brought into play, ALL THREE markers
are moved ahead TWO turns.

2. For each additional TWO Luftwaffe sum-
mons, the two German victory markers
are moved BACK one turn.

10.3 Victory. There are five types of victory

ranging from Soviet Total Victory, Soviet

Partial, Draw, German Partial to German

Total victory.

10.3.1 If the game ends at the end of 1942

(DEC/5), itis a Soviet Partial Victory.

10.3.2 If Stalingrad is conquered, the level of

victory depends on WHEN the city falls:

1. Ifthe city falls before either of the German
victory markers has been reached, it is a
German Total Victory.

2. If the city falls on or after the German Par-
tial Marker has been reached, BUT before

the Draw marker, it is a German Partial
Victory.

3. If the city falls on or after the draw marker
has beenreached, itis a Draw.

10.3.3 The Victory level can be altered due
to excessive losses to the Germans or exces-
sive commitment by the Soviets.

10.3.3.1 For every THREE German divi-
sions eliminated, change the victory level by
ONE in favor of the Soviets. NOTE: German
panzer, motorized or engineer divisions
count as TWO for this purpose. Each Soviet
Reserve Corps brought in counterbalances
one German division.

10.3.3.2 If three Soviet Reserve Corps are
brought into play, change the victory level
ONE in favor of the Germans. Each elimi-
nated German division counterbalances one
Soviet Reserve Corps.

10.3.3.3 If the game ends by default DEC/5
and there are Soviet units in 5 of the 8 areas
bordering the Volga that can trace lines of
supply, change the level of victory by ONE
in favor of the Soviets.

11 SCENARIOS

Three are five scenarios with Struggle for

Stalingrad. Each will specify the area of play,

initial set-up forces, length of game, rein-

forcements and the victory conditions.

11.1 Introductory mini-game: THE BAT-

TLEFORRED SQUARE

AREA IN PLAY: Yelshanka, Red Square,

Southern City, Central City and Steppe I. The

Soviets may never enter Steppe I or Yel-

shanka.

INITIAL SET-UP: (Turn = SEPT/1)
German Units in Yelshanka: 14th Pz
(strength 11), 29th Motor (10) 94th Inf. (7)
PzKg (4), 7 arty points.

Soviet Units in SC, RS, CC areas: | tank

(+ 1), 1 arty point and one option secretly

from below:

[.5xC,1xB

II. 3xC,3xB

II. 3xC,2xB,and 10th NKVD (G).

IV. 2xC,2xB, I xA, 10thNKVD.
LENGTH OF GAME: dependent upon the
option chosen by the Soviets. I - 3 turns, II
—4 turns, HI—-5turns, IV —6 turns.
REINFORCEMENTS:

German (appearing in Steppe I)

Each turn except first: 3 arty points.

Second turn or later: 71st Inf (8) + 1 die’s

worth of extra arty points: If taken the game

length is shortened by one turn. NOTE: 29th

Motor is NOT withdrawn.

Soviet (appearing in the landings):

Each turn except first: 1 arty point.

First turn or later: 13th Guards (G+). If

taken, the game length is increased by one

turn.

Fourth turn or later: 1 x B.

VICTORY CONDITIONS: when time runs

out:

German win if there are NO Soviet forces at

all or one step of Soviet units cut-off.

Draw: if all Soviet forces are cut-off.

Soviet win otherwise:

If a German division is eliminated, it is auto-

matically a Soviet Win.

11.2 Solitaire game: RED SQUARE RE-
VISITED

AREA IN PLAY: Yelshanka, Red Square,
Southern City, Central City and Steppe [. The
Soviets may never enter Steppe [ or Yel-
shanka.

INITIAL SET-UP (Turn = SEPT/1)

German Units in Yelshanka: 14th Pz
(strength 11), 29th Motor (10) 94th Inf. (7)
PzKg(4), 7 arty points.

Soviet forces: +1 Tank -+ Draw 6 units at
random from a cup with4 x C,4x B, 2x A,
10th NKVD, 13 Guards. No arty points.
LENGTH OF GAME: For every FOUR
Soviet Infantry strength points rounded up,
the game lasts 1 turn (minimum of 3 turns).
EXAMPLE: Soviet forces drawn are 3 x B,
1x A, 1xC = 16 poinhts. The game would
last 4 turns.

REINFORCEMENTS: 2 artillery points per
turn for the German player.

VICTORY CONDITIONS: Same as
Scenario 11.1

11.3 Standard Game: STRUGGLE FOR
STALINGRAD

AREA INPLAY: The entire map.

INITIAL SET-UP:

German: Setup in Yelshanka (4th Pzr
Army): 29th Motor, 14 PZR (11) 94th Inf (7),
PZKG/24th PZR (4).

Setup in Steppe II (6th Army): 71st Inf (B),
295th Inf (7), PZKG/24PZ (5), STG(+4),
389th Inf(5), Kg Stahel.

Artillery A1, Luftwaffe - 2 summons.
Soviet: Setup anywhere except Steppe/Rear:
Chuikov, 2 tanks (+2), 2 tanks (+1) and
either (selected secretly):

IONKVD (7), 1 x A, 4xB,7xC, and 3

x M; OR

2xA,7xB,4xC,3xM;OR

1xA,10xB,2xC,3xM.

Place Orlovka Salient Fortification Mar-
kers. 2 artillery points.

LENGTH OF GAME: see section 10.1.
REINFORCEMENTS: see Turn Record.
VICTORY CONDITIONS: see section
10.2,10.3.

11.4 Short Game: DASH TO THE VOLGA
This scenario is identical to the standard game
with the exeption of the victory conditions
and the following rules changes:

1. The game ends on the Soviet Command
Phase OCT/3.

2. German 14 PZ and 29 MOT are NOT re-
moved.

3. §8-Division “Das Reich” enters OCT/2.
VICTORY CONDITIONS: If Stalingrad
falls (see section 10.1) before the end of the
game, it is a German Total Victory. If not, it
is a Total Soviet Victory. If the Germans lose
THREE or more divisions, it is automatically
a Total Soviet Victory.

11.5 Long Game: FIGHT TO THE
FINISH

This scenario is identical to the standard game
except:

1. The Soviets receive ONE reserve corps on
OCT/3, OCT/4, OCT/5, NOV/1 (four in all).
This counts as 4 eliminated German divisions
for victory conditions EVEN if the game ends
priorto OCT/3.

3. There is NO Operation Uranus.
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ATTACKER-LOSS CRT
URBAN TERRAIN

DEFENDER-LOSS CRT

ODDS

ODDS

1:3 1:2 1:1 2:1 31 4:1 5:1 6:1 7:1 81+

1:22  1:1 2:1/3:1 4:1 5:1/6:1 7:1

1 1 2

2

ATTACKER-LOSS CRT
ROUGH/OPEN TERRAIN

W R N N e = = | =

1
1
1
1
2
2

DIE ODDS

'ROLL | 1:2  1:1 2:1/3:1 4:1 5:1/6:1 7:1

1
1
1 1
1 1 |

Die-modifiers: artillery superiority = 1
2 or more AP than opponent)

TERRAIN DEFENSE TABLE
(Defender is in urban/rough terrain)
Roll one die per loss on the D-CRT
urban: 4, 5 or 6 = loss cancelled

rough: 5 or 6 = loss cancelled

SOVIET STEP REDUCTION

Ginto A, G+ into G,
A into B or C (50%, hide result),
M zero-step, B,C, tanks one step.

CUT-OFF TABLE

If there is a result (ie, 1-5) on the Defender-Loss
CRT and the defender is in urban terrain, or in a
strongpoint, or is part of a surrounding force, roll
additionally on the cut-off table.
Defending Force Contains: Die-roll
one unit: 1-3 = Cut-off
more than one unit: I = Cut-off

COMBAT MODIFIERS

strongpoint: + 2 points to defense
out-of-supply: 1/2 strength

overrun: 1/2 attack strength
(German pz/mot: first 5 points unaffected)

Tsaritsa Gully: 1/2 attack strength in entering attack across

Disrupted force defending: 2 columns right on D-CRT

Soviet Unpreparedness defending: double German attack strength in
Attack Phase of SEP/1

Soviet Guard division(s) attacking: 1 column right on D-CRT

German Pioneer group(s) attacking: 1 column right on D-CRT
German Pioneer division attacking: 2 columns right on D-CRT
NOTE: Halvings are accumulated, and final fractions are dropped, but
never below 1.

DIE-ROLL MODIFIERS

Per artillery point: =1
Defender in Strongpoint: — 1
Defender part of surrounding force: — 1

German Stuka Attack (2 air points)

die 1-4 = loss/disruption (terrain defense).

Soviet ferrying under fire
die 1-4 = loss.

