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By the Editor

Most everybody knows the impact
that  the intemet has had upon gam-
ing. Instant access through email and
discussion boards has helped create a
culture of “instant news” within the
hobby. In the past, news and reviews
were largely the domain of print media;
veteran wargamers of a certain age will
no doubt remember the anticipation that
each new gaming magazine was
greeted with. It was through ink and
paper that we all learned of the latest
game releases, industry rumors, and
reviews of hot new titles. The internet
has diminished the magazines® role of
distributing opinion and news. Why
wait months for newsprint when the
information you want is only a mouse
click away? The ease and accessibility
of the web could raise the question, are
hardcopy paper magazines outdated?

Several years ago, a similar ques-
tion was asked about movie theatres
after the home VCR became widely
available. Videos would, some people
argued, make going out to the movies a
thing of the past. As we all know, it
did not work out that way. Both are
now thriving industries.

1 think there is an analogy for print
and electronic wargames here. Even
with the advances in electronic media, I
still feel there is a place for the old
fashioned magazine that you actually
hold in your hand. This is, of course,
where I view Panzerschreck fitting in
to the gaming equation. I do not see
paper/electronic media as an either/or
as much as a both/and. If you are like
me, you still like getting things in the
mail. You still can appreciate the feel
of the paper in your hands, the joy of
actually turning pages, the satisfaction
of having a run of favorite back issues
on the shelf, ready at a moment’s notice
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to be taken and reread one more time.

As editor, I have tried to make this
magazine at once a “throwback” to the
good old days and at the same time
current in outlook. But there is not so
much a yearning for the golden age of
wargaming in these pages as a realiza-
tion that the past is still with us here in
the present.

There’s always room for a maga-
zine that can help gamers access the fun
that is so close to the heart of our great
hobby. Through its games, articles, and
reader contributions, I hope that each
issue of Panzerschreck provides such
an enjoyable experience for you.

VOTE FOR FAVORITES

We are now asking for reader feed-
back ratings for past issues of Panzer-
schreck, as well as past issne games.
Please take a moment and email us
your list of top four favorite Panzer-
schreck issues, as well as your list of
top four favorite issue games (including
Mini-Sims). Upon getting a sizable
enough response, we’ll publish the re-
sults in future issues, as well as on the
Minden website. In addition, please
rate each of the mine issues that you
have read, on a scale of 9 (best) to 5
(average) to 1 (worst). Use any criteria
you wish when rating issues or choos-
ing your favorites. (But only one vote
per person per issue, please.) Email
your votes to minden2@hotmail.com,
with “Panzerschreck Voting” appearing
in the subject box.

This current issue, with a total of
four games and 68 pages, is our biggest
ever. Thanks are extended to all con-
tributors. We hope you enjoy this edi-
tion of Panzerschreck.

Gary Graber
Toronto
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MIX & MATCH

DOWN IN FLAMES
| } James E. Meldruin X‘

Gamers owning GMT’s Rise of the
Lufiwaffe and Eighth Air Force card
games on World War Two solitaire
aerial combat are not limited just to the
scenarios and campaigns included with
the regular games. Players owning
copies of both of these games have the
option of combining them to simulate
other unusual air combat scenarios.
These variants are played exactly like
the regular game using existing game
equipment and mechanics.

Eighth Air Force makes this possi-
ble by-introducing some of the major
combat aircraft used by Russia in late
World War Two. Some of these air-
craft are indigenous to the Soviet Union
while others were supplied to the Sovi-
ets through lend -lease. Many of these
same aircraft could have easily met US
and/or British aircraft flown by Russian
pilots during some of the post-World
War Two confrontations with the Sovi-
ets. The most notable of these was the
1948 Berlin Crisis where a coalition of
the US and Western Allies (later to be
NATO) stood a very real chance of
fighting a war with the Soviet Union.
Equally possible is the opportunity of
conflict with the Soviets taking place
directly afier the end of World War
Two over the partitioning of Germany
and Eastern Europe. In this case, the
Soviets will occupy the role of the US
in the regular game and the Western
Allies will function as though they
were Germans in the game. Scenarios
from Eighth Air Force can be modified

to simulate some of these hypothetical
air combat situations.

In most cases the victory conditions
will remain the same for each scenario
but the aircraft used on one side or the
other will change. In some cases the
German side will become the Soviet
side and the Soviets may be governed
by the same rules governing the Ger-
mans or new rules for that particular
scenario may be introduced. The same
sort of role reversal will also apply to
the British and US where they may be
governed by the rules normally govern-
ing the Germans. Because most of
these scenarios have no basis in history,
both players, but especially the Russian
player, may feel free to deploy his air
units as desired or may seek to approxi-
mate the actual historical deployments
as he sees fit in most scenarios unless
given specific deployment directions in
the variant rules.

The following aircraft are available
for use in any dogfight, bomber inter-
ception, or campaign scenario taking
place in the 1945-8 time frame:

Soviet Union:

Yak-3, Yak-9,1L-2,

P-39D*, P-47D*, B-25C*

Me-163A%* Me-262A**, Ar-234B**

* Indicates aircraft supplied under lend
lease which could have been used by
the Soviets against US or Brntish air-
craft between 1945-8.

** Indicates German aircraft which the
Soviets either copied and/or intended to



produce in the Soviet Union (as in the
case of the Su-9 and -11 which were
copies of the Me-262) or develop fur-
ther and produce (some of the early,
projected Soviet bombers were devel-
opments of the Ar-234B). Use of these
aircraft is strictly optional.

British:

Spitfire XTIV, Mosquito MkVI, Lancas-
ter Mk.1, Halifax MkII, Sunderland
Mk.I

Us:

B-17G, B-26G, B-24J, P-51D, P47D

Historically, both P-38L and P-51D
fighters had already been involved in
combat with Soviet Yak-9 and Yak-3
fighters in various incidents over east-
ern Europe and the Balkans. P-51Ds
were later involved in combat with So-
viet Yak-9 fighters and II-2 ground at-
tack aircraft over Korea. In addition,
Russian aircraft were supposedly
sighted over Alaska during the immedi-
ate post-war period. These incidents
provide material for straight dogfight
scenarios based on historical events.

Players may modify the following
selected campaign cards to simulate
aerial campaigns fought between the
Western Allies (US and Britain) against
the Soviet Union in campaigns taking
place between 1945-8.

Daylight 1944

In this campaign game, US and/or
British aircraft fly missions in Soviet
occupied Germany after Soviet forces
push relatively weak US and British
occupation forces out in the aftermath
of the Berlin Crisis.

The Soviets change roles and be-
come the German player and may use
Me-163, Me-262, and Ar 234 aircraft
but the jet fighters are restricted to use
against aircraft attacking targets 10, 11,
and 13. Use all late’44 targets except
nos. 2-5, and 7. The Russian player
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will substitute Yak-3s for Me-109s and
Yak-9s for Fw-190s. The Russian
player may substitute P-39Ds for Me-
109Gs. The US player use all available
aircraft except P-47Ds. P-51s are sub-
stituted for P-47 and P-38 fighters. All
US fighters use drop tanks. The over
target flak gun for both sides is not
available. V-1 rules may not be used.
If British aircraft are being used, use
the Spitfire XIV, Mosquitoc MkVIL,
Lancaster, and Halifax.

Army Group North

This campaign simulates the Soviet
paranoia over an invasion by the West-
ern Allies soon after the end of the war
with Germany. Here, the Soviet fan-
tasy nightmare comes true’ when US
and British forces begin an air cam-
paign in conjunction with a ground
campaign during a Western Allied in-
vasion of Russia.

This variant scenario is played just
like the regular game scenario except
the US/British player uses all of the
available aircraft mentioned earlier in
this article except the Sunderland. The
Soviet player uses all of the available
aircraft mentioned earlier in this article
including all lend-lease types desig-
nated for this time period. As an option
use only Soviet aircraft.

Assault on Crete

In the aftermath of the
(hypothetical) Soviet invasion of west-
ern Europe, US and British forces have
been evacuated to Crete and the Soviets
attempt to land paratroopers as the Ger-
mans did almost ten years before.
Here, the Soviets attempt to soften up
US and British forces defending Crete
and attempt to sink the US and British
naval units supporting forces on Crete
prior to the airborne landings.

In this variant, each side reverses
roles with the Soviets become the Ger-
man player and the western Allies be-




come the British. Use all Yak-9 and
Yak-3 aircraft (the Yak-3s are consid-
ered to be Yak-9s for this scenario and
should use all appropriate values) plus
all 1I-2 light bombers for the Soviets.
All targets on and around Crete remain
the same. The western Allied player
may use either four P-51D or four Spit-
fire XTIV fighters.

Invasion of England

This is a Western Allied nightmare
scenario where US and British ground
forces have been gjected from Western
Europe soon after the start of a hypo-
thetical conflict with the Soviet Union.
Here, the Soviets try to soften up Eng-
land before they land paratroopers prior
to an invasion. The Soviets will as-
sume the role of the Germans and com-
bined US and British forces will as-
sume the role of the British in the regu-
lar scenario.

To begin, the US/British player
uses all P-51D, Spitfire XIV, and Mos-
quito fighter aircraft. The Soviet player
uses all available types of aircraft in-
cluding lend-lease types and jets except
the Me-163. As an option, try letting
the Soviet player use four B-17F air
units. These units will represent Soviet
Pe-8 long range bombers whose nearest
equivalent was the B-17F. When the
B-17F/Pe-8 aircraft have been shot
down they may not be replaced.

Soviet Options are:

1- Flak guns

2,3- Deceptive Course, Yak-9 fighter
sweep

4- Secondary Target, Deceptive Course
5- Flak guns, Yak-9

6- Yak-9 fighter sweep

7- Me-262

US/British Options are:
1,2,3- Radar, Flak guns
4-New Tactics

5- Home bound ambush

6- Radar. Mosquito

Only II-2 light bombers or B-25C
medium bombers may attack shipping
targets in the English Channel.

Invasion of the West

This is the standard Western Allied
confrontation scenario where US and
British ground forces in Western
Europe are attacked by Soviet land
forces after the US and British have
been forced out of Germany proper.
This variant is played like the preced-
ing variant except that the Soviets may
not use any B-17F/Pe-8 bombers
(although this may be used as an op-
tion).

Soviet Options are:

1,2- Blitzkrieg, Flak guns
3-Me 262

4,5- Yak-9 Fighter sweep
6- Yak-3 Fighter Sweep

Allied Options are:

1- Small arms

2- Radar, Flak guns

3- P-51D Fighter Sweep

4- Spitfire XIV Fighter Sweep

Schwienfurt Raids

If Soviet forces forced Western
Alliance forces out of Germany, the
Soviets could be expected to loot indus-
trial facilities and move them to the
Soviet Union. Here, US bombers at-
tempt to hit one such facility and de-
stroy it before the Soviets can relocate
it.

This variant scenario is played like
the regular scenario except the US
player automatically receives three B-
17s. The US player substitutes P-51Ds
for the P-47s and Spitfire XIVs for the
Spitfire IXs in the regular game. The
Russian player substitutes Yak-3s for
Me-109s and Yak-9s for Fw-190s.

Stalingrad Airlift .
This scenario is a representation of



the situation that could have happened

" if the Soviets elected to intervene dur-

ing the 1948 Berlin Crisis. Missions in
this campaign represent attempts by the
Western Allies to keep air corridors to
Berlin open to besieged NATO units
there.

In this variant, the US (or
British) player is governed by all rules
affecting the German player in the
regular game. The US player uses all
P-47D, P-51D, B-26G and B-24. If this
is being played as a British scenario,
use all Spitfire XIV, Lancaster, and
Sunderland aircraft. As an altemative,
this scenario may be played as a com-
bined British and US operation by us-
ing all P-51D, B-26G and B-24 aircraft
for the US and all Spitfire XIV and
Lancaster aircraft for the British. All
British and US bombers are being used
as transport aircraft so they may not

conduct bombing missions. The B-24
and Lancaster may each carry 6 points
of cargo. The Soviet player may use all
Russian aircraft except the P-40C listed
in this scenario. As an option, the So-
viet player may also use four Me-262 ~
aircraft.

When playing these scenarios the
participants must use a little common
sense in order to make these scenarios
work. Remember that the sides are
being reversed and the: US/British are
playing in roles normally reserved for
the Germans and the Soviets are now
playing as though they were the US and
British in the regular scenarios. P

Boulder Games
4254 Holley Rd
Lizella GA 31052

478-935-8777
800-299-6565

Have Games. Will Ship

http:// BoulderGames.com




Game Replay

Battle of the Atlantic

AlE>

Dénitz ACE

The solitaire game Battle of the
Atlantic appeared back in Panzer-
schreck #4. In this game the player
takes the role of Admiral Doenitz in
waging the U-Boat war against Allied
shipping between August 1942 and
May 1943 (Black May). This title has
been one of my favorites in recent years
as evidenced by the Player's Notes arti-
cle that appeared in #6. What follows
is a replay of a game after I read some
recent histories on the topic.

There are three requirements for
German victory:

1.  Preserve the U-Bootwaffe. In
game terms if half (or more) of the cur-
rent U-Boat units (each representing 4-
6 operational U-Boats) are sunk during
a single tum, the German loses.

2. Disrupt the lifeline to Britain. If
four Convoy markers are in place at the
end of a turn the player immediately
loses. In fact part of my strategy was to
consistently go after Convoy markers
whenever they appeared no matter the
risk to my units.

3. Sinking Allied ships. Average
more than 400,000 tons per tumn (if no
Convoy Markers are present at the end
of the game) plus meet a surge require-
ment of 600,000 tons for three consecu-
tive tums. In the Tonnageschlact
(Tonnage Battle) the German Navy
believed that 400,000 tons per month
would outpace the replacements built in
American shipyards. The surge re-
quirement was intended to break the
morale of the British and American
political leaders, sailors, and merchant

By Walter Damel b%
S X X
2 Condor
searmen.
The German player makes two ma-

jor decisions each tun. The first is
whether to place Doenitz in Berlin
(focus on U-Boat production) or in the
Sub Pens (focus on factics). In game
terms, placing him in the Pens can help
keep the Allied Technological Advan-
tage (ATA) Index from increasing and
allows the use of special tactics cards
that sometimes come into play. The
second decision is in placing the U-
Boats. I chose a mixed strategy of con-
centration and dispersion. I concen-
trated primarily in the North Atlantic
area to keep picking off Convoy count-
ers and to capitalize on the increased
shipping in that area. I usually hit the
maximum tonnage sunk for a concen-
tration area and that's not enough to
reach the turn average needed for vic-
tory. That's why I also used a disper-
sion strategy of placing a single unit in
the Aggressive square of a lightly- -
defended area. If that unit is an Ace it
receives a +3 DRM during attacks--that
means an average of about 70,000 tons
sunk for that unit at low ASW risk.

1 chose to play with the first three
optional rules to increase my chances
of winning. Ultra Defense never came
into play. Rudeltaktik (Wolfpack tac-
tics) grants the player one attack re-roll
in a area where all three boxes
(Aggressive, Normal, and Shadow)
have U-Boats; this optional rule fits
right in with my concentration strategy.
German Mines add several thousand
tons to the total for each turn that I



hoped would put me over the top.
With this in mind, here we go:

Turn 1 (August 1942). I start with just
six U-Boat counters so I place Doenitz
in HQ to (hopefully) improve produc-
tion. The event card is a strange one:
"Admiral Raeder to HQ OR Add One
U-Boat." Hmmm..I1l take that U-
Boat, since the Raeder event is mostly a
bad one. ATA is low so escorts and air
patrols are placed before U-Boats. The
North Atlantic and Newfoundland areas
(both with higher attack results) have
moderate escorts/patrols so Il do a
"mini-concentration" in each; that's one
unit in Aggressive and one in Shadow
(in case of Scatter) which means no
Rudeltaktik. The remaining units dis-
perse to the Aggressive squares for Mid
Atlantic, Bay of Biscay, and Africa
where there is no ASW risk.

The Newfoundland attacks go
badly (bad rolls and no Scatter) but
North Atlantic hits the tonnage limit for
the turn (100,000 plus 80,000 for the 8
escorts/patrols). Good rolls for the
three dispersed units add to the total.
The Condors (aircraft) do no damage in
the Iceland and Biscay areas but a good
mine roll adds 10,000 for the turn. To-
tal sinkings were 420,000 tons, a decent
start and above the turn average I need.

ASW isn't too bad since only the
Newfoundland Aggressive unit is sunk.
I pull an ASW+ result so the ATA
moves from 0 to 1; had Doenitz been in
the Pens the ATA would have remained
at 0. Fortunately I get a good produc-
tion result, 2 U-Boats plus 1 for Doe-
nitz in HQ. I get one Ace but also a
Convoy marker in the North Atlantic—
I'll have to concentrate there next turn.

Turn 2 (September 1942). TI've gota
decent number of U-Boats so Il put
Doenitz in the Pens to keep the ATA
from rising (and Order A). The event
card is Convoy if 1943, so it has no ef-
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fect since it is still 1942. Escorts and
air patrols are surprising light in New-
foundland so I place one U-Boat in the
Aggressive and Normal squares.
There's a Convoy marker in the North
Atlantic so place one boat in each of
the three squares to increase my odds of
a 7C result and to get the Rudeltaktik
benefit. I disperse one unit each to the
Aggressive squares of Eastern Sea-
board, African Coast, and Bay of Bis-
cay where each faces a'small escort/air
patrol risk. My lone Ace goes to the
Aggressive square of Mid Atlantic
where there is no risk at all (ain't Order
A great?).

The first Newfoundland roll is the
maximum (6+2=8) for 150,000 toms;
there are only 4 escorts/air patrols so
the area maximum for this turn is
140,000. North Atlantic attacks go
well with a Scatter result on the first
roll and a 7C for the third (thanks to the
Rudeltaktik re-roll). That's a total of
230,000 tons (100,000 area max plus
80,000 for escorts/air patrol plus 50,000
for the Convoy marker). The dispersed
attacks range from great to mediocre,
the Condors sink nothing, and mines
add 9000. Total for the turn is 574,000
tons, a good result but not yet to the
surge level.

Newfoundland ASW is quite effec-
tive by sinking one boat and sending
the other to the Pens. North Atlantic
ASW gets one hit and sinks the Aggres-
sive unit. None of the dispersed units
suffers a hit. The ATA check is a Ra-
dar+ so it was good that Doenitz was
in the Pens this turn! (Remember,
ATA results with a + are ignored if he
is in the Pens.) U-Boat production is
just one unit since Doenitz isn't in HQ.
I generate another Ace but also get an-
other Convoy so I'll have to focus on
the North Atlantic again next turn.

Turn 3 (October 1942). TI've got to
make up the units sunk last tun so
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Doenitz goes back to HQ. The event is
B-Dienst (allowing an attack re-roll) so
I'l save it for a later turn. Escorts/
patrols are heavy in the North Atlantic
but I have to go after the Convoy
marker; I place one boat in Aggressive,
two in Normal, and one in Shadow to
get Rudeltaktik. Newfoundland isn't
heavily defended so I place one unit
each in the Aggressive and Normal
squares. The remaining units head for
dispersed positions in Africa and Bay
of Biscay.

The two attacks in Newfoundland
g0 OK for a total of 150,000 tons. The
Aggressive boat in North Atlantic gets
a Scatter result (thanks to a Rudeltaktik
re-roll) and a following attack gets that
7C result to remove the Convoy; total
for the area is the limit of 240,000 tons
including the Convoy bonus. The Af-
rica and Biscay attacks go OK and the
Condors (Biscay and Iceland) actually
contribute this turn! Throw in 7,000
tons for mines and total for the turn is
532,000. I'm still not reaching the
surge level for victory.

ASW is quite painful-one unit
sunk in Newfoundland and two in
North Atlantic but the dispersed units
are unscathed. The ATA pull is Ultra
so the index rises to 2 which means
Order B next tum. U-Boat production
is just one plus one for Doemtz in HQ
so I've actually lost ground this turn.
At least I get another Ace and no Con-
voy marker is placed so perhaps I can
use next turn to regroup.

Turn 4 (November 1942). Doenitz
stays in Berlin to push production. The
event is North Atlantic Convoy—there
goes my regrouping turn! I'm now
stuck with Order B so escorts are
placed first, then U-Boats, then air pa-
trols. Newfoundland and Iceland have
heavy escorts so Il skip those areas
this turn. Il place boats in all three
counters of North Atlantic for Rudel-
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taktik and to go after that Convoy. Bis-
cay and Africa have no escorts so Il
place two boats in each, one counter in
Aggressive and one in Normal. Air
patrols turn out to be heavy in North
Atlantic (ouch!) but fortunately don't
touch Biscay or Africa.

The escorts in North Atlantic miss
their ASW rolls so Rudeltaktik is pre-
served. I sink the Convoy on the first
attack but the other two rolls are disap-
pointing. Total for the ‘area is 200,000
tons. Air patrols get one ASW hit but
fortunately it's just a back to the sub
pens result.

The open Biscay and Africa attacks
go well at 82,500 and 100,000 tons
respectively. The Iceland Condor air-
craft for once contribute the maximum
of 60,000 tons sunk. Throw in another
10,000 for mines and the total is a re-
spectable 452,500 for the turn. I'm
definitely averaging over 400,000 tons
sunk per turn but I haven't reached the
surge level a single time. I'll have to go
all out for the next three or four turns
and run the risk of having too many
boats sunk.

Nothing happens on the ATA front
so that index is still 2. Production is 2
50 Doenitz in HQ makes it 3! I roll for
and create another Ace. The sent to
pens result in the North Aflantic hurts
because I'm unable to make the Possi-
ble Convoy roll with just two boats
remaining in the area. Il have to go
after that marker (and its 50,000 ton
bonus) next turn as part of my all-out
effort.

Turn 5 (December 1942). Doenitz
stays in HQ again in order to help make
up for the expected losses of the next
few turns. The event is Happy Hunting
(North Atlantic) for a +2 to one attack
roll, a good thing. Escort placement is
light in Newfoundland nonexistent in
Mid Atlantic, Bay of Biscay, and Afri-
can Coast. Tl place one Aggressive,




two Normal, and one Shadow in North
Atlantic and one/one/one in Newfound-
land. I disperse my three remaining
Aces to the Aggressive squares of the
escort-free areas. The air patrols card
has 10 (yow!) in North Atlantic but is
mercifully light in Newfoundland; sin-
gle patrols appear in Mid Atlantic and
Biscay.

The North Atlantic battle starts
with escort ASW. A hit sends the
Shadow boat back to the pens so there
goes Rudeltaktik.  The attacks go
poorly (despite Happy Hunting) and the
Convoy marker survives with just
112,500 tons sunk. The heavy air pa-
trols sink two U-boats leaving just one
for the Possible Convoy roll later.

Newfoundland escort ASW sinks
the Normal U-boat to again frustrate
Rudeltaktik. The aggressive attack re-
sults in a Scatter which allows the
shadow unit to do well. Total sinkings
are the area limit of 140,000 tons for

_this turn.  Air patrol ASW sinks another
U-boat so a total of four were sunk this
turn. Ten boats started the turn so I
came within one ASW resuit of imme-
diately losing the game.

The dispersed aces do reasonably
well in their areas for a total of 165,000
tons with no additional U-boats sunk.
Iceland Condors and mines add several _
thousand each for a turn total of
431,000 tons. That's lower than last
turn's total even though I made an all-
out effort that nearly lost the game! I'm
getting desperate here.

ATA doesn't advance and produc-
tion is good (2 boats plus 1 for Doenitz
in HQ). 1 roll another Ace to replace
the one that was sunk (remember there
are a maximum of four at any time).
The Possible Convoy roll goes my way
for once but I've still got one marker in
the North Atlantic to pursue. ‘

Turn 6 (January 1943). I keep Doe-
nitz in HQ to bolster production which
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hurts when the event card is Wolfpack
Ambush that can only be used when he
is in the Pens. Three escorts are placed
in North Atlantic and Newfoundland
each. I go with concentrations in both
areas (1/2/2 and 1/2/1 respectively) to
get Rudeltaktik. Air patrols are heavy
in both areas (6 each) and the thought
occurs to me that this turn will be Got-
terdamerrung.

All four North Atlantic escorts (3
placement plus 1 for the Convoy
marker) miss their ASW rolls. The first
attack is a good one. The next attack
produces a Scatter maker then the third
is a 7C to remove the Convoy. These
results are far more than the limit this
tum of 190,000 tons plus 50,000 for the
Convoy. Air ASW hits the Aggressive
unit; this unit misses its Ace saving roll
and is therefore sunk.

All three Newfoundland escorts

miss on ASW. The first attack is a
Scatter and the next attack more than
reaches the area limit of 190,000 tons.
Air ASW gets a hit on an Ace but this
unit makes its saving roll and is driven
to the Pens. The Condors and mines
add another 30,000 tons for a turn total
of 460,000. I STILL haven’t hit the
surge level but at least U-Boat losses
‘were minimal.
A Radar result pushes the ATA to
3 (still Order B). The production result
is 2 so Doenitz in HQ makes it 3 new
units. The Ace roll fails so I'm down
to three on the board. It’s now 1943 so
there’s a +2 for the “Bonus Convoy™
roll. Once again I get another Convoy
on the board shortly after removing one
during my attacks.

Turn 7 (February 1943). I move Doe-
nitz to the Pens in order to use the
Wolfpack Ambush card from last tumn.
The event is Raeder to HQ which is
most definitely NOT what I wanted.
Escorts are heavy in Newfoundland and
light in North Atlantic. I decide to go




with my usual concentration in North
Atlantic (get the Convoy), a minimal
concentration in Newfoundland plus
the Wolfpack Ambush card, and dis-
perse the Aces to the Aggressive
squares with no escorts (Easten Sea-
board, Mid Atlantic, and Bay of Bis-
cay). Air patrols are heavy in North
Atlantic (10—ouch!), moderate in
Newfoundland, and one each in my
dispersed areas. The surface raider
does not break out this turn.

The light North Atlantic escorts
miss both ASW attempts. The first roll
is a 7C to get the Convoy and the next
is a Scatter. With three attacks to go in
the area I easily reach the maximum for
the turn (210,000 plus 50,000). Air
ASW sinks the unit in the Aggressive
square which is actually a pretty light
result.

The Newfoundland escorts sink the
Aggressive unit so there goes Rudeltak-
tik. T've still got the Wolfpack Ambush
card, though. The first attack is low in
tonnage but does induce Scatter. The
second roll is high with the modifiers
resulting in my just reaching the area
limit of 170,000 for the turn. Air ASW
sinks the Normal unit.

The three dispersed Aces each have
good results: 90,000, 75,000, and
60,000 tons. The single air patrols in
two of these areas miss ASW rolls.
The Condors plus mines add 45,000
tons. Total for the turn is 700,000 tons,
my all-time single-turn record! More
importantly I’ve reached the surge level
that I need for victory. All I have to do
now is maintain this level for two more
turns. ..

An Ultra card pushes the ATA up
to 4. Production is just one unit so this
has been a net loss turn. I roll another
Ace so that puts me back up to the
maximum of four. 1 get a Possible
Convoy result but with four boats still
in the North Atlantic I don’t have a
Convoy on the board for the first time
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in a while. Not having to mass in
North Atlantic next.turn will allow me
to cover more areas in my effort to
maintain surge level sinkings.

Turn 8 (March 1943). Doenitz stays
in the Pens since Raeder is still in HQ.
That’s a fortunate turn of events since I
draw a Feder-Apparate Torpedoes
event card (re-roll one attack). Escorts
are heavy in North Atlantic and New-
foundland but light everywhere else. 1
go with a semi-concentration (1/2/0) in
the two heavy areas and disperse to
three areas with no surface escorts. Air
patrols are heavy in the North Atlantic
again this turn but light in Newfound-
land. The surface raider finally breaks
out to Iceland. '

The North Atlantic surface escorts
get one ASW hit. The affected unit is
an Ace and makes its saving roll and
heads to the Pens. This hit is still pain-
ful because the unit won’t be able to
make an attack nor will it contribute
during the Bonus Convoy roll. The
first attack includes a Scatter and the
Feder-Apparate re-roll makes the sec-
ond somewhat better for a total of
175,000 tons. This amount is well un-
der the tumn limit but not bad for just
two units attacking. Air ASW. gets hits
on the two remaining units but both
miraculously make rolls that get them
sent to the Pens instead of being sunk!
The game could well turn on this hap-
penstance.

All three Newfoundland escorts
miss during ASW. The three attacks
are decent and reach the tumn Limit of
160,000 tons. Air ASW is as ineffec-
tive as that for its surface counterparts.

Once again the three dispersed
Aces have good results and total
225,000 tons. The surface raider does
well (30,000 tons) and survives its at-
tacks. The Condors do a bit of damage
and mines contribute for another
45,000 tons. Overall total for the tumm




is 605,000 tons, just barely over the
surge amount! Everything now hinges
upon my making this amount next tarn
as well.

An ASW result pushes the ATA to
5 so I’11 still have Order B for the criti-
cal next tum. Production is one U-
Boat, with no sinkings (although a
bunch of Pens results) I actually in-
crease the number of units at sea this
turn. There are four Aces on the board
so I don’t get to roll for another. As
expected I miss the Bonus Convay roll
and get one marker placed in the North
Atlantic. This result isn’t such a bad
thing since I probably need the 50,000
ton bonus for a 7C result next turn.

Turn 9 (April 1943). Thisisit. IfI
exceed 600,000 tons I should win the
game although I have to be careful that
I don’t get half of my ten units sunk for
an immediate loss. I leave Doenitz in
the Pens with Raeder still in HQ. The
event is B-Dienst (re-roll one attack or
one ASW) that I can certainly use.
Escorts are heavy in North Atlantic and
moderate in Newfoundland, Biscay,
and Mid Atlantic. I lay out a North
Atlantic concentration (1/2/1), a New-
foundland semi-concentration (1/2/0),
and disperse to Iceland, Affica, and
Eastern Seaboard. The surface raider is
out so I place. it in the North Atlantic
Normal square. Air patrols are heavy
in North Atlantic and moderate in New-
foundland and Iceland.

Surface escort ASW in the North
Atlantic is ineffective so I'll get to
make all my attacks. I need to hit the
area limit and remove the Convoy
marker for its bonus. The surface
raider starts the attacks and does OK.
The Aggressive unit does better. The
first Normal unit has a low roll but does
produce a Scatter marker. The second
Normal unit (an Ace) gets a high roll
but not the 7C I need. The Shadow unit
(with the +3 for Scatter) rolls a 6—1
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use the B-Dienst card, re-roll, and get
the all-important 7C. That’s a total of
260,000 tons including the Convoy
bonus. Air ASW does sink one unit (an
Ace) but I can accept that loss.

The Newfoundland escorts are
more successful and sink one unit in the
Normal square. The first attack is high
and a Scatter; the second attack isn’t as
good but the Scatter bonus helps. 1
reach the area limit of 170,000 tons for
the turn. Air patrols sink the Aggres-
sive unit so I’ve already lost three of
my 10 units——two more this tumn and 1
lose the game.

I make my first real foray into Ice-
land due to the lack of surface escorts
this turn. The Ace in the Aggressive
square has a good roll and the Condor
actually contributes as well. Total for
the area is 90,000 tons. Unfortunately,
heavy air patrols more than make up for
the lack of surface escorts and sink the
Ace.

The two other dispersed units have
great rolls and sink 90,000 tons each.
One air patrol factor does get a shotat a
unit but misses so I stay one sinking
away from losing the game. The sur-
face raider is sunk and that results in
Raeder being removed from HQ, not
such a big event this late in the game.
Overall turn total comes to 700,000
tons so I’ve met the surge limit with
room to spare.

The ATA result is a blank so I keep
Order B for the last turn. Production is
two units so I make up only half of my
losses. 1 miss the Ace creation roll so
there is no replacement for the unit lost
in Iceland. As expected I lose the Bo-
nus Convoy roll yet again and a marker
goes back onto the board.

Turn 10 (Black May, May 1943). 1
have two goals this final turn: elimi-
nate the Convoy marker for victory
conditions and avoid getting half my U-
Boats sunk. I keep Doenitz in the Pens



just in case I get an asterisk card. Un-
fortunately, the event is “Add Condor
OR Tanker™, 1 take a Tanker although
its effect this final turn will be slight at
best. Escorts seem to be everywhere
but the African Coast. I place a 1/2/3
in North Atlantic to get that Convoy
and 1/1/0 in Africa to avoid escorts.
Air patrols are heavy North Atlantic
(9!) but not present in Africa (whew!)
so those two units are safe.

The three North Atlantic escort
ASW rolls miss so all attacks can take
place. The first attack (Aggressive)is a
Scatter and the second removes the
Convoy marker. I easily reach the area
limit of 210,000 tons plus 50,000 for
the Convoy. Air patrol ASW is vicious
resulting in three Aces sunk. I began
the turn with just eight units so I once
again come within one sinking of im-
mediately losing the game!

The two units in Africa are pitiful
but at least the units are at no risk for
ASW sinking. The Condors do nothing
and mines add little. Turn total is just
305,000 tons which is hardly surprising
considering that my objective was at
least in part to play it safe.

A Radar result pushes the ATA to
6. I've been quite lucky this game in
avoiding Order C until the end. Pro-
duction is three units even with Doenitz
in the Pens so I get replacements for all
losses this turn. The creation roll fails
so I end the game with no Aces. This
situation is similar to history in that
most of the experienced, aggressive U-
Boat commanders had been killed, cap-
tured, or promoted and the new skip-
pers weren’t as good. The Bonus Con-
voy roll is a Possible Convoy. I began
the turn with six units in North Atlantic
but only three remain. I need to roll a
three or less to avoid a new Convoy
marker so I, of course, roll a four. The
game ends with the one Convoy marker
so I must average at least 450,000 tons
per turn for victory:
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Here is the turn-by-turn tonnage
sunk:

1 (August1942) 420,000
2 (September 1942) 574,000
3 (October 1942) 532,000
4 (November 1942) 452,500
5 (December 1942) 431,000
6 (January 1943) 460,000
7 (February 1943) 700,000
8 (March 1943) 605,000
9 (April 1943) 700,000
10 (May 1943) 305,000

The average is approximately
518,000 tons. I met the surge level
tums 7-9, and the average was in ex-
cess of 450,000 tons. In terms of this
game I won. It was an exciting and
close run contest.

In reality, Doenitz and the U-
Bootwaffe lost the battle decisively.
American shipyards increased produc-
tivity so quickly that historians estimate
that sinkings needed to exceed
1,000,000 tons per month for the Ger-
mans to achieve their goals. The Ger-
mans never came close to that figure.

In game terms my 518,000 tons
average per month corresponded to
over 80 ships each month. Many ships
went down with all hands. Rescue
from torpedoed ships that sunk more
slowly was far from certain due to
weather and darkness. Potential rescue
ship captains often did not stop to pick
up survivors due to the fear that they
would be torpedoed themselves. Let us
give thanks for the bravery and sacri-
fices of the thousands of merchant
mariners from the US, UK, Canada,
and other countries.

The U-Boat crews paid a terrible
price in the Battle of the Atlantic. By
the end of the war roughly three-fourths
of all U-Boot sailors that put to sea
were killed. Yet put to sea they did in
order to tie down substantial Allied air,
naval, and intelligence assets.

continued on page 20




WORLD WAR 1T

TACTICAL

WARGAMES ...

If ever a game title was synony-
mous with its subject matter, surely
ASL is that game. Its dominating pres-
ence in the hobby and has provided
continuity in tactical gaming for almost
two decades, earming it a large and
loyal fan base.

Of course stand back and the wider
perspective is that over the same pe-
riod, a surprising number of other sys-
tems have made it into print, with vari-
ous degrees of success. Certainly there
has been enough diversity to tweak the
curiosity of this tankie.

Going back 25 years, to the days
when I first started browsing tightly
packed shelves of bookcase games,
there were three titles, all by Avalon
Hill, that probably kicked off the mas-
sive interest in this genre: PanzerBlitz,
its sister. game Panzer Leader and the
more tactical Squad Leader. Tm not
sure how true it is, but I remember
reading that the first title had a print run
of 100,000 units. Whatever the real
figure is, these three games are no
doubt held with a great sense of nostal-
gic affection by wargamers of a certain
age.

That initial passion that I had for
basic Squad Leader (4% edition) has
recently returned and my tactical gam-
ing has done something of a full circle.
I love the purity of the basic module, it
captures John Hill's (designer of Squad
Leader) true intentions of how he
wanted this game to play. Squad
Leader has clearly influenced other
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tactical systems and indeed, it is diffi-
cult to imagine how some of these
might have been arrived at, had Squad
Leader not existed as a point of refer-
ence.

Although Squad Leader has a com-
prehensive ruleset, it drip feeds the
newbie by introducing players to a new
chunk of rules each time a new scenario
is played. By the time the player
reaches the final scenario (#12) he has
the full set. This helpful approach is
referred to as programmed leaming.
The idea appears to have been revived
by MMP; they are working on an intro-
ductory ASL module that will walk new
players through the nuts and bolts of
their very large ASL ruleset.

As Squad Leader morphed into
Advanced Squad Leader, I had in equal
measures a sense of wonderment and
dismay at the sheer size and depth of
the system. By comparison, other tacti-
cal systems appeared more accessible
and they started to enter my collection.
Of particular note were two companies,
West End Games and Games Designer
Workshop (both are sadly no longer
producing board wargames), their sys-
tems were innovative and highlighted
playability.

West End Games (WEG) had the
Tank- Leader system, the first module
covered the Eastern Front. The system
highlighted the Command and Control
abilities of various combat formations
at the battalion level and the point in
the turn at which a formation could




activate, depended upon its C3, obvi-
ously the better formations could act
first. Subsequent modules for the West-
em and Desert theatres followed and
being card driven, these would cer-
tainly be at home with the today's fash-
ion for all things card based. WEG also
did a squad level game call Fire Team
by Jon Southard, this was excellent and
felt like the natural evolution of the
Squad Leader series. The map scale
was slightly higher at 80 metres to the
hex and although this was set in the
post WWII era, had the company con-
tinued producing games, there is little
doubt that this system could have pro-
vided a good solid alternative to ASL.

Frank Chadwick of Games De-
signer Workshop (GDW) was probably
the most prolific of the tactical systems
designers. His First Battles series cov-
ered a huge range of topics, for WWII
and beyond, while his ‘assault’ series
looked at post NATO based actions at
the regimental/brigade level. Again,
like WEG, one can only speculate that
had the company continued to publish,
both of these series could have devel-
oped into a very substantial WWII se-
ries.
Oddly, few games appear to have
really gone for hard data systems. The
ones that spring to mind are the Ar-
mour/Panzer games from Yaquinto in
which penetration and armour values
were detailed in rather exact measure-
ments and vehicle cards buzzed with
information. This must have been very
satisfying for some gamers but was
totally lost on me — all I need to know
is that a Panther is generally better than
a Sherman but is fearful of a J.S.IIL

There is still a lot of life in some of
these older games and for the most part,
they are still obtainable, even as new
copies. For currently supported sys-
tems, the choice appears to have settled
down to four main contenders.

Firstly, there is the big boy, ASL.
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Widely played and well supported, this
system requires regular play if the
gamer is to stand any chance of retain-
ing a good knowledge of the rules. A
scale of 40 metres to the hex produces
maps that allows fighting over hedges
and walls, up stairwells and into facto-
ries. This, combined with the squads
being the basic unit of manoeuvre, pro-
vides a game that gives a strong tactical
feel. The rules are very rich in detail
(read 'big rulebook"); hopefilly the In-
troASL module be published shortly by
MMP will make life easier for new
players to pick up the game.

A current problem for MMP is that
their ASL ruleset and German Module
Beyond Valor have gone out of print.
Since new players need this to get into
the game, this issue needs resolving,
yet the cost of a new print run will
mean that new projects may have to go
on hold. Some good historical modules
have been produced, Red Barricades,
the first of these, remains my favourite
and is included in MMPs version of
Beyond Valor. Since MMP have be-
come 'locked into' maintaining the
overall look of the series, the counters
are starting to look a little tired when
compared to what some other compa-
nies are doing, though the boards are
still looking good. Described as a life-
style rather than a game, 4SL is not for
the occasional gamer but for those
looking for the ultimate in comprehen-
sive cover, then this game can't be
beaten.

Combat! from Critical Hit operates
at a similar scale to ASL with 50m per
hex and individual squads and vehicles.
I suppose, it attempts to claim the
ground that would capture those who
want some ASL flavour but at a much
less intense level of rules. Ultimately,
Combat! will no doubt achieve this,
though first, I feel that it needs to con-
solidate its rules system, as over its
short life, it has had four rule versions




and a 5% and major revision is due out
shortly with the Arnhem module.

V4 is the edition that I have most
experience with. Its main advantage
(and thing that most differentiated it
from ASL) was the fact that the game
was played in impulses and that during
an impulse a unit(s) could virtually do
any action including movement or fire
or combinations of the two. The down-
side was that the LOS rules had become
an obstacle to playability. It sounds like
Ray Tapio has really worked hard to
make V5 the final version and that be
has taken the system to new levels of
playability. Once Armhem is out, play-
ers will be able to make an informed
judgement of exactly where this system
sits. The good news is that CH will
support their previous games by mak-
ing upgrade kits available so that older
modules can use V5.