GENERAL CHUIKOV

His force’s combat strength: + 1
Soviet Artillery Expenditure: =+ 1




Of course, history began in 1939, and
of course NATO, Nukes, and Nazis have
been its main impelling forces thus far,
and therefore deserve all our gaming en-
ergies. Of course.

Therefore 1, Tyrone Steven Bomba,
have done the proper —indeed, inevitable
— thing, and put those potent andundeni-
able Ns all into one game. Not the same
scenario, mind you, but the same game.

The game is titled End of the Iron
Dream. It covers World War I in Europe
from 6 June 1944 to 8 May 1945. Turns
are bimonthly, hexes are 48 miles
across, and units are corps for the Anglo-

Allies and Germans$, and armies (and
cavalry-mechanized groups) for the
Soviets and minor satellite peoples.

The game’s system is simple, litile
more than a Panzergruppe Guderian
variant. But an improved variant — the
zone of control and probing-attack rules
neatly prevent that pile-them-high-skip-
a-hex, pile-them-high-skip-a-hex non-
sense. Frontlines are what we have here.

The real tone and tempo of the game
come from the colorful — not complex —
historicity enhancing “chrome.”

Iron Dream has buzz-bombs, variable
invasions, the Warsaw Rebellion, Luft-

waffe FLAK corps, satellite-nation de-
fections, optional fog—of-war, fanatical
defense of (and attack on) Berlin, heavy

bomber attacks, tactical airpower,
mountain troops, reserve corps, Wehr-
kreis centers, airborne bridgeheads,
Volksturm, the Alpenfestung, ULTRA,
the Ljubljana Gap, partisan armies, oil,
O.K.H., National Socialist Ardor,
Stavka Shock Fronts, Fuhrer-Mandated
Offensives, fortress supply, sieges, elite
corps, fortified-line construction, Opera-
tion Bagraton, and German Economic
Collapse. (Phew!) Ty Bomba
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Gettysburg

Bob Medrow
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One of the things I’ve enjoyed about many of the articles in The
Wargamer is the unabashed enthusiasm their authors have shown for
winning the game being discussed. This article is in that same vein. As the
title suggests; it does have a very narrow focus. However, my hope is that
this careful look at possible first turn activities will serve to illustrate some
general aspects of a most intriguing game.

In the period of less than 4 years since its appearance, A House
Divided (AHD) has won awards, praise, and converts at a rate which
reflects the general excellence of its design. One of the aspects of the
design which I have found most appealing, and one which I also believe
is part of the reason for its popularity, is the combat system. While it is
not unique, its use here in connection with the rules’ provision for
combat reinforcement from adjoining squares leads to some decision
making during combat of a type not commonly encountered in board
games. While there have been games in which, after offensive
movement but before combat, the defender could allocate reserves or
defensive artillery fire, here we have a gam¢ in which both attacker and
defendeér are frequently called upon to make decisions‘afier the die has
started to fall.

After the first round of combat, when the die passes to a player, he or
she must first decide whether or not to continue the combat. If the
decision is made to continue the combat. If the decision is made to
continue one must further decide, if there are eligible friendly units
available in one or more adjacent boxes, whether or not to reinforce the
current combat. Finally, there will usually be a decision required as to
the allocation of attacks. To sweeten it all, each of these decisions must
be made with an eye toward what the map and the forces deplyed
thereon might look like when the battle is ended. Hlustrations of most of
these types of decisions are to be found in a consideration of Union
alternatives in the first turn.

I suppose that many factors contribute to the popularity of any kind of
game. With some games, however, 1 believe that it’s in the decision
making where one finds the aspect which draws us back time and time
again. Games such as chess or Diplomacy seem to me to be games that
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tempt us (against our better judgment) to believe that perfect play lies
within our grasp if we could but reach a little further.

In two of the eight articles on AHD I reread just prior to starting to
write, a reference to chess was made in connection with some aspect of
the game. Certainly. a division of the game into opening, middle, and
end game portions seems valid. Based upon the experience of others, as
well as upon my own. it now seems clear that the first year is the period
during which the Union is struggling to avoid defeat. Strategically, it is
on the defensive. During this time there is frequently little of the South’s
that the Union can seize or even threaten comparable in value to that
which the South can threaten to gain. The principal reasons for this are
the relative similarity in army sizes until the first set of four additional
militia units become available to the North and the general scarcity of
units at the start.

This does not mean that, tactically, the Union must also be on the
defensive. The initiative, which will tend to be in the hands of a skilled
Confederate player, should be contested. But this needs to be done
carefully. Perhaps the surest way to produce a victory for the South is for
the Northern player to allow dreams of a quick conquest of the South to
lure him into premature adventures.

In his article on AHD in issue 18 of The Wargamer, Keith Poulter
expressed what | believe is an essentially similar view. He suggested
that, in the west. the Union seek to secure the line of the Ohio River
(i.e.. the northern boarder of Kentucky) plus one of two other positions.
He indicated a preference for the Springfield (Mo.) — Rolla-Ironton-
Cairo one over the Mississippi River line (Quincy-St. Louis-Cairo). A
major difference between the two is that the latter can generally be
gotten without combat, while the former will usually require a fight. I
would suggest. for those of you who prefer the former. that you
approach that objective after first having secured the Mississippi River
Line.

To this end I'd like to propose as one of the first turn Union moves the
movement of the two units in the Chicago garrison t Springfield and
Vandalia. With units built in Quincy and Cairo this will, at the cost of

just one movement order, make the western flank reasonably secure.
More immediately, it essentially eliminates the chance of a first turn loss
of St. Louis; but more of that later.

First, let’s consider just what’s involved in securing a defensive line.
For the North, the greatest danger in the early part of the game lies in the
existence of the cavalry jump move and the potential it creates for
Confederate cavalry penetrations of the Union heartland. The obvious
remedy is to either place a cavalry unitin a front line box or to place some
sort of unit in every box behind the front line to which a front line box is
connected.

When utilizing the cavalry unit version it is necessary to be quite
conscious of the ownership of all of the boxes on the Cnfederate side of
the line. If the North owns the boxes on both sides of the line, there exists
the potential for the “advancing retreat”. For example, suppose that a
Confederate cavalry unit has occupied St. Joseph while a Union cavalry
unit sits in Quincy. If no Confederate unit has ever ended a turn in
Macon that box remains Union territory, even if the Rebel cavalry
advances through it and attacks Quincy. After enduring two rounds of
defensive fire such an advancing Confederate unit could “retreat” into
either Macon or Springfield unless either a Union unit rests in
Springfield or a unit from there has been used to reinforce the Quincy
battle. While the hazards to any Southern unit making such an attempt
are obvious, this method of penetrating the one box thick line is, under
the right ownership circumstances, open to infantry as well as cavalry.

Returning to the matter of losing St. Louis if the unit there is
unsupported brings us to one of the delights of the combat system. With
no Combat Results Table to be seen, the extent to which certain factors
influence combat outcomes is not easily determined. To take the case of
the Confederate Militia Infantry (MI) up at Jeff City attacking the
identical Union unit is St. Louis, the fact that the defender rolls first
obviously gives an advantage to the defender. But just how much is that
worth?

The simplest way to answer that question is to write a computer
program, incorporating a random number generator to do the die
rolling, and let a computer simulation of such a combat fight the thing
through a thousand times or so while it keeps track of the results. The
results of doing this are rather interesting. In this particular situation the
defender triumps only 53% of the time. Thus, the first fire advantage is
not particularly great when you need to roll a one or a two. For the
South, the potential gain in such an attack is one veteran unit, control of
a city worth one-third of what is needed to win, and a position from
which Cairo (worth another one-third) can be threatened. The potential
loss is the creation of one veteran unit for the North. Since the South has
so much more to gain than it risks losing, T think that, unless
reinforcements are at hand, such an attack is well worth making.

The 53% figure is the one you need to have when deciding upon
whether or not to make such an attack. Once battle has been joined, as
mentioned earlier, there is the matter of deciding whether or not to
continue. The relevant number in that case is 23%. If, in this 2 versus 2
battle we're considering, your opponent has been the first to roll aone or
a two, 23% is now your probability of ultimate victory. Whether you
started as attacker or defender no longer matters. On the first turn of the
game there is little to be gained by standing and (probably) dying if yours
is the first piece hit. As to where one would retreat, the Confederate unit
would have to go back to Jeff City, while the Union one would likely be
best positioned by a retreat to Cairo.

With units positioned as I've indicated, no rational Confederate
would dare attack in this fashion. Just out of curiosity I explored the
question of just how poor an idea that would be. In a fight to the death,
the Missouri State Guard would go down without even taking anyone
with it 87% of the time. This is not a game one wins by doing strange
things like that.