The Combat! modules are self con-
tained, so that the Order of Battle
needed to play the game is always sup-
plied with that game. Once players
have learned the system, they will just
be able to buy their titles of choice in
the knowledge that they can be played
straight out of the box. CH has done a
lot of third party stuff for ASL and as a
consequence, they have enough map
artwork and scenarios from those mod-
ules, to launch a similar range of Com-
bat! based modules in quick succes-
sion, so once the V5 rules are out,
Combat! may have its own comprehen-
sive range in double time. So far, 1
think the Stalingrad module has given
me the best game but anyone new to
the system is probably best waiting to
see what Armhem delivers (or look at
the Tobruk rules which are V5 based).
Combat! is probably a good choice for
those that want a very tactical game
(hedge hopping) but find the ASL sys-
tem too rich in detail, though to provide
a true alternative V5 will need to be a
stable platform.

The Gamers Tactical Combat Sys-
tem (TCS) now owned by MMP is also
a series of self contained games. It is at
a higher scale than ASL/Combat! and
interestingly, the unit scales are mixed
with infantry platoons and individual
vehicles forming the Order of Battle.
The map scale is 125 metres per heX,
making small towns, villages and
ridges an ideal size as an objective to
be fought over.

The rules have settled into a solid
and stable system since it is over 10
years since the first game Bloody 110
was launched. Importantly, the maps
are accurate and use proper contour
lines; this combined with a proper or-
ders system gives a real sense of real-
ism to the simulation aspect, making it
very different from the other tactical
systems. Of the four contenders here,
these take the longest to play and may
require space for two or more maps.
The contour lines mean that realistic
Line of Sight gives a significant appre-
ciation of how folds and rises in the
terrain impact on how deployments and
movement should be handled. At times,
1 found it difficult to properly interpret
Line of Sight by just eyeballing the
map and had to revert to a maths for-
mula provided in the rules. I think in-
terpretation of the ground is something
that players get used to with handling
of the games

Orders are important in the game,
essentially plans are drawn up and take
time to put into place. This means that
players cannot suddenly react to the
enemy but must go through a process of
implementing a new plan and this in-
cludes waiting, sometimes for many
tumns, for that order to reach the troops.
Overall, TCS is for those looking for
simulation value and who have the time
to invest in games that play over sev-
eral sessions.

Finally and higher up the scale
again is Panzer Grenadier from Ava-
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lanche Press. This is set at 200 metres
per hex and all units are platoons. It
fills the void left by the long out of
print Panzer Leader and PanzerBlitz
games. The modules are largely self
contained and so far, have been pub-
lished at a fair old pace, with each sup-
plying a very generous number of sce-
narios. The Bulge is the next scheduled
release and will introduce the later
weaponry of the war. Graphically, this
is probably the best of the four contend-
ing systems, all counters are large (as is
their print) and all hexes are over large,
a blessing for older eyes. A 2™ edition
of the rules quickly followed the first,
clearing up ambiguities and so the sys-
tem has quickly settled into a stable
format.

My favourite part of the system is
the anti tank combat, it's a dream, very
slick and very simple. The part that I
am not keen on is that units (especially
infantry) YoYo back and forth between
various states of morale with consider-
able regularity. Overall, the scenarios
give a slice of action that reflects a 6
hour battle or firefight and the result
feels right. The maps only show main
features such as hills, towns and rivers
and so the player is in the seat of the
battalion/regimental commander who is
only really interested in these main
geographical objectives and is not dis-
tracted by such things as hedges/walls
etc. The game does take advantage of
the trend towards impulses in which
units activate and then choose an ac-
tion, this not only gives a good interac-
tive game but also helps solitaire play
as well.

The game will most appeal to those
looking for a single session game that
will give a reasonably accurate result
with rules that are easier to commit to
memory and that has user friendly com-
ponents.

As to the future, things don't look
set to change much. The only new
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product on the horizon is PanzerBlitz
11, this is in development with MMP
but may not be ready for some time.
MMP also own the ASL and TCS lines,
so their future is secure, though the
timetable for releases may be slower
than some people care for.

The Panzer Grenadier modules
look like they could average out at two
releases per year, while Combat! from
Critical Hit promise a regular supply of
big name titles once V5 (i.e. Arnhem)
hits the press. Playability is becoming
increasingly important to wargamers in
general, so perhaps more of the excel-
lent Retro type products (from Minden
Games) will start to appear and this
may even be encouraged by the pub-
lishing houses themselves.

Considering the size of the hobby
there is a lot to choose from for the
tactical gamer. The choice becomes
even larger when looking outside the.
1939 — 1945 era, with an increasing
interest evident in Korean, Vietnam and
the Spanish Civil War actions — it just
gets better. P

continued from page 16

Over the weeks that I played the game
and wrote the replay I also read Black
May by Michael Gannon. This history
of the events in the critical month of
May 1943 gives an excellent
explanation of the technological
struggles (as modeled with the ATA)
and the inner workings of the U-
Bootwaffe (as modeled by the player’s
decisions). I'd recommend reading this
book the next time that you play BotA
to gain a deeper understanding of this
crucial episode of the Second World
War. P




lflﬂ”lf]”[ I” ,”[ [Alf’ Variant
—;, By Pieter de Wilde ‘

This variant to the Sacrifice in the
East game found in issue #7 provides
some historical corrections and modifi-
cations to the original orders of battle
and map.

General comments: Obviously,
changing the orders of battle will
change a game to a certain degree,
however care has been taken to stay as
close to the original as possible while
introducing more historical accuracy. In
the original OB the total Soviet to Ger-
man initial attack strength ratio is 1.42
to 1, in the variant nearly 1.40 to 1. The
German unit strengths correspond to
the number and type of divisions subor-
dinated to each individual corps at that
time, the Soviet unit strengths are ex-
trapolated from the game OB. The
game OB includes 57 one-step and 8
two-step units, the variant OB includes
61 one-step and 7 two-step units (not
including optional variant play-balance

units).

German order of battle
Unit Factors Original  Variant

set-up set-up

28. 326" 7ortum4 8orturn4
40.Pz. 5-3-6 19 20
9. 3-24 20 21
26. 4-5-4 20 21
39.Pz. 4-3-5 33 34
6. 34-5 44 45
K. 4-3-7 44 58
GD.Pz. 7-5-7 56 57
HG.Fj.Pz. 74-7 56 57
27. 344 57 69
55. 224 57 69
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41.Pz. 5-4-5 68 81

23. 344 81 93

20. 344 81 93
46.Pz. 4-3-5 Warsaw  Warsaw
4.88.Pz. 7-5-7 91 104

8. 324 104 117
56.Pz. 4-3-5 116 130
42. 344 129 141
24.Pz. 5-3-6 128 140
48.Pz. 4-3-5 140 153
59.  2-34 153 165
11.88. 3-54 165 178
11, 2-34 177 190
49.Gb. 4-5-5 189 190
‘M 1-2-0 Konigsberg Konigsberg
‘M” 120 Danzig Danzig
‘M’ 1-2-0 Warsaw  Warsaw
‘M*  1-2-0  Breslau  Breslan
‘M 1290 Berlin Berlin
Voo 1-12 Berlin Berlin
10.88. 2-14 turn 2 turn 2
18.Gb. 2-3-5 turn 4 tum 4
101, 3-3-3 turn 4 turn 4
32, 243 turn 6 tum 6
1.8S.Pz. 6-5-7 Bulge Bulge
2.8S.Pz. 6-5-7 Bulge Bulge
47.Pz. 5-6-5 Bulge Bulge
58.Pz. 6-5-6 Bulge Bulge
66. 4-64 Bulge Bulge

3.8S.Pz 5-5-5 Courland/4 Courland/4
43, 1-2-4 Courland/8 Courland/8

Fj.= paratroop, Gb.= mountain, GD =
‘Gross Deutschland’, HG = ‘Hermann
Goering’, K = cavalry M = miscellane-
ous, Pz. = Panzer, V = Volkssturm. All
German units are corps.

The number of German units and
the “distribution’ of unit values have
remained the same, except the ‘M’



units have an MA of 0 (see rule X). For
the five Bulge units see rule X¥V.A. For
the two Courland units see rule XV.B.,
or allow them to enter (historically) on
tums 4 and 8 respectively. The 40.Pz.
corps is given relatively high values
because it was put in command of the
two reserve Pz. divisions of 9th army,
south of Warsaw.

Reinforcements: allow the 3.88.Pz.,
18.Gb., 28. and 43. corps to appear in
either Konigsberg, Danzig or Stettin;
the 10S8., 32. and 101. corps may ap-
pear in any German controlled city hex.

Soviet order of battle

Unit Factors  Original Variant

set-up  set-up
1.Blt. 8-15-3/3-6-3 9 10
11.G. 7-74 22 23
3.Br. 8-15-3/3-6-3 34 35
2.G. 774 45 46
2.Br. 8-15-3/3-6-3 69 70
5.6.Tk.6-4-5 70 71
2.8h. 7-74 82 82
3.8h. 7-74 83 95
1.G.Tk.6-4-5 83 95
1.Br. 8-15-3/3-6-3 93 106
2.G.Tk.6-4-5 94 107
1.Pol. 3-34 105 118
5.8h. 7-74 105 118
8G. 7-74 117 131
1.Uk 8-15-3/3-6-3 141 154
3G. 7-74 142 155
5G. 7-74 154 166
3.G.Tk.6-4-5 155 167
4.Tk. 6-4-5 155 167
4Uk. 8-15-3/3-6-3 178 179
1.G. 7-74 190 191
16.Air. see rule X7
2Pol. 3-34 turn 7 tam 7
6.G.Tk.6-4-5 turn 7 turn 7
2.0k 8-15-3/3-6-3 tumn8 tum 8
18.Air. See rule X71.6

BIlt. = Baltic, Br. = Belorussian, G. =
Guard, Pol. = Polish, Sh. = Shock, Tk.
= Tank, Uk. = Ukrainian.

All Soviet (including Air) and Pol-
ish units are armies, except for the
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seven “8-15-3’ fronts. Unit-type factors
remain the same, except the Guard (and
Shock) armies are given a movement
factor of ‘4’, as they were more mobile
than fronts. Placing the 1.Uk. front west
of the Vistula is not an oversight, the
Soviets had deployed the better part of
nine armies in the Sandomierz bridge-
head.

Reinforcements: allow the 2.Pol.
army to appear adjacent to any liber-
ated Polish city hex (Danzig, Poznan,
Warsaw, Lodz, Krakow). The 6.G.Tk.
army and the 2.Uk. front may appear on
any non-enemy occupied hex on the
south edge of the map. Note that the
Soviet airborne corps has not been in-
cluded. Players may opt to include it,
but might want to reduce the defence
factor as airbome units had fewer
heavy weapons.

Play-balance
Players can decide to use one or
more of the following play-balance
options:

Pro-Soviet:

e remove the 4.88.Pz. corps
(ordered to Hungary on 25 De-
cember 1944),

e add one or more Soviet Air ar-
mies, 1., 2., 4. and 8. to the initial
Soviet forces.

Pro-German:

e add two Flak corps (0-3-2): 1. and
2. [free set-up with any friendly -
unit(s), except 28. corps};

e add 5. corps (2-3-3) and the 5.SS.
Gb. corps (3-44) [any German
controlled city hex] both of which
appear turn 3; add 17. corps (5-3-
5) and 57.Pz. corps (4-3-5) [any
non-enemy occupied hex, west of
hex 187 on the south edge of the
map] both of which appear turn 4;

e add Wenck’s 12th army: two Pan-
zer corps (4-2-4) and two infantry
corps (2-3-3) which arrive turn 8
on the Western map-edge (actually




41. and 48.Pz., 20. and 39. corps;
since three of these units are part
of the original OB treat these units
as ‘hybrid’ potential reinforce-
ments).

Map

The following changes can be made
to the map, using a transparent overlay
for instance. The hex numbers are the
same as on the original map, only in-
clude the terrain features as listed be-
low.

Cities: Konigsberg hex 32, Danzig
hex 41, Stettin hex 60 (unchanged),
Berlin hex 97, Poznan hex 100, War-
saw hex 105, Lodz hex 127, Lublin hex
143, Breslau hex 148, Prague hex 169,
Silesian industrial region hex 174, Kra-
kow hex 176.

Coastline: (in hexsides, north is
top) west and south-west of hex 8; west
of hex 20; north-west and west of hex
32; north-west and west of hex 43;
north-west hex 55; north-east hex 54;
east and north hex 41; north hex 40;
north and west hex 39; north-west hex
51; north-east, north-west and west hex
50; north-west of hex 61; north-east
hex 60.

Rivers. Niemen: along hex-sides
between hexes 32/20, 33/20&21,

34/21&22, 35/22&23;
54/55&66&65; Vistula:

Nogat:
41/54,
53/54&65, 64165, 77/65&78, 89/78,

90/78&79&91, 103/91, 104/91&92,
105/92&93&106, 117/106&118,
130/118&131&142,
141/142,154/142&155&166&165,
53/165, 164/165&177,
176/177&188&87, Bug: 106/93&94,
107/94&95; Oder: 60/61&73, (72)/73,
84/73&85, 97/85&98, 109/98&110,
122/110&123,134/123,135/123&124&
136, 48/136&149, 160/149&161,
173/161&174; Warthe: 98/85&86,
99/86&87, 100/87&88&101; Neisse:
109/122, 121/122, 133/122&134;
Elbe:156/145&157,69/(168)
&156&157&170,170/181&182.

Rough: hex 58 [Masurian lakes},
hex 64, hex 109, hexes 156-158, hexes
170-173, hexes 182-190.

Note: the Silesian industrial region
functions as a city hex in game terms,
i.e. as an objective and terrain modifier
(Lublin had already been liberated). P

SENTRY
BOX

Canadd's Largest Adventure Gaming
and Science Fiction & Fantasy Book Store

Huge Selection of Wargames!
1835 10th Avenue S.W. www.sentrybox.com
Calgary, AB T3C0K2 sentrybox@sentrybox.com
Canada (403) 245-2121

23



BATTLE FOR BATAAN
* ST @

Introduction

BATTLE FOR BATAAN is a two-player simulation of the battle for the Bataan
Peninsula and Corregidor in the Philippines at the start of World War Two in the
Pacific. The United States Army Forces in the Far East knew that they could never
hope to hold all of the Philippine Islands if the Japanese landed in strength. In the
event of war with Japan, the US Army and Philippine Army forces intended to
withdraw to the Bataan Peninsula and dig in. Their commander, General Douglas
MacArthur, hoped that they could hold out for up to six months until the battle-
ships of the US Navy’s Pacific Fleet could come to their rescue. Meanwhile, the
guns of Corregidor would block Manila Harbor, the most valuable port in the Phil-
ippines. Unfortunately, the Japanese attack at Pear]l Harbor reduced this plan to a
shambles and the US Army in the Philippines had no other choice other than to
hold out against incredible odds, without any hope of rescue. A Japanese victory
in this game is inevitable; victory is gauged on how well players can subdue the
Americans or how well the Jong the Americans can hold out, thus tying down
Japanese forces needed elsewhere.

After reading the rules and assembling the counters, players should decide on

which scenario will be played (rule XIII), bid for sides (rule X), and then set up
their pieces as per the scenario’s instructions. The game is then ready to begin.

I GAME COMPONENTS

BATTLE FOR BATAAN includes rules, a map, and approximately 100 counters.
The counters will have to be mounted and cut out before play. You will also need
a six-sided die.

The counters represent the actual US, Filipino, and Japanese units that took part
in this battle. 'US units are green, Filipino units are blue, and Japanese units are
red. The diagram below describes the information on the counters.

Unit Size

1

N Bs1— unitp

Unit Type
N

Attack Stren —12-3-6+
€ ength “ ~ Movement Allowance

Defense Strength/Range Allowance

Unit Type: Color coded to show what kind of unit the counter represents. Infantry
are yellow, Artillery are white, Tanks are blue, Cavalry is Green. Orange repre-
sents several different kinds of unit: Anti-Aircraft (“A”), Engineer (sideways “E”)
units, and PT Boats (“PT”), and Miscellaneous formations (blank). Air units are so
marked.

Attack Strength: Measure’s the unit’s ability to attack in battle; higher numbers
are stronger.

Defense Strength: Measure’s the unit’s ability to defend in battle; higher numbers
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are stronger.

Movement Allowance: Determines how far a unit may move. .
Range Allowance: An underlined Defense Strength indicates how far (in hexes)
an artillery unit may project its attack strength.

Unit Size: I indicates a regiment; II indicates a battalion. Unmarked units are
specialized units or ad hoc formations.

Unit ID Number: This is for counter identification only.

. MAP
The map is divided into hexagons (called hexes) which define the unit’s posi-

tions like squares on a chess board. The map also shows important terrain like
Jungle (e.g. hex 93), Mountains (hex 58), Rough (216), Towns (181), Clear (17),
and Roads (139). The predominant terrain type applies; each hex will be a single
terrain type. Note, however, that Roads and Towns “coexist” with other terrain
types (e.g. Mauban—hex 119—is a Town and Road hex in Clear terrain). When
moving, units travel at the least expensive rate available. Example: A unit moving
Jrom Mauban (hex 119) through hexes 120, 121, 122, 123, 124, and ending in hex
125, will pay: one-half movement point for hex 120 (which is the Road rate), one-
half point for hex 121 (Road), two points for hex 122 (Jungle), two points for hex
123 (Jungle rate, since entered from a non-Road hexside), one-half for hex 124
(Road), and one-half for hex 125 (Road), for a total of six movement points. The
terrain effects chart more fully explains terrain effects.

. SEQUENCE OF PLAY

There are a variable number of turns in BATTLE FOR BATAAN, each of which
represents approximately two weeks of actual time. The game begins on the Jan. I,
1942 tum, and progresses through game turns Jan. II, Feb. I, Feb. II, Mar. I, Mar.
1, and so on. Each turn is divided into a Japanese player turn and a US player
turn. You may move the Game Turn marker through hexes 1-13 to keep track of
the game turn. The US player controls both the US and Filipino units. The Japa-
nese player controls the Japanese units.

Japanese Player Turn

1. Japanese Reinforcement Phase: The Japanese player brings units designated to
appear this turn on any hex or hexes in the top hexrow at the top of the map..

2. Japanese Amphibious Movement Phase: The Japanese player moves any units
conducting an amphibious landing per the amphibious movement rules.

3. Movement Phase: All Japanese units may move.

4. Japanese Combat Phase: The Japanese player allocates air strikes then con-
ducts combat.,

US Player Turn
US player repeats phases 3 & 4 (only) of the Japanese player tum. The US player
does not have air units in the historical scenario.

IV. ZONE OF CONTROL

Each unit has a zone of control (ZOC) which consists of the six hexes surround-
ing it, including hexes occupied by enemy units (exception: units in Jungle and
Mountain hexes do not exert a ZOC). Enemy zones of control have important
effects on combat and movement.

Movement: A unit entering an enemy ZOC must end its movement phase im-
mediately.
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Combat: Units are never required to attack adjacent enemy units. Units cannot
retreat into an enemy ZOC; if forced to do so they are eliminated immediately.

V. MOVEMENT

Units are moved in each player’s movement phase. Each player may move all,
some, or none of his units during his movement phase. Each unit has a movement
allowance composed of movement points. Units spend movement points for each
hex they move through. When a unit moves it spends one or more movement
points from its movement allowance for depending on the type of terrain in hexes
the unit is moving through. Movement is always voluntary. Units move one at a
time, from hex to hex, in any direction.

A unit may never enter a hex containing an enemy unit. Units may enter hexes
containing friendly units, but may not end the movement phase in violation of the
stacking limit. Units entering an enemy ZOC must end their movement for the
phase. If a unit does not have enough movement points remaining in its move-
ment allowance to enter the next hex, it may move no further in the current move-
ment phase.

VL. STACKING

US/Filipino: Up to two US/Filipino units may occupy a hex at the end of the
movement phase (exceptions: Engineer and Anti-Aircraft units do not count
against stacking limits; up to four US units may occupy each Corregidor hex). US
and Filipino units may stack together as desired. Example: A US 8-6-8, a US engi-
neer, a Filipino 2-5-6 unit, and two Anti-Aircraft units stack together in a hex.

Japanese: Three Japanese units may stack together (exception: Japanese
tanks do not count against stacking limits). Example: Three Japanese 9-9-8 and
five 2-2-8 tanks stack together in a hex.

Units which are stacked together may move together using the movement al-
lowance of the slowest unit. Stacked units must attack (or be attacked) as a single
unit, with the stacked units combining their attack (or defense) strengths into a
single attack (or defense) strength.

VII. COMBAT
In each combat phase units may attack adjacent enemy units. Combat is always
voluntary.

Procedure: First, the attacking player always announces all of his battles;
which enemy units he will attack, and which units he will attack with. A battle is
an attack on one enemy unit (or stack) by any or all of the attacking player’s units
which are adjacent to that unit. A single unit may attack (or be attacked) only once
per combat phase. Once battles have been designated they may not be changed.

Battles are resolved one at a time in any order that the attacking player desires
using the following procedure:

1. Total the attack strengths of all attacking units and add participating artillery
strengths for those participating artillery units which are within range.

2. Total the defense strengths of all defending umts. Modify the defense
strengths of the defending units according to the terrain in the hex that they are
currently occupying. See the terrain effects chart.

3. Divide the total combat strength of the attacking units by the total modified
defense strengths of the defending units, dropping all fractions, to get one of the
odds levels given on the combat results table. For example, a strength of 16 at-

26




tacking a strength of 4 is 4-1, while a strength of 15 attacking a strength of 4 is
only 3-1.

4. The attacking player declares if any of his Air units are being used as Air
Support in the attack. Each Air unit used for Air Support causes the attack to be
made at the next highest odds.

5. Roll one die and consult the combat results table; cross-index the number
rolled with the odds to determine a result, and apply the result immediately.

6. If the defending unit is no longer in the hex (eliminated or forced to retreat),
the attacking units may advance into the vacated hex.

7. Proceed to the next battle.

When all battles are resolved, the combat phase is over.
Attacks of less than 1-2 odds may not occur; attacks at more than 6-1 odds are
treated as 6-1.

Terrain Effects: The kind of terrain existing in the hex that the defending units
are currently located may effect combat. Likewise, units do not exert a ZOC into
an adjacent hex if they occupy a Jungle or Mountain hex. Refer to the terrain ef-
fects chart for the exact effects that terrain has on combat.

Combat Effects: Several different combat effects are possible on the combat
results table. These include:

AE = Attacker Eliminated; all attacking units are eliminated.

AR = Attacker Retreat; all attacking units are retreated one hex (exception:

units in a Fort hex are not retreated).

NE = No Effect

EX = Exchange; All defending units are eliminated, then a number of attacking

units whose attack strengths are equal to or greater than the defense
strengths of the eliminated units are eliminated. Attacking Artillery units
not adjacent to the defending units are not affected, and cannot be chosen
to satisfy Exchange requirements.

DR = Defender Retreat; all defending units are retreated one hex (exception:

units in a Fort hex are not retreated).

DE = Defender Eliminated; all defending units are eliminated.

R = Rout; all defending units retreated two hexes (exception: units in a Fort

hex are eliminated).

Artillery Attacking: Artillery units may project their strength over a number of
intervening hexes not to exceed their range factor. Artillery units add their attack
strength to that of friendly units which are attacking adjacent enemy units. Artil-
lery units may attack either independently or in support of other friendly units.

Artillery Defending: An Artillery unit (or units) in a hex under attack adds its
defense strength to the defense of the stack. Example: A Japanese 6-6-8 unit and
two 4-2-4 Artillery units that ave stacked together are being attacked by 18 allied

Sfactors; the odds are 18 to 10, or 1-1.

Retreats: For AR, DR, and R results, the winner decides where the losing
units are retreated. Stacked units must be retreated together to the same hex.

Units may not be retreated into enemy ZOC, into the sea, into a hex that ex-
ceed maximum stacking limits, or into a Mountain hex (unless that unit is allowed
to enter Mountain hexes). Units forced to do so are eliminated instead.

Vil. SUPPLY
This game uses different supply rules than those used in other games in order to
simulate the supply situation faced by the US Army on Bataan.
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Throughout the game the attack and defense strengths of the US and Filipino
Army units remain the same while the attack strengths of all Japanese units change
as the game progresses.

On turns 1-5 (Jan I through Mar I), the Japanese player uses the printed unit
attack strengths.

On turns 6-8 (Mar II through Apr II), pnnted attack strengths are doubled for
all Japanese units.

On turns 9 and after (May I onward), printed attack strengths are tripled for all
Japanese units.

Allied End of Game Supply: At the end of the game, any US or Filipino unit
that is north of the road stretching from hex 148 to hex 116 is eliminated if it can-
not trace a line of hexes free of enemy units/enemy ZOC/Mountain hexes to
Mariveles, which must be under allied control. So, if Mariveles is under Japanese
control, all units north of the said Road are automatically eliminated at the end of
the game.

Other than this, there are no penalties for “isolated” or “surrounded” units dur-

ing play.

IX. REINFORCEMENTS

Only the Japanese player receives reinforcements, and these always appear in
any hex or hexes along the north map edge (e.g. hexes 1-13). Specific reinforce-
ment schedules are given in the instructions for each scenario.

X. BIDDING FOR SIDES

Before the game, players must secretly bid on how many tumns the game will
last. Low bid plays the Japanese. The low bid determines the number of turns
there will be in the game. If bids are tied, flip a coin to decide who will play the
Japanese at the stated bid.

XI. VICTORY CONDITIONS

These victory conditions are not designed to represent a military victory be-
cause of the one-sided nature of the campaign, rather they are intended to measure
how well a player has used his forces during the game. The game ends when all
allied (US/Filipino) units have been eliminated, or the bidded number of game
turns have been played, whichever occurs first.

Japanese: The Japanese win if all allied units have been eliminated at the end
of the game.

US: The US player wins if one or more allied unit remains on Bataan at the
end of the game.

Draw: The game is drawn if there are no allied units on Bataan at the end of
the game, but there are one or more allied units on Corregidor at the end of the
game.

Notes: The historical result was that the Japanese won in nine tums. In game
terms, all allied units were eliminated from Bataan and Corregidor by the end of
turn 9 (May I). In game terms, eliminated units include formations destroyed and/
or surrendered. When determining victory, remember the Allied End of Game
Supply rule (see rule VIII).

X1. SPECIAL RULES
Artillery Units: Besides being able to attack adjacent hexes like other units,
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both sides have artillery units which may be used to attack non-adjacent enemy
units. These units may project their attack strength over a distance in hexes equal
to or less than the artillery unit’s range factor. Artillery units may attack in support
of friendly units, or they may attack independently. Range is always counted
from the hex adjacent to the firing unit. Artillery may fire into, but not “over”, a
Mountain hex. Artillery may fire “over” friendly or enemy units. Japanese Artil-
lery units have their attack rating double or tripled just like any other Japanese
unit, due to Supply (see rule VII).

When attacking in support of friendly units, the attacking player adds the attack
strengths of the participating artillery units in range to the attack strengths of the
attacking adjacent units.

When attacking independently, artillery units conduct combat against a single
enemy unit in range using the normal method.

When attacking non-adjacent enemy units, artillery units ignore AR and EX
results (though the EX result still applies to the defender),

If there is an enemy unit adjacent to an artillery unit, the artillery unit must al-
ways attack the adjacent enemy unit if it attacks anything at all that tumn..

Air Support: The Japanese player (and sometimes the US player, depending
on the scenario) has Air units to which attack non-adjacent units. Air units may
only be used in conjunction with friendly ground units. Each Air unit may be used
once per turn, and may “fly” any distance to participate in any attack desired. Par-
ticipation of air units in an attack causes the attack to be resolved at the next high-
est odds level. Thus an attack normally resolved at 1-1 odds would be resolved at
2-1 odds when an Air unit participates. Any number of Air units may be used
against a defending hex. Example: Four Air units are used to support an attack,
so the odds are shifted up by four. Had two US AA units been involved (see be-
low), the odds would have been shifted up by two.

US Anti-Aircraft Units: Each US anti-aircraft (AA) unit nullifies the effect of
one Japanese air support in the hex it occupies, together with all adjacent hexes.
Example: A Japanese 3-1 attack made on a US unit in hex 141 uses an Air unit to
raise the odds to 4-1, but since there is an AA unit in hex 153, the odds are re-
duced back to 3-1. Any number of AA may be used in a particular attack. Each
AA unit may nullify the effect of one Japanese air support in more than one battle,
if its placement so allows it. Example: The Japanese attack hex 138 at 2-1 odds,
and send in two Air units for support, raising the odds to 4-1. Hex 138 has one AA
unit in it, and one in hex 137, so two AA units available (one in the hex and one
adjacent), so both Air units are nullified, and the final odds are dropped back to 2-
1. Furthermore, the Japanese attack hex 136 during the same turn, using two Air
units to raise odds from 3-1- to 5-1. The AA unit in 137 is also used to help out in
this attack since it is adjacent to the battle hex, so one Air unit is nullified, bring-
ing the odds down to 4-1 for this battle. US AA units function just like regular
ground units when involved in regular ground combat, though they have attack and
defense strengths of zero.

Eliminating Air Units: In any Japanese attack involving a Japanese Air unit
(or units), there is a possibility that one of the Air units will be destroyed. Proce-
dure: If no US AA unit was in the attacked hex, there is no effect. If there was one
or more US AA in the attacked hex, roll one die after combat has been resolved. A
1-5 means no effect; a 6 means one Japanese Air unit is eliminated.

Fort: The US player has a Fort located on the island of Corregidor. All units
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occupying the Fort hex have their defense strengths doubled, and all attacks made
on forts have the odds that they are resolved at reduced by one; thus, a 3-1 attack
made on a Fort would be reduced to 2-1. Units occupying a fort ignore all DR
results, but results of R against a Fort mean all the defenders surrender (i.e. are
eliminated). ‘

Combined Arms: During the campaign both sides had limited numbers of
tanks available. Whenever an attack is made where both tanks and infantry are
used, the odds that the attack are resolved at are raised by one. In this way a 1-1
attack becomes a 2-1 attack when tanks are participating.

Japanese Amphibious Landing: During the campaign the Japanese made am-
phibious landings in order to outflank the US defenders. To make the landing, the
Japanese player may place any two infantry units in any unoccupied coastal hex on
the west side of the Bataan Peninsula during the Japanese Amphibious Movement
Phase. The Japanese player first announces his intention to land and then speci-
fies the location. The US player rolls a die for PT boat interception of the landing.
If the interception fails (see PT Boats, below), the Japanese player places his units
in the designated coastal hexes. If the interception succeeds, the unit is eliminated.
The landing units may move up to one-half their normal movement value the tum
that they land. Up to four landings may be attempted during the game, but only
one attempt per turn. (See also Invading Corregidor below.)

PT Boats: The US player has one 3-1-U PT boat unit that may be used to at-
tack any Japanese units adjacent to a sea hex. PT boats are used like an artillery
unit for this purpose. PT boats may also intercept Japanese amphibious landings
regardless of their location. PT boat interceptions are successful on a roll of 5-6;
toll once for each Japanese unit attempting to land. If an interception is successful,
the Japanese unit is eliminated. The “U” on the PT boat counter indicates an
unlimited movement allowance except that movement is confined to all sea hexes.
Place the PT boat counter on any sea hex adjacent to any US held coast hex. PT
boats may not be attacked by the Japanese. PT boats may, if desired, be used to
satisfy EX combat results. Example: The Japanese are attempting to land a 9-9-8
and a 6-6-8 unit behind US lines. Each unit must undergo an interception roll.
The 9-9-8 volls a 5 and is eliminated, while the 6-6-8 unit volls a 4, and success-
Sully lands (with four movement points left to use).

US Naval Transport: The US player may move two units per turn between
any hex of Corregidor and Mariveles during the movement phase.

US Miscellaneous Units: Miscellaneous units represent provisional units com-
posed of crews of sunken ships, air crews whose planes were destroyed on the
ground, and survivors of units destroyed before the withdrawal into Bataan. They
are treated like any other US land unit.

Mountain Movement: Japanese infantry units (only) may move through
Mountain hexes. No US or Filipino unit may ever move into a Mountain hex; if
forced to retreat into a Mountain hex they are eliminated. As a variation, consider
three US infantry regiments (of your choice) to be trained for mountain warfare
and allow these units (only) to enter Mountain hexes.

Invading Corregidor: The Japanese may invade Corregidor, but only if they
control Mariveles. If they do, they may invade Corregidor with up to two infantry
units per turn. Any infantry unit that starts the tum in any costal hex may be se-
lected to take part in the invasion. There are no interception rolls (e.g. the PT Boat
rule does not apply). Procedure: If invading a non-occupied Corregidor hex,
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place the units in the invasion hex automatically. If invading an occupied hex,
keep the attackers “offshore” and allow them to attack the invasion hex. In the
ensuing battle, invading units forced to retreat are eliminated. Invading units that
can’t “go ashore” because of a NE result (or 2 DR result versus a Fort) are placed
in the adjacent, non-occupied Corregidor hex (if available). If this hex is occupied
by allied units, the invaders are eliminated. Japanese units “ashore” from a previ-
ous turn may combined their strength with future invasion attacks. See also Fort
rules, above. Example: It is turn nine, and the Japanese invade the Fort hex on
Corregidor with two 9-9-8 units, with five Air units giving support. The US has an
8-6-5, two 2-5-6 units, two AA units, and a 4-6-0 unit inside the Fort. The hex next
to the Fort is empty. The two 9-9-8 units are tripled on attack since it is turn 9; the
defenders are doubled because of the Fort; and so the initial odds of the battle are
54 to 44, which rounds to 1-1. The Air units shift the odds up five, the AA units
shift it down two, and the Fort bonus shifts it down one, for final odds of 3-1. On
the subsequent combat roll, on a roll of 1-4, both attackers are placed in the land
hex next to the Fort, from which they can participate in an attack next turn; on a
roll of 5-6, the defenders are eliminated. Note that if the allies are still alive after
combat is resolved, make a die roll to see if a Japanese Air unit is eliminated due
to the presence of US AA. Also note that, on a combat DR result versus the Fort,
the 4-6-0 artillery unit is eliminated in the above example (see below).

US Coastal Artillery Unit: The US 4-6-0 coastal artillery unit represents very
heavy artillery units deployed in fixed fortifications originally intended for use
against Japanese naval units. This unit may not move and is eliminated if a DR
result occurs against them. Deploy the US coastal artillery unit in westernmost
hex of Corregidor in all scenarios

XII. SCENARIOS :

After determining the scenario to be played, and after bidding for sides has
been completed, set up occurs. In all scenarios, US/Filipino units set up first, and
the Japanese units set up second.

Scenario 1 - The Historical Campaign

This scenario simulated the historical campaign fought by Japanese forces
against US and Filipino Army units on the Bataan Peninsula.

US Initial Forces: (1) Anywhere in the US I Corps area: 10 x 2-5-6 infantry; 3
x 4-2-3 artillery; 1x AA unit. (2) Anywhere in the US I Corps area: 12 x 2-5-6
infantry; 3 x 4-2-3 artillery; 1 x AA unit; 1 x 8-6-8 infantry. (3) Anywhere in the
US Reserve area: 2 X 3-3-8 tank; 2 x 8-6-8 infantry; 1x 3-4-8 infantry; 1 x 2-4-7
cavalry; 1 x 4-3-4 artillery; 1xAA unit; 9% miscellaneous units; 1 x engineer
unit. (4) Corregidor: 1 x 4-6-0 coastal artillery unit, 1 x AA units, 1 x PT Boat unit

Japanese Initial Forces: Deployed anywhere north of the US 1 and II Corps
northern boundary lines, not adjacent to any US unit: 3 x 9-9-8 infantry; 5 x 2-2-8
tanks; 2 x 4-2-4 artillery; 1 x 4-3-4 artillery; 3 x air units.

Reinforcement Schedule: The US player does not receive reinforcements. The
Japanese player receives all reinforcements on the north map edge.

Tumn 2 (Jan I): 1 x 9-9-8 infantry

Turn 5 (Mar I): 3 x 9-9-8 infantry; 1 x 4-3-3 artillery; 3 x 4-2-4 artillery; 1 X
2-2-8 tank; 1 x air

Turn 6 (Mar I): Same as turn 5 (Mar I)

Turn 7 (Apr I): 2 x 9-9-8 infantry; 3 x 4-3-3 artillery; 2 x air units, 3 x 6-6-8
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infantry

Special Rule: During US/Filipino set up, all northern-most boundary hexes of
the I and II Corps areas must be occupied by, or adjacent to, a US/Filipino unit.
“Northern-most boundary hexes” are defined as hexes 120, 108-112, 99-100, 88,
74-77.

Scenario 2 - US Air Power

This scenario assumes that significant US air units in the Philippines survived
to fight against the Japanese. Use the US Air unit included in the game, which is
governed by all air rules normally governing Japanese air units. This scenario is
the same as scenario one in all other respects.

Scenarijo 3 - Better US Preparation

Historically the US made serious mistakes preparing for this campaign and
could have selected a better strategy for dealing with the Japanese invasion. Here,
MacArthur decided to withdraw into Bataan immediately upon invasion rather
than trying to stop the Japanese on the beaches. This scenario is identical to the
historical scenario except the Japanese double their attack strengths on tun 6 (as
usual), but never triple them. '

Scenario 4 - More Effective US Artillery

When Japanese forces advanced within range of the coastal artilery batteries
deployed on Corregidor, the US Army tried to use the coastal artillery in support of
land units on Bataan. Unfortunately, the armor piercing ammunition for these
guns was intended for use against warships and would not always detonate on con-
tact with the softer earth. This variant supposes that the US coastal artillery had an
adequate supply of high explosive ammunition.

In this variant, increase the range of the coastal artillery on Corregidor by to 8
and increase its attack strength to 6. The coastal artillery may now attack any en-
emy land unit in range as long as there is a US unit within two hexes of the target
hex.

Scenario 5 - The Best Possible Case

In this scenario the US does the very best it can with what it has. Combine sce-
narios 1,2, 3, and 4; let the US use an air unit, and allow the Japanese to only dou-
ble their attack strengths because of supply, and use the historical set up from sce-
nario one. All Japanese attacks are resolved at the next lowest odds on turns 1 and
2.

Scenario 6 - US Forward Defense

In this scenario the US prepares for a Japanese onslaught and tries to hold posi-
tions as far forward as possible. US forces are deployed on or within two hexes
south of a line of hexes running from hex 14 to hex 25. Each of these hexes should
be occupied by (or adjacent to) a US/Filipino unit. All Japanese attacks are re-
solved at the next lowest odds on turns 1 and 2. Deploy all US I and II Corps units
on their respective sides of the peninsula so as to preserve the original corps de-
ployments as closely as possible.

Scenario 7 - US Nightmare

In this scenario the US suffers a catastrophic defeat just before the retreat into
Bataan. US Army Air Corps units have been destroyed on the ground and US Asi-
atic Fleet units have been sunk in air attacks in Manila Bay. When Filipino Army
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units resisted the initial Japanese landings in Lingayen Gulf they suffered disas-
trous losses.

In this scenario, all US and Filipino units begin the game deployed inside the
reserve area and the Japanese forces begin the game deployed anywhere on the
northern boundary of the reserve area. Allow the Japanese to double their attack
strengths turns 2 and 3, and triple them on turns 4+. Whenever a Japanese unit
attacks a solely US occupied hex (i.e no Filipino units present), it must use the next
lowest odds. This is because all US land units could have been reinforced with the
survivors of ship’s crews. In addition, remove the US cavalry unit, and any four
Filipino 2-5-6 regiments from the initial set up.

Battle for Bataan Game Tables

COMBAT RESULTS TABLE
Odds
die 1-2 1-1 2-1 3-1 4-1 5-1 6-1+
1 AE AE AR NE NE DR R
2 AE AR NE NE DR R DE
3 AR NE EX DR R DE DE
4 NE EX DR DR DE DE DE
5 EX DR DR DE DE DE DE
6 DR DR DE DE DE DE DE
TERRAIN EFFECTS CHART
- Terrain Movement Points to Enter Effect on Combat
Clear 1 None
Road 172 As other terrain in hex
Jungle 2 Reduce odds one level
Sea Prohibited Prohibited
Rough 2 Defender doubled
Town 1 Defender doubled
Mountain 3 Defender doubled; No tank
or US units may enter
Fort 1 Defender doubled; reduce
odds one level; see also
Fort rules

Designer: James E. Meldrum
Final Development and Graphics: Gary Graber
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Escape of the Goeben

Naval Combat in the Mediterranean , 1914-1918

© 2002 Minden Games
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Rules of Play

Escape of the Goeben is an introductory, two-player game of naval tactics dur-
ing World War I. The players—representing the fleets of the allied and Central
Powers—face off in battle against each other in the Mediterranean. Players ma-
neuver and fire their fleets in an attempt to sink the enemy. With this game, play-
ers will be able to recreate most Mediterranean (and Black Sea) engagements that
occurred (or could reasonably have occurred) during the Great War. The game is
named after one of the most famous encounters of the war, when the Goeben and
ships of the British Royal Navy almost squared off against one another in 1914.