What to do with the second move is a rather more complicated
question. As does Keith (or, at least as he did when he wrote in issue 18)
I, too, once favored the attack on Manassas Junction as the second turn
one move. Not, mind you, out of any sense of history. No, it was the
greedy bully in me. There are just so many reasons why the North would
like to own that box. Coupled with the Staunton box. it’s half of the best
Union line in the east. With a cavalry unit in the stack in each of these
two boxes. plus a potential reinforcement or two in Front Royal. it’s
hard to find a better shield. Later in the game it’s also an excellent
springboard for invasion. More immediately. of course, there’s that lone
Confederate unit there: A Union victory, if there’s no Union loss, has
the net effect of increasing the Union army by one Veteran Infantry (V1)
unit.

Of course, unless the Confederate unit goes under in the first round, it
can be reinforced by two friends. Supposing that the unit does survive
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the first round, should be done? The Table contains some numbers
relevant to such a decision. After one round of combat there are five
possible outcomes, shown in the first column of the Table. The next
column shows the probability of each. As we can see, then, a first round
Union victory will occur just slightly more than one time in four tries.

Based upon the numbers in the column after that, my advice to a
Confederate player would be to always reinforce the fight with both
units. When the fight lasts long enough for the decision to reinforce to be
possible, the boys in grey will win 56% of the time unless the Harper’s
Ferry unit enters the battle. Only if, in the first round, the Union
emerged unharmed while getting one hit on the Confederate, do the
odds favor the North.

Before going on, let me explain the basic difference between the first
two columns of numbers. The numbers in the first of these columns are
exact, calculated by considering the possible events that could have
taken place by the end of one round of combat, and adding up the
probabilities of all of the ways in which a particular final situation could
occur. The numbers in the second column were obtained by using each
of the four situations (the Union victory is, of course, excluded) as the
starting point for a series of 500 trials using a somewhat more
sophisticated computer program than the one mentioned earlier.
Experience has shown that this number of trials is sufficient for the sort
of thing we're looking at now. What experience has yet to show, in
general, is the optimum procedure for allocating attacks when one side
gains a numerical advantage over the other. The decision making
procedure used to get these numbers is, I think, correct given the
numbers of units involved and the uniformity of their strengths. That
topic must, however, wait for another time.

Reinforcing the ongoing combat is not only desirable from the point of
view of the Confederate potential for victory. The minimum proper use
of those three Rebel MIs is to secure Richmond. That’s alot easier to do
after concentrating at manassas Junction; even if it becomes necessary to
retreat to Gordonsville. For the South, as for the North, whose eastern
MI must first hold Washington, continuing the battle after the loss of one
unit does not seem clever.

An ahistorical Union victory at First Bull Run is then surely tempered
by the realization that the only possible defense of both Washington and
Baltimore is to build MIs there. If the Confederate player has extracted
all three of his units and marches them to Washington he has a 7.4%
chance of capturing Washington on the first round of combat in his
portion of the first turn. Since each succeeding round would see the
Union reinforced by one of the Manassas victors, each of whom would
enjoy the —1 of the fixed fortifications of the Capital, there is essentially
no chance of a Confederate victory after the first round.

Thus, unless the Northern player either has a timid opponent or
enjoys a wild and wooly game, only three MI are available to attack
Manassas Junction. Overall, the chance of success is then just 58%. 1
have, reluctantly, come to believe that the number is too small. Even
victory does not lead to all that an atractive a situation unless it occurs in
the first round. For if it happens later, note that the Union player has, in
effect, spent one of his moves to concentrate the Confederate force in
Gordonsville. One Confederate move (into Richmond) plus a build in
Richmond is ample insurance for the capital of the Confederacy.

Itis the primary mission of those four Union MI which makes the last
column in the Table of interest only in that it shows how great the effect
of a single additional unit can be. As mentioned earlier, without the
Harper’s Ferry unit, the North wins the multi-round battle just 44% of
the time. With one more unit to enter for the North on the second round
the Yankee success probability rockets up to 82%. Unfortunately, there
is a nasty Confederate counter move to that one: to tip their hats,
concede the battle, and retreat to Front Royal.

An ahistorical Union victory at First Bull Run is then surely tempered
by the realization that the only possible defense of both Washington and
Baltimore is to build Mls there. If the Confederate player has extracted
all three of his units and marches them to Washington he has a 7.4%
chance of capturing Washingto on the first round of combat in his
portion of the first turn. Since each succeeding round would see the
Union reinforced by one of the Manassas victors, each of whom would
enjoy the ~1 of the fixed fortifications of the Capital, there is essentially
no chance of a Confederate victory after the first round.

To be realistic, an attack on Baltimore would probably be a better
idea. Since a Union unit in Baltimore is not an important factor in the
defense of Washington, it’s questionable whether or not Baltimore
should be defended by the North. The danger in doing so is that the
Confederate may well lose nothing in the attack and gain the promotion
of one of the infantry units. There is, in fact, a 59% chance of just that
happening. This is a game in which a weak force is sometimes worse than
no force at all. A better location for that second unit might be
Philadelphia.

Then, of course, Johnny Reb marches into Baltimore and promptly
builds a unit there after promoting one of his MI to a V1. The existence of
those five blue boxes (plus the white one in Louisville) with red
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recruiting numbers is a major factor in the North’s vulnerability.

To continue with the gruesome details of this scenario, the start of turn
two then sees, perhaps, 2 VI and 2 MI at Manassas Junction in addition
to the lone MIs in Washington and Philadelphia. At most, the Rebels
have a VI and 3 MI in Baltimore and must be attacked, unless the Union
wishes to risk losing Philadelphia. Unfortunately, the North needs three
moves if it is to eliminate all possible Confederate retreats from
Baltimore. As a practical matter, anything but six might be bad news.
Anything but six will be bad news if the Confederate player has managed
to drop a unit off in Harper’s Ferry. If that were to occur, the Union
player needs six moves to aveid certain destruction of the invaders of
Baltimore. Even if an immediate Northern defeat is avoided, the
minimum cost to the Union is a bunch of moves, leading to some badly
positioned units for this stage of the game. More importantly, the
initiative will remain in Confederate hands for some time. Given the
moves required of the North there’s a good chance that the end of the
Army of Northern Virginia will be accompanied by some other Sothern
initiative along the Ohio River or in Ohio itself.

Thus, unless the Northern player either has a timid opponent or
enjoys a wild and woolly game, only three MI are available to attack
Manassas Junction. Overall, the chance of success is then just 58%. I
have, reluctantly, come to believe that the number is too small. Even
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victory does not lead to all that an atractive a situation unless it occurs in
the first round. For if it happens later, note that the Union player has, in
effect, spent one of his moves to concentrate the Confederate force in
Gordonsville. One Confederate move (into Richmond) plus a build in
Richmond is ample insurance for the capital of the Confederacy.

I see no contradiction in suggesting that the North avoid a battle here
in which the chance of success is 58% while counselling a Confederate
reinforcement of a battle in which their probability of success is even
less. If victory is denied the North, they have lost a move and
strengthened the foe. For the South, they gain at least two moves and
what I consider to be a better position, even if they do lose.

As an alternative to first round combat, I have the following to offer as
the Union second move; both Fort Wayne MIs to Cincinnati. This move
does not eliminate Confederate hopes of mischief making in the North,
but, coupled with promotion of a DC MI, a cavalry build in Cincinnati,
and the building of another MI in the Capital, it gives the South food for
thought.

Tactically, the placement of a fourth unit in Washington is an
aggressive move. It threatens a turn two move into Manassas Junction
that would be much more dangerous than the first turn advance with but
three units (sound like Little Mac there, don’t I). Consider the following
numbers. If the Confederate player moves nothing in the east in his
portion_of turn one, the lone unit in Manassas Junction would be
eliminated in the first round of combat 48.1% of the time. If one move
has been spent to pull the Front Royal unit down to Manassas Junction,
the Union player would still enjoy a one-third chance of killing a
Confederate unit on the first round. Even supposing that two moves
were spent to place all three Rebel units into this box and that one of
them was promoted, the advantage of the additional MI would, in a fight
to the death, lead to Union victory 71% of the time.

Alternatives, generally less aggressive, are available in connection
with the placement of reinforcements. One unit should always go to
Cincinnati, so that, when added to the Fort Wayne units, second turn
occupation of Evansville, Bloomington (indiana) and Louisville is
possible. Likely locations for the second unit, other than Washington,
would be Cairo and Charleston. Finally, placement of the cavalry unit in
Washington is another option worth exploring.