Escape of the Goeben is the second in the series of Great War naval campaign
games published in Panzerschreck. It is compatible with Jellicoe vs Scheer. You
do not, however, need Jellicoe vs Scheer to play Escape of the Goeben. When
combined with Jellicoe vs Scheer (which covers the North Sea theatre), players
will be able to recreate most actual or hypothetical World War I naval actions be-
tween all major combatants in the Mediterranean and North Sea. Ship ratings are
constant with those of Jellicoe vs Scheer, and so ships from either game may be
used to create scenarios of your own choosing,

Rule modifications from Jellicoe vs Scheer are indicated by *** in these rules.

1 COMPONENTS

A total of three sheets of ship counters (Allied ships on gray, Central Powers/
neutral ships on green) are provided. In addition, a sheet of markers and these
rules are included.

Each ship counter contains various ratings for movement and combat, as de-
scribed below.
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Ship Type: BB= dreadnought battleship; BC= battlecruiser; B= pre-dreadnought
battleship, CA= Armored Cruiser

Tonnage: The displacement of the ship, in tons. Certain ships have an “A” after
this number (representing ships with especially sturdy gun platforms, or better
than average gun performance), or a “Z” (representing ships with a less than
average rate of fire or gun performance). Ships with neither an “A” nor a “Z”
are considered average.

Nationality***: A two-letter code indicates the nationality of ships: Fr= French;
It= Italian; Ru= Russian; Au= Austro-Hungarian; Tu= Turkish; Sp= Spanish.
Unmarked ships are British (gray) or German (green).

Tire Factor: The combat effectiveness of each ship, via stern, broadside, and bow
guns. A ship’s fire factor may be modified due to range.

Main Guns: The ship’s main armaments, e.g. 12”x 8 means the ship has eight
twelve inch guns.

Year Launched: Year the ship was completed and launched.

Movement Rating: The maximum distance, in inches, the ship can move in a
tum. Each factor of the rating equals about three knots (e.g. a ship with
a movement rating of 8 has a speed of approximately 24 knots).

Armor Rating: The basic “defense” rating of the ship.

Scale: Seven game turns equal about one hour of actual time. One inch equals
1000 yards. Each movement point is one inch and represents a speed of about
three knots. Ship counters are drawn to a common scale so that their sizes are rela-
tive one to another. The battle marker is placed anywhere near the middle of the
table (or on the floor); it serves the purpose of establishing initial placement of the
opposing ships. All scenarios are assumed to take place during daylight hours.

1. SETTING UP

Determine which scenario you wish to play. It is suggested that you play the
Introductory scenario first (see page 41). Introductory Scenario Set Up: Place the
battle marker near the middle of the table (or floor). The line pointing to “1” indi-
cates North. Place the Central Powers (CP) ships in a line ahead formation (Prinz
Eugen, Tegetthoff, Veribus Unitis, and Szent Istvan), their lead ship being 18
inches (18,000 yards) to the South of the battle marker (e.g. the “5” position), and
the rest following in a straight line behind it, in any order. Next, place the allied
ships in a line ahead formation (Duilio, Andrea Doria, C. Di Cavour, and G. Ce-
sare), their lead ship being 18 inches (18,000 yards) to the Northwest of the battle
marker (e.g. the “8” position), and the rest following in a straight line behind it, in
any order. CP ships begin the game sailing due North at their maximum allowable
speed, in single file, and allied ships begin the game sailing Southeast at their
maximum allowable speed, in single file.

In the Introductory scenario, each fleet must remain in their original formation
until they are within Visibility range of each other.

All game rules apply to all scenarios, unless a modification is specifically
listed in a given scenario. :

In all scenarios, fleets begin the game moving a maximum speed in the direc-
tion indicated in the scenario during the first turn.

M. SEQUENCE OF PLAY
Each turn of the game (no matter what scenario is being played) follows this

35




sequence of play.

A. Fleet Command Control rolls

B. Central Powers (CP) movement

C. Allied movement

D. CP fire combat

E. Allied fire combat

F. Visibility roll

The game continues until one side is completely eliminated, or when the clos-
est enemy ships exceed current visibility range by 6,000 or more yards.

IV. FLEET COMMAND CONIROL : .

During this phase of each turn, each player rolls the die once for each separate .
squadron of ships he has in play, in any order desired. If a squadron rolls a 1-5, .
there is no effect. If a 6 is rolled, ali the ships in that squadron must move straight f
ahead at their current speed; no turns or changes of formation are allowed. Firing
may be done as usual, however. : :

Fleet Flagship Bonus: A scenario may designate a particular ship as being the
Fleet Flagship. The squadron containing the fleet’s flagship has a -1 applied to its
die roll each turn, e.g. it “passes” on a roll of 1-6. There are no Fleet Flagships
used in the Introductory scenario. If a Fleet Flagship is sunk during play, the
player may choose any other ship in the same squadron to assume the role of Fleet
Flagship, which retains the Bonus.

V. MOVEMENT

When it is your turn to move, you may move all of your ships up to their
movement rating.

Use a standard ruler when moving ships. Each inch costs one movement point.
There is no cost to turn. Example: A ship with a movement rating of 7 may move
up to 7 inches during movement. Inches and yards are used interchangeably in
these rules, e.g. 12 inches, 12,000 yards.

Turning: A ship may make a turn of up to 45 degrees for each movement
point. Example: A ship has moved all but its last two movement points. Forits
second to last movement point, it turns 45 degrees starboard, and then moves one
inch ahead after turning. For its last movement point, it turns an additional 45
degrees starboard, and then moves its last inch ahead. ’

Changing speed: The speed of a ship on any given turn is somewhat depend-
ant upon the speed it had during the previous turn. Specifically, a ship may not
increase or decrease its speed by more than four from turn to tum. Example: A
ship (movement rating of 8) moved 6 movement points last turn. This turn, the ship
may move at any speed from 2t0 8.

A ship may not turn without moving ahead. Reverse movement is not allowed.
Ship counters may “move over” other ship counters during movement as long as
no ship counters are stacked on one another at the close of a movement phase. A
ship may move less than one inch (if so desired) while expending its last move-
ment point of a turn.

V1. FLEET MOVEMENT

Ships do not operate separately, but in formation. A group of ships in forma-
tion is called a squadron. Each squadron is designated to be either in line or in col-
umn formation. When in line (or column) formation, the squadron may be in a
single line (or column) or multiple lines (or columns) parallel to each other. A
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squadron must consist of at least three ships; if combat reduces the number of
ships to less than three, it ceases to be a squadron (hence, no Fleet Command Con-
trol rolls are necessary), but the remaining ships must join another squadron as
soon as possible. Squadrons may be split up into more than one squadron, or
combined into one squadron during play.

Squadrons of ships begin the game in formation, and must move in formation
during play. When playing the game, observe these rules for fleet movement.

Line Ahead: Single file line of ships, with the first ship of the line called the
line’s flagship. Any number of ships may be in the line. When in line, the maxi-
mum speed of any ship in the line is that of the slowest ship in the line. If, due to
combat, a line becomes broken, remaining ships must re-form the line as soon as
they can. If combat results reduce a ship’s movement rating to less than one-half
its original rating, that ship may (if desired) drop out of the line and be moved in-
dependently. If a ship is dead in the water, other ships in line may pass over it.

Line Ahead Turn: The first ship in a line is the line’s flagship. When turning,
the flagship turns as desired, and all following ships do the same at the spot where
the flagship turned. Example: Three ships are in a line, with one-half inch spac-
ing between each ship. The flagship moves four movement points (4 inches) and
for its fifth movement point turns 45 degrees port and moves ahead another inch.
Its remaining movement points are spend moving ahead on this new heading. The
second ship in the line follows the flagship. It does not execute the turn immedi-
ately, but follows in the wake of the flagship, e.g. moves straight until it reaches
the spot where the flagship turned, at which time it also turns. The third ship fol-
Iows suit. Players may simply, if they wish, move the flagship, and then move
trailing ships behind the flagship, being careful that the original spacing is repli-
cated.

All Ahead Turn: This is different from a Line Ahead Turn in that all ships in
the line simultaneously tum up to 90 degrees, and continue moving abreast.

Abreast Ahead: The column of ships move ahead, keeping abreast formation.

Abreast to Line Turn: Lines that have executed an All Ahead Turn may, in a
later turn, revert back to Line Ahead by making an Abreast to Line Turn. The only
requirement is that the flagship must be at the front of the line after the maneuver
is completed.

Turn Away Turn: German ships in a line may execute an All Ahead Turn,
turning 180 degrees. The German flagship will now be the last ship in line after
this turn. British ships may not use this maneuver.

VI FIRE COMBAT

If opposing ships are within firing range of each other, and the current Visibil-
ity is great enough, fire combat may occur.

Ships may not fire over friendly ships. Ships may fire over enemy ships
against an enemy target ship.

Firing is considered simultaneous, so that any damage done by German fire
during a turn does not take effect until after British fire is resolved. More than one
attacking ship may “gang up” on a defending ship. A firing ship must shoot at a
single target; it cannot “split up” its fire between more than one target. All firing
for the turn must, however, be announced before rolling any of the attacks. Re-
move any ships sunk after both sides have resolved combat.

Firing Range: All BB, BC, and B in the game have a maximum firing range
of 20,000 yards. All CA in the game have a maximum range of 16,000 yards. At
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night, all ships have a maximum range of 8,000 yards.

Fire Combat Resolution: Calculate the fire factor of the attack, and compare it
to the Armor rating of the defender. Reduce to lowest terms by dividing the at-
tacker’s fire factor by the defender’s Armor factor, and round off in favor of the
defender. Odds greater than 4-1 are treated as 4-1; odds less than 1-2 have no
effect. Roll one die on the Fire Combat Table, and implement results.

Modifying Fire Factors: Depending upon the range to the target, a ship’s fire
factor may be modified as follows (rounded up;, firing at night is not affected):

Below 8,000 yards: double fire factor
8,000 to 16,000 yards: normal fire factor
16,000 to 20,000 yards: one-haif fire factor

Plunging Fire***: If a majority of fire factors in an attack are firing at over
one-half maximum range, plunging fire may occur. Example: For BB, BC, and B,
this means firing at over 10,000 yards up to their maximum 20,000 yard range.
For CA, their maximum range is 16,000 yards, so it would kick in at over 8,000
yards for them. If plunging fire may occur (e.g. the stipulation for it is met), an
additional toll will be made on all “p” results occurring on the Fire Combat Table.
If the stipulation for plunging fire is not met, then “p” results are ignored.

Facing: Use a ship’s broadside fire factor unless the target is not within the
broadside area of the firer. Use bow or stem fire factor as appropriate if outside
the broadside area of the firer. A “broadside template” is provided. Most of the
time, though, facing will be obvious. *

FIRE COMBAT TABLE

Roll/Odds 12 1-1 2-1 3-1 4-1+
1 — — _ — —
2 _* * _*® = _*
3 —p —P —Pp —p CH
4 — — CH 1-4 CH Sunk

5-6 Sunk
5 — CH Sunk Sunk Sunk
6 CH Sunk Sunk Sunk Sunk
7 14 CH CH CH CH - CH
5-6 Sunk

If firing at same target with exactly the same attacker(s) as last turn: +1 to roll

— = no effect
—*= po effect; each firing ship must immediately make a Gun Performance roll
—p = no effect; roll on the Plunging Fire Table if the possibility of plunging fire
exists.
CH = Critical Hit; roll on Critical Hit Table
Sunk = Sunk
1-4 CH/5-6 Sunk = roll again; 1-4 = CH result, 5-6 = Sunk resuit
Critical Hit Table

no effect 5 = FM
Sunk
™

won
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7
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Critical Hit Table Modifiers:

If at least half the attacking fire factors are at range 8,000 to 16,000 years = 2
If fire odds were 1-2 or 1-1 = -1

If fire odds were 4-1+ = +1

Critical Hit Table Key:

F = Fire control damage. Defender may not fire next turn. ***In addition, it loses
25% of its firepower rating (round to nearest whole number, rounding .5 up;
applicable to broadside, bow, and stemn fire ratings) for rest of the game.

M= Movement damage. Defender loses 3 off its current movement rating for
rest of the game.

FM = Fire control and Movement damage taken (apply both F and M results)

Sunk = defender sunk

Gun Performance Table
1-5 = no effect 6+ = Firing ship may not fire next turn

Modifiers:
Ships with Special Rating A = -1 toroll
Ships with Special Rating Z= +1 to roll

Plunging Fire Table***
If a “—p” result is rolled, and the stipulation for plunging fire is met, roll one die.
1-5 = no effect 6+ = CH (roll on Critical Hit Table,
ignoring any further modifiers)

Modifiers:
2-1 odds = +1 to plunging fire roll
3-1 odds = +2 to plunging fire roll

Fire Combat Example: Say the Goeben is firing a broadside against the Black
Prince, at a range of 13,000 yards. The odds are 12 to 4, or 3-1. Since a majority
of the fire factors (in this case, all of them) are at over one-half maximum range,
plunging fire is possible. If a 2 is rolled when resolving combat, the result would
be “no effect”, and the Goeben would have to make a Gun Performance roll. A
roll of 5-6 would sink the Black Prince. Let’s say a 3 was rolled. The result is “no
effect”, but a plunging fire roll must be made. Since the odds are 3-1, +2 is made
to this roll, meaning that a roll of 4 or higher will result in a Critical Hit. Let s
say a 5 was rolled for plunging fire. A Critical Hit roll is now made. Reading the
Critical Hit Table, we see that the —2 modifier (at least half of the attacking fire
factors are at range 8,000 to 16,000 yards) which normally applies is ignored
since this is a plunging fire critical hit. Let’s say a 4 is rolled. Fire control dam-
age is done to the Black Prince, which means it may not fire next turn, and its ©°2”
broadside rating is lowered by 25% to 1.5, which rounds back up to “2”.

VI VISIBILITY
The maximum range that ships can see each other is 36,000 yards. At the start

of the game, assume that visibility is 30,000 yards. Each turn, during the Visibility
phase, roll one die to see if Visibility changes. Players should keep track of what
the current visibility is.
Visibility Table
1 = increase visibility by 4,000 yards
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2 = increase visibility by 2,000 yards
3 = no change to present visibility

4 = no change to present visibility

5 = decrease visibility by 2,000 yards
6 =

decrease visibility by 4,000 yards

Visibility may not exceed 36,000, nor drop to lower than 2,000 yards. Excess
change (in case limits are reached) is ignored.

IX. VICTORY CONDITIONS

The game continues until one side has all its ships sunk, or the closest enemy
ships are 6,000 or more yards beyond the current visibility range.

There are two ways to determine victory. Players should decide before play
which way they will be using.

(1) The side that sinks the most enemy tonnage wins the game. However, if
tonnage sunk by each side is within 30% of each other, the game is Drawn.

(2) The side with the most victory points wins the game. If each side ends up
with the same number of victory points, the game is Drawn. For victory condition
calculations, each BB and BC sunk is considered “one victory point”, and each B
and CA sunk is considered “one-half victory point”. Example: The CP sink three
BB, one BC, and three AC, so have 5 1/2 victory points.

If no ships are sunk, and fire combat between ships has not taken place
during the game, the allies win. If no ships are sunk, but fire combat has taken
place during the game, the CP win.

Victory conditions and game length may be modified in specific scenarios, as
listed in that scenario.

X. OPTIONAL RULES

Players may use any of these optional rules as they wish.

NIGHT ENGAGEMENTS: If an engagement occurs at night, the maximum
visibility and firing range is 8,000 yards. Non-German ships firing at night calcu-
late fire combat odds as usual, and then shift one column to the left, e.g. a 3-1 at-
tack is rolled as 2-1. In addition, fire factors are not modified due to range when
firing at night. '

TORPEDOES***: All may fire torpedoes. They may be launched, once per
ship per game, if its target is 5,000 yards or closer. Ships may use fire combat and
launch torpedoes in same turn; torpedoes are launched after fire combat of both
sides have been resolved. Resolution: Roll one die. If die roll times 1,000 is
equal or greater than the range torpedoes were launched, a Torpedo Hit occurs.
Otherwise there is no effect. If a Torpedo Hit occurs, roll again: 1-2 = no effect;
3-5 = M damage; 6 = sunk.

DEAD IN THE WATER: If a ship’s movement rating is reduced to zero via
M Critical Hit/Torpedo results, it is considered to be dead in the water, and un-
able to move the rest of the game. Ships dead in the water count as being sunk for
victory purposes.

BIDDING FOR SIDES: Players may bid to see who plays the alligd side.
Players secretly write down the number of victory points (or tonnage) they will
grant to the CP side if they play the allied side. High bid plays the allies (if bids
are tied, dice to see who plays the allies at the stated bid). Negative bids are possi-
ble. Examples: Player A bids zero, and Player B bids one victory point. Player B
will play the allies, and Player A starts the game with one victory point. Or,
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Player C bids negative ten thousand tons, and Player D bids negative twenty thou-
sand tons, so Player C plays the allies and the allies start the game with ten thou-
sand tons to their credit.

VARIABLE VISIBILITY: Players may roll to determine initial visibility. A
1= initial visibility of 14,000 yards, 2= 18,000, 3= 22,000, 4= 26,000, 5= 30,000,
and 6= 34,000 yards. Visibility may change each turn in the usual manner.

DESIGN YOUR OWN SCENARIOS: The ships in this game represent the
main Mediterranean and Black Sea battleship fleets for France, Italy, Great Britain,
Russia (allies), Austria-Hungary, Germany, Turkey (CP), and Spain (neutral).
Players may design scenarios to recreate specific battles, or hypothetical clashes.

XI1. INTRODUCTORY SCENARIO
See page 35 for rules governing set up. Regular Victory Conditions apply (see
rule IX, page 40). No fleet flagship rule is used in this scenario.

X1. ESCAPE OF THE GOEBEN SCENARIO

Set Up: Goeben (CP) enters 18,000 yards northwest of the battle marker, head-
ing southeast. . Defense, Black Prince, Duke of Edinburgh, and Warrior (allies)
enter in single file, 18,000 yards north of the battle marker, heading south. Visi-
bility is 24,000 yards. Fleet Command Control rule is not used.

Victory Conditions: Game continues until one side is completely sunk, or all
opposing ships are 6,000 yards or more beyond current visibility. Allies win if
(1) the Goeben is sutk, or (2) the game ends because the Goeben escapes off the
North, South, or West edge (outside of British visibility), or (3) if the Goeben re-
ceives two or more M damage results. If (1) or (2) occurs, the ailies automatically
win. If (3) occurs, the allies win unless all four British ships are sunk, in which
case the CP wins. Otherwise, the CP wins.

XI0. GOEBEN VS BATTLECRUISERS SCENARIO

Set Up: Goeben (CP) enters 18,000 yards west of the battle marker, heading
east. Indomitable and Indefatigable (allies) enter 18,000 yards east of battle
marker, in single file, heading west. Fleet Command Control rule is not used.
Initial visibility is 30,000 yards.

Victory Conditions: Game continues until one side is completely sunk, or all
opposing ships are 6,000 yards or more beyond current visibility. If Goeben is
sunk, allies, win. If both British ships sunk, CP wins. Any other result (including
no battle occurring), means a draw.

XIV. BLACK SEA ACTION SCENARIO

Set Up: Goeben (flagship), Barbarossa, Turgut Reis, and Messudiyeh (CP)
enter 18,000 yards west of the battle marker, heading east. Imp. Aleksandr
(Nagship), Evstafi, Zlatoust, and Svobodu (allies) enter 18,000 yards northeast of
the battle marker, heading southwest. Both sides may enter in whatever fonmation
desired

Victory Conditions: Regular Victory Conditions apply.

XV. FREE FORM SCENARIO

In this scenario, all regular rules apply unless otherwise stated. You can use
one nationality per side, or all allied and all CP ships, as desired.

Ships Used: Invert all CP and allied ships. The allied player randomly selects
an agreed number of ships. Any number may be selected, as long as it is a multi-
ple of three. The CP player then randomly selects 2/31ds the number of ships the
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allied player has selected. Keep the identity of your ships hidden from your oppo-
nent. Example: The allies selected 21 ships, so the CP selects 14.

Fleet Flagships: No Fleet Flagships are used in this scenario.

Set Up: Each player randomly selects one chit. This will indicate what direc-
tion his ships are placed from the battle marker. The leading ship is placed 18,000
yards away from the battle marker, heading in the opposite direction, e.g. if enter-
ing from the North, ships must be heading South. All ships are placed inverted.
Players may look at their own ships during placement, and place their own ships in
formation as they desire.