I hope that this study will help you, no matter which side you’re
playing, get more out of one of the most fascinating games in our hobby.
Attempting to master this game is a worthy pursuit for anyone of us.
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The title implies an exclusively Dread-
nought emphasis, but the game offers a
far-reaching look at tactical naval warfare
in surface confrontations. After receiving
a facelift, BATTLEWAGON returns from Task
Force Games in a second edition with a
further elaborated system and a volume of
ship data that rivals an H.M.S. Agincourt
salve. Generic ship counters, numbered
and labeled, BB, BC, CA, CL, DD and MS
(for merchant ships), plus smoke and deck

Displays for the personal touch in visual
representations. The 16” x 22 map is open
sea (i.e., blank) and at 2000 yards per hex,
BATTLEWAGON carries a larger scale than
most tactical naval games, combined with
10-minute turns, broken inte six 100-sec-
ond phases.

Detail is the name of this game and the
depth of the system reaches into many areas:
ship characteristics, movement, observation,
gunfire combat, torpedo launching and dam-
age assessment. The 40 pages of rules are
thoroughly organized and indexed, including
optional rules, several charts and tables, plus
ten scenarios. Those ten scenarios barely
scratch the surface of the game’s
potential; ship data is included for
every combat vessel class employed
by seven nations in each world war
(five are in both). Xeroxing the
pages of charts and tables enables the
players to spread them out for use
without having to flip back and forth

through the rule- book. The Ship

System Displays are also pe-
rennial candidates for xeroxing
— this may be the one aspect of
the game that dissatisfies , the
minor inconvenience.

The SSDs record the main,
secondary and tertiary armament,

firing areas, armor thick-

fires, are coupled with the Ship System .

ness, torpedoes, speed, turn mode and flota-
tion (ability to take water), in addition to
other design features (bridge, smoke stacks,
radar). Every weapon from the 18” guns of
the Yamato-class battleships to the 2.2” ter-
tiary armament aboard the American Denver-
class light cruisers from World War I, 56
categories in all. Nineteen different firing
arcs are applied to gun batteries and torpedo
tubes and armor plating, rated for the belt,
deck, turret and top side, comes in thick-
nesses up to 23 inches on the Montana-class
belt and 25 + inches on the Yamato-class tur-
ret sides.

Movement offers a cohesion of flexibility
and restriction. Fast destroyers can move and/
or change heading in each of the six impulses.
Slower or damaged ships and those with the
worst of four turning modes struggle at a
snail’s pace. Speed is changed only once per
turn, but a player can voluntarily forego mov-
ing by turning inside the same hex. Four units
can stack per hex (again, an unusual feature
in a tactical naval game) and can also make
a sideslip maneuver, shifting one hex to the
side while retaining the same facing. In some
scenarios, ships must operate in formation,
requiring coordinated movement in line
ahead or line abreast, using a uniform speed.

Observation is made at a standard 20-hex
range, or, with an optional rule, that distance
is adjusted to 16-22 hexes, depending on the
ship class sighting and beingssighted. Visibil-
ity can be altered by human effort, employing
radar, searchlights, starshells or smoke. The
forces of nature contribute weather, condi-
tions of the sun, moonlight at night, the rising
and setting sun, and the wind direction.
Light, weather, sea and time are all included
in the scenarios in their historical context, in-
stead of left as random elements.

Gunnery is the heart of the system, just as
it’s the heart of any surface engagement. This
is where Battlewagon stands out as a refine-
ment of the basic move-and-shoot, die roll-




for-damage contest. Range is bracketed into
five distance categories, individualized for
each ordinance class. The number of guns fir-
ing, indexed with the range, determines the
number of individual shell hits; the range is
used again to determine the location of each
hit, and also the penetration factor. Those last
two elements are carried over to determine
the result of each hit — disabling guns or tor-
pedoes, starting fires, flooding, etc. Optional
rules factor in gun crew skill, ammunition
quality and shell types, first shot inac-
curacies, splitting fire between targets and the
problems in shifting targets.

Torpedo attacks can be resolved by one of
two methods, depending on the range. Suita-
bly unpredictable in their rate of success,
metal fish can be fired up to six hexes using
Method 1, with a delayed effect equalling one
impulse per hex in distance from the target.
Alternatively, Method 2 offers detailed
speed/range settings for 13 torpedo classes,
each with a slow and fast speed. Hidden
movement plotting and several phases’ delay
adds to the tension as the opponent attempts
to maneuver out of the way. The Japanese
Long Lance torpedoes have a range of 22
hexes; you never know what they might hit.

Damage assessment follows gunfire and
torpedo combat, at the end of each impulse,
taking effect as it occurs within a given turn.
A wide range of bad things can happen to a
ship, from guns being knocked out to
magazines exploding, engines failing and
rudders becoming stuck, fires raging and tak-
ing water. Damage control parties can put
fires out, attempt counterflooding to keep a
ship afloat and even repair the rudder.

Victory depends largely on the amount of
damage inflicted on the opposition, com-
pared with damage received. Each vessel
class is assigned a point value, from 3 for the
British corvette Flower to 1320 for the U.S.S.
Montana. Inflicting hits against the oppo-
nent’s main guns, engines and flotation (both
affecting speed) score points as a percentage

James C. Gordon

of the initial point value, which are totaled at
the end of the contest. Some scenarios carry
modifications for vessels exiting the map.

Ten situations are included, ranging from
Dogger Bank to Guadalcanal, but they only
scratch the surface of possible confronta-
tions. The three scenarios from World War I
exclude the French, Italian, Austro-Huna-
rian, Russian and American navies, although
admittedly there are few battles to choose
from. France is passed over again in the Sec-
ond World War matchups while Italy and the
Netherlands (appropriately enough) are rep-
resented only once. Measuring the spread of
scenarios against the wealth of ship data illus-
trates how much potential there is in this de-
sign.

RIVER PLATTE (12/13/39)

The Battle of the River Platte serves as an in-
troductory scenario, by virtue of its limited
order of battle, and a replay here offers
another chance to analyze the game system.

At start, the German Deutschland-class
heavy cruiser Graf Spee is heading SE, not far
from the Argentine coast. The Graf Spee car-
ries six ! I-inch guns in two turrets as its main
armament, supplemented by eight 5.9-inch
secondary weapons and six 4-
inch tertiary guns, plus six
torpedo tubes. Maximum speed %
is 29 knots (using the optional rule for
actual speed) equating to a movement
rate cycle of 4-5-5-4-5-5 hexes per
turn. The cruiser’s durability allows it
to take three flo tation hits before
sinking (after a fourth).

Opposing the German raider is
a British cruiser force of
the CA Exeter (York-class)

and the CLs Ajax and Achille
(Leander-class), at a distance

of 16 hexes. The six 8-inch gun
of the Exeter can only pretend



to match the German main armament while
the eight 6-inch guns on the light cruisers
have the same capabilities as the Graf Spee’s
secondary weapons. All of the British secon-
dary armament — eight 4-inch guns on each
ship — ranks with the German tertiary guns.
The British ships all carry torpedoes as well.
A minor speed advantage of 32 knots,
maximum (allowing 5-5-6-5-5-6 per turn), is
balanced by the vulnerability of the British
ships: two flotations hits will sink them.

The primary factors for comparing the rela-
tive strengths of each side are the range and
hitting power of the armament, weighed
against speed, maneuverability and durabil-
ity. Graf Spee’s 11-inch guns can score hits
from 21 hexes distant, but given the starting
positions and the British advantage in speed
the range should not become that great. The
initial 32,000 yards separating the forces only
allow maximum range shots by the CA Exeter
against long-range salvos by the Germans.
Until the range drops to 13 hexes, the Ger-
mans have the advantage of a one-on-one
duel with an inferior CA. At long range, a hit
by the German 11-inch guns on any part of a
British ship will score a hit.

British strategy should be to close range
with their entire force rapidly, confronting
the German with multiple targets and forcing
him to run, or else face the fire of three ships.
Atranges of 8-9 hexes, all available weapons
from 11- to 4-inches will be usable and the
battle becomes a real shootout. At a range of
15 hexes, the Exeter and the Graf Spee will
both be shooting on the long range column.
The British ships have a disadvantage in the
penetration abilities of the ordnance against
the German armor in certain areas of the ship,
particularly the turret sides and the deck.

THE CHASE
During the waning twilight of turn 1, both
sides steam due north — the Germans to main-
tain their range advantage as long as possible

HMS Exeter returns
home in triumph.

“both vessels are
abandoned as the
survivors head
for the lifeboats.”

and the British using the cover of predawn to
close the gap. As the sun comes up, sightings
are confirmed at a range of 15 hexes. The
Graf Spee and Exeter open at long range.

A near miss causes flotation damage to the
German vessel, cutting its speed in half. An
even luckier first hit on the Exeter destroys
main gun turret B, starting a deck fire. Two
minutes later, another hit penetrates the
bridge, killing the commander; several more
fires rage across the deck. Emergency fire-
fighting efforts fail and the vessel is aban-
doned, not a very auspicious beginning for
the British. The Graf Spee switches targets,
zeroing in on the Achilles.

. After twenty minutes, the light cruisers
move within range and open fire. The Ger-
mans respond with main and secondary arma-
ment. Damage control parties aboard the Graf
Spee deal efficiently with a deck fire and the
flotation damage suffered earlier. Renewing
the battle, the German ship scores flotation
damage on the Achilles. Retaliating, the Ajax
scores a direct hit which destroys the Graf
Spee’s rear gun turret. The German advan-
tage has been retarded for the moment, neces-
sitating a turn to bring the forward guns to
bear.

THE TURN
The British light cruisers press forward; Graf
Spee turns to starboard, crossing the British
“T”. Immediately, 11-inch shells pierce the
Achilles’ belt armor, causing critical flotation
damage. Emergency repair attempts fail and
the ship begins to sink, but not before hits are
scored on the Graf Spee’s smoke stack and

flotation.
Ajax is still moving at full speed (6 vs. the

Graf Spee’s 2) and closes rapidly; the range
drops to 22,000 yards, then 20,000, 18,000,
eventually 16,000. Deck fires and flotation
hits mount on the German ship, barely kept
under control by emergency procedures.
Both sides suffer losses to their secondary ar-
mament. Even the 4-inch guns are active.
Salvos from the Graf Spee set the Ajax alight.
THE END
The German commander made his decision
early not to run for the Argentine coast (exit-
ing the map and precipitating a draw). Graf
Spee was in the battle to win or lose. The loss
of the rear turret was unfortunate as it necessi-
tated turning the vessel to use the main guns
up front. At the same time, the flotation dam-
age allowed the British to close the range too
quickly.

Charging straight ahead was an all-or-
nothing strategy for the British‘, but it seemed
to be their only hope against the heavier Ger-
man guns. Once the distance had been cut
down, the Ajax — the sole survivor — matched
the Graf Spee’s turn to starboard and brought
a full broadside to bear.

Twenty-five minutes after the opening
rounds were fired, the final salvos find their
mark. The Ajax loses a rear gun turret; both
sides are taking water and trying, despa-
rately, to fight deck fires. Radio waves are
filled with SOS’s and both vessels are aban-
doned as the survivors head for the lifeboats.
The Germans win on points, 331 to 252, but
it’s ahollow victory.







MONTY’S D-DAY

It has been a long time since a Strategy and Tac-
tics magazine issue game has prompted this re-
viewer to play it once, much less three times in
a single week. Yet that is exactly what Monty’s
D-Day inissue number 102 did.

The John Prados design deals with a hitherto
neglected subject: the operations of the British
Commonwealth airborne and amphibious forces
during the 6 June 1944 Normandy landings. As
Prados points out in his Designer’s Notes, the
lack of a game on this subject is surprising. The
weight of historical evidence seems to indicate
that it was in the British area, particularly
around Caen, that the Allies hoped for the most
important, and ambitious, D-Day gains.

Monty’s D-Day uses an innovative system of
movement and combat to recreate both the land-
ing phase of the battle and the inland exploita-
tion. Game scale is 1 km per hex and 2 hours for
each of its 8 or 9 turns. Combat units, which
make up nearly all of the game’s 200 back-
printed counters, represent companies, battal-
ions, and batteries. Allied air and naval fire sup-
port are embodied in a number of “support
points” which are also used to represent the
ground-force artillery which lands over the
course of the day. (The counters for these latter
units were deleted from the mix in order to pro-
vide some optional units.) There are four
scenarios, an historical landing scenario, and an
exploitation scenario, each of which can also be
played assuming quicker German release of ar-
mored reserves.

The sequence of play consists of alternating
player turns, with the British phases first. An
amphibious placement phase is followed by
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THREE BY OSPREY

Osprey has released three new booklets, includ-
ing two of their new “Elite” series. All are up to
Osprey’s excellent standards, both for text and
pictures, but reader appeal will depend on indi-
vidual interests.

The first book — and the best — is Grenada,
1984. This is an excellent concise history of Op-
eration URGENT FURY, the “liberation” of
Grenada from the Cuban backed regime. The
book starts with the events leading up to and fol-
lowing the death of Maurice Bishop, head of the
island’s Provisional Revolutionary Govern-
ment. It then discusses the planning that went
into the operation. I enjoyed this section because
it highlighted what the military wanted to have
happen in contrast to what actually did, whether
the events were changed by circumstance (like
switching an airlanding at Pt. Salinas to a parad-
rop at the last minute due to runway obstruc-
tions), or by tactical initiative (like aborting the
first paradrop run because of heavy AA fire and
calling for suppression fire).
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bombardment (including direct fire) and move-
ment phases, a defensive fire phase, and an as-
sauit phase. The German turn is identical ex-
cept, of course, for the amphibious placement
phase.

The game system is built around an interest-
ing combination of a fairly standard unit forma-
tion/movement system and a fairly unusual two-
stage combat system.

Units may be in combat mode, maximizing
firepower but limiting mobility, or movement
mode, giving up the bulk of their firepower in
order to maximize their movement allowance.
Combat is a differential system, comparing of-
fensive firepower to the combined defensive
protection factors (or firepower in the case of
close assault) as modified by terrain. Resolution
depends on the type of attack (close assault,
bombardment, direct gun, small arms, or
mixed) and, once again, the largest protection
factor in the defending hex. The system is a bit
convoluted, and its rationale is not well
explained. On the other hand, it does seem to
work! Results are in terms of disruption lasting
an entire turn (with a second disruption eliminat-
ing the unit), retreat (one or two hexes at the
owning player’s option), or elimination (very
rare).

The play of the game provides ample chal-
lenges and potential rewards for both sides. To
win, the British must capture part of the city of
Caen, deep behind the invasion beaches, and
keep a line of communication open to it. They
can earn a draw by capturing the town of
Bayeux, much closer to the beach, but on the op-
posite flank from Caen. The German player
must set up his nearly static defense forces to
delay the British drive inland and cause them as
many casualties as possible. Once the main
British thrust is identified, he must use his

The separate days’ events are covered for the
three day battle, including the capture of Pt.
Salinas and Pearls airports on Day 1 through the
relief of a trapped SEAL team and the rescue of
200+ students from the Grand Anse campus on
Day 2 to the mop up. The authors (L.E. Russell
and M.A. Mendez) tell the whole story in con-
cise language from the good (Ranger snipers
who suppressed Cuban mortar crews from
ranges of 600-1000 yards) to the bad (the bomb-
ing of Ft. Matthews, a mental hospital) to the
very bad (the strafing of 82nd Airborne troops
by US Navy jets). They also do an excellent job
of summarizing the operation’s plusses and
minuses.

The color plates are, as always, well drawn
and cover the combatants and their main
weaponry well. But contrary to most of Os-
prey’s books, the text, in my opinion, is the sell-
ing point of the book. I heartily recommend this
book to ANYONE interested in modern military
operations.

The second recent release is #3 in Osprey’s
Elite series. This one, entitled The Vikings, pro-

mechanized reinforcements to crush break-
throughs, or cut off a British enclave in Caen.
The employment of the British airborne divi-
sion often dictates the flow of the game’s early
turns. The British can employ this force conser-
vatively, as in the actual battle, to seize some
bridges and screen the left flank of the beach-
head. A more aggressive use of the division, and
one which results in all sorts of nasty little fights
around Caen, is the original historical plan (be-
fore Monty changed it) of using the airborne to
capture the city with the amphibious forces then
clearing a path to it. Such a strategy could easily
cost the British the entire division; it could also
tie up the German Panzers in bloody street fight-
ing and buy the seaborne forces the time they
need to organize a strong and sustained drive.
Monty’s D-Day is a potential classic. It is the
type of game that can easily spawn an entire
series. (Who could resist a similar treatment of
the U.S. beaches, or possibly an extension to
cover the later fighting around Caen?) This is
definitely a winner, and John Prados and TSR
deserve hearty congratulations.
Peter Perla

AIR CAV

West End’s game Air Cav is a tactical look at the
helicopter — and other modern weapons systems
—in hypothetical European and Mid Eastern bat-
tles. The designers aimed for a “playable” heli-
copter game and have succeeded with a couple
of reservations.