Chit: 1 2 3 4 5 6
Entering allied direction: NE N N NwW W SwW
Entering CP direction: S S S SE SE E

Play: Players move their ships, only turning them right side up when in visi-
bility range of an opposing ship. Once revealed, a ship remains right side up the
rest of the game.

Game Length and Victory Conditions: Regular rules are used.

XVI. MULTI-NATIONAL SCENARIO

This scenario is the same as the Free Form scenario, except that players select
two nationalities to fight each other, and choose the same number (any agreed
number) of ships from among all that nationality’s available ships. Example:
Four Italian dreadnoughts go against four from Austria-Hungary. If players can-
not agree on fleet compositions, have one player select the composition for both
fleets, and the other player select which side he will play.

Designer’s Notes

Escape of the Goeben is compatible with Jellicoe vs Scheer. The main rule
change (Plunging Fire) may be incorporated in that game with little effort. Own-
ers of both of these games will be able to recreate most any major naval engage-
ment that occurred in the North Sea, the Mediterranean, and the Black Sea during
World War L. Though there were no large general actions between dreadnought
fleets in this theatre during World War I, this game will provide players the chance
to explore hypothetical situations.

The game’s title comes from one of the most famous naval incidents from all
of the Great War. The German battlecruiser Goeben (alone with a light cruiser as
escort) made its way across the Mediterranean in late 1914 to enter Turkish waters,
where it was incorporated into the Turkish fleet, helping to solidify the German-
Turkish alliance. The fact that it was able to elude the British navy was a cause of
humiliation for the British. In the most celebrated “battle”, four British CA of the
Ist Cruiser Squadron had an opportunity to attack the Goeben, but declined to do
50, as Rear Admiral Troubridge was under orders to avoid fighting a “superior
force”. Based on the ship ratings contained in this game, contact was, perhaps, not
an unwise thing to avoid. Perhaps the best the British could have hoped for was to
slow done the Goeben via Movement damage, so that the combined allied fleet
could have caught up to and dispatched her. This is reflected in the Escape of the
Goeben scenario victory conditions.

The second scenario involving the Goeben occurred a bit earlier, when she
directly steamed past two British battlecrusiers without fire being exchanged. The
reason? Coming twelve hours before Britain’s ultimatum to Germany expired, the
two nations were technically not at war. This scenario assumes a state of war ex-

continued on page 63
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Siege of Leningrad
Logistics Module |

A Panzerschreck World War 1l Mini-Sim Game

© 2002 Minden Games

Introduction

Siege of Leningrad is a solitaire module game. The game simulates the ex-
tended German siege of the city during World War II. The gamer, playing the
Russians, is in charge of trying to save the city from collapse. Can YOU survive
the siege? Play Siege of Leningrad and find out!

As with all Panzerschreck Mini-Sim games, the components of Siege of Lenin-
grad must be photocopied, mounted, and separated prior to play.

Siege of Leningrad is described as a “module game”, focusing on the logistics
of managing the siege. The game may be played in two ways. First, it can be
played as a stand alone game, as given. Optionally, it may be considered a module
and added to an existing game system. In this case, the siege would be simulated
in the game by the module instead of the supply/isolation rules of the host game.

This game was originally developed as Logistics Module I. It assumes a siege
of the city by German forces, without assuming an assault on Leningrad unless its
various indexes reach a critical level. When and if these levels are reached, the
city may surrender. The play of the game is, essentially, rolling dice on various
tables, and implementing the results. Strategy in the game resides in the play of
Activity markers, instead of battle strategy, as such. Deciding when and how to
play your AM is the extent to your interaction with the situation. The game is
“dice and table” heavy; it should, therefore, appeal most to those gamers interested
in (abstract) logistical detail of the siege. .

Each turn of the game represents three days of real time; ten tums represent
one month. The game begins in September, 1941. If the Leningrad has not fallen
by the end of 300 game turns (30 months), the Russians win the game.

I COMPONENTS

Besides these rules, the game uses an Index Display (which includes the vari-
ous indexes of the game), a city Status Track, and several game counters. You will
need to keep track of the number of turns played with a pencil and paper. Two
regular six-sided dice are also needed for play.

1. DEFINITIONS

How to Read Index Display Box Numbers: The numbers along the bottom of
the Index Display indicate the box numbers of those boxes of the four indexes
above. Examples: The Food Index has "x" in box 3, “xx” in box 6; the Morale
Index has “xx” in box 5; all Indexes have “xx” in box 15, etc. An Index is said to
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“have the value” of the box it currently occupies (e.g if the Morale Index is in box
9, the Morale Index value is 9). When a marker is moved to the right, it shiffs, or
drops (i.e. become worse). Markers may not move beyond box 15.

X Boxes: Certain boxes on the Index Display contain “X” or “xx”. Whenever
one of these boxes is entered during the game, you must immediately shift the
Status Track marker down that many boxes. Example: Box 6 is entered on the
Food Index; shift the Status Track marker down two (e.g. from C to E). If more
than one “X” or “xx” is entered during a turn, move the Status Track marker down
that many x’s. Example: During a turn, you get a result that sees the Morale In-
dex shift one (from 8 to 9), and the Defense Index shift one (from 10 to 11), so the
Status Track marker is moved three boxes down.

How to Read Status Track Boxes: Each box has its own ID. Certain boxes
(e.g. box H) have a “*”, meaning that upon entering this box, your Category auto-
matically drops one level (e.g. A becomes B, B becomes C, etc.) Undemeath the
ID is the box’s Surrender Number. This is the number that, if rolled during a Sur-
render check, means that Leningrad surrenders, and you lose the game (e.g. if
Status Track G is occupied and a Surrender roll occurs, you lose if you roll a “3”
with two dice (2,4-12 means no effect)).

Result Table Categories: Only one Category is in play at any one time. You
start the game with Category A in play. This means that you roll on the “A” col-
umn of the Main Table and the Roll Again Table. Category A stays in play until
sometime happens to drop you to Category B, which then remains in play until
something happens to drop you to Category C, and so on. Category A is best, and
E is worst. If Category E is already in play and you are told to drop a category,
keep Category E in play.

IIl. PREPARE FOR PLAY

Place a marker in the following boxes of the indexes and tracks. Food Index:
0; Defense Index: 0, Morale Index: 0, Health Index: box 0; Status Track: box A,
Weather Track: Mild box. Note: “Box 0™ is considered immediately next to box
1, off map. Markers in box 0 are kept off map until they move from box 0 to box
1, at which time they are placed in box 1. The game starts with Category A in play.

The player also takes six Activity Markers (AM) at the start of the game. The
player starts the game with zero Social Fabric Markers (SFM), Logistics Markers
(LM), and Crisis Management Markers (CM). Play is now ready to begin.

IV. SEQUENCE OF PLAY

Each turn of Siege of Leningrad consists of three simple phases: (1) Activity
phase, (2) Results phase, and (3) Turn Record phase. Each phase will be explained
below.

V. ACTIVITY PHASE

During this phase, the player may, if he wishes, play one or more of his Activ-
ity Markers (AM). AM may be played in any of the four ways noted below. A
played AM is discarded. Additional AM may be generated during the game, as per
table results. Once you have done everything you wish to do in this phase, you
move to the Results phase.

SOCIAL SERVICES: Play one AM, and immediately discard all Social Fabric
Markers (SFM) you currently hold.

CRISIS MANAGEMENT: Play one AM, and take three Crisis Management
(CM) markers. CM may be tumed in to help satisfy results coming from the Crisis
Table. .
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APPEAL TO MOSCOW: Play one AM, and roll a die on the following table.
no effect
shift the Result Category one to the left (if Category A in play, no effect)
shift two indexes one box to the left each
roll one die, and shift that many index boxes to the left (your choice of
which indexes to shift)
LOGISTICS SUPPORT: Play one AM, and take three Logistics Markers
(LM). During the Results phase, you may turn in a LM after any roll on the Main
or Roll Again tables, this entitles you to claim a “—” result for that turn. Example:
You have two LM. During a Main Table roll (Category C in play), youroll a 6,
then roll a 5 is on the Roll Again Table, giving a”2” result. You decide to play
one of your LM, and so the result is changed from a 2to a “—". Or, say you roll
a 2, already have two SFM and want to avoid a third, so play a LM to change the

result to “—" (and no SFM).

V1. RESULT PHASE

In the Result phase, the Main Result Table is rolled on. This table is the heart
of the game. The table consists of five Categories: A,B,C,D,andE. Only one
Category is in play at any one time. A Category remains in play until you are in-
structed to change it. At the start of the game, Category A is in play. During the
game, the category in play will deteriorate, from A, to B, to C, and so on.

Each turn, you roll once on the Main Result Table, on the category currently in
play. On certain results (Event, RA, War, and Special), you will immediately need
to roll on the appropriate table.

RESULT TABLE
Category: A B C D E
Roll: 1 Event Event Event Event Event
2 SF SF SF SF 1
MAIN 3 SF SF SF. SF —
TABLE
4 — —_— 1 1 1
5 o - — 1 1
6 RA RA RA RA RA
1 War War War War War
2 2W A% 2w 2w 2w
ROLL
AGAIN 3w — 2 — — 3
TABLE
4w 1 1 J— 2 —
5 1 1 2 —_ 2
6 Special Special ~ Special  Special  Special
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Siege of Leningrad Status Track

Bl |]C L |IDI[JE [ |F [_]
— 2 2 2 3
O* I NP IMI| |L L] X ||
6 5 5 5 4
R L4 S T 1U |1V [_]
7 7 7 2,7 37
Weather Key:—
D H*T"*=drop 1 Auto | |
harsh 3 category urrendel
surrender #

Key: Event =roll on Event Table SF = take one Social Fabric Marker (no further
effect otherwise), on ALL non-SF results, immediately discard all SFM you cur-
rently have ~ —=no effect 1,2,3 = adjust one index marker (your choice) that
many boxes to the right ~ RA = roll again on Roll Again Table ~War =roll on
War Table 2W = shift worst index marker two boxes to the right

Special = roll on Special Table 3w/4w = in addition to regular result, roll on
Weather Table

EVENT TABLE
1 roll on Supplies Delivered Table Event Table Modifiers (cumulative)
2 roll on Supplies Delivered Table Category B in play: +1
3 roll on Supplies Delivered Table Category C in play: +2
4 get one additional AM Category D or E in play: +3
5 roll on Crisis Table If Morale Index 14+: +2
6 discard one AM
7 discard one AM
8+ roll on Surrender Table

SUPPLIES DELIVERED TABLE

1-2  Food Delivery. Roll 1 die:  1-3= move Food Index one to the left
4-5= move Food Index two to the left
6 = move Food Index three to the left
3 Health Supplies. Roll 1 die:  1-4= move Health Index one to the left
5-6= move Health Index two to the left
4-5 Defense Bolstered. Roll 1 die: 1-3= move Defense Index one to the left
4-5= move Defense Index two to the left
6 = move Defense Index three to the left
6  Command Control. Roll 1 die: 1-4= gain one additional AM
5-6= gain two additional AM
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CRISIS TABLE

A. Roll one die: B. Roll one die for the affected index.

1= Food Index affected If this roll is lower than that index’s

2-3= Defense Index affected  current “X” rating, immediately shift the index

4-5= Morale Index affected  five boxes to the right. If you have any Crisis

6= Health Index affected Markers, you may turn one in, thereby reducing
the shift from five to four (or from five to three if
two CM are turned in, etc.). If the roll is higher
than the X rating, there is no effect.

X Rating: Note the number of “x’s” that the affected index has to its left. That
is, count how many “x’s” the marker has passed. This is the index’s current X
rating. Example: A 5 was rolled on the Event Table, necessitating a roll on the
Crisis Table. Roll A is a I, so the Food index is affected. The Food Index marker
currently occupies the 7 box. You will note that three “x’s” are to the left of box 7
(e.g. boxes 3 (x) and 6 (xx)). On roll B, therefore, a 1-2 will mean that the Food
index marker will be shifted five boxes to the right (e.g. moved from box 7 to box
12), while a 3-6 roll will mean no effect.

SURRENDER TABLE

A Surrender roll comes about on certain Event Table rolls. Note what square
the Status Track marker occupies. Note the number(s) in that square. Roll two
dice and total. If the roll is one of these numbers, the game is over, and Leningrad
is considered to have fallen. If a number is rolled that is not contained in the cur-
rent square, then no effect. Example: Marker is in square E means Leningrad
surrenders on a roll of 2, no effect on a roll of 3-12. Marker is in Square W, so
game is over on a roll of 4 or 7, with no effect on 2-3,5-6,8-12. Note, however,
that no Surrender rolls are taken unless the current Morale Index is 6 or higher (as
noted on the Index Display). If the current Morale Index value is 0-5 and a Surren-
der roll occurs, simply ignore it.

Siege of Leningrad Counters

Logistics Markers/ LM LM “ “E.E]l cM cM || CM

Crisis Markers LS gL :

Social Fabric SFM SFM SFM SFM SFM
Markers

Activity Markers AM AM AM AM AM AM

AM AM AM AM AM AM

Index and Track
Markers




WAR TABLE

When War result is rolled on the Roll Again Table, two things occur.

(1) Immediately shift one index marker (your choice) one box to the right.

(2) Roll two dice, and-add them together. If this total is lower than the current
Defense index, shift the Defense Index and the Morale Index two boxes (each) to
the right. If a 11-12 is rolled, a Soviet military victory has occurred; you may shift
six boxes to the left (e.g. one Index all six, or split up among Indexes as you wish).
If a X or “xx” box is entered or passed, shift back the Starus Track, as appropri-
ate. Example: You rolled a 6 on the Result Table, meaning you must roll again.
You roll a one on the Roll Again Table, so have a War result. First, immediately
shift one index marker of your choice one to the right. Next, roll two dice. Let's
say the Defense Index marker in currently in box 7. If this roll is 7 or more, there
is no effect. If the roll is 6 or less, then you must immediately shift the Defense
Index two to the right (e.g. from box 7 to box 9), and shift the Morale Index marker
two to the right as well. This is in addition to the one box shift resulting from the
(1) part of the War result. If this means you enter (or pass) a "x” or “xx” box, this
will entail the normal shift of the Status Track marker. Let’s say a 12 is rolled on
the Defense check roll; a Soviet military victory has occurred, and you choose to
shift the Food Index three to the left, the Morale Index one to the left, and the
Health Index two to the left. The Food Index passed a “xx” box, so the Status
Track marker is moved two to the left.

SPECIAL TABLE
When Special is rolled on the Roll Again Table, two things occur.
(1) Immediately shift the current best index (the index in the lowest box num-
ber) one box to the right (if more than one tied for best, your choice of them).
(2) Roll one die, and follow the results below.
12 Activity Marker Check. Roll one die. If this result is greater than the
number of AM you currently have, then shift the Category marker
one to the right (e.g. if Category D currently in play, then shift the
marker to Category E, making it the category in play). Ifroll isless
than or equal to the number of AM you have, then no effect.
34 Worst Index Check. Roll two dice, total them, and compare to the value of
the worst current index (index in highest box number). If dice roll is
lower than this index, shift the Category marker one to the right (e.g.
if Food is the worst index, and its marker is in box 9, then if you roll
2-8, the Category in play drops one (e.g. from B to C). If dice roll is
greater than or equal to this index, then no effect.
56  Additional Roll. Make an additional roll, and implement immediately.
1= from now on, it costs two AM to implement a Social Services
activity

2= from now on, a 5 roll on the Special Table is considered to be
atoll of 1-2 (e.g. an Activity Marker Check occurs)

3= from now on, it takes five SFM (instead of four) to drop a Category
in Mild Weather, and four SFM in Harsh Weather

4= if the situation in (3) above is in effect, it is nullified (e.g. it is back
to four SFM to drop a Category in Mild Weather, and three in
Harsh), otherwise no effect

5= from now on, if you fail a War check, Defense and Morale Indexes
are dropped four each (instead of two)

6= all the above variables revert back to their original, default effects
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WEATHER TABLE
When a 3 or a 4 is rolled on the Roll Again Table, you must roll to see if the
Weather changes. This is in addition to any other result. Roll one die, and consult
the table below. Adjust the Weather marker as needed. (Note: Same = same as last
tumn.)

l=mild 2=mild 3= mild 4=same S5=same 6+ =harsh
Modifier: +2 to roll if tum is in November through February

VIL. WEATHER

In game terms, weather is considered to be Mild or Harsh. Weather only has
one effect in the game: the number of SFM needed to trigger a drop in Category.
If the Weather is Mild, you drop one Category immediately upon receiving your
fourth SFM. If Harsh, you do so upon receiving your third SFM.

VII. SOCIAL FABRIC MARKERS

Normally, you will receive a SFM whenever youroll a2 or 3 (e.g. a “SF” re-
sult) on the Main Table. Whenever you roll any non-SF result on the Main T able
roll (ie. al, 4, 5, or 6), you immediately DISCARD all SFM you currently have.

This is a very important rule to note. It basically means that two-thirds of the
time you will end a tum with zero SFM, even if you started the turn with one or
more. Example: Category C is in play, and you roll a 3 (SF, no other effect, but
you get a SFM). Next turn you roll a 2 (SF, no other effect, but you get another
SFM). Next turn you roll a 6 (“Roll Again”), and roll on the Roll Again Table.
No matter what the result, you will discard all of your SFM since you did not roll a
2 or 3 (a SF result) on the Main Table.

IX. DETERIORIZATION

There are several ways that the situation in Leningrad can deteriorate: boxes
on the Index Display may drop, the marker on the Status Track may drop, or the
Category in play may drop. Note that “drop” means “shift to a worse position”.

Index Drops: Index boxes usually drop on account of Main Table (or subse-
quent) rolls. Note that when it says “your choice”, you may choose which Index is
affected. If it says “worst Index”, the worst Index is affected (if two or more tied
for lowest, your choice from among them).

Status Track Drop: This occurs when a “x” or “xx” box is entered or passed
on one of the four indexes (Food, Defense, Morale, Health).

Category Drop: The Category in play can be dropped in three main ways. (1)
Status Track Category Drop: When certain boxes on the Status Track are entered,
the Category is dropped by one (e.g. when box T is entered). (2) SFM Category
Drop: Whenever you have a certain number of SFM in your hand, the Category
will drop one level. If the Weather is Mild, you drop one Category upon receiving
your fourth SFM; if Harsh, the drop occurs upon receiving your third SFM. When
you drop a Category due to reaching your limit of SFM, you also discard all the
SFM you currently have. (3) Certain Special Table results may also drop 1t.

X. RESTORATION

Certain times you may move markers to the left instead of the right (¢.g. from
the Supplies Delivered Table). If a “xX” or “xx” box is entered or passed due to this
movement, then you will shift “up” the Status Track marker as appropriate.

XI. SPECIAL RESULTS
The Index Display contains a few special results. They are implemented as
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soon as the box associated with it is entered. Special results are noted below.

Surrender Rolls: No Surrender rolls (from the Event Table) are done until box
6 of the Morale Index is reached.

Reduction of Defense Factors: If you are using thls module with another
wargame, when box 7 of the Defense Index is reached, reduce the defense factors
of all units in the Leningrad pocket (if surrounded) by 10% (rounded up). When
box 12 is reached, reduce defense factors by 20% (rounded up). When box 15 is
reached, reduce by 35% (rounded up). These percentages are listed under the De-
Jfense Index.

X1. TURN RECORD PHASE
When you have finished rolling and implementing the results of a turn, mark
off one turn, and start a new tum. Repeat until the game is over.

X1I. OPTIONAL RULES

Integration With Other Wargames: Gamers may, if they wish, incorporate this
module with existing East Front wargames, instead of (or in addition to) its own
supply and isolation rules. Roughly, when Leningrad is surrounded in the
wargame, you can start playing the module. The number of module rolls per turn
depends on the time scale of the wargame being used (e.g. if the wargame uses a
two week per turn time scale, you would need to play five turns per one wargame
turn). Weather rules may be suspended, with the wargame’s rules used instead.
Gamers may, if they wish, modify the module’s rules to make it more compatible
with the wargame they are using. For instance, if Leningrad is completely sur-
rounded by German zones of control, you may wish to say “three SFM equals a
Category drop”, or four SFM are needed if the city is surrounded by ZOC except
for a single “lifeline” free of enemy ZOC. Or even two SFM if the city is sur-
rounded by actual German units (not merely ZOC). If Leningrad ever surrenders,
all defending units are removed from the board. Gamers are free to experiment
and modify the normal module rules as they see fit.

Variants: Start the game with more (or fewer) AM, or with LM and/or CM in
hand. Or, set a game length goal, and see if you can hold out that long.

Designer’s Notes

Siege of Leningrad is an abstract logistical module. It is not a glamorous
game, in that the player is put in the role of managing the siege from inside the
city, not as some army general trying to relieve it. That means that you have no
control over military matters. You must make do with what you have, the best you
can. See if you can survive the famous “900 Days”.