Three are two maps with the game — one for
European conflicts and one for the Mid-east.
Guess which one has less cover! Hills, con-
toured to 10 meter levels, villages/towns, roads
and forests populate the maps which are colorful

vides a lot of interesting information about the
world’s most colorful elite fighters. The meat of
the booklet are the selective histories that details
Viking incursions in England (855-954 and
1066 —~ King Harold’s Saga), Treland (including
an excellent account of the battle of Clontarf in
which 8 kings and 1600 nobles, along with
thousands of troops, perished), and Russia.
While certainly not exhaustive, the accounts




and well done. Blue and red “generic” counters,
representing squads and individual vehicles and
helicopters, are used in play. Each shows the top
view of a chopper/vehicle or an infantry symbol,
plus an alphanumeric designation. The counters
are generic because a NATO/Israeli tank unit
marked Bravo 10.can represent an M1 Abrams
(whose top view it shows), a British Challenger,
or an Israeli Merkava, Centurion, or M60A3,
depending upon the scenario being played. The
counters seemed to be a tad small — designer’s
choice, T suppose, to create small counters to fit
a larger map area. The keys to the game are the
Master Weapons charts which give the range, hit

s

numbers and modifiers for each system —a LOT
of information went into these babies! There
are, in fact, so many charts that play can be ham-
pered while struggling through them, especially
with all the advanced rules. I found it helpful to
write down the weapons charts for weapons
used in the scenarios separately. Despite my
minor nit about the counters (the blue makes
reading the designation a tad more difficult that
it should have been), the production quality of
the components is excellent.

There are two rule books, a basic one with the
bare essentials to play plus scenarios, and an ad-
vanced one which adds a lot of additional
chrome, plus designer notes and two EXCEL-
LENT campaign games! The rules are generally
well written and clear except for a major “grey
area” which had to be clarified by West End.

The game sequence in the basic game re-
volves around the Operation. Starting with the
Initiative player (a die roll), a single piece can

give a good feel for the period. Heath’s text
reads like a treatise with the acknowledgements
of scanty sources and the author’s own learned
opinions readily identified — a point in his favor.
A short discussion of tactics adds to the informa-
tion provided in the histories. Heath also in-
cludes a fairly dry account of the Viking ships
and the origins of the word Viking.

As good as the text is, in this booklet the color

perform Operations (move, shoot, react) with
each “operation” costing points. Each unit has
12 Operation points to start with in a turn. If the
active unit is destroyed (or the active player pas-
ses), the inactive player designates a unit to be-
come active (in the standard game it has to be
the one which destroyed the previous operating
unt). After each “operation” the inactive player
may take opportunity fire against the active unit
and there’s where the grey started. The rules
weren’t clear about whether a Move operation,
for example, concluded when a unit ended mov-
ing (regardless of number of hexes) or as it en-
tered EACH new hex (i.e., each hex is an opera-
tion). The latter interpretation is the correct one
according to West End. Following a shot, a sur-
viving target may “react” by entering defilade
(ducking), making evasive maneuvers, or mak-
ing smoke. Opportunity fires and reaction points
cost Operation points and are charged against
the 12 that each unit has to start with — included
in the game are some numbered markers to keep
track of unexpended operation points, but there
aren’t enough of them. West End hints that all
units should hold some Op points in reserve, to
be able to fire or move if necessary . . . GOOD
HINT!

Combat is based on the weapons system’s
range and accuracy — and, of course, whether
the firing unit can observe the target. Each
weapon is given a “Kill Number” as a function
of range. This number can be modified by target
movement, target size, terrain, etc. If a roll of
a 10 sided die is LESS than or EQUAL to this
modified number, the target is dead. Period.
Simple and clean. Less hassle but probably less
accurate than GDW’s Assault system — but well
within “accurate but playable” bounds. My only
real complaint is the lack of ammunition supply
rules. Seeing an infantrv antitank team wipe a

plates are the main draw. They are exceptionally
well done, showing not only warriors and
weaponry, but details of military camps, home
life and ship building. There is a picture of a sea
battle that is as bloody as any legends about Vik-
ings you might come up with. The artist, Angus
McBride, took great care in his composition of
these plates — his people come alive. You actu-
ally feel sorry for the poor girl in plate F!

The Vikings gives an excellent overview of
tne period and the warriors it discusses and
whets the reader’s appetite for more informa-
tion, some of which is provided in the excellent
bibliography. In short, a good and worthwhile
effort. Again, recommended heartily.

The third book is a different matter, unfortu-
nately, although it didn’t have to be. Osprey’s
Elite #4 concerns the U.S. Army Special Forces
—the Green Berets. Most of the text concerns the
history of the Special Forces, from their incep-
tion in 1951 under General R.A. McClure,
through their expansion under Kennedy, their
involvement in Vietnam to the present. The text
is very dry and mostly devoid of accounts of op-
erations that would have made the book more

company of tanks off the map — or a Defender
attack helicopter kill 30 Syrian vehicles when it
only carries 16 ATGMs works for playability,
but it is misleading as to the tactics used.

Advanced rules add a plethora of special vsi-
sion equipment (each with its own chart...), for-
mations, fire control, artillery, ECM and ran-
dom events (which allow some units tio run out
of ammo...). Based on my initial playings, I
would say that formations, fire control and ran-
dom events add the most for the least complex-
ity. Fire control may strain that statement a tad,
but it works.

There are 8 standard scenarios 5 for Europe,
3 for Mid East. As the game’s title implies — all
involve choppers. In one a Soviet force of 20 ve-
hicles (tanks, BMPs and BRDMs) is ambushed
by two Cobras and one Kiowa scout. These
scenarios are well drawn, with manageable
forces and a more manageable playing time. But
the best of Air Cav is the two campaign games
they have included which provide opposing
players a full force which must be allocated to
various sectors. An outstanding way of provid-
ing fog of war engagements! I recommend these
games heartily.

Air Cav is going to be one of those games that
will challenge you to discover the right way to
play, then bash you about anyway. Like having
your Apache missing that silly little BRDM
(Kill Number = 7) and having it shoot the chop-
per down! (Kill Number = 1). Play will be slow
and awkward at first as you learn what to do with
the many systems you control, slower as you
pause to allow the enemy to shoot at you, or you
forget how many Op points remain to a particu-
lar unit. But it improves with time and experi-
ence. As I said earlier, with only a few nits, this
is a good, solid, PLAYABLE game.

John Burft
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readable and interesting. In addition the use of
a grotesque number of acronyms hampers the
reader tremendously — unless they already work
for the Pentagon.

Special Forces organizational changes are
discussed — again with no real feedback on why
the changes were made. The section on selection
and training may give you an additional under-
standing of why these troops are called special
forces. FInally, there is a discussion of the vari-
ous insignias used by the USSF, including the
account of the hassles over the green beret. The
authors have included a lot of information, but
the text simply lacks the color or interest to hold
areader’s attention.

The plates are well done, providing a look at
the weaponry used by the Special Forces and
some of their allies, but without complementary
text material, the plates will hardly ever be
looked at. I could only recommend this book to
a Special Forces historian or collector. Which is
too bad because with a little more attention to the
text, this could have been as good as The Vik-
ings.

Joh Burtt
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MAKE LOVE

If you're wondering why there’s yet more
delay in the appcarance of Advanced Squad
Leader from Avalon-Hill (take the month ad-
vertised and add mwo die rolls...), it may be
because most of the energy at Monarch Enter-
prises is currently going into Victory Games’
Dr. Ruth’s Game of Good Sex. Bascd on the
TV program Good Sex (Dr. Ruth Westheimer
is game consultant), the game is to be played
by 2-4 couples. A Monarch spokesman said,
“this is not a touchy-feely game.” Designed
by Michael Moore, the game has four con-
centric  “arousal tracks” (one for cach
couple), and players move around these
tracks gaining ‘““arousal points.” There are
three levels to the game. In the first level,
playcrs have to say whether statcments relat-
ing to marriage, sex, relationships, anatomy,
ctc., are true or false. In the second, they have
to select the appropriate answer from multi-
choice questions based on “case histories”
provided by Dr. Westheimer. In the third
level, couples ask questions of one another.

the first couple to “come™ (pass come and coi-
lect $5007). Ah me, | suppose it was only a
matter of time. Watch future issues for a “de-
bricfing.”

OR WAR

More in line with Victory's normal fare is
Battle Hymn, described as “Ambush in the
Pacific.” Using the same game system as Am-
bush, and with much the same components,
Batile Hymn is nevertheless a complete game
in its own right, with original scenarios by Joe
Reiser. Barttle Hymn is expected to appear
some time in 1986. A possible release in Feb-
ruary (for the HIA show) is Victory's
Mujhaedin, by Eric Lee Smith. This is a sol-
itairc game of the present Soviet involvement
in Afghanistan. Components are still being
worked on, so Victory will have to move fast
to have it out in February. Also in the pipeline
from Victory is The Korean War, a game cov-
cring the period June 1950-May 1951, and in-
cluding the Inchon landing and the Chinese
invasion. The game will have two 227x32"
maps and 520 counters. Scale: 7' miles to
the hex.