A bit of imagination will help when playing this garme. When, for instance, the
Food Index shifts into a “xx” box, you may take this as further evidence of starva-
tion among the general population, or the exhaustion of particular food reserves.
Or, SFM can be seen as a breakdown in civility, law and order, rioting, and so on.
The same may be done for each of the other indexes.

If you are to have a chance winning this game, you will need to manage your
Activity Markers well. Keep those SFM from accumulating (saving an AM for
when you are within one of dropping the Category in play). If the Category in
play deteriorates greatly, you will be hard pressed to survive. :

Some gamers may wish to integrate this module with existing wargames. It is
beyond this module’s scope to provide detailed rules to accomplish this, but gam-
ers may nevertheless enjoy contemplating and incorporating this kind of merger.

Designer: Gary Graber
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La Bataille de York, 1813 is a simple, solitaire game of maneuver covering the
Battle of York (later, Toronto) that was fought on April 27, 1813 during the War of
1812. The gamer plays the defending British forces, while the game system han-
dles the invading American forces. The Americans, with approximately 1,700
fighting men (along with over a dozen naval vessels and 85 canons) far outnum-
bered the approximately 700 defenders (elements of British regular regiments,
Ojibway/Mississauga Indians, and local militiamen).

In the actual battle, the British fought hard near the invasion site, gradually
falling back first to Fort York, then to York itself. The advancing Americans were
able to take York, but at a price. A tremendous explosion set off by retreating
units at Fort York caused heavy American casualties, including General Zebulon
Pike (of Pike’s Peak fame). Though the town was lost, the professional British
troops were able to retreat to Kingston to the northeast. Overall losses in the six-
hour engagement were 150 British, and 325 American. Taking the role of British
commander General Sir Roger Scheaffe, could you do as well or better?

La Bataille de York, 1813 is a Panzerschreck Mini-Sim, meaning the map and
counters must be photocopied and cut out before play.

1. COMPONENTS

La Bataille de York, 1813 consists of small map, a couple dozen counters, and
these rules. You will need two six-sided dice for play.

Map: The map represents the area where the battle occurred. Terrain types
are listed on the map.

Counters: British units have black squares on them. American units have
white squares. Units are rated “A” (best quality units), “B” (lesser quality units),
and “L” (individual leaders). Ships have no ratings.

Combat Rating (CR): All British “A™ and “B” fighting units have a CR of one
each. All American “A” and “B” fighting units have a CR of two each. All Lead-
ers have a CR of zero. All units have a Movement Rating of three.

Stacking: Any number of British units may occupy a hex. A maximum of
four American units may stack in the same hex (unlimited in a ship). Leader and
Explosion counters do not count against stacking limits.

. SET UP _
British: All nine British units are set up first. One unit (of your choice) must
be placed in Fort York. The others may be placed anywhere.
American: All American units start the game off map, onboard ship.

0. VICTORY CONDITIONS

The game lasts six turns. After six turns, victory is determined by totaling Fic-
tory Points (VP). The side with the most VP wins the game. If the game ends
with both sides having an equal number of VP, the Americans win.

Mini~-Sim Solitaive Gaume
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Victory Points: Each of the five York town hexes are worth one VP each.
Fort York is worth two VP (unless the Explosion counter occupies it, in which case
it is worth one VP). These are called VP hexes. In addition, each of the four “A”
British units are worth one VP each. ’

Hex VP: The side which occupies a VP hex at the end of the game gets that
hex’s VP. If a hex is unoccupied at the end of the game, neither side gets the VP.

Unit VP: Which side gets the VP for the four British “A” units depends on
those unit’s location at the end of the game: (1) If a British “A” unit occupies a
York hex or Fort York hex at the end of the game, the British gets that unit’s VP,
(2) If a British “A” unit does not occupy a York hex or Fort York hex, the British
get that unit’s VP unless an American “A” or “B” unit is adjacent to it or there is
an American “A” or “B” unit occupying a hex nearer the northeast (top) edge of
the map than the British unit in question. Example: The “E” hex on the map is in
the most northeastern row; Fort York occupies the seventh row; hex “C” occupies
the ninth row, etc. (3) British “A” units may exit off the top of the map; the British
gets the VP for such units. (4) If a British “A” unit has been eliminated, the -
American gets that unit’s VP.

The Americans won the actual battle by a final score of six to four. Example
of scoring: American units occupy the three most southern York hexes and Fort
York (which also contains an Explosion counter) . The British controls one of the
two other York hexes, and one York hex is unoccupied. Two of the British “A”
units have exited off the top (northeast) of the map, one has been eliminated, and
the other British “A” unit occupies the hex containing the word “York™. There is
an American unit in the “E”’ hexrow. The final score would therefore be Ameri-
cans six , British three.

IV. SEQUENCE OF PLAY

Each game tum is composed of these phases, completed in this order.

1. American Invasion is conducted.

2. American units are moved.

3. American combat is resolved.

4. British units are moved.

5. British combat is resolved.

After these five phases have been completed, one game turn is over, and the
next tumn is started. The game lasts six game turns.

V. AMERICAN INVASION

All American units start the game off map, on board the American ship
counter. The American fighting units will invade on turn one. The hex they will
invade depends on the following dice roll. Roll two dice, and the table below will
indicate what the invasion hex will be.

23=E 45=D 67=C 89=B 10=A 11-12=any York hex*

* any York hex not occupied by a British “A” or “B” unit, nor adjacent to a hex
occupied by a British “A” or “B” unit. (If more than one, determine randomly.) If
all York hexes are occupied or adjacent to British “A” or “B” units, no invasion
occurs on turn one, and turn one is over. On turn two, roll again, rerolling if a 2-
3,11-12 isrolled. The invasion hex in this case will therefore be hex A, B, C, or D.
Invasion Procedure: If the invasion hex is occupied by a British “A” or “B”
unit, roll one die for each such unit, simulating invasion bombardment. On a roll
of 1-4 (for “A” units) or 1-5 (for “B” units), the guns from the American ships
have forced the British unit to retreat one hex (your choice). A 5-6 (for “A” units)

53




' Lake Ontario
<
Q% _ )
a, G

Lo Bataille de York, 1813

. © 2002 Minden Games . _
Clear O For%t@ Swamp Toww @
Fm’t@ Outpo;t- InvasiovHex @

54




or 6 (for “B” units) means the British unit stays put. If the invasion hex (after
rolls) is unoccupied, the American fighting units “go ahore” (see below). If one or
more British units remains in the invasion hex, the Americans invasion will shift
one hex to the southwest (e.g. from hex C to hex B). Exceptions: If hex E is the
hex in question, the invasion shifis one hex to the southeast (e.g. to the hex immedi-
ately to the right of hex E); if hex A is the original, no invasion occurs on turn one
(and turn one is over), and on turn two another invasion roll is conducted as usual.
If the invasion is shifted, the original procedure is followed (e.g. roll bombardment
for each British “A” or “B” unit present), and shift if necessary. If and when an
invasion hex is unoccupied, the American fighting units “go ashore™.

Going Ashore: An invasion against an unoccupied (after invasion bombard-
ment) means the American fighting units go ashore. Procedure: Two American
“A”, one “B”, and one “L” are placed in the invasion hex. The remaining two
American “A”, one “B”, and one “L” (determine randomly) are placed in the first
unoccupied hex available to the southwest of the invasion hex (e.g. if hex Cis in-
vaded, and hex B is British occupied, they are placed in hex A). If hex A, hex E,
or a York hex is the invasion hex, only that hex is invaded; the other two “A”, one
“B”, and one “L” remain on the ship counter. These units will go ashore at the
original invasion (or adjacent invasion) hex, as soon as one of these are unoccu-
pied. After going ashore, the American units will move the remained of their
movement (e.g. up to two hexes). On turns after invasion they will more normally.

V1. MOVEMENT

Moving into an adjacent hex costs one movement point, no matter what the
terrain of the hex. All units have a movement rating of three.

American: American units will move their full movement rating toward York.
They must stop upon entering a hex containing a British unit. Opposing units may
occupy the same hex; combat will make one side or the other retreat. Move
Americans toward York as much as possible, going around British units when they
can. However, if Fort York is occupied by the British, the American must move
into this hex (if they can reach it and have a higher CR, otherwise they will bypass
it, too). ¥ American units occupy Fort York or any York hex, the next tum a “B”
unit (if none available, an “A” unit) remains in the hex to “hold” it for the Ameri-
cans, and the rest of the units keep moving toward York. If York is reached,
movement to the other York hexes is done during American movement. The idea
1s for the Americans to try and take Fort York and York. The gamer should play
the Americans as best he can (using these movement rules as a guide) for the most
satisfying gaming experience. Split American Units: American units start the
game stacked together. Through attacker retreat rolls or from “holding” VP hexes,
they may become split up. Otherwise, they may not voluntarily split up
(exception: see Last Turn, below). Once they are split up, they are not allowed to
recombine, but move independently. Last Turn: As much as possible, American
units must try and occupy VP hexes on the last turn. They may voluntarly split up
to do so. Note: All American movement eventualities have not been covered; use
the above rules and some gaming sense to determine American movement.

British: British units move where they wish, as their movement rating allows.
They must stop upon entering a hex containing an American unit. British units
may move off the map if they wish, but cannot reenter.

VII. COMBAT
Combat occurs if enemy units are in the same hex after a side’s movement

phase and the attacker (side moving) has more Combat Rating (CR) factors than
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the defenders. If the defender has the same or higher CR, no combat occurs, and
the attackers must retreat one hex. American “A” and “B” units have a CR of two
each; British “A” and “B” units have a CR of one each. “L” units have a CR of
zero. If combat occurs, each attacking “A” and “B” unit rolls once on the table
below. Units may roll in any order desired. Defending units do not roll.

1-3= no effect; 4-5=one defender retreats 2 hexes; 6+ = one defender eliminated

If “A” attacker = +1
If “B” defender(s) alone in hex (no “A” present) = +1
If Defender in Fort York hex or York hex = -1

Attacker Retreats: In addition, if a “natural” one is the combat roll, the at-
tacker who rolled it must retreat one hex . A “natural” one is when a one is rolled
on the combat roll, even if modified otherwise to another number. A “modified”
one result (e.g. 2-1=1) is not a “natural” one.

Ending Combat: After one round of combat rolls (one per attacking unit),
combat is over for the phase. After combat rolls, if any defending “A” or “B” unit
remains in the hex, all remaining attackers must retreat one hex (to the same hex).

Retreats: British units may retreat as desired, though not into an American
occupied hex or into the lake (they are eliminated if forced to do so). American
units must retreat toward its invasion area as much as possible (though not into a
British or American occupied hex, or the lake; they are eliminated if forced to do
s0). These guidelines apply to Attacker Retreat results as well as defender retreats
results. Note especially that Americans cannot retreat into any occupied hex.

Eliminations: If a 6+ is rolled, one defender is eliminated and removed from
the game. Elimination means the unit has ceased being an effective fighting unit.
“B” units must be selected for elimination before “A” units if both are present.

Combat Examples: (1) Two American “A” units and one "B” unit (plus a
Leader) move into Fort York, which is occupied by one British “A” unit and one
British “B” unit. Since the American has the CR advantage (6 to 2), combat oc-
curs, and the attacking Americans roll three combat rolls. One American “"A”
rolls first, and rolls a 1 (modified +1 for the “A” unit attacking, and -1 for attack-
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ing Fort York), so the roll has no effect, but since it is a natural one, that attacking
unit must retreat one hex . The American “B” rolls a 5, modified to 4, so one Brit-
ish unit must retreat two hexes. The British selects the “A” to do so. This leaves
the last American “A” attacking the British “B”. The roll is another 5, modified
to 6 (+1 “A” attacking, -1 vs Fort York, +1vs “B” defender without “A” in hex),
so the British “B” is eliminated. (2) Three British “A” units (total CR of 3) move
into a hex occupied by two American “B” units (total CR of 4). There is no com-
bat, since the British CR is not more than four, and the British units are retreated
one hex.

VHIL SPECIAL RULES

Explosion: 1f there is a British “A” or “B” unit in Fort York, it may ignite the
powder in Fort York after American movement, but before American combat is
resolved. Procedure: If you decide to ignite the powder, retreat all British units
in Fort York two hexes. Next, count up the number of American “A” and “B” units
currently in Fort York, and roll that many dice, adding them together. If the total
is six or higher, the explosion has caused significant confusion and destruction
among American troops, and the Explosion counter is placed in Fort York. In ad-
dition, if the dice total is nine or more, one American unit (randomly determined)
is eliminated. If the explosion roll is five or less, the explosion is not effective, and
the Explosion counter is not placed. Only one explosion roll is allowed per game.
If an American Leader is present in the hex, and the Explosion roll is nine or more,
roll one die to see if that Leader is eliminated (1-5= no effect, 6= eliminated).

Ships: Ships are used to conduct the American invasion. Otherwise, they play
no part in the game.

Leaders: Leaders must set up with and remain stacked with “A” or “B” units;
they cannot move on their own. They may retreat with friendly retreating units.
They are included for historical purposes only. Losing them does not generate VP.

IX. OPTIONAL RULES

British Guns: Consider the outpost hex on the peninsula to have British guns.
During the American Invasion phase of turn one (only), roll one die. On aroll of
six, the guns disrupt the American invasion; turn one is over, and the American
invasion is forced to start on tumn two. On a roll of 1-5, there is no effect.

Two-Player Game: You may play the game with two players, in which case
the American may disregard the game’s movement instructions. He must still roll
to see where he invades, however.

Variants: Players may agree before play to include options, introduce varia-
tions in play, or try variable victory conditions, as they wish.

Designer’s Notes

If you visit historic Fort York in Toronto, you will see a bilingual provincial
sign at the entrance reading “La Bataille de York™, which gives this little game its
name. The Battle of York (renamed Toronto in 1834) proved to be a British loss,
but it would have been a bigger defeat had the British troops not successfully with-
drawn to Kingston. The victorious Americans accepted the surrender of the town
by the York militia and occupied it for six days, destroying the Parliament build-
ings and laying waste to much of the town. As in the actual event, the heavily out-
numbered British must rely on maneuver and withdraw the best they can.

The area’s geography has changed much over the following two centuries.
The coast of Lake Ontario is now several hundred yards to the south, and the
swampy peninsula is now the Toronto Islands.

Designer: Gary Graber
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LETTERS from Lhe FRONT &) —

Hello,

I have been playing the Reichstag game and
have a question. On page 12 of issue #1 the
rules for barrage say that the range of results
is from 0 - 2, and on p.13 the reinforcement
number is given the range of 0-3. Inoticed
on one of the cards, a barrage number of 3
on the artillery mode side of the card. This
looks like an error. The card's numbers

and other information are

3-1 redstar 1-2

reinforcements...
3 10
Please let me know what the correct number
should be for this card.
Thanks,
Todd Hively

The card in question should read “2-1".

Hi Gary,

I’ve played with your first games of Panzer-
schreck and I've some suggestions about
"The Barbarossa Campaign':

(1) The Fortifications are quite useless: they
can cause one loss to attacker (with combat
chit blue) but the Panzers never will attack
major cities because they haven't any bonus;
better, I think, to require either two attacker
squares for one chit or one chit for Fortifica-
tion and one chit for defender unit.

(2) (clarification) The "Encirclement” step
occurs after counterattack and Russian Ini-
tiative Combat steps too.

Antonio Rossi

Thanks for the input. Readers can access
official errata for all past Panzerschreck
titles by visiting the Minden website.

Gary,

Thank you so much for your follow-
up— 1 did indeed receive my issue yester-
day. 1 appreciate the prompt turn around.

Let me say that this is the first issue I
have read, and I am struck dumb in awe and
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amazement. I had to re-check the date to
ensure this wasn't an old GENERAL or S&T
issue from the 1980's -- but indeed it's cur-
rent. Absolutely first rate from start to finish.
I can't wait to try out the games.

1 am also very pleased with your atten-
tion to the solitaire games. It seems like the
older I get, the harder it is to find the time
and/or friends to play any game with, let
alone a war game. Having a few solitaire
games around keeps me playing. And very
portable to boot.

PLEASE keep up the good work. I'm
sure I'll be ordering some of the back issues
soon.

Steve Oliver

Thanks for the kind words. How about the
rest of you? Dou you have questions or com-
ments about Panzerschreck? Direct them
(with a “Letters from the Front” subject
line) to the editor at: minden2@hotmail.
com.

LINE OF DEPARTURE
LoD wargaming quarterly covers all
levels of simulation gaming, both board
and computer, with a primary focus on
game reviews. Write the editor for sub-
scription details.

James P. Werbaneth
P.O. Box 508
Gibsonia, PA 15044 USA

hitp:// members.aol.comAwerbaneth/lod himl

Perﬁdious Albiqn

The M. of Chaotic Historical Sii

For subscription information, write:
Charles Vasey,
75 Richmond Park Road,
East Sheen, London SW14 8], England

cvasey@aol.com




devoted to a specific game.

Panzerschreck Wndex — Issues 13

Articles appearing in Panzerschreck are listed below by game title. Num-
bers following a title indicate the issue number where it appears. An asterisk (*)
indicates a Short Take subject. A “g” indicates an issue game, while a “ms™
indicates a Mini-Sim game; “various” indicates a gaming essay not necessarily

Advanced Squad Leader (AH) 1, 2%, 3,
4, 5*

Afvika Korps (AH) 2*

Andersonville Minden) 7g

Assault on Tobruk (StmCan) 5*

Axis & Allies (MB) 4*

B-17: Queen of the Skies (AH) 3*

Barbarossa Campaign (Minden) 3g, 4

Battle for Batdan (Minden) 9g

Battle of the Atlantic (Minden) 4g, 6, 9

Berchtesgaden (Minden) 4g, 5

Canadian Flag in Wargaming (various)7

Cold Harbor (Minden) 3ms

Commando Raid on Rommel (Minden)
5ms

Consolidated Errata (Minden) 5, 8

D-Day (AH) 1*

Dogger Bank (Minden) 5g

Down in Flames (GMT) 9, 9*

Eastern Front Solitaire (Omega) 8

Escape of the Goeben (Minden) 5g

Fall of Constantinople (Minden) 6g

Fall of Rohm (Minden) 8¢

First Day of the Somme (Minden) 5g

Goring’s War (Minden) 8ms

Great War at Sea (Avalanche) 9*

He Who Hesitates (various) 8

Hitler's War (AH) 5%

Hornet Leader (GMT) 6

Inchon (SimCan) 8*

Interview: Charles Vasey (various) 8

Iwo Jima (S&T) 7*

Jellicoe vs. Scheer (Minden) 6g, 7

Jewish War (Khyber) 5*

Jutland (AH) 2*

Kriegspiel (AH) 4*

La Bataille de York1813 (Minden) 9ms

London’s Burning (AH) 8%, 9*

Lufiwaffe (AH) 2

Merchant of Venus (AH) 1*

A Mighty Fortress (SPI) 2*

Mini-Games (various) 3

Musketeers (Task Force) 7

‘Nam Diary (Minden) 6ms

Naval War (AH) 4*

1914 (AH) 3*

1914: Opening Moves (Minden) 7ms

Nuremberg: Trial of the Century
(Minden) 2g

Operation Olympic (SPI) 5

Origins of World War I (Dunnigan) 1*

Origins of World War II (AH) 1

Outdoor Survival (AH) 2

Prescriptive Insanity (various) 6

Reichstag: Fall of Berlin (Minden) 1g

Retro (Minden) 8, see also Advanced
Squad Leader

Red Beach One (S&T) 6

Richthofen’s War (AH) 9*

Russian Civil War (SPT) 1

Sacrifice in the East (Minden) 7g, 9

St. George’s Valour (Minden) 8g, 8

Saratoga: 1777 (Rand) 1*

Seven Seas to Victory (XTR) 6

Siege of Leningrad (Minden) 9ms

Spitfire (SPI) 6*

Stalingrad (AH) 3*

Strike North (XTR) 6*

Tank Commoander (MiH) 3*

Third Reich (AH) 2

Thunderbolt/Apache Leader (GMT) 7

Togoland 1914 (Khyber) 9*

Torpedo (SimCan) 9*

Turning Point: Stalingrad (AH) 3

Twisting the Dragon’s Tail (various) 8

Victory: Blocks of War (Columbia) 2*,
4

What’s in a Name? (various) 4

Wolfpack (SPI) 5

WWII Tactical Wargames (various) 9
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short Takes

Edited by Gary Graber

Richthofen’s War

Originally the US Armies going to
France in World War One went without
heavy equipment and weapons in order
to speed their arrival. Among the
heavy equipment left behind was air-
craft. Consequently, the US Army air
service entered the war flying British
and French aircraft. As the war pro-
gressed, the US Army air service, like
the rest of the US Army, was directed
to operate independently of the other
European armies and was to have its
own aircraft. US forces in Europe fi-
nally did get their American designed
and built aircraft but not before the end
of World War One.