Also scheduled to appear in 1986 is Jack
Greene's Fleet Admiral. This covers the
battleship actions of the first World War, and
will use a “new and simpler system than
Royal Navy.” Jack describes this one as “a
monster,” and says there will probably be 4-6
counter sheets, and four maps totalling
447x66". Scale: 1,500 yards to the hex, retail
price “cxpensive.” Incidentally, Quarter-
deck’s recent Hobby Japan import, Pacific
Fleet, is selling like hotcakes.

The next game from T.O.M.E. will be The
Emperor Returns, a game of the Waterloo
campaign by Kevin Zucker, with 200 coun-
ters and a 347x22” map. Each turn represents
a day of real time, each hex 2 miles. The
game should be available in February-March,
and will retail for “less than $20.” Two more
(mateable) Napoleonic games from Kevin,
onc with 200 counters, one with 100, and
each with a 34”x22” map, will appear in The
Wargamer later in 1986. T.O.M.E. are also
bringing out a role playing supplement for
Stormbringer, called Bloodlust. This is being
produced under license from Chaosium, and
should be available in early December. Retail
price will be under $10.00. [ think
T.O.M.E.’s decision to go into the fantasy
field leaves just three purist historical war-
games companies who have produced any
significant number of titles: People’s War
Games, Quarterdeck, and 3W, all based in
California. Perhaps there’s enough fantasy in
California without producing more of it!

3W’s next two boxed games, both due out
before Christmas, are War 1o End Wars and
Rommel at Bay. Full details next issue.

The game takes one hour, and the winners are
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'MISSION:

GRENADA

Operation Urgent Fury
25-27 Oct, 1983

$9.50 postpaid
Winois residents

please add 7% sales lax
Ask for it at your iocal hobby store
or zend check or money erder Lo

Close . || pO.Box 2247 DeptK
Simulations Northbrook, IL 60062

BOXED GAMES COLLECTORS’ ITEMS

Kirovograd

Lawrence of Arabia Birth of a Nation $16.00

Never Call Retreat Port Stanley $16.00 |

Forward to Richmond! Bloody Buna $16.00

Decision at Kasserine Desert Rats $06.00

Dark Crusade Kesselring $16.00
East Wind Rain $23.00

WARGAMES BY MAIL ORDER Ace of Aces® “No. 4”

= o > Balloon Buster
\J\/EEKEND WARRU@ -

ALL GAMES DISCOUNT PRICED n %QBE@T@ES

SPECIALIZING IN HARD TO FIND AND
OUT OF PRINT TITLES
8116 VAN NOORD AVE. NO. HOLLYWOOD 91608
(818) 988-1441
CATALOG AVAILABLE FOR $1.00 REFUNDABLE

Jim Hind’s new plane-to-plane

game of the first World War. With | , . .

W;'Lrgamerl #4613. hPlstc):e an order Now Available from:

with your local hobby store, or

take out a subscription (details M/A GCAME DESICGNS, INC.

page 5). P.0. BOX 1178, MANCHESTER, CORNN. 08040
Send for our free catalog c/o Dept. W.




Dear Sirs:

1 would like to'take issue with several
points in Mr. Tuohy's review of Pax
Britannica. t seems to me that his
experience with the game is slight else he
would not make the claims he does.

For example, he complains that the Minor
Powers Phase slows play considerably. | have
never seen this phase take more than three
minutes. All one does is roll a die to see if the
power is active and if so, roll a pair of dice to
determine where. Then simply place the
appropriate Status marker. Seven minors
can be done in almost no time and often
there are fewer than that.

More serious is his charge that PB
devolves into a series of solitaire games.
Sure, everyone looks out for his own
interests, but inevitably those interests
intersect over a valuable piece of real estate.
Or two players decide a third is too far in the
lead and gang up on him. That's when the
fireworks begin. If all the players concentrate
on staying out of one another’s way, solitaire
games may result. But that's not the way to
win at Pax Britannica.

As for the unstructured nature of the
Movement/Status Phase, | too had initial
misgivings. However, | congratulate myself
and my gaming group that we gave the
game the benefit of the doubt and first tried
the rules as they are written.

The rules worked out wonderfully. There is
a great “act-react” contest that is reminiscent
of Victory Games’ gem The Civil War. If one
strictly enforces the rule.that nothing, once
moved or placed, may be moved again,
there will be no problems. A refusal to play
the game as it is intended will make it dull, as
Mr. Tuohy found it, and is an unfortunate
hinderance to designers like Mr. Costikyan
who employ innovative ideas to break
through hide-bound tradition.

Other examples of Mr. Tuohy's basic
unfamiliarity with the game include his
gripes about codominions and victory
points. He says establishment of
codominions is far too easy. Doesn't he
realize that all codominions must be
approved in the Congress of Europe? When
two players go to Congress and try to set up
a codominion like that, they are usually voted
down. And why not? Why should the other
players let them get ahead without
compensation?

With respect to ltaly, first of all Mr. Tuohy's
numbers are wrong. ltaly gets fifteen VP per
turn if it does nothing, not five. But even so,
ltaly is probably not going to win this way. In
ten turns, she could get one hundred fifty
points, but most games don't last that long
(I've seen it happen once) and in every game
I've played, unless the Great War broke out in
the first couple turns, the winner had way

over two hundred points. | wonder if Mr.
Tuohy has ever played a game with ltaly as a
player power.

Finally, there seems to be some trouble
with the /4EX result on the CRT. I'm not sure
why since the rule is very clear, but Mr.
Tuohy again seems to insert his
assumptions, rather than playing the game
as designed. Yes, if you have only one unit
and roll 2EX, you lose the whole unit. Next
time plan your deployment a little more
wisely.

In short, [ find that Mr. Tuohy's review of
Pax Britannica exhibits too little familiarity
with the game, as well as two cases of subtle
prejudice. [ strongly suspect he never played
in a game with more than four players. So, if
you are interested in this type of game or in
this period and you regularly play in a group
of four or more, by all means ignore this
review and get the game. Like SPI's Empires
of the Middle Ages, it's destined to be a
classic.

Sincerely,
Rick Heli
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John H. Van Devender in Wargamer #43 has
moved me to write. His comments re the
Invasion of Britain by Germany seems to me to
be a mixture of mis-reading situations or not
learning or not understanding lessons to be
learnt, and of sheer ignorance.

It is one thing to fling a couple of divisions on
a hostile shore; quite another to keep them
there, maintain and expand them, then move
on to victory. To achieve D-Day landings the
Anglo-US alliance needed total air/sea
superiority, vast resources, and detailed
planning. The Germans had no such resources,
no navy to speak of (at the time), and no air
superiority, let alone items such as flails,
Mulberries, PLUTO, etc.

Landing 2 divisions and an air division
(providing all arrived safely) is not much. For
Prime sources refer to Halder's comments on
that (“mincing machine,” | believe). I'm not sure
that he can be really serious about unopposed.
The German invasion of Crete was solely by air
and succeeded (barely) with horrendous loss
thanks to a) air supremacy and b) poor
communication on Crete. A naval effort was
made, but destroyed.

Re the fleet action, it would appear to me that
the Germans would have been attacking
England and therefore getting further from
their bases and nearer to the English bases.
Their speed of crossing would have been very
slow and direct hits by bombs would not
necessarily have been needed. The wash of
near misses would have swamped barges.
Their supply needs meant they couldn’t afford
to lose any. Assumptions on RAF strategy are
only assumptions, other more effective ones
exist. | presume he is aware that Britain also
had submarines, mines and patrol craft. The
Bismarck episode only proved no ship is
unsinkable.

| concede the German abilities and that
usually they were outnumbered. | think Van
Devender has forgotten most of the BEF
returned home safely, they were trained and
experienced. They had leaders the like of
Alanbrooke, Auchinleck, Montgomery, all of
whom were experienced and up front in the
invasion area. In France they had held off all
direct attacks on their positions.

The prestige blow is arguable and one can
develop effects on Russia, etc. The Germans
were avid listeners of the BBC so would have
known. | also presume that a defeated invasion
would have cost much material loss to the
Germans, probably including some of the fairly
small numbers of U-boats. Van Devender must
have forgotten every guerilla war in history to
write off a Home Guard on the own ground,
quite capable of making Molotov cocktails at
the least.

Perhaps the telling point is that the Germans
who would have had to carry out the task,
decided that the invasion would not have been
successful without, at the least, air supremacy.
They also wanted a Broad Front assault not a
couple of divisions. Neither the German Navy
nor the Luftwaffe could deliver. Our forces in
June '44 did, so the armies went ashore.

Peter Windle
Boshom
West Sussex
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1 have particularly enjoyed the game Khyber
Rifles and am currently fighting my second
lengthy campaign on the Frontier. Occasionally
I refight the scenarios included in the original
game using rules borrowed from Squad
Leader. The relief of Outpost 4 takes on a new
dimension when the relieving column has to
dredge its way through deep snow in extreme
winter conditions.

To give the “Thin Red Line” a bit of a change
in opponents, | have made Zulu, Boer,
Egyptian, and Mahdist counters and have
drawn a few new maps for them. Although the
Zulu and Sudanese maps are completely
hypothetical, the map for the Boers features the
Modder/Magersfontein area and Spion Kop.

Many thanks for many hours of enjoyment.

Paul Hinson
Scales Mound, IL
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I have noticed while playing your game on
Mr. Lincoln’s War that you are apparently
unaware of the existence of the Falls of the
Ohio at Louisville, Kentucky. Navigation on
the Ohio River past Louisville is only possible
because of a dam and locks built there. The
first locks were built in 1832, and always
have been on the southern side of the river,
in the city of Louisville. Incidentally, Louisville
was founded by George Rogers Clark in the
early 1800’s at the portage point around the
Falls of the Ohio.

The significance of this for your game is
fairly obvious. A southern player who can
reach Louisville can cut navigation on the
Ohio, and prevent naval movement past
Louisville. In addition, a southern force could
cross the Ohio River to Louisville and trace
its supply back across the Ohio River to
Louisville without the Union river fleet being
able to cut the supply line.

I hope you find this interesting and choose
to investigate it, as it would open up a lot of

“interesting possibilities for civil war games.

John Cowling
45



Make Your Own Wargame History!

Fire & Movement Magazine 1986 Wargame Calendar

Beautifully Illustrated
by Rodger B. MacGowan!

The F&M Desk Calendar — 812" x11” format
— isfilled with quality reproductions from
the RBM Military History Portfolio.

Rodger MacGowan has designed the
Wargame Calendar to be functional and
informative, with plenty of room for your
own notations and appointments.

If you enjoy reading Fire & Movement
Magazine and Playing Wargames you are
really going to love our 1986 Calendar —
the First Calendar ever Designed for
Wargamers!

Whether you play Board Wargames or

Computer Wargames or both you will
find this handsome Desk Calendar to be
both helpful and informative as you fight

your campaigns and battles of 1986.
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The Right Gift!

The F&M Wargame Calendar makes a perfect gift for
that special friend or gaming opponent who enjoys
wargames and military history as you do. And if you
wish, we will include a gift card from you with each
order.

You can use the coupon below, or send the necessary
information on a separate sheet of paper. Payment of
$5.95 for each F&M Wargame Calendar must accom-
pany order. Sorry, no credit card orders can be accepted.
All payments must be made by check or money order,
payable in U.S. dollars drawn on a U.S. bank. Please add
$1 per Calendar ordered for shipping and handling;
California residents add 6%2% sales tax.

[T A Gift For:

Narme:

Address:

City:

State: Zip:

Name for gift card:

Mail to: Fire & Movement Calendar, P.O. Box 8399,
Long Beach, CA 90808

NAPOLEON
IN SPAIN

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

17"x22"

BATTLES OF THE
FIRST EMPIRE —
MARENGO, 1800

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

Note — highly complex and not recommended

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

STAR COMMANDER

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

CRADLE OF CIVILIZATION

2 to 7 players attempt to guide their civiliza-
tions to worldwide domination. Each turn
covers 100 years, with each player purchas-
ing a combination of Infantry and Cavalry
Armies, Fleets, Civilization Points, and
Subversion Points which will best prepare
him to meet the upcoming century of con-
flict and turmoil. One 24”x36” map, 800
counters, 7 Random Event Cards, Box,
Rules .......... e $19.95

DESIGNER QUALITY
BLANK COUNTERS

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

All prices include UPS

shipping. All orders are

shipped within one week

of receipt. California

residents add 6% %

sales tax. Airmail orders JSTORICAL

add $2.00 per title in con- FEK(T’TS
tinental U.S., $4.00 po.Box 1502
overseas. Burlingame, CA 94010




When we released KAMPFGRUPPE™ in
February 1985, we knew we had created
one of the best tactical tank battle games
ever. How could we do any less with
the care, the detail, the features we put
into this computer simulation of Eastern
Front armored warfare.

As much success as we had predicted
for KAMPFGRUPPE, we were not pre-
pared for the overwhelming enthusiasm
from the thousands of gamers that played
it. Our customer response cards for
KAMPFGRUPPE are invariably filled with
words of praise and thanks. On a scale
of 9, it has consistently been ranked
in the 8's for playability, realism, and
excitement.

Even the experts agree. The April/May
1985 issue of Computer Gaming World
called KAMPFGRUPPE “a truly superior
game.” And in the Aug./Sept. issue,
CGW's reader survey placed it as the
highest rated wargame ever in the his-
tory of the magazine!
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Not one to rest on our laurels, we've
just released MECH BRIGADE™, the defin-
itive simulation of Soviet-NATO armored
combat. It lets you engage in tank
warfare of the 1990’s, using the latest,
laser-guided, missile-armed juggernauts
such as the Abrams M-1 and the T-80.
Attack helicopters are also included.

From all preliminary indications,
the same greatness and gratitude be-
stowed on KAMPFGRUPPE is destined for
MECH BRIGADE.

=

KAMPFGRUPPE and MECH BRIGADE rulebooks with charts and diagrams

" (YOU'RE WELCOME.)

So what are you waiting for? Rush on
down to the nearest computer/software
or game store and check out these two
great tactical games today!

You can thank us later.

If there are no convenient stores near
you, VISA & M/C holders can order these
$59.95 games direct by calling 800-227-
1617, x335 (toll free). In California, 800-
772-3545, x335.

Please specify computer format and
add $2.00 for shipping and handling.

To order by mail, send your check to:
Strategic Simulations, Inc., 883 Stierlin
Road, A-200, Mountain View, CA 94043.
(California residents, add 7% sales tax.)
All our games carry a “14-day satisfaction
or your money back” guarantee.

WRITE FOR A FREE COLOR CATALOG OF
ALL OUR GAMES TODAY.

KAMPFGRUPPE is on diskette for 48K APPLE II° serles,
ATARI® home computers, and the COMMODORE 64™
MECH BRIGADE Is on diskette for APPLE and C-64.

APPLE, ATARI, and COMMODORE 64 are trade-
marks of Apple Computer, Inc., Atari, Inc., and
Ci dore E ics, Ltd., respectively.

STRATEGIC SIMULATIONS, INC.




Years in the making! A cast of 70 million!1
The gaming event of the century!2

West End Games presents:

Directed by Albert A. Nofi

NOW APPEARING AT GAME STORES EVERYWHERE

The epic story of seven turbulent, brawling centuries, Imperium
Romanum Il portrays the scope and sweep of the Roman Empire in all
its vastness. From the very first invocation to the last fateful die-roll,
you’ll be riveted to your seat by Imperium Romanum Il. Here, assembl-
ed in one package, is an astonishing wealth of information about the
Empire, the men who ruled it, and the women who loved them.3
Choose from thirty-five scenarios that cover every major conflict from
the time of Marius and Sulla (89 B.C.) to Justinian’s attempt to recon-
quer the Empire (A.D. 540). You and up to five other players struggle to
seize the coveted Imperial purple and hold it against all comers.

Take part in history’s greatest empire in Imperium Romanum |II.

1 Estimated population of the Roman Empire under Marcus Aurelius.
2 Seven centuries, actually.
3 Sorry, got carried away.

By Joe Balkoski, designer of Sixth Fleet.

More than a month after D-Day, Allied armies were hemmed in amidst
the infamous bocage country of Normandy. A breakout was essential.
The vital objective on the American front: the town of St. Lo (popula-
tion 12,000), an important communications center... The orders to the
US XIXth Corps: Take St. Lo...at all costs! St. Lo is designed to force
you to think like corps commanders.

“My battalion is cut up pretty bad, sir.”

“Send them back to HQ for some rest.”

The unique system of headquarters activation, intimately tied to morale
of individual units, reflects command-control problems — and the
chaos of division-level battle.

“My men have taken all they can stand, general. We've got to be relieved!”
The system of asset assignment portrays organizational problems fac-
ed by infantry formations.

“115 Infantry is facing tough opposition around Les Romams send them
some engineers and armor!”’

In short, St. Lo is a highly original study of Second World ' War combat,
emphasizing command, morale, and organization.

" ? :lllllll.llllllllllIlllIlllIIIIIIIIIIIIIIIIIIIIIIEI
o ’,.' O $27 Imperium Romanum Il
@ O $17 St Lo
[J Please send me your free catalog

Special offer to owners of the first edition of Imperium Romanum: rip off the first
page of your rules book and send it with your order to receive $7 off your price for
Imperium Romanum II, or $5 off the price of any other of our games costing $10 or
more.

: : Name
New York City and State res A

sales tax. Send check or mone eress
dress above. U City State Zip
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