Historically, no US designed or
manufactured aircraft ever went mto
action in World War One because the
conflict ended before US aircraft could
enter service. For US aircraft to have
participated in the war, the conflict
would have had to have lasted into
1919 or US aircraft manufacturers
would have had to have made aircraft
available before the first part of 1918.

Richthofen’s War is Avalon-Hill’s
classic game of tactical air to air com-
bat in 1916 - 1918. American aircraft
that might have never seen combat may
now do so, even if simulated only in a
game format.

The first US aircraft that could have
participated in World War One was the
Loening PW-2. This aircraft was de-
signed to fill generally the same role as
the British F2B Bristol Fighter. Among
other things, the PW-2 was notable
because it was a monoplane which was
an unconventional configuration for an
aircraft at the time. The PW-2’s wing-
span was 32°9”, length 24°, ceiling
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22,000 feet, max. speed was 130 mph.,
and was powered by a Wright H-3 en-
gine. Armament was composed of ei-
ther one or two Lewis guns on a ring
mount for rear defense and another
Lewis gun firing forward.  Further-
more, a light bomb load could be car-
ried.

Another US aircraft arriving too
late to see operational service was the
Thomas - Morse MB-3A pursuit plane
intended to replace the French SPAD
pursuit planes used by many of the US
Aero Squadrons in France. The MB-
3A was armed with a fairly standard
armament of two .30 caliber machine
guns, powered by a Wright H-3 engine,
and had a max. speed of 141 mph.
Wingspan was 26° and length was 20°.

The PW-2 may be substituted in
any scenario where the Bristol F2B
might otherwise be used. Likewise, the
MB-3A may be substituted in scenarios
where SPAD fighters are normally
used. Alteratively, try using one PW-
2 and two MB-3A fighters in scenario
six. Substituting US combat aircraft
into these scenarios should give players
a chance to examine how these US
combat aircraft might have performed
against German aircraft and how they
would have compared to equivalent
British and French aircraft.

Loening PW-2; Uses-F.B,R, T,A
Service: 18 -19
OB G G ) 6 O
10 3 12 6 10 6500250 450 7
(10) (11) (12)
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Thomas-Morse MB-3A: UsesF,R, T
Service: ‘18 - <19
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Togoland, 1914

If you’ve played Togoland, 1914 by
Khyber Pass, chances are you’ll recog-
nize the urge to play the “game” rather
than the historical situation. This is not
necessarily a flaw in the design, but if
you find yourself wanting to inject
more uncertainty into the game, use
these suggestions.

1. Variable Game Length. Roll
one die at the end of turn 8. A 1-2
means the game is immediately over
(3-6 means continue on to next turn).
At the end of turn 9, roll again; the
game ends on a roll of 1-3. Do the
same for turn 10 and beyond (with a
roll of 1-3 ending the game).

2. Reroll Chit. Designate a Reroll
Chit and give it to the German player.
After any roll in the game (except
“game over rolls” above), he may de-
mand a reroll to be taken by giving the
chit to his opponent. The Reroll Chit
may be passed back and forth any num-
ber of times in the game.

3. Destroying the Radio Transmit-
ter. Instead of allowing the transmitter
to be destroyed automatically, require
the German unit present to roll a die,
with a 14 destroying it (5-6 means
nothing happens). If there is more than
one German unit in the hex, allow each
German unit to roll to destroy it.

Game rules remain otherwise un-
changed.

Martin Haig

Down in Flames

GMT’s Down in Flames series of
air combat games are simple, exciting,
and fun enough to try and introduce to
“non-wargamers” among family and
friends. Though pretty simple for
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wargame veterans to handle, the game
does have a bit of a learning curve for
people who don’t usually play games
more complex that Stratego or Risk.

I use an easy variant of the game to
introduce newcomers to Down in
Flames. The variant is simply to elimi-
nate Altitude (and its associated rules)
from play. Think of it as meaning that
all planes start the game at Medium
altitude, and cannot change altitude
during play.

This isn’t as radical as it might
seem. After all, it is possible for a full,
normal game to be played with no alti-
tude changes occurring. Once the
game’s mechanics are grasped, Altitude
may easily be introduced. Even if
some of the newbies never get to the
point of handling the full version of the
game, it is still fun to play in this
“basic” mode.

The potential payoff is that you
may win yourself some new wargaming
friends while having fun with this ex-
cellent series of games.

Gary Graber

Torpedo

While SimCan’s Torpedo game of-
fers a selection of scenarios giving an
excellent cross section of World War
Two submarine ASW warfare, there are
many more actions that can be played
using this game. Among those that
may be simulated are hypothetical
NATO-Soviet confrontations at sea
taking place in the post-war era from
1946 - 50 because when Torpedo was
published, it was one of the few ASW
games on the market including World
War Two Russian submarines. Try
modifying Torpedo scenarios as indi-
cated to simulate combat between
NATO submarines, Russian subma-
rines, and the ASW forces from both
sides from the post-WW2 and early
Cold War period. All Torpedo rules
are in effect unless otherwise men-




tioned.

Another thing to keep in muind is that
some of the post-war Soviet submarines
were based on captured German type
XXI submarines and were, for all prac-
tical purposes, copies of these highly
advanced boats. Try substituting Ger-
man type XXI submarines into various
scenarios, especially the late war sce-
narios to simulate use of the top of the
line post-war Russian submarines based
on the German type XXI submarine
design.

17.1.1 - Substitute one Russian subma-
rine of any type.

17.1.3 - Same as above

17.1.4 - Same as above

17.2.1 - Same as above

17.2.2 - Substitute the appropriate So-
viet surface vessels.

17.2.3 - Substitute any type of Russian
submarine. Also try using US destroy-
ers or destroyer escorts. Also try using
US or British subs and Soviet destroy-
ers.

17.2.5 - Use Soviet submarines in place
of the Germans.

17.2.7 - Same as above but also try
switching sides and using either US or
British subs.

17.2.8 - Use a Soviet sub in place of a
German sub.

17.3.1 - Use a Soviet sub and/or US
and Brtish DDs. Also try switching
sides in this scenario and using US or
British subs against Soviet destroyers.
17.3.2 - Substitute a Soviet sub for the
Japanese sub.

17.3.3 - Use British escorts and a So-
viet sub. Also try this scenario with
Soviet escorts and a British submarine.

For additional hypothetical World
War Two scenarios, try using either the
Geman Type XXI or Japanese high
performance submarines in any of the
Torpedo scenarios where only one sub-
marine is used. Such a scenario would
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represent a sort of duel situation. In
fact, duels can be fought easily where
one submarine enters play on one map
edge and the escort enters play from the
other. Victory can be based on which
side sinks the other, or by exiting the
submarine from the opposite map edge.
All other scenario rules and victory
conditions remain the same.

Another alternative is to use between
one and three high performance Axis
submarines against Allied convoys or
task forces mostly in late war scenarios
simulating fighting against Allied
hunter killer groups built around escort
aircraft carriers to get a taste of what
might have happened if the Axis was
allowed to field some of their advanced
submarines on a really large scale. Du-
els can be fought by modifying the duel
situation mentioned above and by using
an equal number of escorts from ap-
proximately the same time period in the
war.

James E. Meldrum

Great War at Sea

Here’s a quick “Design Your Own™
Campaign Game for Avalanche Press’
Great War at Sea series. The emphasis
here is on “shoot ‘em up” gaming situa-
tions, not necessarily historical situa-
tions. ‘

First, select two navies (or groups
of navies) which are to compete. If you
only want capital ships (or specific
capital ships, such as dreadnoughts) to
be used, select only that kind of ship for
both sides. It is suggested that only
dreadnoughts, battleships and battlecru-
siers normally be used. Any combina-
tion, however, is okay as long as play-
ers agree before play.

Second, place each side’s ships in a
mug, from which they will be drawn.

Third, each side rolls one die (or
two dice, if desired), and draw that
many ships. Example: Side A rolls a 5
and so draws 5 ships; Side B rolls a 2
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and so draws 2 ships. Place the ships
face up in front of both players.

Fourth, the side with fewer ships
decides if he wishes to engage in this
scenario. (However, if both sides have
the same number of ships, or one side
has only one more than the other side,
then a scenario is automatically to be
played.) If he decides “yes”, place the
ships on the tactical map, in the usual
manner, and play the scepario. If he
decides “no”, no scenario is played, all
ships are returned to their proper mug,
and the side that had the larger number
of ships receiving victory points equal
to the number of victory points gener-
ated by the smaller side’s least valuable
(in terms of victory points) ship. Ex-
ample: Side A has 3 ships, Side B has
5. After looking at the ships, Side A
decides not to play the scenario. Let's
say that Side A’s 3 ships had point val-
ues of 35, 38, and 32. This means that
Side B receives 32 victory points from
this “non-played” scenario.

If a scenario is actually played, vic-
tory points are gained (by both sides)

by sinking enemy ships. After the sce-
nario is over, all ships used in that sce-
natio are placed to one side, and not
used any more. (Alternatively, place
surviving ships back in their respective
mugs.)

Count up total victory points after
each played and non-played scenario.
Play continues until one side reaches
300 victory points (or another mutually
agreed total). If both sides pass 300,
the side with the highest total wins.

You can play nationalities against
nationalities (e.g. British vs Germans,
Austrians vs French, etc.), or Allies vs
Central Powers. For play balance,
players may bid victory points for the
privilege of being the superior side.
The winner of the bid gets that side,
while the other player gets that many
victory points at the start of the cam-
paign game.

Gary Graber

London’s Burning
During the Battle of Britain Musso-
lini sent a contingent of the Italian Air

continued from page 42
isted.

The other scenarios listed are hypothetical. Gamers are free to devise other

scenarios of their own design.

As with Jellicoe vs Scheer, Escape of the Goeben is a simple, introductory
game or World War I battleship combat. We hope you have fun with it.

Designer: Gary Graber
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Force, the Corpo Aero Italiano (CAI -
Italian Air Corps) to aid the German
Lufiwaffe and to gain political repre-
sentation for sharing in the spoils if and
when the British surrendered. The CAI
was composed of two medium bomber
groups flying Br.20Ms, one group each
of Cr.42 and G.50 fighters, and a single
squadron of Z.1007 medium bombers
used mainly for long range reconnai-
sance. These air units flew from air-
fields in Belgium and functioned as
part of the Luftwaffe air fleet in north-
western France.

One other Italian aircraft, the SM79
medium bomber, has been included just
for the sake of variety. This tri-motor
medium bomber was probably one of
the most famous Jtalian aircraft of
World War Two. These aircraft were
in service during the baitle and could
have been used over Britain, but for
whatever reason were not attached to
the Corpo Aero Italiano .

Historically, Italian aircraft never
flew over London during World War
Two. They did, however, fly a number
of bombing missions and fighter
sweeps over the regions north and east
of London as well as a raid on docking
facilities along the Thames. The Italian
bombing missions were largely ineffec-
tual and during the fighter sweeps
flown by Italian fighters, the British
had a definite edge although the Italians
fought gamely. Later in the Battle of
Britain Italian fighters escorted Ju87
dive bombers making anti-shipping
attacks and raids along the channel
coast. During the Battle of Britain the
Italian pilots were handicapped because
their aircraft lacked sophisticated navi-
gational equipment demanded because
of weather conditions, and because
their fighter aircraft were seriously un-
derarmed. Italian fighters used only two
machine guns while British fighters
used eight! Likewise, the Me-109E
used four machine guns and a 20mm
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cannon.

This variant is intended to add a
tittle variety to Avalon-Hill’s London's
Burning game simulating the activities
of RAF fighter pilots in the London
sector of the Battle of Britain by adding
Ttalian aircraft to the game. To play
this variant, gamers will be required to
make a set of variant aircraft counters
for the Italian aircraft used in the game.
These counters are intended to be sub-
stituted for the German aircraft count-
ers used in the regular game scenarios
to allow the British player a chance to
deal with several types of Italian air-
craft encountered, or that could have
been encountered, over Britain in the
late summer and eatly fall of 1940.

Variant Italian Aircraft

Br.20 G50Cr.42 Z.1007 Sm.79
FrontGun 1 2 2 1 1
BombLoad 2 - - 1 1
RearGun 1 - - 1 2
Perf.Value 1 6 5 2 2
Speed 3 4 3 3 3

As mentioned earlier in this article,
one reason why Italian fighter aircraft
did not do as well as anticipated during
the Battle of Britain is because they
were seriously underarmed. Players
may try increasing the front gun
strength in Italian fighter aircraft to 4 to
see what might have happened if Italian
fighter had been increased to four ma-
chine guns.

Realistically, there is no reason why
Italian aircraft cannot be used against
any target on the map but if players
wish, they may - as an option - impose
some targeting limitations on the use of
Italian aircraft to make the scenario a
little more realistic. To simulate opera-
tional limitations, restrict the use of
talian aircraft to targets in the G
hexrow and to all targets in hexrows
south of there.

James E. Meldrum
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Synopsis of Games Published in Panzerschreck

Visit the Minden Games website for more information and reviews.

Game Issue Period Scale # Players
Reichstag: The Fall of Berlin 1 Ww2 tactical  solitaire

The player (Russians) fights building to building in downtown Berlin
and must “fly the flag” over the Reichstag as quickly as possible.

Nuremberg: Trial of the Century 2 post-WW2 abstract solitaire

The player (prosecuting Allied powers) must convict notorious Nazi
war figures, keeping a balance between conducting a fair trial, and keep-
ing the Soviets happy with the number of convictions.

Barbarossa Campaign 3 Ww2 strategic  solitaire
The player (Axis) launches Operation Barbarossa in this strategic
level game (quarterly turns, army sized units) that emphasizes economics.

Cold Harbor 3 ACW tactical  solitaire
Mini-Sim. The player (Union) makes a frontal assault against the
Confederate positions in the hope of achieving a breakthrough.

Battle of the Atlantic 4 WW2 operational solitaire
The player (German) must try and sink enough tonnage each month
(monthly turns, August 1942 to May 1943) to bring Britain to her knees.

Berchtesgaden: 4 WW2 operational 2-player
Hypothetical battle in 1945 pitting Axis and Allied units in combat
around the rumored “National Redoubt” in the Alps.

First Day of the Somme 5 WW1 operational solitaire
The player (British) must plan and execute the Big Push of 1916. After
the whistle blows, he must watch to see how his plans fare.

Dogger Bank 5 WWI tactical  2-player
Naval combat during the Great War between individual British and
German battlecruisers in the North Sea.

Commando Raid on Rommel 5 Ww2 tactical  solitaire
Mini-Sim. The player (British) executes a commando raid on the
coast of North Africa in an attempt to eliminate the Desert Fox.

Fall of Constantinople 6 medieval operational solitaire
The player (Ottoman) makes a final desperate attempt to capture Con-
stantinople from its heroic Christian defenders, A.D. 1433.

Jellicoe vs. Scheer ' 6 WWIl tactical  2-player
Expansion of the Dogger Bank game system to include all British vs.
German naval engagements in the North Sea during World War 1.

‘Nam Diary 6 modern tactical 2-player

Mini-Sim. Jungle firefight between individual US and NVA soldiers.
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- |Sacrifice in the East 7 WW2 operational 2-player
’ Germany tries to stave off defeat by the Soviets in the east, 1 945, in
this two-player game.

Andersonville ’ 7 ACW card game multiplayer
Euro-style card game of survival and endurance, based on life in infa-
mous Andersonville prison camp during the American Civil War.

1914: Opening Moves 7 WW1 strategic  solitaire
Mini-Sim. The player (Germans) plans and executes the war in the
West, with off-board East Front strategy often the key to victory.

St. George’s Valour 8 WwWwl tactical  solitaire
Battle of Zeebruge, April 1918. Simulates the daring British (the
player) raid made on German U-Boat pens.

The Fall of Réhm 8 WwWw2 abstract  solitaire
The player (the National Socialist Party) attempts to manipulate vari-
ous factions and purge the SA to insure Hitler's succession of Hindenburg.

Goring’s War 8 wWw2 tactical  2-player
Mini-Sim. Simple air-to air combat game pitting lone British and
German fighters against each other in the Battle of Britain.

Battle for Bataan 9 WW2 operational 2-player
The 1942 Japanese assault on the American forces in the Philippines is
depicted in this two-player game.

Escape of the Goeben 9 WW1 tactical 2-player
Expands the Jellicoe vs Scheer system to include the Mediterranean
 fleets of major allied and Central Powers nations during the Great War.

Siege of Leningrad 9  WWw2 abstract  solitaire
Mini-Sim. (Logistical Module I) Playable alone or as a plug-in to ex-
isting east front wargames. See if you can keep Leningrad from falling.

La Bataille de York, 1813 9 1812 tactical  solitaire
Mini-Sim. 7The player (British) tries to turn back the American inva-
sion near York (afterwards, Toronto) during the War of 1812.

COUNTER

BOARDGAMES REVIEWED & DISCUSSED

Counteris a quarterly gaming magazine devoted to board and card
games, particularly European designs. Write for details:

Alan How, 3 Lynsted Close, Bromley, Kent BRI 3UE, England

L Email- Alan How(@which.net —J
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Minden Games Price LISt v sesteadsonnisien ganes

Panzerschreck #9 (68 pages, plus inserts) two issue games: Battle of
Bataan, and Escape of the Goeben, plus two Mini Sims: Siege of Lemngrad
and La Bataille de York 1813. $15.00

Panzerschreck #8 (60 pages, plus inserts) two issue games: St. George’s
Valour, and The Fall of Rohm, plus Goring’s War Mini-Sim. $14.00

' Panzerschreck #7 (60 pages, plus inserts) two issue games: Sacrifice in the
East, and Andersonville, plus 1914: Opening Moves Mini-Sim. $14.00

Panzerschreck #6 (64 pages, plus inserts) two issue games: Fall of Con-
stantinople, and Jellicoe vs. Scheer, plus "Nam Diary Mini-Sim. $13.00

Panzerschreck #5 (48 pages, plus inserts) two issue games: First Day of the
Somme, and Dogger Bank, plus Commando Raid on Rommel Mini-Sim.
$12.00

Panzerschreck #4 (48 pages, plus inserts) two issue games: Battle of the
Atlantic, and Berchtesgaden: The Alpine Redoubt. $12.00

Panzerschreck #3 (44 pages, plus inserts) issue game: The Barbarossa
Campaign, plus Cold Harbor Mini-Sim. $12.00

Panzerschreck #2 (40 pages, plus inserts) issue game: Nuremberg: Trial
of the Century. $12.00

Panzerschreck #1 (28 pages, plus inserts) issue game: Reichstag: The Fall
of Berlin. $12.00

Retro, 2nd ed. (48 pages, plus inserts) Simplified WWII tactical wargame
variant for Advanced Squad Leader and other tactical systems, with full
rules, DYO tables, and several scenarios. $10.00

Commando Raid on Rommel Zip Edition. Reprint of Mini-Sim from Pzsk
#5, with cardstock map, 45 color counters, additional rules. $4.95

‘Nam Diary Zip Edition. Reprint of Mini-Sim from Pzsk #6, with two
cardstock maps, 63 color counters, additional rules and scenarios. $4.95

1914: Opening Moves Zip Edition. Reprint of Mini-Sim from Pzsk #7, with
cardstock map, 49 color counters, additional rules. $5.95

PayPal orders accepted at: minden2@hotmail.com
All products are currently available. Prices are in US$ and include postage
(overseas Airmail add 35%), and are subject to change without notice.

Minden Games
9573 W. Vogel Avenue
Peoria, AZ 85345 USA
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Good News, Comrades...

Panzerschreck #9 is here!

Gaming Articles
Battle of the Atlantic Replay (W.Daniel), World War Two
Tactical Wargames (N.Smith), Opening Rounds, Letters from
the Front, plus...

Gaming Variants
Down in Flames (GMT), Sacrifice in the East (Minden), Rich-
thofen’s War (Avalon Hill), Togoland 1914 (Khyber), Torpedo
(Simulations Canada), Great War at Sea (Avalanche), Lon-
don’s Burning (Avalon Hill), and more...

Two Complete Issue Games
Battle for Bataan
(two-player operational wargame set in 1942)
Escape of the Goeben
(two-player tactical WWI naval wargame)

.and two complete Mini-Sim games:
Siege of Leningrad (abstract solitaire game)
La Bataille de York, 1813 (solitaire wargame)

Minden Games
www.homestead.com/mind_en_games
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Game Markers

(Cut out markers and templates before play)
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